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POWERTESTED
MORE Ninja Turtles

Moonfall
C64 Toki
Swap
“‘;.':f: Hudson Hawk
ANY Rﬁbﬂ:ﬂﬂe
orxer Ultimate
MAG! Basehadll

PLUS LOADS MORE...

FORMAT

2 COMPLETE GAMES!

2 PLAYABLE DEMOS!

‘ SHOCK!

*" The Turtles return in
-the coin-op conversion

Green, mean and on your screen -
See it first in our exclusive demo!
Win one of 10 Turtles goody bags!
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7T~ B Bartholomew J, Simpson Ilcrc, with a very important
~ Set: -gwr-__k_;MuTAwTs
1 ARe \WADING
> > L PRIVEFIEED ©
- _,_ That's right man! A buncha slimy, horribie; totally
B "._gross and putrid-monsters are taking over the bodies
J ."of the people who live here and. they wanna build a
~ 5 weapdiﬂhal'rgonna take over the entire planet!
> - - _ .., —PReTTy CoOL, HUK? "
5, £ Anyway, yours truly is the only one who can see 'em!

-

| &% . 4 Tl Ivegotta spray-paint things, get radical on my
' A e skateboard, use my trusty slingshot, and in general
@ | A A behave like a nuisance, man.

e N B T | Plus,with evil dudes like Neison the bully and
» ’ ; ~; Sideshow Bob getting in my way, it's a good thing
“1've got the rest of the Simpsons to help me out!
3‘0 if you're a decent person < il |
‘@ patriot; and somebody L 9
/' who cares about this sorry

'. ol — | ~. planet, you'll do the right
Hdm| “thing. 2 hiO
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MORE ACTION....MORE POWER...
«_ ..MORE EXCITEMENT...! A
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1| cCBM 64/128, DA
Amstrad Cassette & Disk  [PSE
Spectrum Cassette :
Afari ST & Amiga
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is heating up. But before you pass over your
pennies, make sure that game’s been

While the weather’s getting colder, the 64 market @ NOVEMBER 199

'_-.l' —~
—tt
32 TURTLES - THE COIN-OP

34 ROBOZONE
IMAGEWORKS

36 TOKI

- . : IMAGEWORKS OCEAN
3 — 7 Konami's coin-op gets the 64 treatment 42 MOONFALL
. & thanks to the half-shell heroes at 21ST CENTURY ENTERTAINMENT

Imageworks and Probe. 45 THUNDER JAWS
Looking like it out-axes Golden DOMARK _

\ Axe, could it be time to come
out of the sewer and declare to
the world, ‘l am a Turtles fan'?

6 ULTIMATE
BASEBALL

5S1/US GOLD

It's the ‘world famous’ Tony
LaRussa up to bat... And every-

body immediately jumps to their
OBo ONE feet and shouts, ‘Who?’

IMAGEWORKS

\
}\

34"

- =% _ Pollutign, filthy s e S S
-, S5 k. sewers. rasfing i!

£ cars, litter, rotting

debris, decaying it et

. Cities. Let's face it: _
Robozone is just a . e

pile of old rubbish *
| “”[
< 7w
Take one

: E S evil wizard, HAw
‘@’3 _ SAPERES. 1 a stunning OCEAN

girlie, a The movie
o gobbing wasn't exactly
ape and dynamite, so
what've just how does |
you got? this tie-in ;
One of the best coin-op convo's we've
seen for monkey's years!

POWER &
SN pacK™

ELECTRIC DREAMS

REGULARS

6 POWERPACK PAGES
10 EARLY WARNING
W 16 CF SCANNER
2
%) 18 THE CHARTS

i\:o GAMEBUSTERS
ﬁr

38 BUDGET GAMES

56 CREATURE FEATURE

47 THE MIGHTY BRAIN

_*- TERROR OF THE 62 BACK ISSUES
DEEP

IMAGEWORKS 66 MAIL ORDER
\ TURTLES - THE
v COIN-OP 74 NEXT MONTH
TILT IMAGEWORKS

GENIAS




6 0“ T“E TAPE #L;. these games and d;mnu are loaded using thn“nnrma ;

QUICK

FULL GAMES
ALIENS

Before you begin the bug hunt push your
prod in port two. Steer and aim by moving
the joystick left or right, hit the button to

fire and the space bar to move through a Bﬂy, hﬂl’e we gﬂ't a I‘ape fﬂr yn".' mkE a tl"ip

doorway. To select the crew, type R for

Ripley, G for Gorman, H for Hicks, V for with the Turtles, gun down some Aliens, go on
Vasquez, B for Burke and | for Bishop. &

a voyage of discovery beneath Loch Ness and
TERROR OF give your grey cells a workout! (And that’s not
THE DEEP all, cut up the tape for instant confetti - Ed)

Stick your patent submersible steering
device in port two. Nudge the joystick left
or right to reach different controls on the
screen. Activate a control by moving up or
down on the joystick. Pressing fire always
activates whichever weapon you have
selected at the time.

IMAGEWORKS

April has got herself into trouble again.
Fortunately, it's the kind Donatello,
Michelangelo, Leonardo and Raphael can

save her from (as usual). But in this stonk-
Tumus ing demo of the new game from
THE col N-op Imageworks (PowerTested elsewhere in
this very issue), you don’t quite have to
Chelonian lovers might like to insert a go the whole hog. Nope, all you have to
chopper in port two. After that, you only do is take your best shot at a decent
have to worry about doing what comes chunk of the first level, which is a kind of
naturally. So do it! left-to-right scrolly beat ‘em up against
ninjas and — erm, robots...
“LT Taking one Turtle at a time, you've got

to make your way as far as you can in the

direction of the bad guys’ hideout. Along The heat iz on in the new Turtles Coin-Op
the way, red, blue and purple suited ninjas  game. Unfortunately, it looks like this here

Start by slamming your joystick into the
second port, then follow the on-screen
prompts to start a game. Slide the tile

adjacent to the blank square by using will jump out, preventing ?ruu from pro- :;;:t h::“h.u::;m:: Goodness gracious,
standard joystick directions. gressing further until you've duffed them
up. Red dressed dudes are the easiest harder than anything. Honest. Oh, and
type to defeat; blue are the hardest. watch out for the huge balls which come
There's only one colour of robot. These trundling down the stairs. They've got
appear at the end of the demo and are your name on them!
- - -
i . No fire button || With fire button
hat should you do if your PowerPack
has ceased to be? If your cassette refuses :::Ln WALK UP HFA LK .Il‘lil:P - JUMP :I'JELP +
2 & * K
to load properly, pop the tape in a jiffy bag et RIGHT LRFT RIGHT

{keep the box for when you get your
replacement), enclose a stamped
addressed envelope and send the whole
kit and caboodle to:

Ablex Audio Video

ATTACK + ATTACK
WALK WALK WALK + WALK -
Harcourt, LEFT RIGHT| | LEFT RIGHT
Halesfield 14, :
Telford,
Shropshire TF7 4QD
WALK WALK |
A suitable replacement will then be DOWN + WALK DOWN -+ ATTACK  JUMPING ATTALK |
dispatched fifthwith. LEFT DOWN RIGHT i e o i
November 14, 1991




This is the scariest game we've ever put
on our cover tape. In it, Ripley, Hicks,
Vasquez, Gu?rman, Burke and Bishop
attempt to work their way through the
colonists’ base to the alien nest where
the queen lays her eggs. You control all
six characters as they explore the base,
room-by room. Each character can be
selected by pressing the appropriate key.
These are: R for Ripley, G for Gorman, V
for Vasquez, H for Hicks, B for Burke and
I for Bishop the ‘droid.

Once you've selected a character,
moving the joystick left and right spins
the view of the room (you can turn right
around on the spot). To move through a
door, locate the door with your sight and
‘open’ it by hitting fire and blowing a
large hole in it. Hit the space bar to move
into the next room.

Attacks

When one of your characters is attacked
(and not necessarily the one you're con-
trolling), their name flashes and you'll
hear a warning sound. You have a few
seconds to react when you're attacked,
so don't panic. Select the character in
trouble and either get him out of there
pronto or get the alien in your sights and
blast it a few times. When aliens die, they
sometimes leave pools of acid blood
which also needs a good blasting.

‘mal'Hold down SHIFT and press RUN/STOP'

Gunky walls

The aliens keep papering the

walls with gunk, even in

rooms you've cleared

before. Blasting at the

gunk reveals the original / { /
layout, including any ’
doorways that may have b'EEn obscured,
but it's a drain on your ammeo. Ammo can
be replenished by entering the armoury —
once you've found it!

Dark rooms

Some of the rooms have been plunged
into darkness by the black bipeds. You
can only make out a little detail in these
rooms, but there's normally enough light
to make out a door (if it hasn't been
gunked). If there's an alien in the room,
there are two courses of action you can
take. Run for nearest doorway (you may
find yourself in another room with a
beastie in it, but the chances of that room
being in darkness as well are slim), or let
loose a couple of shots, while scanning
left and right. This isn't as stupid as it
sounds because you normally have long
enough to see the alien and destroy it.
Firing a couple of shots lights up the
room enough to see more detail.

Exhavustion
As your marines peg it from room to
room they grow tired. Each marine has a

green stamina
bar, and if this
runs down to zero,
the character's knackered and can't even
defend if attacked by an alien. Leave a
character to rest and he or she will be
back on form in a couple of minutes.

. Even when the bar hasn't quite reached

zero, an exhausted character moves oh-
so-slowly. The bar flashes at this stage

and, unless that marine is under attack,

it's best to let them rest a while.

Directing the team

A selected crew member can be told to
move up to nine rooms at once in a given
direction. To do this, type any number
from 1 to 9, then immediately type a
direction key (N for North, etc). Then
select a different member of the team and
the one you've given the orders to will
move off. Team members stop upon
reaching a dead end, a locked door, acid
blood or becoming exhausted. And
remember, things are difficult enough
without having people run off into the
dark. Alone.

The view scrolls all
the way round when
you move the joystick
left or right

Happy hunting

Aim your Smart Gun
with this floating target
controlled by joystick
movements

Doors are normally
closed to begin
with - a single shot
opens them

The green
stamina
bar short-
ENns as you

Room num-

bers tell you
where each
character is

L REEERRRRARRRAARN]

mowve
about. It
flashes
when a
character
becomes
exhausted

at any time.
Note that
you don't
actually see
characters
in the same
room as you

L,....f,

An overall score
appears in this
window

The life sign indica-
tor flattens out when
you get eaten

The name tag
flashes yellow when
an alien attacks

The ammo indi-
calor represents
about 20 shots

In this sequence, Ripley runs off on her
own. By the time she gets to room 004
you can see alien gunk all over the walls.
Not stopping to investigate, Ripley
explores one more room and meets an
alien. Her camera suddenly goes dead.
That means it got her. Soon she’ll give
birth to another alien herself. ( Yuk! - Ed.)

