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Biology lessons?
Dear TMB,
Why don't you put some educational stuff on
the PowerPack? It wouwld make a change from
the normal games, and instead of killing brain
cells it would be making them.

WA Ters, Waterford, Eire

Interesting idea, but how exactly do you make
brain celis? Still, educational software is
certainly worth thinking about. Oh, and by the
way — is that name of yours a pseudonym or
what? TMB

H 2
CF tapezine?
Dear TME,
Seeing as you seem to be in the process of moving
Gamebusters and Techie Tips on to the PowerPack,
why dom'f you convert the whole magazine to lape or
disk (like the LIGHT magazines used o do)?
Jon Bray, Bristol

While it's doubtful that the whole magazine will
become a disk- or tape-zine, Karen has been looking
into ways of getting more “editorial’ pages on to the

Dear TMB,

If you've reviewed Dropzone, how much did it
get, ‘'cos GamesMaster reviewed Super
Dropzone for the SNES and gave it 88%7
Chris Bilood, Nowhere

Dropzone was released way before
Commedore Format was launched, so we have
never officially reviewed it. However, if we had,
it would have got about 942%., TMB

Meanwhile back at the Commedore Format office,
Karen starts researching exactly what a brain cell
is. Trouble is, she hasn't had much experience in
the old brain cell departmant yat!
PowerPack. Indead, Your Sinclair used to run a
fanzine on its covertape — we could possibly do the
same sort of thing, but don't expact any changes for a
few months yet,

Is thare no end to human ingenuity? (Well, yes,
there is actually, but seeing as I'm in a good mood Il
pretend to be impressed.) TMB

Dear TMB,

Fut a free gift on the cover sometimes.
Something like a £10 note.

David Connolly, Woodstock

PS Steg the Slug is dreadful.

No. TMB

Dear TMB,

Steg the Slug was great.

Neil Grayson, Scarborough

Different strokes for different folks, eh? TMB
Dear TMB,

Do you ever make up the letters?
David Bakar, Newton-le-Willows

Never. But | have been known to make up the
occasional answer. TMB

Jet-pack around the funky lunar graphics with
this excellent little game. Well worth 94%.

After retrieving The Mighty Brain
from the bottom of an algae-
encrusted fish tank (he works
part-time as an aquarium hygienist),
we sent him to work through this
month’s post.

LF HEARD
MAKE YOURSE o
to say, then i
A s Eﬁlﬁ“ﬁlﬂu get your opinions
e Write to: The Mighty E!raln, 0
heard. mat, Future Publishing, 3
et Bath, Avon BA1 28W-
{ to Commndnmjﬂf:::;
blishing. We
are assumed 10 ‘:: :;':Epd::_ your letters for

grve the rig
i reasons of length, grammar and

Funmuﬁ“ﬂn 4

——
S
Parallel lines

Dear TMB,

First of all thanks for covering the opening of my new
PD library Parallel Logic in issue 52 of Commodore
Format. The PLPD Infro demo that was sent to you
stated that PLPD's catalogues could be obtained by
sanding an SAE to us here. That is no longer correct,
because | have now decided to create the catalogues
on disk instead. So, as of January, you can receive a
free copy of the cafalogue by sending a blank disk
and disk-sized SAE to us here at PLPD.

Anyone who orders the introductory two-disk set
fcosts £2 — cheques payable to Philip Boyce) will also
receive a free copy of the disk catalogue. Finally, I've
also decided to posipone working on tapes for
inclusian in the ibrany until around March. Please
could you pass this information on fo your readers?
Philip Boyce, Parallel Logic PD, 40 Windsor Ave,
Co Antrim, N lreland BT38 9RX.

Certainly. After all, these misunderstandings are only
to be expected among humans. TMB

Simply the best#!

Daar TMB,

In CFA48 you printed the feature 'How Far Would Your
£54 Go?' Well, you were right. | spent about £62.50
on tapes and disks and an Action Replay. But when |
had my PC computar | spent over £100 and even
move on the Sega. So | would stick with the 64 if |
ware you. t's the bast.

Mr M Wild, Stancliffe Batley

| couldn’t agree more. Well, | could, but that would
take too much mental energy. TMB

Ad it up!

Dear SirMadam (| may be alien, but | am male — well,
by your definitions of gender, anyway — TMB),
The back cover of CF should be reserved for
PowerPack info (see CF48) and not wasted with
adverts for console magazines. It's only a subliminal
way of saying, ‘Hay, dump the 64 and buy a console.’
A more positive approach would be to contact
people who ane now supporting the 64 scene in the
UK and convince them to advertise in CF regularly.
These include Visualize, Apex, Psytronik, M&FP and



LETTERS

the Electric .fji‘-uys. The future of the 64 lies in thair = = - =
et LUt Theoretically, it is possible

Arif Pervez, Manchester
Dear TMB,

We all know how fab the C64 is, but did you know that in the 24th
Century, long after the death of Sega, Nintendo and aven the mighty
IBM, the 64 technalogy is still at work? Dr Soong has capitalised on
the Commodore’s innate capabilities to create the android known as
Lieutenant Commander Data.

Unfortunately, he seems highly susceptible to alien forces and
TIP ol' 'he i:‘berg computer viruses. We're wondering whether this is a fault with the
Dear TMB, hardware, or whether the software itself is bugged. Can you help?
We seem fo have lost the Leia Brahms, 24th Century San Francisco

complete maps and playing
guides in Gamebusters. |
found them more useful
than just tips.

Mark Hammond,
Dereham

Ah, but the console mags are prepared o pay more
for their ads. We're quite happy to give CG4-related
companies free coverage, which also means they can
concentrate their resources on their software rather
than advertising. TMB

Have you checked the neural transmitters
ps Q. How Can you in his positronic net - their phase pattern
tell if you've P""sej: may be out of alignment. TMB
aro
urple elephoc

Zeppolon
from the i And here is the rather handsome

Sys stem? o won't Lieutenant Commander Data, bless
Of course you found A, The T_ﬂ”"t I his little C64 computer chips.
them more useful than close
e
‘just tips’. A complete cnmrrmﬂd" L::d
solution is, by its very warmteawalker dford My dictionary gave Nigel Mably,
nature, bound to be more Ardunto, Planet Bra the definition of Bridgend

wirg as, ‘ona of the
organs of flight of Good grief! Nigel,

useful than a couple of tips. But

“avatorial
fear not, Andy Roberts will still lav

. mmhﬂwmwwmm“u =

be supplying the odd complete ' Hmmm. ’ insects or soma never get a job as

solution or two. TMB humo animals.” An ear is a private detective.
an argan and, as we all But heh, this is the

n“I'Ih! know, Dumbo flew with his ears. Therefore his ears real world and

Dear TMB, are organs of flight, and that means elaphants do Dumbo is just one

In issue §1's bils 'n’ pieces a caption read, ‘Has have wings. So, according to this logic, Commodore of those cute litthe

Commodore been sold? Have elephants got wings?' has been sold! fairy stories. TMB
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you through the
packed byways of
covertape loveliness to a

land of gameplaying joy...

Written in 1993, Mind Maze is one of those puzzle
games that looks ridiculously easy but manages to
overheat your brain before you reach the third level.
To start off, stick your joypad in either port one or two,
load the game, then get ready to hit the fire button.

The idea of Mind Maze is to clear all the blocks
from the screen within a pre-determined, and vary
short, time scale. To reach your objective, you need
to move the flashing cursor over the block you want
to remove and press fire. Now, this will make the
chosen block and those immediately left, right, above
and below it disappear.

Uinfortunately, if the block you choose has an
emply space next to it, pressing fire will make a new
block appear in thal space. So i's a case planning
ahead, which isn't easy when your up against the
clock. Then, just as you're getting into the swing of
things, the controls change so that rather than the
blocks or spaces immediately adjacent to your
chosen block changing, the ones to the top-left, top-
right, bottom-left and bottom-right are affected.

Trust me, this isn't as easy as it looks - the
trashed C64 in the comer is evidence of that!

This Month's Power pagy ' :

g : is alsa availah
<o Du get the disk version simply cut r:zlan
n the tape inlay carg oy

Darkest Road
(Part 1)

The Darkest Road, which originally strutted its stufi
on the old Speccy, is a huge text adventure in which
you must defeat the evil Black Wanderer with the
magic of the Silent Song. But, before you can do
that, you must travel through lands foul and fair,
snog a mermaid and generally avoid any of the
unpleasant traps that await you.

The game is well executed and follows all the
usual adventurey rules. There are four different fonts
to choose from, and you can select these using the
F1 button. There are also two different tunes, which
you can toggle between with F3 and F5, and if you're
playing in the dead of night, you can turn the music
off with F7.

The game is in two parts, and we'll be putting the
final part of this heroic tale on CF55's PowerFack.

ot &0 ye wish to ¥ ..
m.li.mﬂ:thamlutn&nlttm

Bont &o ye wish to &7 ... cood sicn

s [EF A2 ol The 51 W COED
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Gieoé &0 ye wish to &% ... B

The first part of The Darkest Road offers you
plenty of puzzles and encouragement.

This Tetris clone hails from the chilly provinces of

o
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Bee 52

As Bes number 52 your

job in this demao is to collect
as much pollen from the
flowers as possible and then
return to your hive without
bumping into any of the insects or

creatures that are out to make your life as difficult as
is conceivably possible,

The idea here is to collect enough pollen to fill
your honey pol. But be careful: you can only carry
three flowars’ worth of pollen at a time,
and if you get hit, you lose the lot!
Controls:

Diractions .........c.cee. Joystick (port two)
Fire pollen pellet ...... Fire button

SHNG ...oeveeereneenn S pACE bar

=7 AR RS B

PRUSS . i Run/Stop

Quit (when paused) 4

You don’t have to be a genius to
guess where the pollen is.

Poland. As ever, the idea s to rotate and fitthe

;’Hi !"I.". .

block,

"
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Mick Taylor

As this charming little insact simulator has been re-

released by the author, (Mick Taylor, 171 Hollingdean

Terrace, Brighton, East Sussex BN1 THF — cost

£4.599), it seams rather appropriate to print some fine,

dandy, and almost peachy tips for it. Oh, and if you're

having a few problems with the game, try this cheat:

an the title screen type GRELLAMDFALLA (without

spaces), and you can now start the game with infinite

lives, plus the ability to skip levels using F7. On with

the info... around, which drop unexpectedly from the top of the
screen. A good supply of bombs will help.

Stage 1

This is a nice, simple introduction 1o the game, and 51’“92 4
you should really use this opportunity to practise From this level onwards, a whole jar of honay needs it you like the demo on this month's PowerPack
shooting, dodging, and running away To to be collected — a formidable task indeed. and would like to get hold of the full game, drop

Caterpillars make even more appearances Mick Taylor a line at the address opposite.

and generally there are lots more bugs
around. Staying alive becomes more and Collecting honey is very, very difficult now, and the

completa the level with ease, simply collect
the honey from the first three flowers you
encounter, then head quickly back to the

hive. There are some bubble monsters maore difficult. Collect the honey in one main task is to stay alive long enough to completa the
harging around, but if you move quickly big balch, as it's too nisky to go back and stage. Having said that, | must say it's not as hectic
enough you'll never encounter them forth along the level. as the previous level, so grab the honey in much the

same way as before,

Stage 2

The wasps appear here for the first time, and

Stage 5

This level has ancther new opponent for you 5"“99 6

it's important to learn how to deal with them. 1o deal with; this time it's those lovely pink fish Frogs and fish are the major problem here, especially
When they appear, fly away from them, then turn and They act in much the same way as the frogs, but when flying underneath a barrier close to the water,
shoot when you're a sale distance away. You'll also move a little quicker (and appear It's better to be patient, though, so wait at the top of
notice that the flowers now contain bugs — avoid their quite unexpected!y). the screen and allow them to move before

bullets at all costs. Collect honey in batches of two
or three, returmning to the hive in betweaan.