Stay frosty in COMMODORE FORMAT 14, November 1991




IMGEWOIII(S When you take this sub for a dip, it's The tricky part is keeping the alien crit-
This strange arcade adventure involves a all hands to the pumps. Nothing will work ters off your hull. They're attracted by your
Victorian submersible, aquatic aliens and at all unless you have electricity and the craft and cling to the hull whenever possi-
the legend of Loch Ness. Alien creatures only generator on board is human-pow- bie. If you let them hitch a ride, it'll be a
have somehow found their way to Loch ered (slowly waggle the ‘stick up and short one because their clinging eventu-
Mess, home of the fabled monster. Though down). You also need to operate the oxy- ally destroys the ship (and you, too). You
the era is Victorian, you get to play the gen pump as well (more up ‘n’ down have to periodically check all the way

role of a scientist/investigator-type who waggling). Then there’s the task of learn- around the hull and use the electrifier to
has access to a primitive but remarkably ing how to control the craft - t'ain't easy kill any clingers. However, both the elec-
versatile one-man submarine. Your mis- but the instructions below should explain trifier and spinning the hull drain current
sion is to find out exactly what's going on.  everything you need to know about steer- like nobody’s business. That's it really.
(Hint: follow the fishes). ing and orientation of the vessel. Get underwater and get to it!

Sussing out your submersible

Select spears, bombs Follow the little fishies
or the electrifier ¥ — and you're home and
dry [almost]

The bell rings when
you're running too
low on air : : — T R PR
how much electrical
energy you have left -

This meter tells you
tly ho h .

ni:m‘.: hrh w :I'I:ltf-‘ EHDE Paseas. 2 e

air you have le s = 5 slowly under the

waves by this clock |

The bomb meter keeps
you aware of your
sub's deadly payload

Turn this wheel to
generate electricity

o Pull this plunger to
= - Aoy ¥ 7 o i prime bombs. Find
This finger always a2 | L - - %" the aliens, drop ‘em
stays on the fire - it o and push to detonate
button, responding ; ; CE s A
to your clicks This switch P causes you to rise or Pressing one of these -
* operates the sink. § activates alien- buttons turns the e
searchlight on -scaring klaxons. Above are viewer 90" left or right
the sub’s hull Ballast and Depth gauges

And you can replen-
ish your air supply by g
working this pump

] (RN EENE]




Available on: CBM 64/128 &

Spectrum Cassette,
Aftari ST &
Amiga

Amstrad Cassefte
& Disk

Screen shols from Coin-Op version.

ARCADE HITS
MARKETED

i ' ™
Screan shats aie rdended b be illusinalive of e gomepikey and I )
ol Ihd Seien graphics which vory considesably batween ‘ i
Geflevand lormals in quoihy ond apgeoronce ond ore suibpmct i
the compubar's ipecibootions

—

CIFR0, 1991 SEGA™. Al rights reserved. G-loc™ isa
trademark of SEGA ENTERPRISES LIMITED. SEGA™ s o
frademark of SEGA ENTERPRISES LIMITED

U5, Gold Ltd., Units 2/3 Holford Way, Holford, Birmingham B6 7AX. Tel: 021 625 3366.

AILLSFAR + DRAGOMS OF FLAME « HERDIES OF Pl LANCE LUCASFEM HELPUNE + COMPITITGHN + INDIANA JOMEL =
rei- oson 442025 INEED HELP? CALL THE  [i/5a ik MAMIAS MANSION + LOCM 1
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e 'EVECE ™HE MVLOKR TEL. GOS0 Sean3e COMPETITION - £200.00 WORTH* OF
EVE OF THE BEHOLDER TEL: 0898 442010 ;
OFERATION STEALTH + FUTURE WARS + CALISEFOR A CORPSE THL: 0829 484384 HINTS & TIPS LINE US GOLD GAMES TO BE WON EACH MONTH.

Al Retnal Prices
Service provided by U.S, GOLD LTD., UNITS 1/3. HOUFORD WAY, HOLFORD. BIRMINGHAM B& TAX
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calling it First Samurai,’ admitted John,
referring to the fact that it was Vivid
Image who developed Last Ninja for
System 3. ‘But we wanted to write a
ninja game for ourselves,” Mev told me.
But whereas ninja are generally per-
ceived as the dodgy geezers who go
creeping around rooftops at night,
samural are the kind of people who
take on fearsome foe for the sake of
honour. They're good guys. And that's
why Vivid Image decided to do the game.
Mev confessed to one other source of

1’.1 i GO r,

Tho only way to travel. First Samurai begins
with a warrior from ancient Japan sent to
the 21st century to fight a demon

The first level is :u-t in 21“ century twilight.
The background details look more like the
Japan of history books, though

\

inspiration: the Frank Miller comic, Ronin,
which was about a samurai warrior who
travelled through time. But that's all the
game and the comic have in common.

The scenario is this. A demon prince
has begun to terrorise villagers from
medieval Japan. The task of de-railing this
dastardly demon falls to you. But the
demon dodges confrontation by nipping
off into the future. Luckily, you're on good
terms with a wizard who knows all about
time travel. So before you know it (before
the game even starts), he sends you after
that evil extra-planar type creature.

So you get gobsmacked by somea very
strange scenery indeed. It's all a cross
between a stylised version of traditional
Japanese landscape features like ornate
bridges and pagodas and hypothetical
ultra hi-tech stuff, from bullet trains to
Bladerunnery penthouse apartment
blocks and more girders than you could
squeeze out of a can of Irn Bru.

When the time travel ticket drops you
off, you're out in the country with nought
but ye pants. So, without the aid of a
street guide, you have to find your way to
the demon's lair, taking on all manner of
monsters dreamed up by the demon along
the way.

The levels are massive and several are
loaded in one go. ‘The first load is 17

The uiterly exicusive COMMODORE FORMAT 14, November 1991

ans wer all daponds
on whether you try to

.put it into words, as
Vivid Image explained

screens wide by nine deep,’ John told us.
Mev nodded. ‘The game is huge.’

That's only part of the reason why the
C64 version of the game alone has been in
development since last March. ‘We keep
on having ideas,’ explained Mev, almost
apologetically. But they do get help. One
young boy, called Glen Lambert, keeps
calling up Vivid Image with ideas, one of
which may be possible to include on the
C64 disk version. It's a continue option
that gives you a choice of where you want
to start from and doesn’t use the kind of
passwords that can be printed in maga-
zines. ‘Say you got to level four before
you ran out of lives,’ suggested Mev, "and
you'd had three lives at the end of level
two but only one at the end of level three.
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The little white blobs are the spirits of
defeated foe, their mystical energy is now
- Yours. And that blur on the sword is for real

A,

This system allows you to choose where
you'd like to start again from.’ And the
entry code system suggested by Glen is
unique to every disk.

The other main feature of First
Samural is mystical energy. Every time
you Kill a creature, its spirit leaves its
body and flies into yours, building up
your mystical energy level. When you
have enough, a magic sword appears in
your hand, enabling you to do even more
damage unto your foe. You can use
excess energy to fill pots carefully placed
throughout the levels as restart points
(which pots you recharge are up to you).
Mystical energy also allows you to see
and pick up otherwise hidden magical
devices that help you finish the game.

The mouth-watering animation inclides Some
stunning waterfalls (some of whieh you can
walk behind), fire breathing statues and of
- course, Mr Agile himsel L

'SH . :'.- 2043 #, . —
i ERESHETTY
Discovering how to get into the caverns on the

first level is a major step towards completing
it, but the creatures there are vicious

010725

Your old wizard mate keeps showing
up just when he's needed. He'll give you
clues and, when the time is right, he'll
materialise, take the objects from you and
use them to open up the next level,

The finished game should be ready in
January. Imageworks’ John Williams and
Mat Sneap are converting the C64 version.
This has been no small task. Other profes-
sional coders have come and gone,
unable to make this massive game
playabie on a C64, even from cassette.
But the current combination of talents
promises to succeed where others have
failed. Meanwhile, we’ll bring you the
complete first level on our PowerPack
very soon and the PowerTest will follow
when we get our hands on a finished
copy. Until then, you're going to have to
be happy with these fantastic glimpses of
the first level. Ain't life tough, sometimes.
Still, as John or Mev could have said, it's
only a matter of time travel.

First Samurai
Imageworks

Late January
071 928 1454

Game
Publisher
Release
Contact

=

g

' they intend to drop the

TERMINATOR DEAL
Ocean have signed a deal with Commodore
to have Terminator 2 included on cartridge
with Commodore 64 packs sold this
Christmas. In addition to T2, Domark have
contribuled a graphics package called
Image System and music making software
by the name of Modern Music Maker. Even
though the old C2N won’t be included
again, all the software comes on cartridge,
making the bundie the best ever. Probably.
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Arnie's armoured alter ego is all tied up for
Christmas but at what cost?

DIXONS DOUBTS

However, The C64 is going back up in price
to £119.99, even though it only dropped
from that price to £99 during the summer.
In response to this, Dixons, the major C64
stockist for most of the machine’s history,
has announced it might now drop the C64
from its shops this Christmas. Alan
Dickinson, who is somebody very impor-
lant indeed at Dixons, said ‘getting
Terminator 2 in there is a good move' but
added that the price had ‘been going up
and down like a yo-yo." Come on, children.
Don't fight.

CUT COST CARTS

Ccean have announced that

X/

SR

"

average price of a car-
tridge game from £19.99
to £14.99 immediately.
This is brilliant news, of
course, especially for
owners of the C64GS, the
ill-fated console

”,

Commodore only launched just over a year
ago. We hope the move will catch on. But
what we really want to know is, why did no-
one do this a year ago?

BOXED FORMAT

* Future Publishing, the company which

brings you Commodore Format has come
to an agreement with Commodore which
means that there'll be a special issue of
Commodore Format in every new C64
Commodore produce. This means we can
meet new C64 owners as soon as they
apen the box! We're that sociable. Worth
buying a new C64 just for the mag. Maybe.

L K N - ORE FORMAT 14, November 1991



f we asked a random selection of C64

gamers which coin-op they thought

wouldn't (or couldn’t) be converted to
the 64, you can bet your life that Sega’s G-
LOC R360 would be somewhere in the list.

For those ground-huggers out there
who have never seen the slottie, G-LOC is
a mega air combat sim, much in the vein
of After Burner. Sega's sprite-shifting rou-
tines are used to good effect for the rolling
landscape, but there's also a large dose of
solid 3D vector graphics thrown in for
sequences where the plane zooms in and

- out of the screen, such as the dogfight

sequence. When you've got a bogey on
your tail (yuk) the point-of-view moves
smoothly from the cockpit to a rear view
of the following plane - all in 3D. Here
your weapons are useless — it's up to you
to take effective evasive action using
your superior flying
skills.

Lals
i How

ABMS-..
are these good

intro screens... Or are these
good intro screens? (Well, we like ‘em)

Gremlin have secured the racing licence of the

decade in the shape of Nigel Mansell. Good ol’

Mige will be adomning packaging the length and

breadth of this sporting nation some time in ‘92,

Gremlin are keeping precise details under
wraps (probably because they haven't got them

_yet), but it's pretty definite that it's going to be a

racing game. And probably about Formula One
racing at that.

Racing fans should also look out for
Gremlin's new compilation. Chart Attack —
Vaolume 1 includes Lofus Esprit Turbo
Challenge, Supercars, Ghouls 'n’ Ghosts,
Impossamole and Cloud Kingdoms.

.-uwuwmumummm usaum |

'It-dllmgnodhlﬂl Thlpiﬂh.nnhun.

are from their rolling demo and while
some of the action screens are only mock-

~ ups, they should be identical to the real
~ thing. We've seen the game in action and

~ it's looking surprisingly good.

mmmm{n&nﬂr
upruduudenhﬂ}dﬂﬂhﬂum
specs of the plane and weaponry, the

‘lock-on’ system (for your homing mis-

ﬂu}mmmwmm
Much as this all sounds terribly impres-
;mmmmqyun-mnmm.
P
155100 12 |—-t

5/ | ..

Missile launch! (We're not too sure
what this is but it sure looks good)

The C64 version of G-LOC should bl
winging its way towards you before the

~ Chrimble hols get into gear (you know,
just after the Easter eggs go on sale).

G-LOC R360
US Gold/Sega
November
021 356 3388

HIT 8/

Game
Publisher
Release
Contact

wwomaTLHE B

hmﬂ:h one bogey!
Or something

ollowing the success of Out Aun Europa and Turbocharge you wouldn’t have.
thought there was enough room for another road racer. Imageworks, however,
have no such worries, and are about to unleash the mh'h-oh mnverslann of
“Jaleco’ s Cisco Heat on an unsuspecting C64 public.
Set in San Francisco, Cisco Heat tells the story of the anriual SFFD rnr.:a,lri whinh 3
San Francisco's finest get the chance to burn around the town without hainq on Ihe

trail of some 'b‘lllall'l. for a change.

The game is typical viewed-behind tln-mutnr 3D ’I'are. but Ctsm Heat takas iruu on ;

a rollercoaster ride through the city of SF — with accurately reproduced road layouts —
“as it attempts to simulate the steep hills and tight bends which the city is famous for.
4 Ll ~ Go too fast up Telegraph Hill and you uuuld
-l Iﬂ“"’lh’um find yourself flying into the bay! 3 ks
: ~ In the mean time, there's a bit of a mlnl-
compo going on between Future ;
Publishing's games mags. The best Cisco :
Heat driver wins a coin-op to give away in a
mag competition. Stevie J will be playing

The heat is on for Jaleco's cop-car coin-
mhﬂmhuﬂmm_gm

10 THINGS YOU DIDN'T KNOW
ABOUT GOOD OL' NIGE

1) His best friend and golfing pnrtnar is
Greg Norman.
2) Oh yes, he plays golf a lot.
3) He is a part time policeman (well,
- he used to be anyway).
&) During his racing life he has bro-
ken his ribs, legs, ankles, arms and
back. But not his moustache.

' 5) He owns a helicopter, two Ferraris (an »..-
F40 and a Testarossa), a E3M house on the Isle

of Man and a home in America (a big one in

Lock on to COMMODORE FORMAT 14, November 1991

Canon

for CFand if he doesn’t win_ he'll get duffed.

Cisco Heat
Imageworks
Late November
071 928 1454

California, probably)
6) He's selling his house on the Isle of Man
because he buill a massive windbreak without
planning permission and the council told
him to knock it down. ;
7) He's never won the World
Championship. Ever.
8) He's had a mnustmhfnrqﬂtl
some time now.
8} The ltalians call hin‘ll Leon’ (the
< — lion) for his gritty spirit and determina-

\ 1 tion while behind the wheel of the Fl:H'rnI.IIB

One Ferrari car.
10) The Brits call him ‘Good ol’ Nige'.
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110 that time of year again. The centre of the city has been cordoned off i readiness for the
annoal police race.

Take the wheel of your high powered police car as famous areas of San Francisco flash by
with exciting realism . . . The Golden Gate Bridge, Fisherman's Wharf, China Town and many
more; as you head for the finishing line at Treasure Island.

With 5 levels to tackle, only the top class drivers can make it - 50 hit the gas pedal and
race for glory.
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f you own a machine with the word
‘Commodore’ inscribed on it anywhere,
then there's only one show to attend
this year. For four days, from Thursday
14th November through to Sunday
17th, Earls Court 2 will be overflowing with
Commodore games, machines and periphar-
als. There'll be famous celebrities, famous
programmers, not-very-famous magazine
staff and infamous junk food.
Jointly sponsored by Future
Publishing and Commodare UK,
the show — snappily titled 'Amiga
Format Presents World Of
Commodore’ — will be bringing
you all the best in, well, the
world of Commodore. And that
includes the best Commodore
mag in the world (CF, dummy).
There'll also be a couple of 16-
bit mags trying to get in on the
act, including Amiga Format,
Amiga Shopper, Amiga Power

and PC Formatyawn, 2zz... (But just in case you can't recognise it, here's Earls Court 2 in all its glory

we all know who'll be stealing the
limelight, right readers?)

There are a couple of question and answer
sessions where the CF crew — Steve, Sean
and Andy — will make fools of themselves on
stage trying to fend off questions about any-
thing C64 related. Why not trot along to the
Future Publishing stand and shout abuse?
The veggies will be embarrassing themselves
on stand D2, which is right in front of the main
doors and not a million miles away from the
Ocean stand. (Now that one you won't missl)
As well as CF (though who could want
more?) the show itself has a huge amount of
exhibitors, arcade machines (many on free-
play), competitions and even some virtual
reality machines. And although the Amiga will
be the star of the show, C64 owners should
still hunt down the following stands:
DOMARK - More Tengen fun and frolics are
in evidence, with Race Drivin’ (the follow-up to

Hard Drivin®— should be better) and Pit
Fighter, the oily-body beat ‘em up. Nostalgia
fans should seek out Super Space Invaders —
the conversion from Taito's souped-up
Invaders machine. And to coincide with the
Rugby World Cup comes World Cup Rughy -
heralded as the Kick Off of the Rugby field.
TIB — Reqular CF readers will know to be on
the look-out for TIB's new 3.5" disk drive. This
clever device plugs into the cart port and can

PoTE e LA,

load a 64K game in around six seconds! Take
a peek (and take some money, ‘cos you'll
want onel).

ICPUG — The Independent Commodore
Products User Group will be there, and if you
ask them nicely they might answer a few of
your questions (or at least give you the name
of a man who can).

MIRRORSOFT — The Imageworks label will
be showing its wares, with previews of no less
than five new titles including: Turlles — The
Coin-op. You should know all about this by
now. If not, turn to page 32 for the review!
Race fans should look out for Jaleco’s street-
burner coin-op Cisco Heat, which pits your
driving skills against the hills and bends of
San Francisco. Devious Designs is the long-
awaited (and very weird) arcadey logic-puzzle
game from Bob Stephenson and Peter Baron
(great things are expected of this). First
Samural is the stonking martial arts game
from the Vivid Image/imageworks boys (pre-

CRASH GOES

ast month, a tragic accident
befell 5,000 copies of
Commeodore Format. But it

wasn't as bad as what seems to

have happened to our main com-
petitor. The CFs were in a van that
crashed on the M6 and even now flap in
the breeze somewhere along a deserted
stretch of motorway. But ZZAP! 64 seems

COMMODORE FORMAT 14, November 1991 - it ain't all show, y’know

to have disappeared completely. It's not
on the shelves this month, that's for cer-
tain. And as we haven't heard of any more
paper pile ups, we think you should
assume the worst. We're going to miss
them bucketloads, so joinus in a
moment's silence for the sad departure of
that old sizzler. Never mind, folks. If you
were a ZZAP! reader you'll be pleased to

viewed on page

€ L 10). And finally

W= you should be

=) O abletosee

"::.- = Legend—anew
o () arcade adventure

(% by the guys who
Qf Cnﬂ‘{'\ coded
15 - 17 November 1991 Bloodwych, with
CI : d Dungeon Master-
ommodore style graphics and

a whole world to explore!
QCEAN — The massive Mancunian software
house will no doubt have one of the loudest
and glitziest stands so there’ll be no missing
it. It's also highly unlikely that you'll be able to
ignore their latest titles (none of which need a
. lot of explanation): Bart Simpson Vs The
Space Mutants, Smash TV, Terminator 2,
WWF (World Wrestling Federation), Toki, the
3D vector graphic combat simulator Battle
Command and — who knows — maybe, just
maybe, Robocop 3.
. MINDSCAPE — Just the one
from Mindscape, that being the
ever-green Captain Planat,
Defend the Earth from the
dreaded pollutoids by using
ozone-friendly hairspray and
recyclable toilet paper. Or
something. Check out the
stand for the full low-down,
GREMLIN = The Sheffield craw
aren't showing any Cé4 prod-
uct, but their stand — a huge F1
pit area with tyres and cars -
has a huge four-player Lotus
Turbo Challenge 2 set-up in which you can
compete against other drivers to win some
major prizes!

TV MEETS CD

If you're looking to upgrade and want more
information then Earls Court 2 is definitely the
place to be. As well as about a million new
Amiga products and plug-ins there's also
Commodore's new CDTV (Commodore Total
Dynamic Vision). This CD-ROM based Amiga
machine is aimed at non-computer users and
offers a whole range of educational, creative
and games software. And it'll play your EMF
CDs into the bargain.

If you want to make sure of your ticket
flick to page 68 and fill in the form. Not only
will you secure your place in the history of
Commodore, but you'll also save yourself
some money. Good, huh?

We'll reporting on the event, once it's
happened, but failing that we'll see you there!

find that we've
taken on board
those ex-ZZAP!
diarists Steve
and John
Rowlands this
issue. Wend
your way to
page 56 and
carry on just
as if nothing
happened

at all.
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WHO THE HELL ARE THEY 7

JUST WHO ARE THESE GUYS?

Mobo and Robo (Mobo's the good looking one) are
the coolest villians you'll ever meet. They rob
banks, museums - and
innoccent computer gamers of ,c-.
their sanity. They're on a
mission and they're coming
soon. Ask them why they
wear dark glasses and they'll
tell you... "Our future's so
bright we gotta wear shades!”

Available on: Amstrad, CBM
64/128 Cassette & Disk,Spectrum
Cassette, Atarl 5T & Amiga.

1990, 1991 SEGA'. All ights reserved. BOMNANIA
BROS ' is o frodemark of SEGA ENTERPRISES LIMITED
SEGA™ is o rademark of SEGA ENTERPRISES LIMITED.

W SN NN RN N

ARCADE HITS
MARKETED BY

L.5. Gald Ltd, Units 2/3 Holford Way, Halford,
Birmingham B& TAX. Tel: 021 425 3366

/

HILLSFAR » DEAGOMNS OF FLAME = HERQES OF THE LANCE .
ﬁ e oes sat0s:  INEED HELP? CALL THE L/HuAHELPUNE - COMPETTION » INDIANA JONES +

SECRET OF MOMKEY ISLAND « BATTLE OF BRITAIN
CURSE OF THE ATURE BOMDS » POOL OF RADIAMCE
CHAMPIONS OF KRYNN TEL: 0898 442028 Vil N0IT 40120
BLICK ROGERS » SECRET OF THE SILVER ELADES + MEW RELEASES » COMPETITION TEL: DBID &54124
EYE OF THE BEHOLDER TEL: 0898 442030 CGMPETmnN m Em'm WORTH- a'

OPERATION STEALTH » FUTURE WARS + CRUISE FOR A CORPSE TEL: 0839 654284 HINTS & TIPS LINE US GOLD GAMES TO BE WON EACH MONTH.