Stage 3

There are plenty of frogs on this leval, but
they're pretty easy to avoid. Fly over them if
they're on the ground, and under tham if they
jump. There are more "barrers’ in your way,
which can be deadly if a bullet-lobbing bug is
nearby. There are also a few caterpillars dotted

Oleol &0 ye wish to &% ... o east

You ome [ lLocossdesriny Cheongh Che  wwang
tn r'.l- st i Chwe f)sGustin
ey of e s
L1 - i 3 - FH_y
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ot do »e wish to &% ... o oondb

: ¢ Yoo boos s ssesd Che potheay and El
According to the advanced highway code, this Engl sirk 1ee; Al £l manes. QLL
L

sign means give priority to bees collecting pollen.
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wu ms pom 01 soppess Foos The
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- s l E G Thanks to Warren LEVEL 1 - Bottom-right corner of the section
4 Pilkington, you now have containing the nest.

¥ e (Powerpack 51) POSH MOTOR as a LEVEL 6 - To the right side of the nest.
m password to activate the LEVEL 7 - In the right corner of the wall you
cheat mode. Now 'F1’ can be started on.
used to skip levels. N g

LEVEL 2 - RONUHCCMGU 37 AN e T AT
LEVEL 3 - EDOUTIOCKO SRS = o B SRR T T T RS ITh
LEVEL 4 — HOPFUVLCCM NP A = R e R
LEVEL 5 - ODQMFUVLIC e

LEVEL & - MEBHETPIAG
LEVEL 7 - LECGODTRHK
LEVEL & - NEDGFLDVAL
LEVEL 9 — OEFVHAGHLV

Trapping the wasps behind these posts will slow

‘am down, but it won't stop "em! LEVEL 10 - PEGTTHIGLD

secret bonus levels are, Richard Beckett is on
hand to reveal their locations...

proceading. Surprisingly, the honey isn't that difficult
to collect — unless you get chased by a wasp, that is.
If you don't have any bombs handy, you'll need to
keep a cool head to survive.

Stage 7

Another new bug appears here, namely, the
dragonfly. It poses no threat whatsoever, unless it
gets hit by a stray bullet, wheraupon it will give chase
{in much the same way as the wasps). If you're
uniucky enough to hit a dragonily or get chased by a
wasp, you can say goodbye to Mr Bumble Bee. The
barriers are the biggest problem, and it pays to wait
rather than rush through the level.

Stage 8

You won't be surprised to leam that here everything
gets in your way. The dragonflies are more agressive
than before, they move much faster, and they now fire
bullets too. Collacting the honey isn't too difficult, but it
does take a long time as the flowers are a bit
widespread. Watch out for the swarms of flies in those
ever-so-awkward places.

Captain Fizz

(Psyclapsa)

This is a rather dull, boring, repetitive, monotonous,
sluggish, tedious and downright unplayable Gauntist
clane (C'mon don't mince your words, Andy, let us
know what you really think — Karen). Still, if you really
want to see the elusive end-sequence, try this listing
for infinite energy (if you dare). Action Replay owners
can use POKE 3885,173 and POKE 4001,173 for the
same effact.

0 REM CAPTAIN FIZZ CHEAT BY WAZ

1 FOR X=272 TO 351:READ Y:C=C+Y:POKE
XY:NEXT

2 |F C=>8740 THEN PRINT "DATA ERROR":END
3 POKE 157,128:5Y5 272

ORE @ DROP NEEDLE.

Meeting the
guardian

GO SOUTH @ WEST @ SOUTH ® WEST @
SOUTH (the Guardian won't let you in
unless you've kissed the mermaid) ® GET
MASK @ EXAMINE MASK @ HIDE MASK @
NORTH ® EAST (if you've killed the Mermaid
the Guardian gets you, and if you've tried to
fight or kill anyone eise, you won't be
allowed into the cavern) ® NORTH @ EAST

Yoo st oofside: ywoem Lillle
mmmbonse: which bos o seoll sign
e 1ag Faor the coors. To Che eost
rm o ser g seoll, voodss bons ehole
0 thee nomth stoetoch the
ke Deendomen e

wEt bmase |:. tw

s, The
rl Ly in meet of o Foesh
ick of pmin :
i jost os bod.

mest of the bouss:
ot Bo yo wish to a7 ... pmiol booss
Thot coosof be ocooeplished of Che
it |

ol &0 ¢ wish to o ... pesd sice

sy aree t the | i ]
® SOUTH ® SOUTH @ SOUTH @ EAST ® = e pan gu gt 'E.m.a g T A
EAST @ EAST (make sure you've got the IONEST EQDEF G5 EN .
map and have read it) ® WEAR MASK @ ot do ye vish to 807 ... B

MNORTH (you will die if you're not wearing

the mask) ® NORTH ® NORTH ® MOVE

ROCK @ GET KEY (if you go north from here
you will die of sadness) ® SOUTH @ WAIT @
SOUTH @ SOUTH @ WEST ® REMOVE MASK @
DROP MASK @ DROP MAP ® DROP MAP (you
had two maps, remember?).

Window on the world
GO WEST ® WEST @ NORTH ® NORTH @

NORTH ® NORTH @ GET ORB ® GET NEEDLE @

I dunno, you offer to do a spot of DIY home
improvement and what happens? You have to go
out questing instead! Honestly...

EAST ® EAST @ CLIMB WINDOW (you will get a
message saying ‘it's too high) ® STAND ON
DAIS @ CLIMB WINDOW @ SAY MAJIK

That's it for part one of The Darkest Road, but
we'll be concluding our solution in CF55, which
is also when you'll also be getting the second
part of the covertape game.

q

i all of the passwords for
" . THE this entertaining little

- SLUG =~

[ Alternatively, enter

e ' ATA, t.‘l.'--";:\
’\% R
And just in case you don't know where the ™ A

GAMEBUSTERS 7

LEVEL 4 - To the left side of the nest.

LEVEL 5 - Go right and down until you're
blocked by pipes - it's on the right
wall.

i 3 g 2 FoL" ] i

E

*1 )
*4.1’}_":' e’

Now you can cheat your way through this, the
biggest slug-"em-up of all time!

10 DATA 032,086,245,169,032,141,211,002
11 DATA 169,001,141,212, 002,076, 167,002
12 DATA 032,038,001,076,000,064, 169,049
13 DATA 141,239,064,169,001,141,244 064
14 DATA 096,165,173,234,201,068,240,006
15 DATA 032,038,001,076,251,064,169,251
16 DATA 141,239,064,169,064, 141,244 064
17 DATA 169,061,141,043,070,169,116,141
18 DATA 044,070,076,251,064,169,173,141
19 DATA 055,015,141 ,161,015,076,000,008

Ramparit

(Domark)

Rampart is a rather playable conversion of the
extremnely playable arcade machine (which has
consumed quite a bit of my money during fraquent
trips to Southend seafront). Type in this listing and
RUM it: you can then press RUN/STOP followed by
FIRE during the 'build’ and 'arm’ sections for axtra
tima as and when reguired!

0 REM RAMPART CHEAT BY WAZ

1 FOR X=528 TO 578:READ Y:C=C+Y:POKE
XY:NEXT

2 IF C=>5377 THEN PRINT “DATA ERROR™END
3 POKE 157,128:5YS 528

10 DATA 032,044,247,056,169,036,141,158
11 DATA 003,169,002,141,159,003,076,108
12 DATA 245,087 065,090,169,006,141,041
13 DATA 204,168,053,141,042,204 076,161
14 DATA 203,169,004,141,108,024,169,165
15 DATA 141,110,024,169,049,141,111,024
16 DATA 076,013,008

Through the
Trapdoor

(Alternative)

Judging by the mailbag this month, quite a number of
peopla are having problems with this rather fun-
packed sequel, including Gary Thompson, Andrew
Banks, Shona Donning, Jill Mair, Tina Sawkins and
Barrie Savage. Fret ye not, here's a splendid listing
POKE 1o take away those game over blues,

0 REM TRAFPDOOR |l CHEAT BY WAZ
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YHElE L, bripe 240

1 FOR X=269 TO 314:READ Y:C=C+Y:POKE
XHEXT
2 IF C<>5566 THEN PRINT “DATA ERROR"END
3 POKE 157,128:SYS 269
4 DATA 032,086,245,169,032,141,240,003
5 DATA 169,001,141,242,003,076,174,002
6 DATA 087,065,080,238,032,208,238,032
7 DATA 208,169,165,141,148,109,169,076
8 DATA 141,093,096,169,112,141,094,096
9 DATA 169,096,141,005,096,006

DEADLINE

{Powerpack 51)
This latest game from Visualize may have a spookily
familiar concept (compared to, say, Dropzone), but it
demands more than a bit of simple blasting.

Here are a faw tips if you're stuck on
the demao level...

Your craft will automatically
drop to the bottom of the
screen if left untouched, so
kaap jabbing the joystick
upwards to stay in the
same spot.

Uinless the world is
destroyed in a nuclear
holocaust or you have o
go downstairs for tea,
keep your finger firmly on
the fire button at all times.

As 500N as you've
collected a scientist, move

.« @rm, make that an B-ball, a grey sphere, a blue globe, a
green diamond and some QuterSpacer crisp lookalike!

When all else fails, put your foot to the floor and hot

foot it out of there. Warp ten, anyone?

cameBusTERS | (3

-

quickly (along the top of the » § 3 i o

CoE 2 £l
¢'L;s‘mﬁﬂm LJ‘M” :

screan) o the teleporter — it's
green with a large arrow on
the side.

The level map wraps
around, so it doesn't matter
which direction you fly in.
Sooner or later you'll reach the
right point.

Having said that, | should point out that if there
are several aliens moving in the same direction, you
should follow them. Why? Basically, you'll move at
the same speed as them and thus restrict the amaount
of new aliens that can fly on to the screen (and pose
a threat to your life).

Invite a friend round to help you
out — you can keep an eye on the
aliens while he/she looks out for the
scientists (it's virtually impossible

doing it by yourself = ooer).
Captain, the sensors are

picking up a big black 8-ball
off the port nacelle...

I'f‘:u? ::__I N . '..‘-_ r.p.& Al ".-'
-L‘"-:--'-; e | '—-. p:‘ﬁlﬂi *2&- e 'Pi-.a-
(Players Premier)
And, no, before you start to make
wisa-cracks about sharks that play the
cello, this particular game is a Cybemaoid-
esque shoot-"'em-up. It's also a might tricky,
50 this listing for infinite lives, mines, blasters,
bouncers, missiles, and shields should come
in pretty useful,

0 REM SHARK CHEAT BY WAZ

1 FOR X=528 TO 577:READ Y:C=C+Y:POKE
X, Y:NEXT

2 |IF C<=>4863 THEN PRINT "DATA
ERROR™END

3 FOR I=1 TO 6:READ AS:PRINT “INFINITE
“AEINPUT AS()

4 IF AS(l)="N" THEMN FOR X=554+(3"1) TO
556+(3°1):POKE X,234:NEXT

5 NEXT I:POKE 157,128:5Y5 528

10 DATA 169.023,141,040,003,169,002,141
11 DATA 041,003,032,086,245,169,011,141
12 DATA 206,001,169,034,141,207,001,096
13 DATA 023,001,026,169,173,141,066,053
14 DATA 141,234,026,141,188,027.141,124
15 DATA 026,141,112,028,141,124,027 076
16 DATA 235,002 LIVES,BOUNCERS, MINES
17 DATA MISSILES, BLASTERS,SHIELDS

e

¥ The
Natlonal

=
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SMASH TV

(Ocean/Hit Squad)

It may ba a littlenon the old side, bul plenty of people
are still writing in for tips and cheats, such as Luke
Simpson from Aberdeen. We don’t have room to print
a listing, so satisfy yourself with these tips.

The single joystick control method is the key to
leng-term survival, the double joystick method will just
confuse you,

Don't rush around the screen — your weapons are
more effective when you're standing still.

MNever put yourself at risk for the sake of bonuses
(such as gold, silver and cash).

Taking the shortest possible route isn't always the
best idea — if you're low on lives, pay a visit to a
bonus room.

Extra lives don't appear very often, so when thay
do, run for them.

Extra speed is especially useful on level three,
although it tends to hamper you on other levels.