* A Retail Prices
Service provided by U.S. GOLD LTD., UNITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B& TAX




Our scanner shows you
how soon we’ll be able to

CYCLES
Accolade

Rider-perspective cycle racer
with loads of features. Burn
around some of the world's
toughest two-wheel

: courses. Full
review new games. Each 4
X review in
ring represents a month, CFi5
so games on the outer
ring are five months
away. We'll update them
- '.a’..i.,J.JLL.rj each month, so you can :
SCANNER . plan your purchases. 3 ’ ==
(F2 e, AR e
RETURN OF THE g i
WITCH LORD bge
Py Gremlin L o ai
%% N HeroQuestexpansion pack. = 4§ 2 ._ US Gold
. .\ Could this be what s _._..,_'.[ The After
: your hero's 4 Burner sequel
need? o screeches to a 64
(well, soon anyway). Wipe
away those memories of
: SPAC% crusapes @ its predecessor — this
@ sSUPER DARYNA Gremlin one's looking hot(ish)
Demonware -
@ oors up!
EEEEOHCDP o . Demonware
meca Twins @ sonakiza Bros @ °
US Gold Us Gold ELVIRA
@ eArBARIAN Flair
Palace : .
SMASH TV 5
Ocean @ US Garg  DEATHBRINGER @
@ THE ADDAMS FAMILY CYCLES o Empiny
: Oeean E ] Accolade DH"'DF‘:-
RETURN OF THE omar B s usiE vkaciaes
® WITCH LORD SUPER SPAGE Sl
SPACE GUN Gremlin INVADERS
Ocean @ PITRIGHTER i @ sacE DRIVINY
Domark . G ET
® & @ FiuaL BLOW
iNI;'I.ﬁ.N.ﬁ. JONES AND . ROLLING ROMNY TILT SHarm
THE FATE OF Virgin S
. ATLANTIS @ ®
LugesAns/Us Gald @ eanTsmeson PP HAumER @ FAMOUS FIvE  ALIENS Il
Dcean Demonware Enigma Variations ~ !mageworks
o ATTLE COMMAND
WWF WRESTLING 2 D{:Cean @ strateco @ pevious
Ocean FinaL FIGHT @ Accolade DESIGNS
Us Gold . Imageworks
@ sy PuTTY @ crpTAIN PLANET
System 3 ) Mindscape
ESCAPE FROM COLDITZ C“fh‘;g‘:f:' 2
igital i i
Digital Magic Software . cisen HEAT .
Imagewor
FirsT samural @
Vivid hpage & @ /ORLD CLASS RUGBY
mrernaTional @ GEMX 2 P ——
SPORTS CHALLENGE Demonware
Empire
- L3 _\-‘-—? eh
- T . R
Ly F o '
g - FIRST SAMURAI STRATEGO
r? f, £ Imageworks Accolade

The stunning new game
from the creative coders at

L = e e S %
. e A - “:;_ b .:_' Vivid Im.aga. Intare51e:-d ?
“ i~ e T e =/ Well you'll have to wait for
TR e o W mw mw/ our playable demo in a few
e ms” issues time!

COMMODORE FORMAT 14, November 1991 - scans really well

Accolade's swan-
song on the 64 is a
strateqy fare based
on the famous MB
board game. Which is
as good a recommen-
dation as anything




THE RETURN
OF THE
AWESOME
FOURSOME!

MNow two dudes or
dudattes can join forces
and double team Shredder™
and his Turtla terminators
in a bld to save April™ and
Splinter™ Take control of
your favourite Turtle in this
turtiey awesome vearsion
of the Konami coin op.

Image Works, Irwin House, 118 Southwark Street, London SE1 0SW. Tel: 071-928 1454, Fax: 071-583 3494

Teanage Mutant Hero Turtles™ is & registered trademark of Mirags Studics, UISA. Splinter™, Shredder=, April O'Neil™, Bebop™, Rocksteady™ are tradermarks of Mirage Studies JhA. Based on characters
and comic books created by Hevin Eastman and Peter Laind € 1980 Mirage Studios. All ights resersed Lised with permission. Published by Mirroraof Ltd under license from Konami® and under sub
license from Mirage Studios. USA. Konami is & registered trademsrk of Konami| Co Ltd. © 1990 Konamil, € 1991 Meroraoft Lid, Image Works is a brand name of Mirronsoft Licd




GOING UP | NO CHANGE V GOING DOWN

READERS CHARTS

14 A COMMODORE FORMAT, November 1991%

NEW ENTRY <+ RE ENTRY

BUDGET PRICE GAMES
o NEW ZEALAND STORY

wa,

o v BUBBLE BOBBLE
o DIZZY PANIC
o SHINOBI

o MOONWALKER

Ov AMERICAN 3D POOL

0v MAGIC LAND DIZZY

o v MULTIMIXX 1

o QUATTRO SKILLS

mv DOUBLE DRAGON

sl L R

& - k- 8, :- ". '_.’ i il
-,. = -r -
. This chart Is compilad by Gallup Lrd. © Furopean Leisurs Ssftwars Publishars




This chart is compiled by Gallup Lid. © Ewropean Leisure Softwars Publishers

READ THIS!

< Price
AMATIMNG OFFER
SELECT ANY TWO GAMES FROM THE LISTS BELOW AT
DISCOUNT PRICE
€. £2.99 + L2.99 not E5.98 but E£5.60
E2.99 + E£3.99 not E£6.98 but £6.50
E3.99 + E3.99 not E£7.98 but E£7.40
C64 SELLERS 5
&4 FULL PRICE Cass. Disk
Graadures ... CET RO, ..£10.99
Qark Mam...._....._.. ER SO, ., N/
Fistof Fury........_.ooooee. £7.50. . 1099
Fun School MRaRge..................coeeo.. £7.50...... £9.59
Fun School 3 Range 898, . .£1299
Golden Axe..... A £7.50....£10.899
| Flay 3D Soccer........... ke Lkt 1Y
o o i B0 S0 E 1089
Lt Mg 3 AR ...E9.99.,  E1299
Lodus Esprit e E7.50.... E10.99
Manchesiar Linited In Eurppe. ET.50 E10.99
Multi Player Soccer Manager E7.50....NA
Shadaw Dancer E7 59 NA
Supremacy ... £10.89. .. WA
Todal Recal ... £7.50.... £10.99
Turican IL........... 550, .. T10.59
Caslle Masier iy po ek £7.50....£12.50
BUDGET Fantasy Warld Dizzy ... .. .£365
Aharurmer .. f3gn FasiFood... . .. 399
Arsriad ....£3.90 Fighter Pik| -£2.80
APB oo 2339 First Division Manager ... Mew £3.99
Aricancid - Flevenge of Doh..._£3.99 Foothaller of the Year... ... 23
Armalybe ... ..., 03599 Fogoben Worlds. .. ... . 235
Afoen Ami_... ... . cogg FrutMachine 2. . ... . . E3§
Aubolest Simulator_ ... 2.9 Galaxy Force. ... HNew £3.99
Barbarian 2 ._..._..._.. £3.99 Gary Limeker Suparsialls £3.99
Baiman The Mavie. . New £3.50 Oaundel2. .. .. ... £3.99
Balman The Caped Grusader, £3.89  Oemini Wing.._.. £2.98
Beglaad ... gapga Chastbustens Il £3.99
Bilazing Thunder 2o Ghasis 'n' Gabling £2.99
Butbie Bonble _ftags Greal Gunanos E2.ea
C.l's Elaphant Antica. .._....£388 Gryzor £3589
Cabal e fags Guardian Ange £3589
Caldomnia Games ... fagy Hawkaye T e R o E_:!HEI
Cauldbon 1 & II_............._... 295 Hobgoblin. ... .. . £2 99
Cavemarsa._......, £2.98 Hﬂﬂg_ﬁuf‘g Phaoey ... £E2.89
Classic Punser foog HolShots .. ... 'EE‘ ]
Classic Trainer £2.89 Hlld_jr'lan-JMnm e e £3.99
Crickel Capian _............... £2.39 Indana Jones 5L :
Grickel Master. i £2.99 mL[umaf:g,.." e i, O ES gg
Daley Thompsans Clympic o .
GT,L,WEP“' ..?.D.. .—.E19s Kamiaze £3.99
[Dedendars of the Eanh.._. .. £359 Kwk Snax £3.99
Dizzy Panic......._..... Maw 399 Last Dusl PP TR £3,93
Doubie Dragon......... f2ap LcencataKil..... Ea oG
Dragon Minja 399 Live & Lei Die...... 2059
Eum Boms r7.oy Magidand Dizzy £3.99
Miami Chasa Hew £3.99

Mig 29 Soviet Fighter._...._.._..£398
Mikin et it LR
Moorealker.. ... New 3199
Ml 1. £4.99
Multimix 2..._. 0400
Muitmix 3 .40
Merw Zaaland Story ... ... Mew £3.59
Operation Welf ... a5
(21, T e £3.09
Paric Exprass E2.89
Paparhoy P ...E298
Passing Shat .. £2.99
Pitstop 2..._...... £3 99
Pro Termis ... £3.99
Puly Trevia £3.99
Chattro Cain-Ops £3.959
Ouattro Advantura £3.95

Chuattre Arcacks
Chattre Caroon
Cuattre Combat,
Cluatire Firapower
Cuatirg Power
Quating Racar......
Cuating Sporia.. ..
Caiafn Super Hils
Cuafira Shills.
Cuier D .
Cuaestion of Sport i
Chuick Dvarw MeiGraw

A-Type.... ...

Ramba il £3.99
Pusal Ghosthisiars £3.59
Pood Heaat ........ccoviimniems, £
Reragade l............. £3.89
Rl of the Jad E£3.89
Ruff & Reddy «E2.09
Scooby & Scrappy Doo ... B399
SDi i 399
Sikwrrm ]
Skatir LISA 5
Shaphght e e

Siightly MBgc ... .. ... ...

Soccer Dinacior ... s
Soccer Double 2 ... New £3.99
Sokman's Key ........... £3.99
Spika in Trarsylvania L3189
SpRting Image PO
Spooky Caslla .. Ea.08
Star Wars .98
Sirip Poker _.... £2.99
Super Scramble £3589
Superkid in Space E290
Targed Ranagade .£390
Tarzan goes Aps ... ... £395
Techmoaeon ... £3.96
The Empre Strkes Back.... .. £3.99
Thir Gamas, Summer Edition....£3.99
Tha Gamas, Winler Editian ... £3.99
ThundarlBde . ............._.. £3.59
Tiger Road........ ... £3.59
e £3.59

Fast 7 day
delivery

;nrmha% AR
BT M £5.08 100% DYNAMITE RAINBOW COLLECTION
lﬁ Eﬁi.ﬂw“rh Hils Cots.. Eg ﬁ Afterturner, Double Dragon, Rainboow lhands, Hew Zesand Siory,
'-"ac,l.uull.!.q.'la:ﬂa.gei: O -1 Last Minja i, Wec Le sans e Eu;b;n
Treasure |sland Dizzy. ... .. £398 \ Cass. .
Turbe Oubrun..._.......... . New £395 Cass. £10.99
Untowichables ... Mew £3.95
Vigilarme £3.99 HD STRETCH
Vﬁrir.all;rs Mew £3.599 h#ﬁll:w?sﬁcrubble EEIEdD Albered Beast, Turrican, Chase H.Q., I
Wacky Darts..........._..._., £3,59 v £1 1.9I9 XeCut, Rainkow Islars
Wi L Mans . £3.99 Cass. Cass. £11.99
World Games . £3.69
Haman. ... 2689
Xybios. NewE1ca | FAVOURITE BOARD GAMES MEGA HOT
‘Yogi & the Gread Morster ... £2.99 Cluedo Master Detective ATV Piriball Sim, BMX Sim, Fro Tennis,
Yogi's Great Escaps.._ .. - Cass. L7.99 Int. Wby, b 9 Fighter, Frut
Diplomacy Cass. £E7.99 tdaching, Geand Pris Sim
DIZZY COLLECTIOM taoncpoly Delue Cass. £4.50
} Cass. L7.99
Dizzy, Fast Food, Fantasy Risk Cass. £7.99
D L T E enind
‘-ﬂ-'c._rld zry, Treasure Island Rerabible D GRANDSTAND
Dizzy & Magicland Dizzy 2
1.50 Cass. £7.99 Garza's Super Socoer, World Class
Cass. E7. Trivial Pursuit Cass. E12.50 Le.:dlrbnnrclt , Pro Teris Tour &
Trivial Pursuit Babyboomer ontinental Cincus
Cass. £12.50 Cass. £12.50
HOLLYWOOD Pictianary £12.50
COLLECTION s
Robocop, Batman the Movie YIRTUAL WORLDS HAMHA
inckana Jones & the Last Castle Master, Driler, Total Echpse, Yogls Great Escage, Hong Keong
Crusade, Ghostbusters ¢ The Erypt Phaoey, Rull & Redky, Fop Cat
Cass. £10.99 Cass. £12.50 Cass. £7.50
Call us on our 24 hour credit card hotline 021-440 4108 please state name, card number, expiry
date and goods required =
______________________ SZEW__ 1
rDI.DEII FORM AND IHFORMATIOM. All orders sent FIRST CLASS subject to availability. Just fill in the
1 1
1 “oupon and send it to: PRICEBUSTER Unit 23, 14/20 George Street, Birmingham B18 9RG, I
:"‘0{[ CAFTTALS Mame of game | Comguter | value | :
I AR i s R e e : 1 v
1 I
R e e e 1
I 1
el R R S L N TR R 11
| 1
| 1
I rvemnssmmnssimnnaseasstneerrrra s mnar s e a4 1
| 1
| 1 1
- Postoodde:........onvvmniinns L i Postage :
I ¢redit Card Mo . bl b s EXpiry DAtE ......oovevrerress i1
! Total !
=S|5nature....... ey T e S e A | e i i e I'
j POSTAGE RATES: Please add S0p p&p on all ordeds under £5.00. EEC courdries acd £1.00 per item. Mon EEC H
A T L e S T e e e J

WANTED|TREASURE
ISLAND

USE YOUR izvé:f;i':’—-%.i?--m, "‘y{:«" :

VOICE |; (. ol
10 [¢]
OUTDRAW |2
THE F|
GUNFIGHTER 'ﬁ 3
READ CASH PRIZES |/

If you ore under 18 years of age pleasa obtain permisslon of whoever pays the phane bill,
INFODLAL POBax 36 L5 4TN Coll chargas 36p Per Min Cheap 4£8p Per Min A1 Other Times

* Fast Service
* Updates
* Special Offers

COMMODORE 64/128
SOFTWARE LIBRARY

* Life Membership * 7 Day Hire
* Tape from £1.00
* Disk from £1.50

FOR FREE CATALOGUE S.ALE. :-
ACE SOFTWARE LIBRARY, 14 CHIPPENDALE
COURT, BELFAST BT10 0DU

MAKE YOUR COMMODORE 64/128 EARN!

Yes, making money with your COMMODORE becomes incidental when you know how!
Your COMMODORE is, if only you knew it, a gold mine. The size and
make is irrelevant, Make the initial effort NOW by starting your own
HOME BASED BUSINESS.

This may be the most important move you will ever make!
REMEMBER: You'll never get rich by digging someone else’s "ditch”.
Anyone in the country, including YOU, can become very rich in a
relatively short period of time just by doing a few basic things! It's
more rewarding than playing games,
The benefits are many and varied.

Full or part ime. _ ;

For FREE DETAILS SEND S A.E. to: il

Flome Brased Brusiness.

31 Pilton Place, King and Queen Street, CF14
Walworth, London, SE17 1DR.

Cé4 Printer + Interface.£124.99
C64 Power Supply g 27.
64/128 Sound Expander....*£9.99
C16 Power Supply

64/128 Sound Studio....... €
C2N (64) Datasette

Mini Office 2 (64 cass)...£17.99
64 Parallel Converter

Vie-20 Modulator

64 Instruction manual.......£9.99
Dot Matrix Printer :

: 64 Reset Carrridge ............ £9.99
C3IN (+4) Datasette ........ £24.99 801/803/L.C10 Rabbons ... €5.99
64 Slimline Case ; Mini Office 2 (64 disk) ...£20.99

UL eIl COMMODORE 64 REPAIR

Only £24.95 including parts and labour if repairable. Send machine
only with fault description. Insurance included. Chg/P.0.'s to
Omnidale Supplies,

23 Curzon Street, Derby, DE1 2ES,

]
VISA
ORISR

| Access |

Tel: 0332 291219
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By Justin Anstey (Exile winner)

1 Hit the switch to unlock the hatches of your
ship and leave via these hatches.

2 Half drop, half thrust onto the roof of the
derelict spaceship below right, where the
laser gun sits. Pick it up and activate it.

3 Run and drop off the right hand side of the
ship and get the three grenades to the right.
The waiting birdy can only withstand a few
well-placed shots of plasma death. Return to
the left and enter the Exile cave complex.

4 Drop down to the hatch and drop a grenade
onto it. Thrust out of harm'’s way the way you
came in. After the explosion you can return —
but watch out for that gun emplacement!

5 Knock the intergalactic heifer off the ledge
with some laser blasts and if you're lucky it'll
explode down below releasing a power pack.

Exile key

EXTRA BOMBES
GUN EMPLACEMENTS

SWITCH

LSO OPERATES
TELEPORTERS)

TELEPORTER

SWITCH OPERATED HATCHES
AUTOMATIC DOORS

LOCK & IMPASSIBLE HATCHES

BOTHERSOME BUDGIES
HOVERING THINGY-WOTSITS
GREMLIN

AUTOMATIC DROID GUARD
FURIOUS FROGS

MUTANT WASP

-nnunu:bllg-lm{:@o

s D

Collect it
betore it
explodes.
6 Carry on
your way and
stop off at
the cavern to
collect an
extra
grenade —
you'll have to
deal with
some alien
Catherine
Wheels of
Doom first!
7 Following the route
map (don't take too
much notice of the
bothersome space
monkeys), you sSoon
come to a smaller
cavern with a flask in
the corner. Before you enter, do a few pre-
cautionary teleporter location memories (R)
outside. Note: as the flask is moved toward
the cavern entrance an automatic door is
sprung and slides down blocking the way. To
get the flask out, pick it up, thrust towards the
doorway and throw it out. If you get trapped
simply teleport outside and retrieve the flask.

If, on your first attempt, you're not quick
enough and the flask gets stuck as well, make
sure it's well away from the door before you
teleport out. Otherwise the door won't open
when you try and activate the door.

Once you have the flask, go out the way
you came. Note: as you go through the door
trigger area, you'll notice another similar door
slides across over a fire to the left. That's
where the RCD lies. Don't go there yet — you
need to douse the flames first.

‘s Andy Dyer’s Andy &

8 Make your way around to
the pool of water. It might be
an idea to drop the flask and
blast the resident frogs
because thaey're likely to get
in the way. Get the flask and
dunk it in the pool to fill it up.
Then very carefully thrust up
and on to the fire with the
RCD. Try to walk along the
haorizontal surfaces and
slowly drop down. If the water
is spilt, refill and try again.
9 The automatic door will
slide across. Land on it and
set the flask down. Do a
few teleport memories.
10 Fly back to the switch
area to open the door
and watch as the flask drops
in, dowsing the flames!
11 Teleport back and quickly
thrust down before the door
closes. Get the RCD. And you've finished!

HOWEVER...

It you go off to the area on the far left you will
not only discover an extra bomb but also a
similar teleporter. if you activate it and go
through you'll end up in a similar teleporter in
the main part of the playing area. Release
one of your grenades down into the lower half
of the room where a dormant droid sits. The
axplosion should kill the droid and destroy the
hatchway nearby.

The droid releases an object which you'll
find to be an extra weapon — the ‘Icer’. This is
a lot more powerful than your original pea-
shooter and makes short work of such tough
meanies as those monkey creatures, who
release two grenades, a power pack and a
torch (all of which are useless in this demao).

COMMODORE FORMAT 14, November 1991 - a mag with a (cave) complex
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GAMES 11p5 Q)

The regular bit of help we
dish out to those of you
who get really, really
stuck. Aren’t we great?

' IMPOSSAMOLE

Impossagame. If the listing in CF72wasn't

? good enough for you, try the following:
Enter your name as JUGGLERS on the high
score table then play the game again and get
another high score. You can then enter any of
the following on the high score table for a vari-
ety of effects.

HEINZ — for three weapon power bars
ANNFRANK - restores energy
LUMBJACK — longer energy bar

QUATTRO COMBAT

If you fancy yourself as a bit of a ninja, like

Alistair Baxter from Clwyd, then you might
like to try some of these codes for that won-
derful Code Masters game, Ninja Massacre.

Level 5 — SNOW
Level 10 — BEER
Level 15 — STAG
Level 20 — BARD
Level 25 — HOLE
Level 30 - HUGE
Level 35 — EASY
Level 40 — WIDE
Level 45 — COLA

And for lovers of SAS Combat Simulator, the
Green Beret section can be made consider-
ably easier with this Action Replay POKE.
POKE 5490,173

DIZZY
COLLECTION

The Codies have
really struck a nerve
with thair egg-citing
Dizzy games. In par-
ticular David
Hodgson, Scott
Davis, J Clarke
and Lucian
Nolan are all
at their wit's
ends. Well our
fabulous maps and
| solutions explain
| how to complete
the games but they

don’'t make playing
them any easier. So,
Action Replay owners, dig into these POKEs
for infinite lives;

Dizzy — POKE15942,173

Fantasy World Dizzy — POKE9652,173
Magicland Dizzy - POKE9B860,173
Fast Food — POKE20405,173

Kwik Snax — POKE37621,173

Those of you who don't have an AR cart
should turn to page 30 for full POKE listings.