Don't waste time picking up the keys — they're
totally, utterdy and completely useless (and the
Pleasuredome doesn't even exist!),

Mutoid Man moves about the screen banging his
fists on the floor, which causes the whole arana to
shake violently. The best approach is to shoot his laft
arm first (until it disappears), then repeat the process
on his right arm. Then, staying on either the left or
right of the screen, repeatedly shoot until he's
completely dead. Don't be tempted to shoot him from
above or below — it's too hazardous.

Scarface is, strangely enough, the hardest of the
three bosses. The only way to kill him is to blast every
single segment of his surmounding shell until only a
crater remains. The bottom segments are difficult to
shoot, because he moves around oo quickly. It also
pays to keep moving at all times - the homing
missiles are fatally accurate. If a missile icon appears,
grab it.

Eat My Eyeballs is much the same as the Mutoid
Man, apart from being a little faster on his caterpillar
tracks. It will take a few more shots than before, but
again shoot his left arm, then his right, then stay on
one side of the screen and shoot until the blighter is
no more.

our finest tips,
mu“ el

the
a chance of w‘lnnlng e
g  wholepoL ARG
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r
BA1 ':sw pon't forget 1o include you
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This month Jason Finch starts a romantic trek

through the jungle of information that lies at the
heart of real coding power - exciting, isn’t it?

nless you haven't been paying attention, you
should at least have an inkling of what a ROM
routine does. No? In case you've been

whispering to your mate at the back of the class, 'l

give a brief axplanation that everyone should be

able to understand. Everyone,

that is, who has read and

mainly understood the recent

Mean Machine Code series.

You want to write a gamea or do

something useful? You need to

read this first!

So what is it?

ROM is an abbreviation for
Read Only Mamany. This means

The following is a complete list of Kernal ROM
addresses to call in order to perform certain
actions., The most common of these addresses

focus on in this series, are at $A000-$BFFF and
SEO00-5FFFF. If you haven't quite grasped
hexadecimal yet - you really should you know — that's
40960-49151 and 57344-65535. The first of these 8K
chunks of memory is the
Interpreter ROM and the
second is the Kernal ROM,
Basically, the
Interprater deals with Basic
and the interpretation of
commands that you give to
it, and the Kernal deals with
input, output and memory
management. Tha Kernal
282 iz raally just a big hhin of
GUENTIN
TARANTING

The big list

will be explained in full during this series, and
there'll be plenty of examples for you to work
through, too. So this box, which we've lovingly

entitled “The big list’, is only here as a reference
for future issues. Enjoy, and we'll explain more
next month!

But how do they
do that?

The ROM routines all work by simply passing the
appropriate JSR instruction from your machine
language program. With some you need to give other
values in order to get them working correctly. For
axample, if you want to position the cursor al some
particular point on the screen, there is a ROM routine
that will do it for you. But it needs to know tha
horizontal and vertical position of where to put the
cursor. Such values are called parameters, and the
act of talling the ROM routine what values to use is
tarmead ‘passing the parameatars’.

Another example is saving a file. Again, there is a
ROM routine to do it for you, but you need to tell it
what area of memaory to save, which device to save it
to, and where to find the fillename in memory. There is
a AOM routine to do practically everything — from
clearing the screen to checking and displaying which

keys are being pressed, and from
opening a file on tape to saving
a program on disk.

But the big question
remains, how dg Mods
do that? wel, stay
tuned bm.u“ this

seri
MONth we shop, o o poveal all. Next

Name Address function CLRCHN SFFCC  Clear all input and output channels
Mame Address function

TALK SFFB4 Command a device to start transmitting

TKSA §$FF96 Send the secondary address for TALK STOP SFFE1 Check if the STOP key is pressed

CIOUT SFFA8 Output a byte to the serial port SCNKEY $FF9F Scan the keyboard

UNTLK S$FFAB Command all devices to stop transmitting GETIN $FFE4 Get a character from the keyboard queue

LISTEN $FFB1 Command a device to start receiving RAMTAS $FFB7  Perform RAM test

SECONDSFF93 Send the secondary address for LISTEN VECTOR $FFBD Manage RAM vectors

ACPTR S$FFAS Input a byte from the serial port CINT §FFB1  Initialise the screen editor

UNLSN S$FFAE Command all devices to stop receiving IDINIT SFF84  Initialise input and output devices

SETLFS SFFBA Set up a logical file RESTOR SFFBA  Restore default system and interrupt vectors

SETNAM SFFBD Set up a filename IOBASE SFFF3  Define input and output memory page

OPEN SFFCO Open a logical file MEMBOTSFFIC  Set the bottom of memory

CLOSE SFFC3 Close a logical file MEMTOPSFF39  Set the top of memory

LOAD SFFD5 Load RAM from a device UDTIM SFFEA Update the system clock

SAVE SFFD8 Save RAM to a device RDTIM S$FFDE Read the system clock
SETTIM S$FFDB Set the systam clock

CHKIN $FFCE Open achannel for input

CHRIN SFFCF Input a character from a channel PLOT S$FFF0 Set or read the cursor location

CHKOUTSFFC9 Oper a channel for output READST $FFB7 Read the device status register

CHROUTSFFD2 Output a character to a channal SETMSG SFF90  Control output of system messages
SCREEN $FFED Return the screen format

CLALL SFFE7 Close all channels and files SETTMO $FFA2  Set IEEE bus card timeout flag
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Prepare to be stunned, amazed and completely
baffled by this month’s game diary, as Jon Wells
attempts to explain the difference between a
sprite and character editor. Higher maths, anyone?

he project's progressing really well at the

momend. |'ve finally sorted out the sprita (or

ghould that be character?) editor part for 10th
Darn = although | had plenty of problems to work
through to get there. The Loading/Introduction and
End sequence tunes are also ready, so there's been
some progress on the music front too!

But before | get into all that, though, you might be
interested to know that you'll be able 10 sae how 10t
Dan's shaping up for yoursalt in the near future. If all
goes according 1o plan, there'll be a dema of the
gama an the CF Powerpack before its general
release in the spring.

Anyway, eanough of this wibble. As I've already
gaid, the sprite editor's finished, although it's now an
official sprite/character editor. Why? Waell, | tested
various sprite and character crunching/uncrunching
methods, and found that the fastest was horizontal-
eolumn, eharacter to sprite crunching, so this is what
I'll ba using in 10th Dar.

Getting into character

The problem with & normal sprite editor is that you
need to program a convertor o turn all the data into
gharactars, To ramady this, | decided to tum the
sprite editor into a sprite/character editor as well. Not
only was this quicker to program, but there's also no
nead for a multi-plexor for the sprife character par.
When you're developing graphics in this mode, it's
looks as though you're drawing sprite graphics — the
characters are still exactly same size as befora: 15 (3
x 5), but the sprites are stored into the Character Set
memoary instead!

There are a total of 13 character columns, each
of whichis 8 characters wide. These columns form
the same sprite area of 15, with each column
measuring B pixels in height, while each character is
8'pixels high by B pixels wide (Sorry? — Karen).

Each 9-character horizontal-column has.ils own
independent memory location. This mathod also has
the added benefit of enabling me to call or reversefip
and paste any column in any of the 13 character
gcolumns within the 16 sprite block that forms each
fighter. This is gefting a bit complicated now, isn't it?
Waell_ it must be, because | don’t understand it either!

Serlously, though, to understand it properly take a
butcher's at Figl. See the 13 columns of 9 characters
and the 15 sprites that makes up the whole grid?
Well, that's how the view meamory is laid out within
each fighter's graphic block! The whole point hera is

that | can use the existing columns ta build other
animation frames, which will save more memony!
When a fighter is walking, for instance, his guard is
up, so only the lower part of his body moves

[ L]

A moving discovery
I've already started developing the moves and putting
in the frames. At first | tried to draw the frame of each
move from a standing position o a connacting
position. This proved difficult — I'm now bald from
repeated hair pulling. The trouble is getting the last
few frames correct, if you go too far with the first few
frames it doesn't link properly and the animation
looks, how would you put it... naff! So | came up with
a better method, wheraby you draw the last frame
first = after all, the standing frame is already present.
This approach is much easier to follow
— | can sae whare the frames are
haading and comeact them accordingly.

Only a faw are complate so far,
but you'll s@e more in part ten. If you
look at the screenshot below, you
should see a picture of 12 opponents,
thera's still room for improvement, of
course, and some of the fighters will be
modified or even dropped before the
final version appears.

Well, that’s about all for this
maonth. In part ten we'll be looking at
the moves used in the game, how the

AR I AE- IR AL R LR E S N

control system warks, the problems
that appear as a result and how they're
tackled. Don't miss it!

IETH BEE FIGHTISE OFFONEWNTE Vi.B

CHARACTER

=
»
3

S0, who's facing the axe?

This diagram represents the
different view memory layout of the
sprite and character editors.

Order, gentlemen, order!

If you've been wondering how you to get hold
of a copy of 10th Dan, you'll be pleased to
learn that you can reserve your copy now! You

don't need to send any money — just whack
your name, address, two stamps (first- or
saecond-class) and details of the game you're
after (Visualize has a wide range, check out
previous CFs for details) into an envelope and

send the whole lot to: Visualize, 8 De Grey
Road, King's Lynn, Norfolk PE30 4PH.

That way, as soon as the game's ready, we
can let you know and you can send your
cheque or postal order accordingly. Visualize
desperately needs your support, without it, it
won't be able to continue producing projects
for the 64.
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€ FEATURE 11

WINT

Last month Russ Michaels, the boss of
Electric Boys Software, waxed lyrical
about the benefits of GEOS and its word
processing proggy Geowrite. This month
he returns to talk you into buying Geopaint
- not that he’s biased or anything...

eopaint is the second main application that part of your piccie and place itin a
G comes with the GEOS 2.0 package. It's a Photo Album for later use. And, if
high-resolution art package with a difference.  you're feeling in a montage type of
Unlike most art packages, Geopainf uses an area mood, you can even copy it to
covenng about six screens (2 wide by 3 deep), which another part of the screen, or just
represents the true size of an A4 page. delete it
What happans when you print a picture from your Objects from the Phato Album
usual art package, such as Ant Studio, is that the can be copied into the Scrap and placed on any Geopaint is capable of handling highly detailed
picture is enlarged and re-scaled to fit the picture at any time. They can also be re-  ImMages like the one shown here. It also has a wide

range of colours available for budding artists.

scaled, either up or down, to fit in a
user-defined window (the Statue

of Liberty pic was originally two
screens wide). And if you end
up with ‘jaggies’ atter
enlarging the image, just
activate the automatic
smoothing function and
they'll be levelled out.

page. This effectively makes it look
more blocky, and the fact that the
actual image only covers a
quarter of the page in its

true size means the size of
your designs are limited from
the start.

Geopaint is different. It
enables you to scrolkup,
down, left and right to any
point of the screen so you
can design your piccies
according to their true
dimensions. Take a look al the
Statue of Liberty screenshot — in
a standard art package this would
be all you would draw, but with

This is Geopaint's zoom
mode in full effect. Using
this, you can alter your
image pixel by pixel.
Any objects cut from a
Geopaint file can be pasted into T T r—

. b H praphus aaner Sie PR 4
Geowrite documents, which is ot Eocdrer it G
handy if you want to dasign your own

Geowrile you can fit in the whole statue, logos and insignias to give your
and print it oul exactly as it looks on screen. documents that professional edge.