Tony Penaluna kindly pointed out that when
using the cheat printed in CF12, you can also
press F5 for extra time. Stone the crows!

JACK THE NIPPER 1& 2

For fans of the first Nipper game, such as
Simon Musson who requested help, type
ZAPIT on the title screen, whereupon the bor-
der will turn white and an infinite supply of
Jacks are yours,

And tor the sequel, type in the following listing
and RUN it. Again it's for infinite lives.

0 REM JACK THE NIFPER 2 CHEAT

FOR L=256 TO 297 : REARD A :
POKEL,A : NEXT
2 5YS5256
3 DATA 32, 44, 247, 32, 10B, 245,
160, 19 14F; T34.°.9
4 DATA 169, 1. 141, 135, 9, 7&, 16,
B. 169, 32, 141, 114
S DATA 6, 169, 1, 141, 115, &6, 76,
0. 6, 169, 238, 141, 170
TR 0T B R e I e - ERERG R (it I [
PR P o - L e G O P [
i R A B e 1 AT R P S
LR T ol el LR o ek [P b e e

Last month's corking covertape code-
cracking crusade boasts a few hidden
effects. When prompted for a LOGON code,
try any of the following:

00887 TITLE
DEMO COVER
PAM WAMI
DOME GOMES

and DEMO PAM

The cabinet codes are:

RED 7
BLUE 1

WHITE &
WHITE 50

And finally, the code for the safe is 07041776,
Mow get that Doomsday paper and make
tracks sharpish!

Gosh! How appropriate. This ties in quite
nicely with the Thunderbirds re-runs on BBC2.
Simon Musson (again) and Tony Penaluna
wanted help, so here's a list highlighting the
required equipment for each mission. FAB!

Mission 1: Alan — Lamp and ail can.

Brains — Torch

Mission 2: Gordon — Aqualung and American
Express. Alan — Agqualung and radiation pills
Mission 3: Lady Penelope — Sleep spray.
Parker — Mouse and stethoscope

Mission 4: Virgil - Gun and shades. Scott —
Shades and superglue

SHADOW WARRIORS

What do Anthony Proctor, Gregg Powell,
Aiden Dunnett and Brad Langford have in
common? Yep, they can't get anywhere on
Shadow Warriors. No Problemo!

POKE 31185,173 — Infinite time
POKE 34665,234 - Infinite lives
POKE 25002,173 - Infinite energy

R-TYPE

Here's a short but ever-so-sweet listing for
strugglers David Dancy and Aron Baker,
which disables collision detection AND gives
infinite lives.

0 REM EASY R-TYPING

1 FOR A=384 TO 412 : READ B : POKE
A; B ¢ HEXT

2 SYS5384

2 DATAR 32, 86, 245, 1693, 144, 141,
L0, B 16D, %, X&) 1108576, 18, 8
4 DATA 165, 173, 141, 157, 50, 169,

156, 49, 76, 18, B

To be honest, our lean, green pizza-guzzling
chums are not the hardest dudes around. So
try typing PABLO on the high score table for a
much easier game (not forgetting to hold
down the CTRL key when you type the P).

96, 141,

Write to us at the usual address, no matter
what you're stuck on and we’ll have you
finishing the game in no time. Ciao!

Get by with a little help from COMMODORE FORMAT 14, November 1991



LEVEL SEVEN

e

x

Collact the villain. Then shoot once only,
so that the baddy dies but the second vil-
lain doeasn't. Leap onto the next platform
and collect the second villain. Leap down
to the next platform on the right aveiding
the red sphere.

Drop down to the lower platform to get the Nuke. Shoot the fat bazooka-bloke.
Leap the gap and collect the villain. Use the springs to jump over to the
crates. Time it so that you don’t hit the deadly red spheres. Get to the top
crate and jump up to the claw. Just as the claw reaches the green platform,
waggle the joystick to make it drop you. Walk right a tad, jump to collect the
Muke, then use the springs to reach the top platform.

LEVEL EIGHT

AR

;/ﬁ//:%_ﬁf#

Timing is vital here. Leap onto the first diagonally moving platform. Then leap
onto the second one. Start firing immediately. Kill the ED-209 that has appeared
to your right. Leap onto the platform where the ED-209 was. There's a cannister
of Nuke on the pillar to your right. Don’t stop on the pillar or it will shoot up to
the top of the screen and crush you to death. Simply jump onto the pillar and
immediately jump off it again to the right.

Jump right ento the top platform to collect the
weapon. Then duck to aveid the blast from the big
gun at the top. Wait until the big gun at the bottom
has blasted then drop down. Quickly move right and
jump up ento the small platform. Jump up and right
onto the big platform and collect the hostage.

Not a moment to soon, Andy,
Lam and Steve steal some
pages to bring you the final
instalment of our Robocop 2
solution. So use it. And stay
out of trouble

LEVEL NINE

A

Mo
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Get a run up and leap right. Don't hang
around or the crusher’ll get you. Avoid the
gunfire and jump up to the next platform.
Again, get a run up and leap up twice. Drop
down to collect the hostage.

Wait for the gunfire, dodge it, then leap to
the next platform. Quickly get past the mag-
netic bit and jump up twice before the next
burst of gunfire. Jump down onto the pillar
and slide off it straight away onto the small

Good timing is the only thing that'll get you
past these moving platforms. When you leap
off the last one, onto the top platform, col-
lect the hostage as fast as you can and drop
down to the left to avoid the droid.

platform, otherwise the pillar crushes you.

LEVEL TEN

Shoot the moving gun tur-
ret. Jump up to the top
plaform. Drop down onto
the springs and pull right
to reach the first small
platform at the top.

Move right. Duck to avoid the magnet that flies from
left to right across the screen. Avoid the laser blasts.
When the gun lines up with you, leap up to the small
platferm. Then leap again, over the gun and onto the
springs. These provide the bounce to get you over the
pincers onto the next platform.

COMMODORE FORMAT 14, November 1991 - where platforms are always in fashion

These three platforms look sturdy
enough but they plummet as soon
as you land on them. Just perform
three quick jumps to get across
then wait before proceeding.




L E L 1T T 171 1

Leap right again. Watch the whirlwinds, time your
jumps and leap right twice in quick succession.
Callect the Nukes on the way and shoot the fat
guy. Jump onto the floaty platform then jump up to
get the food. Direct the platform by pushing the
joystick in the direction you want to go.

Follow the platform up to the top right of the
horizontal, figure eight part of the maze. When
the platform travels down to the bottom right
of the figure eight, move down and far right
quickly. lgnore the Nukes at the bottom and
leap right onto the rotating platform

Leap onto the revolving platform. Leap
onto the stationary platfoerm and col-
lect the Nuke and the villain. Leap
right to get the second villain, The last
bit is dead easy so I'm not going to
give you any help whatsoever.

This bit is vile. Take note of the magnets on the platform. Position yourself
on the first magnet-free section and jump the gunfire. Do a small jump to the
right and land on the second magnet-free section. Again, jump the gunfire.
Then leap up onto the small platform above and to the right. Jump up onto the
large platform and collect the hostage, taking care to avoid the gunfire. Drop
all the way down onto the platform at the bottom and kill the ED-209.

Now comes another magnetic platform and crushing pil-
lar. Same rules as before. Drop down onto the next
platform, leap to the one after that [collecting Nuke as
you go). Then time your next jump carefully to reach the
sliding platform. Jump off at the top then shoot the ED-
209 while avoiding the gunblasts.

Move right. Leap the gap, get up onto the small platform and keep going up to the reverse
plaform with the ED-209 on it. Shoot the ED-209 and collect the Nuke. Move right, jump
up onto the small platform and duck to avoid the laser blast. Shoot the ED-209 from here,
while avoiding the laser blast at the same time. Wait until the laser has fired. Then leap
up onto the top platform, move right quickly and drop down onto the platform at the bot-
tom. Collect the hostage and kill the ED-209. Leap up, collect the Nuke and that's it.

The next two jumps must be done fairly
quickly. Jump onto the second platform (the
reversing one). Then jump immediately onto
the third plaform. When the gun is level with
you, shoot it. Jump right again then drop down
to the bottom and destroy the jet packer.

Move right until you're right next to the
springs, but don't touch them. Do a small jump
right onte the springs, otherwise you'll hit your
head on the platform and fall. When you land
on the long reversing platform, wait until the
gun moves away and move right.

4
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Wait for the pincer to disappear
then jump up onto the right hand
side of its plaform while avoiding
the gunfire. Shoot the gun, leap
right three times, collecting the
hostage and finishing the level.

How to handle hostage hassle with COMMODORE FORMAT 14, November 1991



Crouch immediately and shoot the vertically  This next bit can be done in one go {almost). Jump onto the first set of springs and

moving laser turret. Stand up and shoot the collect the hostage. Then pull right to clear the fiying robot. Collect the Nuke from the

horizontal laser turret. Leap onto the revers- next set of springs and clear the second robot. Repeat this move until you reach the

ing platform and edge slowly right. When the last set of springs. It is possible to get across by doing quick consecutive jumps from

magnet appears, duck out of the way. spring to spring but you may need to bounce around on a single set of springs to
gither collect whatever's there or simply to time your next jump properly.

LEVEL TWELVE

F INENEEE

A bit of advice before we start. Always kill villains Get the weapon, move right and shoot the Move right, kill the villain, jump up

from a distance. Otherwise they'll enter into hand villain. Jump up quickly to get the hanging again. Jump up to the top of the builg a
to hand combat and it's very difficult to get rid of hostage. Jump right and right again to get collect the hostage. Drop down and
them without losing loads of energy. And while the Muke. Go right and leap up, killing the the two Mukes but watch out for t s
we're giving advice, shoot the balls that float down villain on the way. Drop down, avoid the fire and the descending balls. i
and avoid the ones that float upwards. and get the next hostage.

ﬂ:'_"

‘ Robocop 2 butt-ki'ckihg tips

A

COMMODORE FORMAT 14, November1991 - Oh dear! Andy and Steve have collapsed
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Once you get up onto this top Jump up onto plummeting platform and  Jump onto the packing cases with the pincer. Wait for
platform, carefully edge along straight off onto the reversing platform this to stop pincing and go right, collecting the hostage
until you get the hostage. Again, and collect the hostage. Avoid the as you go. Shoot the laser and leap right to collect the
edge right until the flying mag- laser blast then shoot it. Shoot the hor- Nuke. Drop down, collect the final Muke and wait for
| net appears and duck to avoid it. izontal lasers to the right. Drop down the final pincer to do its stuff. Leap up onte the pincer
| to the left and collect the two Nukes. platform and you've done it.