All the usual graphic utilities are included: box, Geapaint also has an incredibly useful zoom ";:L':z"r::'h:?;
lime, circle, fill, delete and spray. You can also include mode for doing those extra fine details. Not anly can of thgu GEOS
text that draws on all the fonts, styles and sizes you view the zoomed part of the screen, but you can package il you A st f e et e i
available in the Geownte program. You also have also view it in its original size at the same time, which want Geopaint. "*‘E‘_'___“H-:_-:‘m!;;;"_*"tf'n
access to the main desktop's resources of the Photo meaans you can judge the overall impact of any To—

Manager and Scrap, so you can cut out and copy any detailed changes as you make them = a bit nifty that.
Geopaint is a hi-res package,
which means you can only use
one colour per 8 by 8 pixel
block. However, the size of
the editing area makes it
aasy 1o separate different
colour objects, and
considering Geopaint is
intended for designing
artwork for subsequent printing
and that most people haven't gol
the luxury of colour printers, you
could argue that hi-res is preferable
to multicolour anyway.
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You can also adapt images to
make your own statement.
(Okay, so I'm no artist!)
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lHave you e or Bre

fo ac
? Well, ;u

L —
program

rful snun

Jon Wells, to let us into his secrets...

i he Commodore 64
machines when it ¢
¥'see, the big ma

it e go
G4k, To use samplas for all musical and snund

applications would, therefore, be a complete waste of

STER) time and memao e he
ssome S0 chip instead.
aware of SI0, hera's a
sourceful litthe chip can
ands for Sound Int
ur trusty 64, just w
| SID has three diff
anorate all the necessary sounds
99% of the 64 games you play. It also handles all Eh«e
voices and music in the gorgeous tunes that the 64
rows at you every time you play a game...
The only trouble with
omplicated for beginnars
that's whara the Sshm

Change the FX number in line 3 of the new
sound effects routine on page 13 for the
number of sound effects you wish to install.
Each sound effect consists of eight different
option numbers, which is why each DATA line
in the installation program has no more than
that elght. The eight DATA numbers in each
line represent the following in this order...

1 - Effect PITCH

2 . PULSE WAVEFORM PITCH from 0 1o 15
only

3 - WAVEFORM CONTROL

4 - ATTACK / DECAY CONTROL CYCLE

E . SUSTAIN / RELEASE CONTROL CYCLE
& - EFFECT PLAYING SPEED

7 - FILTER ON OR OFF 1 is on 0 is off

sounds, satisty your curiousity about how

rks, or install dazzling
ame you've just prod
for youl

,largely depend on gaal-ti
ic and sound effect le HUCS
hey've got the me erstand the true
old 64, as we all knowt vige, though, you
understand the way other computers handle soun

namely, through sampling. Sampling is where real
ungds are digitised into bytes for the computer 10
and. On the C64, sam
ume control pointer at
ecimal), 54296 (Deci

with the Datel -
ow what I'm taking
ree seconds of

about 40K — and Datel's sampler is only a low-leve

digitiser. There are better high- -level samplers that

can record much more within the same amount of K,

I

gy're very expensive a
& planning to release
i} re likely to be out of

8- VIBRATO LEVEL

The Vibrato level slowly scales the effect from
the PITCH up to the VIBRATO amount and
back down to the PITCH, where the whole
process begins all over again in a continuous
loop. Changing the speed will affect the way
the VIBRATO operates. The SPEED can range
from O (normal) to 127 (superfast), but adding
128 to the SPEED number reverses the
process, thus the range spans from 128
{(normal) to 255 (superslow).

To synchronise different voices together
add two to the WAVEFORM CONTROL number
_ g0 17+2 = 19 for triangle sync. This produces
a more tinny sound, which was used for the
three-voice bell effect.

wing machine code sl
of you using a 128
mode).
1 HE - HIGHLOW BIT SAMPLE PLAY

2 REM - THIS PROGRAM GAN BE RELOCATED -
3 REM - IF YOU CHANGE THE LO NUMBER -

. SSH
Fg= LOTOLO+ 78
BFNEXT A
"
'y
13 DATA 141,20,212,169,0,133,251,160
0,177,251,166,255,208,6 41
15,162,0,240,4,74, 74,7
A 24.212,166,254,202,20
A 200,208,229,230,252 1
,219,169,55,133.1
4.212,88,96
Right save out the IMS
w to do this, consull y

manual), and reset the machine.
If you own an Action Replay or any Resel
then here's an extra trea i
or program that you feel

il like 1K1 or 2, Oh No, Tu
tormiord (loading tune). Then,
64 with the Gannd
power switch you'll

33,1,169,1.141
11 DATA 4,212,141,11,212,141,18212
12 DATA 169,136,141,6.212,141,13.212

is point you can
version of the sample program above, and
Now, to search the whole memory for samples, just
enter and run this next program..

,: REM - START BLOC
: REM - END BLOCK

. REM - SAMPLE EF‘E&S"
= : REM - PLAY LOW 4 B

253,B : POKE 254,
49152
Once you RUN it, you should start heanng S0
weird noises, and, if there's a sample present, you'll
hear that too! If a sample isn't pla-,rad try changang
1 instead. This plays th f1

an B-bit machuna} but the's

gsible to store two pl
[ hal
any of you own Ih+ than change th

follows, The samples take up memory from $BFI:H] 5
£D000 (hex), the sample player unly needs to know

rt of the location, thus §
eclmal is 191 and 208 re
|ayer is now ready 10 be
is 48152 in decimal),

es, 50 change the L
before RUNMNING
pl o need to change th
49152 address to SYS 8182, Anyway, here are [nose
pointers, so change the line numbers in the hear
listing to...
MPLE speed 5 should
=188 and Z = 1 for 1K+
B= 2()4 and Z = 1 for IK

nd Z = 1 for 1K+ L 4
=0 for IK+ FALL 1.

= 0 for IK+ FALL 2.

5 for lower or higher

sounds, and that's just about it! You've successiu ly
experienced programming with samples. Those of
you with 5amplra hardware should have no problem

e




to a game or what
aving problems,
exampies again — and don't forget to
up on your monitor, eh? VOICE 1 VOICE 2 VOICE 3 TYPE

1 SID $D400 / 54272 $D407 / 54279 SDA0E / 54286 Pitch low byte
les are one way to prod | $D401/54273 $D408 / 54280 SDY0F / 54287 Pitch high byte
i rlier the ]
menticred eanier $D402 / 54274 $D409 / 54281 $D410 / 54288 Pulse waveform low byte

midable. Thare is a more
SD4A03 / 54275 SD40A | 54282 D411/ 54289 Pulse waveform high nibble
{from O to 15 only)

2 pla - $D404 / 54276 $D40B / 54283 $D412 / 54290 Waveform control

how it works in theory, but how do y
creating a sound? Well, let's start by creating a simple §D405 [ 54277 $D40C / 54284 $D413 /54291 Attack/decay control cycle

explosion — just type in and run the following. .. $D406 [ 54278 $D40D / 54285 $D414 /54292 Sustain/release control cycle
OKE 54276.000 : REM - CLEAR VOICE 1
OKE 54273.040 : RE ; WAVEFORM TYPES £D417 / 54295 = Filter voice control

POKE 54276,129 : REM 17 = Triangle
POKE 54277,011 : RE . 33 =Sawtooth £D418 /54296 Volume control / Filter mode:

: REM -VOLU 0 8] 65 = Pulse (POKE the pulse waveform 15 + 16 = Low pass
that? Not bad for s highflow bytes to hear the effects!) 15 + 32 = Band pass
mma SID's FILTER pi 129 = Random noise 15 + 64 = High pass
the volume 4

015 to 031 - this tells SID to go into Low-Pass filter SD415 / 54293 = Filter pitch low nibble (from 0
mode. Now add these extra lines for the filter itself. .. to 7 only)

KE 54295,241: REM - A WO D416 / 54294 = Filter pitch high byte
KE 54294 080: REM - i
Okay, once you've sorag *].
ram for a higher quallty

340218 to clear all 3 voices at ang
49250, volume control

tﬂum&m 193,157,214
216.2.185,14

183

216224015 o

110,192.29,107 S # 5

¥55,2,76,0,193.173 filter pilch to say - P! 8 e,

program, and would probably take up all uf your 41 DATA 255,2,61,110,182,141,255,2 49252 85 instead of 255, which is its present selling, .
BASIC memory too. Well, fear not, b-ecausa lhra. next 42 DATA 169,0,157.224,2,157,228,2 the effect becomes crisper as it cuts out unwanted

. frer:ﬁlnelm:*;.r bits. Try playing the e::pl:rsmn {eﬁecl 11
| changed the pitch, you shotig

ence! :

Yo lﬂ1 also notice that the filter i

el (effect 2). This is because the

does all the hard work {Qeyou. : ; 157,232,2,188,101,192, 1?399
is in machine code, e = +4 D 121 .
31 differant sound effe
emory. Yes, | know it's big, D

50 DA 2,180,208,2,153

EFFECTS PLAY
D BY JON WE
FlEM COMMODORE FO - i 3,52 e atalling new o
51 DATAG, 212 ?6 98,193,32. 40,193 own prﬂgrams

5 C=0:FORA = 49152 TO 49567 52 DATA 189,212,2,221,224,2,240,203 1 REM - SOUND EFFECTS INSTALLATION -
EADB:POKEAB:C=C+B: 53 DATA 254,224,2,76,77.193,254,224 2:

C = 48380 THEN EN IATA 2,96,189,220,2,240, it B

INT “DATA ERROR! NTA 2282 208,20,254,2

TA 232,2,221,220,2,

%REM - AMOUNT OF FX -

= 48552 TO 49551+(8°F

8.49.141,20,3.1 1572282, B:POKEAB: NEXTA
1,3,169,75,141, Ei .1&9.232,2.24ﬂ.23l ’ ; T
.192,88.96,120,1 0.0 ATA FOR PLAYER &
,3,169,234,141,2 : ,10,0,0,1,0 , e
14 DATA 151].24.159.0.153.11212.136 61 DATA 125:3 17,12,0,3,0,.16 10 DATA 0,0,129,0,80,03,01,15

15 DATA 16,250,169.64,141,5,220,88
TA 96,32,58,192,76,49
TA 61,192,76,128,192,
ATA 0,157,0,2,232.208
19 DATA 24,157,0,212,202,16,290,1

41,24 212,173,99,1 12 aga ain and follow it with POK :
2 12,173,100,192,1 3 simuladen of a helicopter. PO &ty
31,240,255,0,7,14 t’ 1,31 POKE 762.2 mmukalel
23 DATA0.8,16,1.246.5 Hex) 49808 (Dec) in totals 45213 to clear SID a o

24 DATA 3,96,40,67.41,96,74,79 1he sound effect data too! A couple of sound effects . PDI{E ?'EI:I 4 PDKE '.-'E‘I 5 for a better explosion.
25 DATA 78,96,87,69,76,76 83,96 haua baen included in the listing, and are already Finally, add these extra lines to the listing and RUN
TA 162,0,32,140,182,1 To hear them you first negd o swil o e I

Phaw! Right, now that's all typed in, save it out 1 DA‘I‘A Bt} 1,19,10,0,2.0.3
i do anything else - after a i m?mmm

at lot out again, do you
he proggy. If an ermor mesSe
e Iis1rng for mistyped numbers

: s the player has bean |

TA 140,192,162,2,188, ayer by typing 5Y35 49] 52 : POKE 760.6
2BPATA 24822012552 e three voices at locatio =0 TO 40 : NEXT A
29 DATA 193,10.10,10,157.2 761,68

, 7871 (voice 2) and 762 (voice® : g
. < POKE 7601 10 hear an -;.___. " This gi gu.an efe tive echo, try c J

iz i » T |mp ] vary the T ' cfi

1 SID again with th S g

48.2,169,0,153,0
2,212,153,4,212,1
68,185,136,193,15 :

33 DATA 2,185,137,193,157,186.2,185 : at-up IRQ player and ch : 3 omplets explanation of |
34 DATA 138,193,157.200,2,185,139,193 vmces.fpmnterﬁ install ynur oWn saunds read the "Effects install box
35 DATA 157.204,2,185,140,193,157 208 SYS 49173 to disable IRQ player and turn off the SID.  on page 12 and you'll be well away. Have fun!
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CF34 Power Pack games: Amic, Covia 3 Shelshock Ga L
The Simpsans, Arpon Facior, Addams Family ||w"r.|.'.|.'|.' :
pamas shll avaslable

:F-'l!- Power Pack games: Space Acadamy, Hakax Demo: Lemmings

l'l ya 1.2 & A Reviews: Suburban Commando, Piaies, Marcs
alg: Tha 43X, Ulmate Baat-'Em-Lip

t i
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Commang, Caste Masier, Game Over, Notby The darsarnk
SF 2, Bap 52, Review: Mapham
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s Lamamings. Sp

il Thee Apex Boye
s niard, Dedvavance, Gamebusian: Dierny,
aymour Goes To Holwood, Nobby The
Aardvark, Scepire of Baghoad Special: The best and wors
CF43 Power Pack games: Feader farmes axdmvagansa. G ]
Maytvern, Nobby, Fistue Knight Specals: Hew io makes your games semll 4
Z of sports sms, The retum of 5 il of SUECHKEeSS
CPR& Pownr Pad Cams wivern Mega Mix Par 1. Gamabiusters
Mayham, Nobtsy, Fufuee Kmight. Fevews: Penguin Towar, Archetype, Time
Crystal Spacials: Making rusie, PD ibrary bst, diary of a game: 10 Dar
CFAS Pow k. Repdon 3, Spewch (syrthassar), Mayfem Magadic ParT 2,
BS U0+ Assambh Stormiprd, Nobby, Mayhermn Spe Mubti
playar games, Ele Boys inbenvigwmol. o 00 dras Deler geaphs
CF48 Powse Pack: Bon i,
Taaraways muse demo. Gamss Maytewm, Siornkond, i
Apvaras: Souarascape, Escape
CFAT Powser Pack: T e Lagend of
i, Mean Machine demos

CFA3 Power Pack pa
Frince of the Yok Folk, 10,
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e

nampe.
Wibarfame,
v,
amabisters
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CF&8 Power Pack: TW (CodalMasiars)
City Bombar deme, Rapel. Wizands Pat
:' mabisiers l'-vg,' 5_1|:..,'.'.'J|
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MORE YOU
SAVE!
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Method of payment (please tick)
Access J Visa

Credit Card No
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UK £1 @ Europe £2 @ Rest of the world £3

P [age SD0E

Expiry date
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All these issues of
Commodore Format
are still available,
and now you can
get them
cheaper than
ever before!

all" Vo g

CF 50 Fowar Pack

The Olaginal Droprone, Heavantboung dema, plus Chans and
Cagmang. Gamebus

Wizand's Pat, Cood Wovkd and TR, Reviews: Heavenhound,
ind Lrrr Specal leatune: Top 50 games

ack: Seg e Sug Deading demo, plus Muifmck. Gamebusiers
featune: G4 Vs The Wiord

k: Maga Faroe, PD Exravaganzs Gamebusters: Oroprong
Special lnature; GEOS

nﬂHT”‘iia

*j Ny

" 1.,,» we gol o tﬁq than get I f

CHECK OUT THESE
CRAZY PRICES!

1 back issue £2.50 Save 45p
2 back issues £4.50 Save £1.40
3 back issues £6.50 Save £2.35
4 back issues £7.50 Save £4.30
All extra back issues

add £1.50 for each

® Plus E1 for postage and packaging (see coupon
for rates outside the UK)
® Orders within the UK do not require a stamp

T TEEES
argimasn 7 WO

RMAT BACK ISSUES

| would like the following back issues...

Cost of back issues
| would like a Commodore Format binder*

Please add price postage and packaging*
po ' Total cost £

Please make all cheques payable in pounds sterling to Future Publishing

Limited, and send the whole lot off to Commodore Format Back Issues, Future

Publishing, FREEPOST, Somerton, Somerset TA11 TBR.




Amstrad CPC464, games, colaur manitor,

joystick and leads. Also, GX4000 console
game and pads. The lot for £45.

Phone: Jatinder on 0634 727169,

C64 keyboard, datasette, joystick and
games, All for £50. Will also consider
separating. Contact: Vicky Malewskl, 29
Choham Road, South Croydon, Surrey
CR2 THB.

CE4 games from 25p tapeas to £1.50
disks. Will also swap. Also for sale, a Vic
20 with datasette — but no powear pack or
games. £5. Send SAE for complete list
Contact: 17 Ablington Ave,
MNorthampton, Northamptonshire, NN1
4ANY,

Master System 2 with Alex Kidd
Rampage, Dynamite Dux, Moonwalker
and Alien F&:r"ltlrl:]HI-F!. One control pad
£50 ono.

Phone: Blair on 06875 263 (after S5pm).
Commodore 64, good condition,
Keyboard, datasette, one jovstick worth
£20. You can have the lot for £70 (could
even go cheaper). Also 20 games
Contact: Simon, 46 Hexham Ave,
Walker, Newcastle-Upon-Tyne.
Original C64 disk and tape games, plus
hardware. For full list, send an SAE to:
Mike, 5 Woodside Cottages, Highwood,
Chelmsford, Essex CM1 3RD.

100+ tape games from 50p to £3.50,
budget to compilation. All boxed. Plus Ca4
mags and tapes. Plus books. SAE for list.
17 Lime Street, Eccles, Manchester
CE4C, 3.5-inch drive with software,
datasetie, printer, loadsa Zzap! mags and
tapes. Games on cassette/canridge,
including Turrican and SCI. Offers? (Will
split).

Phone: 0539 536409.

Silent Service, Batile Command
Bismark, Action Replay cart Mark V| and
war game construction kit

BUYING? SELLING?
SWAPPING? OR DOING
SOMETHING ELSE THAT
THE REST OF THE CF
WORLD SHOULD KNOW
ABOUT? THEN
COMMODORE FORMAT IS
THE BEST PLACE TO
ADVERTISE...

And it's as easy as filllng In this form and
sending it to us at Buy-A-Rama,
Commodore Formal, 30 Monmouth Street,
Bath BA1 2BW. And it's free! But that
doesn’'t mean you can take liberties. it's
one word to a box. Cram in more and your
ad will be binned.

‘ol

Phone: 061 789 1570.

20 C64 games for sale, including Eddie
Kidd, Jump Challenge, Auto Test
simulator and Interview. 28 Marshall
Gdns, Hadlow, Tonbridge, Kent.

CE4 and 1541 disk drive, Vie 1525 printer
sound expansion system, Action Replay,
GEOS and loads more. £130.

Phone:; 0582 862179,

C16+4 computer, datasette, joysiicks,
100+ games and some aducational
software. £70 ono

Phone: 0799 527163.

CE4C, datasette and games. £40. Two
1541 Mk2 disk drives. £40 each
GEOCRAM and disks. £90. 90 disk gamas,
200 tape gameas, utilities, demaos, music
and Commodore Format issues 1 10 48,
Phone: 081 292 5577.

CE4 tape players, 40 tapas, 200 disks,
disk drive, printer, joysticks, mice,
lightpens and more. Perfect for beginners
£150 ono

For details phone: D223 832805.

C64 cassette originals from S50p,
mncluding Delenders, OT Crown and
others. For a complete list send an SAE
to: Mark Hammond, The Horseshoes,
Dereham Road, Whinburgh, Norfolk
NRTS 1AA.

C128D for sale. £75 with games on tapa
and disk. Gamas like SimCity (disk)
Lightpen and tape deck included with the
manuals and books

Phone now: 0475 723181.

C64 (as new), datasefie, two joysticks
and all leads. All in anginal boxes with
manuals. £45 ono.

Phone: 0403 822105 (Surrey).
Approximately 40 C64 games, plus
Commodore Format PowearPacks 2 to 47
£40. 1351 mouse. £5. Action Replay
cartridge (boxed). £20. Plus mare
Phone: Paul on 01735 845017.
Commodore 64 games for sale. Very
cheap

NAME
ADDRESS

Classification: Tick box:

- Forsale | Wanted

Phone 0533 849152 for complete list.
Two 64s, two disk drives, two datasettes
(nead repairng), two joysticks, loadsa
software (200+), magazines and tapas
(150+), and books, Offers? Contact: Mike
Summers, 11 Cumberland House,
Warwick Street, Preston, Lancs PR1
1LH.

Database disks for sale. First customer
free disk. For more details, send an SAE
to: lain Macleod, 24 Weaavers Avea,
Paislay, Scotland PA2 SDR.

Games creator — £5. 15 budget games -
£10. Ten full-price games = £10. Light gun
and games — £10. Mayhem - £6. Yak's
Progress — £10,

Phone: 0533 715392,

Cor! Wow! Get Trumps, the amazing
new card game. Send a blank tape & 70p,
or a blank tape, SAE & 20p. Also, free
diary and upside-down letter programs.
Comact: Daniel Mossop, Smithy
Cottage. Morrington, Dumirles,
Scotland DG2 0JN.

Commodore 64 with 1541 Mk2 disk drive
disk container, 19 disks, joystick, mouse
mouse mat and holder, Boxed as new
£90 ovno. Won't split.

Phone: 0435 BE5046.

Wec le Mans, Target Renegade,
Renegade, Ghosts 'n° Gobling, Vigilante,
Kick Box Man - £2 each. Odus (as new)
£3.949, Comact; Richard Herbinger, 18
Cherry Orchard, W-U-E, Gloucester
GC12 THT.

Tape and/or disk contacts wanted. C&64
to swap, buy game_ atc, Contact: Gawvin,
Brynhendy, Eglwyswrw, Crymych,
Dyfed, Wales SA41 35R.

Urgently wanted: Barbarian from
Psygnosis. Prefer disk version, but will
consider tape. Note: | want the
adventure/puzzle game, not the fighting

J Swaps

- User groups

__/mmml_
game, Contact: Tony, 4 Hulsidale,
Hamnavee, Burra, Shetland ZE2 9LF,
Wanted by private collector: software for
the Commadare C16 and Plus 4
computer. Anything considerad

Phone: Peter on 0444 440647.

Very cheap 1541 Mk2 disk drive. Must
be in good condition. Will pay for postage
Pleasa write to: Drumshanny,
Maonaghan, Eire.

SEUCK with manual on tape or disk
Wil pay reasonable price, Confact:
Richard Holt, 57 Malvern Road, St
Johns, Worcester WR2 4LE.

Wanted: A sound digitiser on tapea. Will
pay £1 or under. Contact: Stewart
Palmer, 31 Southfield Road, Scartho,
Grimsby, South Humberside DN33
2PW.

Multi-player Soccer Manager by Cult on
tape. | will buy it from you. Contact;
Stephen Windridge, 41 The Chantries,
Stoke, Coventry CV1 SAL.

Ce4 tape of Pletionary and Puzznics,
Will pay up to £5 for both. Contact 8 Alan
Close, Dartford, Kent DA1 SAX.

Disc drive, Commodore 64, Great Giana
Sisters, Plus instructions for Elvira and
';'uue-.-fe Write 1o; 2 Brookdale Street,
Melin, Meath SA11 1PB.

Wanted on tape: Stormbringer
{Mastartronic), Spellbound [Masterronic)
and Entombead (Ultimata). Will pay £7 for
each orginal game. Write fo: Alex
Dijkstra, Margrietenlaan 27, 4382TE
Viissingen, Netherlands.

Big Box 2 wanted urgently on cassette
Please phone: 0271 25885 after Spm.

Love programming the CE647 Wanlt a
pen pal? Then please write to ma stating
your name, address, age and sex.
Contact; Duncan Grant, 5 Craighall
Quadrant, Neilston, Glasgow GT8 3HR.

BUY-A-RAMA ORDER FORM

 Pen pals
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M CHIPS

instructions. You can format disks, load, save, verify,

The US has long been famous for its hardware
exports - jets, missile launchers and now JiffyDOS,

computer's Kernal ROM and your drive's DOS

ROM. It gives your C64 or C128 the disk
access speed you've always wanted, plus a whole
new range of DOS wedge commands to make using
your disk drive simplicity itself,

Thare have been a number of speed
enhancement ROM replacements over the years,
such as Disk Demon, Speed DOS, Dolphin DOS and
a few others, but none have survived the test of time,
and none have been as compatible as JiffiyDOS. Yes,
some of them may have been faster, blindingly fast
1 even, but that was because they avoided the verifying
and error-checking procedures that ensure your data
and files are uncorrupted. Besides, at up to 15 times
faster than standard ROM chips, JiffyDOS is more
r than adequate.