; E_Iﬂ 3

ralr4] ;
Dispatch the villain with due haste and Watch out for the descending balls. Quickly
jump onto the crate and up onto the tall jump right to collect the hostage. Leap up
thing. When the moving platform begins onto the long platform and make a well timed
its journey towards you, move right and jump onto the moving one. There's no need to
jump onto it. As it moves right again leap attempt the tricky leap onto the second mov-
off onto the small platform. ing platform because...

H\'x
| e
N

Falra
«there's a building down below which is a much This final stretch shouldn't be much of a prob-
safer bet. It also means that as you leap off the lem. Leap over the crates to get the Nuke. Leap
first moving platform you can collect the dearly up and collect the hostage. Move right, leap up
needed food without putting yourself in danger of to collect the hostage. Head down to collect the
plummeting. Having done that, do a small well- final two Nukes and you've completed the last
timed leap onto the third moving platform. level - but now for the really hard bit.

W & L [

. — P~ — R WATCH
| | | A S THIS SPACE

That was too much like hard work. To

save Steve and Andy the trouble, why
not send in some solutions of your
own to the usual address. Make ‘em
neat and we'll pay handsomely

Never mind. Just wake them up in time for COMMODORE FORMAT 15, December1991




In a game where the hero is a small
fluffy Kiwi bird, it would be easy to
think of your mission as a bit of a
breeze. But as many of you have

This level is a breeze. Okay there are a few enemies to kill but

they're all weedy anyway. If you can't complete this bit, sename  fOuNnd out, saving all 20 of Tiki Kiwi’s
friends is about as easy as walking
LEVEL 1.2 from Land’s End to New Zealand in a

your address and I'll personally come round and laugh at you

straight line.

Trouble is, the thought of solving
the whole game is making me feel
sick. Now let me think. Who’s
gullible enough to take on the
hideous task for an insulting fee?

BRRRRING, BRRRRING!
Wooa there big fellal A Httle care should be taken from hereonin. _H€110. Andy Roberts? Funny, | was
T e st s TAmt st gosssmeway. Just thinking about you...’

ZEA

§ = START 3 = GET ON A FLYING PAD Part one Of P | so, |

LEVEL 2.1 LEVEL 2.2

This one's vile right from the baginning. You must jump across that Things are starting to get a bit tortuous now. Try to aveid any seri-
series of 12 pillars and risk dropping down each time to return to ous entanglements where you know you might fall great distances!
the beginning! Later on your slalom flying abilities are required That U-bend at the bottom is avoidable, but explorable

We’re gefting Maoried in COMMODORE FORMAT 14, November 1991




The first half ul this level is pretty bad. Getting vertically up the left
na hand side is made difficult by the airborne creatures. Once you get
hold of a flying device, keep moving at all times

Same problems here as in level 1.3.
This time though, you also have an
end of level guardian to deal with

2 Ol! READ THIS

Here you are then. The first eight leveleties of New
Zealand Story. There ain't many tips because there ain't
much you can say about these rather easy early levels.

Things get a bit harder after this though, so next month,
not only will we have more maps but we'll have a whole
| heap of advice on how to get through unscathed. That's
F { if Andy Roberts hasn't keeled over by then.

AND STORY

Ition that could take years to finish

LEVEL 2.4

Very important point here. Don't hang around underwater for too The un:l-nf-lml gunrdi-n here is a doddle if you're =aui’ul. Get onto
long, you'll run out of oxygen and drown. Other than that, the haz- a platform and shoot. When the big guy's return fire starts getting
ards are much the same as in the previous levels close, leap up a few levels and fire from there. Repeat ‘til he's dead

COMMODORE FORMAT 14, November1991 - easing Antipodean anguish
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ALL YOU EVER WANTED TO KNOW ABOUT

This game needs no explanation at all. All you
need to get through is the maps (and you don’t

need level one, it’s easy). As for the rest. . .
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We said we'd bring you cheats for the entire
collection and here they are {only a month
late and with Fast Food thrown in). The indis-
pensable Martin Pugh has delivered the
goods as usual. All of the cheats work in
roughly the same way, so it just remains for
me to say type carefully and have fun.

EEM DIZZY CHEAT BY M PUGH
FOR ¥X=272 TO 341

POREX , Y

[F C=T264 THEN POEE 157,128:5Y5272
3 PRINT “DATA ERBOR"

A1 DATRE 32, 44, 247, 169, 5, 141, &0,

3. 141, B4, 3

READ ¥ = C=C+Y

[ % BT

5 DATA 169, 4, 141, ¢ e P
245, led, 0, 189
- DATA 168, 4. 157, 168, 2; 1BS;
168, 5, 157, 1638, ' LI

DATE ] 08, 240, 169, 32d; )41,
61 3 B9, 1141, Ba
BoDra -3 169, 1, 141 63; 3. 76,
168, 2, 72, 77, 80
9 DATA-14Y; 14, 221, 189, 173 .

253, 45, 141, 70, B2, 36
0 REM FAST FOOD CHEAT BY M PUGH

FOR F=272 TO 338 EEAD ¥ : C=C+Y¥

=

| KE X.,¥ : NEXT
2 IF C=6881 THEN PCEE 157,128:5Y¥Y5272

3 PRINT *DATA ERRORT

4 DATA 22, 44, 247, 169, 5, 41, &0,
3, 14 64,

5 DATZ 69, 4, i L e 08
145, 1¢ 0, 189

SPINDIZZY

[RATA, 1d 08, 1 BY, 3 1
o3, 1689 T4 14, E
3 DATA B [ . e 11 63 3, B,
bk 2 1l l', FEE -
DATA 141, 14, 221, e, 1 “ 7

&9 9

TREASURE
ISLAND DIZZY

Enter and RUN this listing, follow on-screen
prompts and the game's loader will get going
before you know it.

0 REM TI DIZZY CHEAT BY M PUGH

FOR X=293 TO 317 REATY ¥ @ C=C4+Y¥

POEE X,¥ : MNEXT
IF C=2504 THEN POKE157,12
i ERROR"

8:5¥Y5203

FEINI

4 | 43, 32, 104,
12 ; 141, 189, 44
11, 49, i 169
: q i R o | Y g

When 'syntax error’ appears type POKE43,1
(RETURN) and enter the line 50 SYS300
WARNING! Don't try to list it. Now type RUN
(RETURN] to load the rest of the game with
immunity to fire, water and cages.

FANTASY
WORLD DIZZY

Enter and RUN this listing. Then follow the
on-screen prompts to load the game's loader
and you're away.

Enter and RUN this listing to LOAD and RUN the game with infinite time.

Take a tip from COMMODORE FORMAT .14, November 1991

] REM FW DIZZY CHEAT BY

T 322
POEKEX,Y : NEXT
IF C=2952 THEN POKE157,128: S5YS5283

3 FRINT *“DATA ERROR®

4 DATA 169, - 13 o 4 :l;.- ._"-.",- '.;"l..
225,169 '3,14 180,37, 169, 14, 14l
5 I N 169, 141

3T, LK o ooLal, R £ byl

When ‘syntax error’ appears type POKE43,1
(RETURN) and enter the line; 50 SYsS300
WARNING! Don't try to list it. Now type RUN
(RETURN)]) to load the rest of the game with
infinite lives and immunity to fire, water and
the wildlife.

MAGIC
LAND DIZZY

Enter and RUM this listing, follow the on
screen prompts and the game’s loader will
scurry into your 64's memory.

0 REM MAGICLAND CHEAT BY M FUGH
FOR X=293 TO 310 : READ ¥ : C=C+Y
POKE X,¥Y : NEX

IF C=1708 THEN POKE

' *DATA ERROR"
4 DRTA 169, 3;:133, 43, 32, 104;
225, 169, 173; 141
5 DATA 132,38,141,51,54,76,0,24

When ‘syntax error’ appears type POKE 43,1
(RETURN) and enter the line 40 S¥s300
(WARNING! Don't try to list it). Now type
RUN (RETURN) to load the rest of the game
with infinite lives and infinite energy.
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HILLSFAR » DRAGOMS OF FLAME = HEROES OF THE LAMCE
TEL: OB98 442025

CURSE OF THE ATURE BOMDS * POOL OF RADIANCE
CHAMPIONS OF KRYNN TEL: D298 442026

BUCK ROGERS » SECRET OF THE SILVER BLADES »
EYE OF THE BEHOLDER [When Released) TEL: OB98 442030

DPERATION STEALTH = FUTURE WARS « CRUISE FOR A CORPSE TEL: 0829 654284

y iy

NEED HELP? CALL THE

GOLD PHONE

HINTS & TIPS LINE

.DOUBLE THE
TROUBLE

CAPCOM USA. INC.

APCOM & isa
LUCASFILM HELPLINE » COMPETITION + INDIAMA JOMES

TAK MCKRACKEN » MAMNIAC MANSION + LOOM +

SECRET OF MOMNKEY ISLAMD + BATTLE OF BRITAIN

TEL: 0839 6548123

MEW RELEASES » COMPETITION TEL: 0839 854124 ﬁ
COMPETITION - £200.00 WORTH® Of ===
USs GOLD GAMES TO BE WON EACH MONTH. .

* At Retall Prices

Service provided by U.5. GOLD LTD., UMITS 2/3, HOLFORD WAY, HOLFORD, BIRMINGHAM B& 7AX
W you are under 18 please get permission to use the telephone, Colls cost 34p per minute cheap rate, 45p per minute all other times.
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The purplu guy on tha Iel't

his feet whereas the unskilled middie
one has to resort to more basic methods
of attack. And watch out for manholes

few months back, if I'd
walked into the street with a _
Turtles mug balanced precari- G
ously on my head, a horde of

maybe 3000 youngsters would

have beaten the hell out of me

just so that they could possess this tacky

piece of merchandise. And funnily enough,

shopkeepers around the country were faced

odbsspfbysiniiote AN What’s lean, mean and has just had seven
average) game based on the shades of green kicked out of it by
mwéeﬁanger still, if | wore the someone called Bart? Dunno? That’s

Faodlt Eﬁhigrr%;h;ﬁgﬁiff . probably because you’ve forgotten the
okl SR B e o Teenage Mutant Hero Turtles, comicbook
idols of yesteryear. Except Imageworks are
about to remind you, courtesy of their
Konami coin op conversion

now Mirrorsoft have released
another Turtles game, based
this time on the coin op, and
it can only be described as
way above average.
If you don't already
know the piot of the coin consider yourself a fully paid up member of a
very large club. There is no plot as such. The
whole thing is just a series of ten self-con-
tained missions. To outline them all would be
a waste of space. Needless to say, such
tasks as rescuing April and Splinter from a
variety of horrible situations lie ahead of you.
Each horizontally scrolling level is several
screens long. As in Golden Axe, you need to
kill off all the opponents in any one screen
before a little ‘Hurry Up' message tells you to
move swiftly on to the next challenge. At the
and of a level, a single separate screen
appears in which one of Krang's major
m;n: ﬁ:::;:r'w":.l cohorts is waiting to de-shell you. These
happened to Timmy super baddies are both larger and tougher
the dog? Perhaps than the normal ones and, more often than
that's him on the left ot they carry weapons. Things start off fairly

Here they are then.