Permanent hoost!
JittyDOS should not be confused with fastioad
cartridges, such as the Action Replay, which have

J iffiyDOS is a replacement chip set for your

Rename file

@5 or F1
for F3
% or F7

Load a BASIC program
Load an ML program

Disable 1541 Bump head

Lock/unlock file

Toggle printer/sc
reen output

Set destination drive
Mark/unmark ane file £

Verify program
Toggle default drive

CTRL A

a new ROM replacement chip for the C64. Russ
Michaels gives you his best arms dealing pitch...

inherent disadvantages. Because JiffyDOS is
an integral part of your system the speed
increase it produces is parmanent, carridges,
on the other hand, are deactivated by the
software and their fastload is only effective
for the initial file you load, so multiload
games would continue loading exira levels
at the usual slow, cumbersome speed.
Where a cariridge becomes inaffective,
JitfyDOS keeps on going. It doesn't just
work with PRG files either — it speeds up all
forms of drive access; REL, SEQ and USR files and
those programs that incorporate them, such as
gamaes, word processors and databasas are all
catered for

Fastioading is not the only benefit, though.
JiffyDOS also furnishes you with a whole new set of
DOS wedge commands that make using your
computer easier and more enjoyable. The built-in
commands enable you to perform everyday disk
functions without having to type in long BASIC

Take command!

r Okay, so what are all these new wedge commands? Well, below we take you through some of the
shortcut keystrokes that JitfyDOS offers you. So you can wave goodbye to RSI.

-
Built-in DOS wedge commands
= Display error channel ac
v Initialise drive @n
@5 or FB
uJ Reset drive @y
Directory e
» or FS
Left cursor
key or F6

Copy/combine files

New (format) disk

Scratch (delete) file
Validate file

Set default device number
Save a BASIC program

Save a BASIC program

-
Additional wedge commands
@D or F2
Disable JittyDOS F-keys aG
a0
@T or F4

List BASIC PRG from disk
Set sector interleave
Un-new BASIC program

List text file from disk

Copy file

Markiunmark all files to copy
Load and execute ML PRG

SHIFT/RUNSTOP Load and run first file on

disk

® COMMODORE FORMAT 53 February 1995

geratch and rename files with just a few simple
keystrokes. In addition, a selection of convenience
features make things even easier. These include:
directory listing to either your screen or printer,

function key definitions, screendump, a built-in file
copier and much more,

This, for the uninitiated, is a
computer chip. Note the lack of
grease, salt and vinegar...

Multiple drives

JiffyDOS is the only system that
offers multiple drive support for
gpeeding up 1541, 1571, 1581 and
CMD's HD and FD series drives with
your C64's, 64C's SX-64's and
C128%s in both 64 and 128 modes. A

C128 with 1571 or 1581 drive in 128
mode becomes even faster than with their already
rapid, built-in burst mode.

The two-drive copier enables you to copy files of
any filetype between two different drives, including
HD, FD, RAMLInk and Commodore REUs. The
current device number can also be toggled for a
multidrive systam.

-
Quick and easy
JittyDOS is surprisingly simple to install; clearly
written instructions guide you step-by-step through
the installation of the new chips for both computer
and drive, Even those who've never seen the inside
of a computer before should be able to install
JiffyDOS within an hour, Installing JiftyDOS also
gives you an extra switch on both your computer and
drive, which you can then use to turn JiftyDOS off if
need be — just drill a couple of holes, screw a couple
of screws and off you go. And for those of you who
aren't quite confident enough to attempt the
installation, the Electric Boys company is willing to do
the work for you. So, what are you waiting for? Get
your orders in now — the sooner you
do, the soanear the kit will be in
the country.




Mankind is boldly going
where no-one has gone
spacecraft. Imagine it won't go up or down.

before, and, true to |mmmmmmM=

form, it’s kicking every 12\~ oW Pl sl between the universe

magine you're piloting a highly

——— Ty,

grubby little alien ass it MHT*; Sy e ;:im m?h? ;j' s
comes across on the over the moon. And the only chance you have of

way. Rod Lawton leads iy vy sacestin oo
the offensive... Achinly. alIhough K w80 S = A

go from side to side. And you can drop bombs on the
colonies to destroy them. This is a pretty smar idea,
because even though the moon doesn't have much
gravity, it does have some, and unless you can knock
down some of these buildings, you'll be dragged to Those Crux are at it again. Don't they realise that if
the surface and turmed into meat paste (meat and they don’t build these

! colonies, | won't have to
spaceship paste, actually). keep blowing them up?

Since there are 20 colonies to be destroyed,

there are 20 levels to the game. And, not
surprisingly, each one is harder

And if you gat
than the last. To begin with the bored of all the
enemies are a bit tame. They just mindless vio-
sit in their houses, staring out of mmh“i-ﬂtrh
the windows (well, | would be if | ting on the
was them), waiting for you to poor Crux,
I'll just practise bomb them io bits. Now and you can keep
my low-gravity again they loose off a surface-to- ,:: :}'.'u:."t
e — air missile, but you can tell it i
thay're not terribly serious about it. useless
Once you've successfull diamonds
flaltenady:mlmy you get : pat on \ sy ok

the back and another tankful of fusl.
g :lllﬂt’dw;uhﬂh;.h: I:r:ﬂ::::::::ﬂ; rn {:‘:‘ Then it's on to the next mission... until you die. But if
g II;I‘IEI and their pretty :k!!l:pr:;ir: you get good ﬂwlﬂiﬁmﬁa. you will eventually
Anything else? Oh yes, there are
some collectable items, like diamonds
and pearls. Very useful, yes? Mo,
they don't give you invuinerability or
extra weapons or anything like that,
but they're a great hedge against
inflation. Do avoid the meteors,
though, because they're not too hot
an the Equity market right now, and
they'll wipe your spaceship out, tog. & A &L @ K e

Biitz 2000 won't challenge your -
grey matter too much. You
All you have to do is press fire to play, but
probably "":'““1 even need any, remember it's a good idea to aveoid nwbesrs =
aclually. It's all a predictable, unless you're bored of living, that is.

unchallenging stuff, and while it's
jolly encugh in its own way, it's
rather like going back ten
years to play some of the
really early C64 stuff. The
gameplay is dead simple,
=" §  and the graphics are

e 5 LRl

rarw i A EN .:'H-r‘l'l'-l"l'*' L Gruﬁ hut Bﬂﬂcihfe. hI“

22 ERA e take two minutes to pick up
Wow, Just look at this and another ten minutes to put down again.

colourful moon colony. | think I'll just plonk a

Sort of a tea-break game really. 6 9%
bomb down here. That should do the trick.

— - _'-'-l'!"l-"
Ly 1 8 A
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Megademos need to be a bit special to gain a
place in the annals of history. Andy Roberts
reveals the top ten demos of all time...

logo, here’s what you get..

E u ro e Part 1: This section features a remarkabla ripple
effact, in which concentric circles of different colours

move aut from the centre of the screen. This is an
Tough effect seen in dozens of different Amiga demos, but

This demo consists of 12 different parls, each one this is its first incamation on the humble C&4. Very,

created by a programmer/development team from very imprassive

one of the 12 different European countries - a very Part 2: I} may look unimprassive to the uninitiated,
Part 1 of the Europe demo boasts an impressive clever concept indeed. After the intro section, which but this represents some incredibly tiresomea work for
array of concentric eircle action. features the standard yellow-stars-on-blue-backdrop the programmer. Over a backdrop of music and

neslopienPiDemos

This is an enormously popular demo, both here u
mﬁmmn‘:mﬂw
mummm wmmm

The Equaliser

{Plasma Graphix)
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More power for your Pack!

PowerPack cassettes. The Rasterload Transfer works with the loading system used on issues
system enables anyone with a disk drive to 18 to 49's tapes, so not every PowerPack can be
transfer software from the CF PowerPacks transferred. Still, it's a valuable and time-saving
directly on to disk. The whole thing is incredibly  utility that no disk-based CF freak should
simple to use. The only drawback is that it only ignore. For more info contact Electric Boys PD.

Mot content with turbo-charging the recent

PowerPacks with logos, pictures, and loading

music, Electric Boys has also developed a new

utility especially for disk owners who are fed up
with the slow loading times of the older

Anh STGRMY nIGHY . BIG

:E-Illlll (1] G 1S L] ESdh = & EdMdaidsae |

There are literally hundreds and hundreds of demos
available for the C64. Some are just static pictures,
some simple music compilations, but some are
interactive and creative masterpieces. A megademo

Budbrain is an accomplished
(and somewhat twisted)
Amiga coding team, which has produced
several reknowned demos and
characters. One of its accomplishments
was the legendary 'Birdie Nam Nam’,
‘which was the inspiration for this

~ particular production. It has a humorous,
- almost Orville-esque quality, and some
wwm

scrolling messages, two different logos stretch

;md contract up and down the scraen.

Another piece of technical wizardry.

This part starts off with a colourful bitmap
picture, along with some tiny rotating logos
and an evar-so-stretchy scrolling message
After a short time, the picture begins to
zoom around at incredible speeds. Quite
Simply awesome

the surface of the lagoon? Well, this
fourth section has a full-screen
interpretation of that same effect -
and very nice it is too. It also boasts
a familiar tune: Domine Dancing by
the Pat Shop Boys (which should keep
Jason Finch happy, at least).

Remeamber that old beat-'em-up called This section, which hails from
IK+7? Remember the reflected sun that rippled across Belgium, is probably my favourite part. aside from the

] e =
f" 'gg;« .wpﬁi'”

doesn’t have to have millions of colours or flashy
effects to be considered a classic, but it does need
to be memorable and set standards for others to
follow. Here's what we came up with...

“ This is yet another classic
megademo that set new
standards for animation and polish,
hence the name. lts most impressive
quality is the way in which the sound and

images gel together perfectly,

rather funky loading system. A rotating globe (made
up from a mere 256 multicoloured pixels) bounces

choices, in ulllnll “Huiinﬂl. In fact, why
don’t you jot down your top ten demos on a
postcard and send them in to us at: PD Format,
Monmouth Street, Bath, Avon BA1 2BW. And just as
an extra incentive, the first letter pulled out of the
office hat will win some free software. All the usual
rules apply and Karen's decision is final. '
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Remember the Mayhem in Monsterland Dema
Disk we mentioned waaaaay back in CF477?
You do? Were you just a little annoyed that the
compilation was restricted to disk-owners
only? You were? Well, you'll now be able to
wipe that long-smouldering grimace from
your brow, because the entire kaboodle is

now available on cassette, which should
please more than a few of the old and avid
dinosaur fans.

N R T

This part is both innovative and fun to watch
(even though it's incredibly hard to read). It's basically
a circular scrolling message, which bounces smoothly
around the contours of the screen. Heck, you may not
be able to read it, but boy does it look good.

around the screen like something out of an Amiga
demo. Indeed, it bears a striking resemblance 10 &
Phenomena megademo | saw a couple of years ago.

And what would you expect to follow the most
exciting section of the demo? That's right, the least
exciting section. This part includes
interlacing concentric circles that produce
hidecus chroma effects, and, to be
honest, | couldn't have pressed the
space bar any quicker.

Another simple section,
comprising of a colourful lego and
some rather funky DYSP
movement. Er, and that's about it.

Plasma iz an effect that
seams to be appearing in more and
more CB4 damos, and this demo has
it's own version too. This particular
saction utilises extended background colour
mode to produce some funky character-based
effects, along with the usual music and scrolling
message.

Another technically-impressive section, which
has five differant colour splits on every rasterdine. It
may seem trivial to the average C64 punter, but
glitch-free raster splits are awkward and tiresome at
the best of times. Add to this a stretchy sprite scroller,
and you begin to marvel at the sheer talent (or
madness) of the programmer.

Another simple saction,
consisting of five huge "TOUGH'
logos that move up and down the
screen. Amid the relatively simple

¢ affects you'll find some very clever
B tricks at work. Another section for the
technically-minded to gape at.

The final section is, well,
basically, a test card. Ever watched BBC2
early on a Sunday moming? Waell, this is the
sort of thing that you'd expect to see, along with the
appropriate sound effect. Europe is an impressive
demo, and varies considerably in terms of quality and
simplicity. The whole production is extremely well put
together, and includes some very nice music 1o
accompany the effects. It's a very good example of
co-ordination and programming flair, and is an
absolute must for any self-respecting demo collector.

More PD games!

Since the ‘Top 20 PD Games’ feature in CF50,
Binary Zone has been inundated with orders.
In response to such an overwhelming demand
for low-cost software, Jason 'Kenz' MacKenzie
is already making plans for a second Public
Domain games compilation, which should be

available some time this month.

Binary Zone's software label, Psytronic,
has recently received plenty of games, which
may also be suitable for inclusion on the
compilation, along with several other classics.
Watch this spaca.
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Mayhem gets taped

Once again the compilation includes three
enormous playable levels (which are actually
cut-down versions taken directly from the
finished game), a number of music select
demos, and even the ever-popular MC Mayhem
music mixes.

If you're a keen Mayhem fan (and let's face
it, who isn't?) with a tape deck, give this
bulging package a try. For more info contact
Binary Zone PD.

PD Format
Directory

It would be biased, unfair, and downright naughty to
recommend any one particular library — PD software
iz free, and most librarles will have the latest software
in stock. That's why we've spared no expense and
produced the PD Foarmat directory.
If you've naver ordered goftware before, write
1o a few libraries (enclosing an SAE) and ask for an
-date catalogue, Some libraries only stock disk-
based software, so it might also be a good idea o
mention whether or not you own a disk drive. To
. we now specily whether the
tapes (T) or disks (D) next to the
name = all al no axir st
i you run a PO library and ¢

't find your

company listed here, write to us at: PD Format,
Commodd

BA1 2BW. And if yo

manager, that's also the address to which you should
gsend your latest software.

Binary Zone PD / The Guild (T & D)
34 Portland Road, Droltwich, Worcestershire WRS
TOW.

Electric Boys PD (D)
9178 Brighton Road, Purley, Surrey CRE 2BP.

Fox PD (T)
& Sturton Avenue, Goose Green, Wigan, WN2 65Z.

KDPD (T & D)
9 Failford Place, Kilmarnock, Scotland KA3 10U

Kingsway PD (D)
72 Glencoe Road, Sheffield 52 25R.

MK PD (D)
1 Westmore Close, Burrows Park, Northam, North
Devon EX39 15R.

Megatronix PD (T & D)
21 Tiled House Lane, Pensnett, Briery Hill, West
Midlands DY5 4LG.

PLPD (D)
40 Windsor Avenue, Whitehead, County Antrim,
Morthern Ireland BT38 9RX.

Shareware Plus (D)
Fulfilment Centre, 66 High Street, Pershore,
Worcestershire WR10 1DLL
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I UNDERSTAND...I KNOW

WHERE YOU'RE COMING FROM..

THE DocToR
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Blockhead?

Dear Techie Tips,

I have recently purchased a used 1541 disk driva for
my C84 and have been having trouble formatting
disks, Whather | use the ‘New' function from DOS or
the format on the Action Replay VI cartridge, most of
the time | get only 65 blocks free.

Occasionally, I've been able to formal several
disks propedy, but then it refums fo 85 blocks instaad
of 864, The problem is I'm not sure whather | have a
drive fault or whether my C64 is to blame. | have been
told that the 1541 is temperamental Is it likely that
the drive head needs adjusting and, if so, is this
simple fo do?

CR Lord, Paignton

Before you start looking at costly problems, you
should check out the disks that you're using. It could
be that they're of low-guality, You should be aiming
for disks of 96TPI, because lower grade ones, like
48TPI, can cause a few problams with the 1541.
However, if that's not the case, it's probably a problem
with the head alignment of the disk drive itself.
Realignment is quite easy if you know what you're
doing, but then again, it's quite risky if you don't, So, if
you don't get any joy from the high-guality disks, send
it off for repair. Jason

Mister Sprite

Dear Techie Tips,

1. How do you change the shape of a sprite?

2. Can you have a picfure on the screen holding with
a WAIT command while you're still moving a sprite
with a joystick?

3. I'm only ten and can use sprites with ease!
James Masterson, Oxford

1. Sprite definitions, as they're called, are controlled
by locations 2040 (for sprite zero) to 2047 (for sprite
seven). If, for example, you put the sprite data at
location 832, you would do POKE 2040,832/64. You
divide by 64 because each sprite block uses 64 bytes
of information; the last of which is ignored.

If you have a lot of sprites, you can put the data at
locations 8192-16383. Then you would do POKE
2040,8192/64 and so on. Basically, the command is
POKE 2040+5 . L/64 where 5 is the sprite number (0-
7) and L is the location of tha data that must be
divisible exactly by 64, If you have lots of sprites you
may have to start considering bank switching, which
we discussed in an earlier issue.

2, If the sprite control is done through a machine code
interrupt, then yes. But if it's done through BASIC
then, no, because no other BASIC commands can be

executed while a WAIT
command is holding.

3. No-one likes a smart ass, you
know! Jason

On reflection
Daar Techie Tips,

I have written a program with a lot
of different ‘modules’ that do
different things depanding on the
value of the variable X. Al the
maomant the program works out
whal to do with fifty lines like this:

100 REM DECIDE WHAT TO DO
1071 IF X=1 THEN 1000
102 IF X=2 THEN 1500
103 IF X=3 THEN 2000
104 IF X=4 THEN 2500

150 IF X=50 THEN 25500
160 GOTO 10

Is there an easier way lo do the
same thing? I've tried using ON X
GOTO, but | can't get enough ling
numbers on the 80 character line.
Help would be greatly appreciated
an this one!

Paul Atkins, Birmingham

The ON command is definitaly what you need, but tha
key lies in splitting it up so that you only have, say,
eight numbers on each line. Each consecutive line
starts something like ON X-8 GOTO.. and ON X-16
GOTO.. and so forth. If you're still unsure, try the
snippet below. Jason

100 REM DECIDE WHAT TO DO

101 ON X GOTO 1000, 1500, 2000, 2500, 3000,
3500, 4000, 4500

102 ON X- B GOTO 5000, 5500, 6000, 6500, 7000,
7500, 8000, 8500

103 ON X-16 GOTO 9000,
9500,10000.10500,11000.11500,12000,12500

104 ON X-24 GOTO

13000.13500, 14000, 14500, 15000,15500, 16000, 1650
0

105 ON X-32 GOTO
17000,17500,18000,18500,19000,19500,20000,2050
0

106 ON X-40 GOTO
21000,21500,22000,22500,23000,23500,24000,2450
0

107 OM X-48 GOTO 25000,25500

Word has it that
even Speilbarg
has troubla
getting hold of a
decent word
processor!

Lights, camera...

word processor?

Dear Techie Tips,

I'm an apprantica film screenplay writer and I'm
working on my first full seript using mj trusty C1280. |
can't abide the thought of having fo use a PC! | am
currently using the Paperclip word processar, which is
pretly good with fast and easy editing, Howeawver, |
could do with a befter word processor, particulany one
with instant centering. Does anyone, anywheare, kKnow
of a better word processor for the C84/128, one which
is geared to the fast production and editing of large
guantities of text? | have already tried Mini Offica,
Easyword, Visawrite and Interword, none of which fit
the bill. Also, is there a spell-checker program
available anywhara?

Laurence Coombes, Chobham

I've always found that the best word processing
package for the C84/128 is SuperScript. This had an
garlier varsion called EasyScript. which was also very
good, SuperScript 128 runs in 40 or 80 column mode
on the C128 - or C128D, of course — and can handle
over 58K of text. You can work on two documents
simultanaously and can set up macros to handle all

COMMODORE FORMAT 53 February 1995 @



I'!nn.HEym.rphuuhum

) mmmm i

Its letter parfect in its weigh;
My checker tolled me sew.

As to where you would get hold of a copy of thig
software, I'm not entirely sure! It went out of
production many moons ago, but you may pick a
copy up in Buyarama (Especially if you place a
Wanted ad, which will be free, of course — Karen) or
in your local free-ads paper. Jason

Up the creek!

Dwear Techie Tips,

I've just bought a sort of bargain box of C64 bits and
included are some paddies. They plug into the
joystick porls, but | don't seem to have any games
that use them — and | haven't got a clue how they

® | was going through
my collection of old mags the
other day when | found the ClubLIGHT

demo. | was wondering if it's still going and, if it

is, how can | join?
Chris Neville, Maidenhead

LIGHT only managed to produce seven issues
before it ceased publishing, and unfortunately
no back issues remain. Jason

® s it possible to get hold of a CO-ROM drive
for the C647
lain Macleod, Glasgow

Mot that | know of. The Electric
Boys Software comapany is
looking into the possibilities of
importing hard drives from
America though, and don't
forget its amazing offer of
getting hold of a 1541 disk
drive for a penny short of
seventy quid. And that's
definitely something worth
saving up for. Jason

Ho CD-ROMs, but these
American FD4000 drives
[{which Electric Boys Software
is plannig to import) are
capable of storing 3.2Mb.

Pretty hot stuff!

Complex In

chip through ﬁlﬂoyuidcpm with its value bﬂirlg
read from locations $0418 and $041A. You really
ought to read them through machine code rather than
BASIC. However, if you use the 5¥S command and
then PEEK the appropriate locations, you can use the
following bit of code to work out what the paddles are
up to. Jason

100 REM PADDLE READING ROUTINE

110 FOR X=0 TO 63:READ ¥Y:C=C+Y:POKE
491524+ X, Y:NEXT X

120 IF CG==8034 THEM PRINT “DATA ERROR"END
130 :

140 SYS 49152:REM READ PADDLE INFO

150 P1=PEEK({49409):REM PADDLE ONE

160 P2=PEEK(49410):REM PADDLE TWO

& Your section is brill,
but why oh why can't it be ten
pages long?

Patrick Kelly, Bedford

Because that wouldn't leave room
for much else. Jason
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270 PRINT F1,F2

280

290 FOR X=1 TO 100:NEXT X

300 GOTO 140

0

320 DATA 162,001,120,173,002,220,141,000
330 DATA 193,169,192,141,002,220,169,128
340 DATA 141,000,220,160,128,234,136,016
350 DATA 252,173,025,212,157,001,193,173
360 DATA 026,212,157,003,1983,173,000,220
370 DATA 009,128,141,005,193,160,064,202
380 DATA 016,222,173,000,193,141,002,220
390 DATA 173,001,220,141,006,193 088,096

Short and sweet

Dear Techie Tips,

Rumour has it that it's possible to abbreviate the
BASIC keywords so you don't have to fype the whole
fat in and can fit more on to one BASIC program line.
How is this done?

Jeremy Heywood, Macclesfield

Well, I'm not sure whare you do your socialising to
hear gossip like that, but it's certainly true. The
technigua enablas you to put more commands on a
line: by abbreviating, say, four letter commands to two
characters. However, you should be careful when
using abbreviated commands: if you use them with a
line: that goes over B0 characters in length, you won't
be able to edit the line when the command words are
expanded again — and we all know the nightmares
that can lead to.

To obtain the abbreviations, you need o key in
the first one or two letters, then, holding down the
SHIFT kay, type in the next one (this
produces a
graphic symbol).
The PRINT
command is the
exception. You
can abbreviate
this to a question
mark. So the
command A is
the same as PRINT
A. For axampla, to
abbreviate GOTO you would
press G, release it, then hold
down the SHIFT key while you tap O. But for GOSUB
you would press G, release it, press O, release it,
then hold down SHIFT whila you tap 5.

Commands requiring just the first letter before tha
SHIFT operation are ABS, AND, ASC, ATN, CHRS,
CLR, CMD, CONT, DATA, DEF, DIM, END, EXP,
FOR, FRE, GET, GOTOQ, INPUT#, LET, LIST, LOAD,
MIDE, NEXT, NOT, OPEN, PEEK, POKE, PRINT#,
READ, RIGHTS, RND, RUN, SAVE, SGN, SIN, SPC(,
SOR, STOP, 5Y5, TAB(, THEN, USR, VAL, VERIFY
and WAIT.

Commands requiring the first two letters to be
typed are CLOSE, GOSUB, LEFTS, RESTORE,
RETURMN, STEP and STRS.

And that's it, all other commands have no
abbreviations. Jason
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Co4/C128 COMPATIBLE

cu Budget Sa!‘hulre i’y Champorshg Coll PR
DATA RECORDER

Commodore C64/C128 compatible
Data Recorders with tape counter,
fast forward, rewind, stop/eject,
play and record facilities. Supplied
complete with lead and ready to
e ¥ By Fou Vo e £19.99 inc P&P Plug straight into your computer

oo i3 e 19 e e Ak ek ok e Ak ek sk ke ok ek ok ok ek ek

o 375 ) ' C64/C128 PRINTER INTERFACE

i
ridier

The C64/C128 printer interface is designed so that you can connect
almost any parallel/centronics (IBM compatible) printer to vour

ol Lt Rt
Suamimer Camp
S Monacn G P

Rt Taiie I g T C64/C128 computer. Complete interface
= ’ Ll d with lead and full instructions:- £29-99 illl’: P&P
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T e 1 e S Mt 345 B B s COMMODORE SUPPLIES
. i s o e Commodone 64 powersupplies . ................. AR
> 1 E1 95 Commodore 64128 compatible cassette recorders | . ke . L £19,99
furtin Gl $95 E1-95 Commodore cassette head demagnetizers .. ............. e e
H:...- iy e UL KonG R Replacement cassette recorder plug and lead .. ... . ....... PR e e 5
T e e e vty s Commodore 64 user manuals . . . . e T e e e
' ::.:.'?..E.TL",..'::.! oy N e R £k Commodore R.F. Leads (computer to ["v'- A e S TR e e eV EH
35 o 38 C&d Disk Comoundore Ol ool o e T e S e s e e e e £9.99
1 .m\nll:nulft H_‘?: bt of [Efee Vol 2 Commodore printer/disk drive lead (bpindiny ....................... £599
COLOUEL e M or 90 0" papertiyhosts B Giobiny Commodore colour monitor leads (din Q3 phono) ... 00t L6.99
cu_.n 28 Back CAtRIOPN® pucseingtoms jact | Commodore Co3/C128 parallel printer interface ... ............ v £29.99
Rober Cosster Rusier : Accarsoriss 54 inch ExSoftwane Disks (Packs of 200 ... . . oo o vanisnasnsnonsiaiass £6.00

Jaranger Kharis % it B o ik gw  Replacemenn O T

4 Super T 3% Aniervg Cable 1295
3gc  Kekagg's Tour B t Rl whels wilth PU and
g Mad E ’ 84,05
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bai The By Tpaland Sloeys
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eadey Board Tourmament Bapond the ioe Paloe
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ALL ORDERS SENT BY RETURN: CHEQUES/VISA 'AC‘CEES,"PG";
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TRADING POST @

e VICTORIA ROAD, SHIFNAL, z
SHRUPEHIRE TFi1 SAF TELEPHONE /FAX (0952) 462135

AMERICAN’S SELL OFF THOUSANDS OF PD DISKS!

REPAIRS:
= £25 Inc
C+4, C16 £25 inc
g1l o £35 inc |
Ci128.. £40 inc |
C64 User Manual £3.99 mmwwwmmﬂpﬁmmh
Centronics Interface (serial port)......._. £29.00  your daytime number
Cantronics Interface Plus Support Insurance included B Nonmally _hmmd:
Software (Disk Or Tape) ... £17.99 :1:;'_I m warranty W Urvepairble machines retumed
€64 Case (New Style or Old Shape) .. £4.99 OASIS (Dept 2A) I
Dust Cover (64 Oid Shape or 64C).........£4.99 14 Rid Rd 300 GREAT PROGRAMS ON 20 VALUE PACKED DISKS!
CG#IhimLmdwu'Eﬁun]_E&H 1' gew:-l"' When oma ol the Brges! Amercan PD cormpanes decded 1o reduce Bher [aclony skocks
C64 Serial Lead £1.99 53|IS|1I.IT}' Shareware PLUS made them an olfer for the ol These siocks hawe now arved and

2 x 801, B0Z, BO3, 1230, 1200 Ribbons ..£6.99 L1110

once sokd wil never be repealed al ths ncradible low pice 50 burry!
CAUSE e huge guanbly o dsks, weve pul all 20 value packed dieks n o ona

JHMlm ES

ol 1 S0 when you buy The Caloke ndusies Group Two youll gel al 300
Emmchm --------------------- Pm- ) deks. So order lochy & bag yoursell a bargany Calcke have  Only
CB4 Power Unit i & the umewal programs and ey have all been lesiod & werded Youl

8 Ovdurs by chasue or PO ey .WFFH BUHFUTEH SEHUIGES j,, gel 130 -:-I:'II_:!-" 68 Educalonal programs, 42 Ulies and 60 Busness & Home programs

----- S0 whal ever you enjay Using your cormpublr [0 your Sure 10 gl greal value [of money.

ALL TO 99
SPECIAL CHRISTMAS OFFERS FROM DTBS ) £ 4272
fab e s £14.96 CALOKE INDUSTRIES GROUP THREE £6 .56
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SIMONS BASIC t:n‘llldnl 14 odoi

(rmited stock e first senved — furmhe ¥ SUppdeds Unikes 'r The thrd grown e s rchsines, Anoies sqpifisen Caindon inokeines, e

LOGO programming languoge on disk (inc. 400+ poge manual) 1425 = i

COROL fralning course on disk (inc. C64 & C128 versions) on 05 PIRATES TOOL BEOX E.I 87

i Diwdass Eviryiior e e Facihe inchaies Prales T xill Copey Desk, Hacker Tooki & Pro- Lies One -

SOUND EXPANDER FM Sound Module ifits on cartridge porf) B19.95 —

inc soffware on tape of disk - state which — ond keyboord stickers) P“o GA MES | = F i X = | 4 2

DATALUX MOTHERBOARDS (1 switchaoble expansion slofs) 1295 o Dieks Prdeh Pro Dol Crial Spof Games, Casnn Cambing Games. Popole Paion Games & mach moe £ 025

T T CEVENTCANE IO S P mee rae SRt QUICK DATA DRIVE'S 7.

QUICK DATA DRIVES (uses wafer corfricges — 1 includecd) /.0 Spwncwl Ciler T Chisck Chath Drreed fleca 008 1) B wilh hats Spars vikars Pack groe £ 49

INFOCOM ADVENTURES (disk only = the Bast taxt advaniunes avallablad aach £4.95 Y

(Zork 1, Zoik I, Zom i, Suspended, Starcross, Deodine - pleass state fitles reguined) PRESS nTP SOFTWARE

SHAREWARE DISKS:; PACK 1 - 14 Lightspeed disks £2 4% L ol E i b, ol T st P o iesan & pond Ceeeirg Caeds. Diard Rancars, Posirs. Sors
PACK 2 10 Gameplayer disks L= [ W [l Slal oy L ey sah bl on soremn rskiciions. incues WO graphacs. Our Usosl Pree (150

o e S e

- PACK 3 = 22 Murrey Soffware disks £E5.4% nuw TO ORDER
Plecase add £1 per order towards php. Europe odd £2 per order. Airmail outside Europe odd 20% Sy 5E L] |-m o
We hawe hundreds of C&d4 gomes in stock on tape, disk and carridge. Send SAE for full ks, Crckr macke Al o Sra

DTES, 18 Norwich Avenue, Rochdale, Lancs OL11 5JZ e [F1S) b sk ke
B Tel/Fax 0706 715028 _!g J:.L"” . - T Fl w
PO B 0L Wincentes '\.\1IHIJT'|-;.-\ Smart Moves. Great B‘-‘Yﬂ-




THE MOST POWERFUL,
FRIENDLY AND FEATURE
. PACKED_UTILITY CARTRIDGE
" . EVER CONCEIVED!

@ r1aPE TURBO
- This featura will add Turbo Re‘;‘ programs that

you save to tape - no user quired
FAST FORMAT -
- Format an entire disk i 10 seconds - no more

messing about.
PRINTER DUMP -

bidtk program,in
+ " fastest disk serial loader. On-E
achigyes high loai peads.
Dce?mcﬂ 581 ol
;i INFINITE LIVES Gmmnmn O %
i - Automatic infinite lives!L Very easy to usgyrworks with
i many programs. Mo user knowledge required. - ®
E PROF MACHINE CODE MONITOR .
- Full 64K Freezer Monitor - examine ALL e
! p@mory, including staek, /O area and regis®rs in

jeir frozen state. Ideal for debu g or Jii for fua
5§ - h the

'SPRITE CONTROL
ill sprite collisions.

int out your frozen screen to
printer - MPS BO1, BO3, Epson,
Star, etc. - vary versatile,

M@ Q. CENTRONICS INTERFACE

For parallel printers, Star,
Epson, etc. Print out listings with
graphic characters etc. (Cable
required for parallel

sport £14889)
= SCRE DI
= - Mow you can edit the efilire
frozen screen with this text edit or
- change names on high scores, etc,

Great fun!!
£24.99

- Freeze the Action and view t
animation - customise your gam
FREEIEII FACILITY

Lgan make your old siof loading programs
iSimply freeze the action and save to tape
sload at super fast speed - no more waulmg

/ 4.

OUSE/GRAPHICS PACKAGE
MMODORE 64/128 AT A TRULY
UNBEATABLE PRICE! °

¥ This commodore Mouse is a high resslution tweo button mouse
featuring optical counting, teflon guides, microswitches, rubber coated
ball and high quality interface

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

LB EEE R

- Easy to use disk/file
than conventional o

NOWA TO
FOR YOUR

OMMODORE

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

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

¥ Zoom in to add detail in fine mode. swn /lcon driven menus for ease of use NO

¥ Mouse operation, plus joystick and _ control. ON LY
¥ 16 pens, 8 sprays, 16 brushes - . anyone can create superb graphics easily.

¥ Full cut and paste facilities plus nm-ﬁnrr printer support. £24.99

TOTAL PACKAGE INCLUDES MOUSE! MOUSE MAT/HOLDER AND OCFP ADVANCED ART STUDIO
PLEASE STATE IF ¥YOU REQUIRE TAFPE OR DISK

LC 100 COL JUF PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

B The Star LC100 Colour Printer not only prints in Mear Letter Quality for your regular
jobs but also prints out your pictures from At Studio, Action Replay, etc,, in famastic colour
B LC100 is a full Centronics printer So T
(Amiga, ST, PC etc.) [packace

B mMade possible by oA

MOUSE MAT AND MOUSE HOLDER
{WORTH £12.95) WITH EACH PACKAGE

2 24 HOUR MAIL
&3 ORDER HOTLINE
® 0782 744707

Sand Cheques, Posial
Cirders or credil eard
clataila tes:

DES STAR LC100 COLOUR PRINTER RRE £199.00 |
RONICS PRINTER LEAD RRP £12.99

ILOUR PRINTER DRIVER SOFTWARE RARPF ©19.99
Datel's unigue colour prurttrr driver - now you can have a G HORMALLY £231.88 |
hardcopy in up 1o 16 colours!! B Mo more to buy GDMPLE'I'F P-l“:llﬂhl: HIIIW ONLY EI199.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY t:mur £15.99

B i you already have an LC10, LC100 or LC200 M Works with Serial Version of LG10, Parallel Port, Sprint 128, etc.
Colour Printer we can supply the Driver separately.

DATEL ELECTROMICS LTD.
GOVAMN ROAD,
FERNTOM INDUSTRIAL ESTATE,
FERTON, STOKE-OMN-TREMT,
S5Ta 2RSS, EMNGLARMD.

10 OI!DER

DATEL MIDI 54 oo
INTERFACE PLUS DHTA HEE“HBEH A 3 wddllinl‘lll
ADVANCED
MUSIC SYSTEM EI’_“ pmvld-ad
¥ Quality Commodore © Wear and

The Advanced Music

System may be the best
L MIDUmMmusic package produced

for the 64128 offering a huge range

2 FREE HLES

compatible Data Recorder. unglrml conmecton
B Pause control.
u Three digit position counier. ol Suﬂmh provided for selecting between

of musical composition features & MIDI ¥ Counter reset ame caririd her than constant
compatibility, with the Datel MIDI Interface S : g Pe-tuthar

S
you have the TOTAL MIDI SOLUTION! B Comas compiete - na more ta buy! ST R t——— cnllins mn']“[

AVAILABLE ON DISK ONLY