A little known fact for you. Turtles have In my infinite wisdom, | have leapt into the air Hurrah! Those ballet lessons have
glands on their feet that secrete Napalm. and curled up to avoid the giant rolling ball. paid off at last. A well-timed kick
Hence this opponent has exploded That purple bloke hasn't. Guifaw, guffaw can send the bad guys miles
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= Al the end of the level we find the
| mighty Be-Bop, Er, or is it Rock Steady?
Oh | don't know. All these fictional car-
toon characters look the same to me

More purple fnlh Tl'us l:l!'l'lE there sa
leaping loony and a knife thrower. Those
brown blokes on the right are weedy.
One knock-down and they're history

easy, only Rock
Steady can stand up
to a pasting. But as
each level falls by
the wayside, the

. end of level oppo-
| nents get harder to
beat. They even
gang up on you,
Still, while the enemy’s
brute force and ignorance tactics are
fine against ordinary folk, the turtles have a
lifetime of ninja training (and a high protien
pizza diet) in their

favour. There ara noT

»r

attacking. The action

really is non-stop and frantic beyond belief.
You can access a number of random attacks
simply by pressing fire. They all have the
same effect, but it's nice to see so much
effort going into the sprite animation. Apart
from these regular left and right attacks you
can perform stunning roundhouse attacks,
jumps, flying kicks and somersauits.

So who's going to feel the powerful end
of these attacks? Well, all the usual crowd is
there, Rock Steady, Be-Bop, Shredder,
Krang. But they all hang around at the end of

ke Things might get pretty hairy down in the
: sewers but at least you can find the odd bit
of pizza (it gives you an extra life)

the levels. Most of the in-level
adversaries are standard
looking ninja with non-stan-
dard methods of attack. The
weediest of them just enter
into hand-to-hand combat.
As you get further into the
game though, they start to
play dirty. There are knife
throwers, spearmen,
ninja gun toters, some of tharn
even get you in an arm lock. When this hap-
pens you need to waggle your joystick and
press your fire button to escape a pasting.
Later still, strange robot

del’ensiug moves to C‘Dmhe aCtioﬂ is noll- Sto nannies (well that's
plicate things, just keep alld fraﬂtlﬂ be

what they

yond pepjefo

nised dogs try to get in on the fun. They're
pretty tough but when you actually get a hit
on them your ears are treated to a superb
metallic clanging sound.
Mot only that, but just
when you think you've
had hazards up to your
turtle necks, you find
it's also possible to
get floored by a giant
rolling ball or plum-
met down an open
manhola,

I'd say this
game was busy
but that's not a
strong enough
word. The action
doesn't lat up.
The only time you gat
to rest your weary little digits is
while the next level loads. But all this action
and speed haven't been achieved at the

On the left | am slashing my way through ninja like a, well,
like an armed turtle through several unarmed ninja. On the
right, they've rumbled my plot and got me in an arm lock
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expense of good graphics. The back-
drops are excellent (except, oddly, for

the cars in the street scenes). Most
impressive are the sprites. Without

exception, they are marvellously ani-

mated, beautifully drawn and totally
flicker-free. Sound too, is a bonus. The title
track is good and the sound effects better,

By all means tell me you hate the Turtles,

that's up to you. Insist, if

you must that they are

has-beens, | might even

agres. But tell me that

this isn’t one of the slick-

: i
est beat ‘em ups - Faw iy

you've ever L (
played and |
would have to
protest.

ANDY

Game
Publisher
Cassette
Disk
Release
Contact

Imageworks
£10.99
£15.99
November
071 928 1454

THE DOWNERS...

W All the levels follow the same left to
right formula. Mot much variety
B Two players at once? No chance

B Presentation screens at the
start are works of art '
N Title track had the CF crew
gyrating for hours

B Sound effects are spot on,
especially metallic clanging
N Ten levels won't be cracked
in a hurry .

B Loads of enemies. And they
all attack differently

B Fouwr turtles to choose from
B Boulders and manholes to
make life difficult

H Hot sprite animation

B Heaps of combat moves

B Action is frantic and non-
stop for the whole game




34 POWERTEST

; _5 now you're playi
po R-Type. But even with sudy

derful arcadalmmtmn this bit, like thé
fprewuus levele, is dull, dull, dull.

¢ Many of youwon't even get that far.
you'fe nevice gamers but becal
et very batéd, very qumhly The plg

_*andﬂahatﬂw ‘Scavengers’. Thnuu robotic
e mmnﬁhsamwrﬂngarmndmﬁwm mmmﬂuhaadandymrecemmn-
~ing smells, dropping litter and killing people. tions to find another item. Collect this, go

" i i i i ! . hanktﬂthehaadandynuhrﬂsh
the level. It's simple really but
the streets are so long and the
mission so vague that after wan-
dering around for hours you
Blue fire to the left simply lose the will to continue.
r:: : T_ﬁo_rm:: to e A - Be warned ~ the fickle colli- Game
o S saud i sion detection is a menace and  F 7o UEL T

: g2 ¢ getting temporarily stuck behind ~ FerLTl 14
avery bit of scenery in sight Disk
leads to intermittent and annoy-  JLGIEETT
S ing play. Contact
R e e e o o ot Pt o™ ot If you can bear it, you might
~ Your mission lasts until one of two meters  be surpns-ed by the drastic change of game

" R-Type? Maore
| like R-Tripe

goes off the scale one way or the other, style on the final level. Here the Wolverine

, There's an energy bar at the top of the loses his legs in exchange for a rear booster,

! screen; if it disappears you're doomed. And in an attempt to pass himself off as the R-9 THE DOWNERS...
there's a p-nliutiun meter ; ! W The first two levels are

i which signals the end of
. the human race when lev-
'l"  els gettoo high.

The first level takes
place in the sewers. You
can move right and left,
jump up and down through

monotonous; too much wandering
B There is some annoyingly poor I -
collision detection

M Only three short(ish) levels = no
long-term challenge here e
B A-Type level is a good formula,
very badly implemeantad

W End-of-level guardians ara just

- holes in the sewer pipes pathetic
hlas.t te ot ‘1 B The sprites are severaly two
insectoid E.ﬂd. Another splﬂMM! dimensional and poorly coloured
i humanoid does one die than another a B Background graphics are drab and
I i opponents unconvincing

W Sound effects are forgetiable

| who try to spoil it all for 8
| you. And beetles with 35
| human heads

| might sound
j imaginaﬁve

colour 2D
sprites don’t
| exactly help
1- generate any

: atmosphere.
| Oh, dear.







t's always the same innit? You
finally find a girlie that you can
really relate to, and just when
you're getting on like a blazing
block of flats, up pops an evil wiz-
ard who turns you into a giant chimp.
{(Happens to me all the time.)

This unfortunate situation has befallen
the hero of our piece — a pleasant chap by
the name of Toki. He has fallen ankles
over earlobes in love with Miho, who is
similarly besotted with him. Enter Bashtar
{your average, run-of-the-mill evil wizard-
type) who has desires upon Miho's
personage. Seeing that Toki stands a
much better chance than he does, Bashtar
reverts to plan ‘B’: kidnap Mohi and turn
that big ape Toki into a big ape.

Toki, as you can imagine, is rather
miffed by this. Not only has he lost his
girlfriend to some unthinkable fate but he
now has to pause every couple of minutes
to comb his face and indulge his burning
desire for ‘nanas and the occasional ant.

OK, enough chimpy jokes. The quest
is this: Toki must traverse all five of
Bashtar's domains — each of which fea-
tures a particular style of scenery - find
this wizardy bloke and duff him up a treat.

';F 5 a5 Eﬁ‘?‘ ®  Kill the A
“ eg* |
9 ?. Shoot the e v wgf‘;‘- fish, the ql-."" ﬁ"‘ i

Ocean
swings into
action with
another
cartridge-only
coin-op convo. : :
Our reviewer nips a4
off for a bungle in « wf
the jungle and emerges later with this G
absolutely extraordinary (prehensile) tail
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creatures, which Toki has to negotiate,
avoid and kill (in that order).

Qur simian chum is quite an agile
chappie. True, he drags his knuckles a bit
when he walks but he can jump quite a bit
and climbs vines like you wouldn’t
believe. He also possesses an uncanny
ability to. . . well, gob, with incredible
accuracy, too. This high-velocity spit does

il i) 3 'f.;'
| :,. ___. '.; . . "- : _&}
j=ale [ ?nm

untold damage to his adversaries: hit ‘em
with enough saliva and they’ll disappear
for good.

Once again, Ocean have chosen
wisely in their quest for conversions: the
relatively simple gameplay in Toki has
transferred very well indeed from arcade
to eight-bit. The only concessions to qual-
ity lie in the lack of parallax scrolling (big

i

®
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Plenty of fishy stuff going on: Toki dons
hairy scuba suit for a dip in Lake Neptune

In Bashtar's palace, things are hotting up for
our chimpy champ. One slip and it's fried Toki

Not a scratch on COMMODORE FORMAT 14, November 1991

deal) and a reduction in the speed at
which everything moves (so what?).

The varied backdrops are very pretty
indeed and all the features of the game-
play are there, from giant guardians to
exploding plants to disappearing plat-
torms. There are some niggling faults,
such as poor choices of restart points
(several are almost instantly fatal) and
inconsistent collision detection, but, most
importantly, Toki is a lot of fun to play.

In fact, the high addiction level is pos-
sibly it's major downfall: there are only
five levels and it doesn't take that long to
get a handle on most of the trickier bits.
Then it's down to the end-of-level
guardians to put up the last of the fight.

With five lives and two con- :
until then, sit back and = -
enjoy the challenge. . |

STEVE =

tinue options, it's only a A
matter of time before our :
hero is back in the pink. But
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THE DOWNERS...

Kill the squid to
get the power-

N

BIG GOB - Increases .. e =t
the strength (and damage et S
sustained) of Toki's facial e
emissions L.
J FIREGOB - s »
Powerful flame- B iy
._ € W

breath, but with g
horribly short .
range &

TWIN GOB - Doubles k-3
T : e '
m up on Toki's spittle mis- i i h%
- Lt e 'H:;; - . |
-

sile, sending waves of
mucus towards the enemy '

HELMET - Protects our ape man m

- e from attack - but only temporarily. T -
" Also, it only prevents damage to ‘# k] e 2 T
e ity :

his bonce. Cop a shot on his lower & - GRS e
h half, and he's an un-funky monkey . ! : CF14, Nov L 1991



38 pUDGET GAMES

TARZAN GOES APE

Code Masters, £3.99 cassette

Tarzan's always been a bit of a thicky (/
blame the parents — Ed). Now he's gone and
angered a witch doctor who, in revenge, has
turned the ape man into a real ape. The idea
in this platform game is to collect certain
ingredients which enable Tarzan to re-
assume his human form.

These ingredients are a ring, a mask,
some herbs, a diamond, a cauldron and a
collection of bones. All six have to be picked
up on each of the three levels (is that all?) to
complete the task.

There may only be a trio of levels but
they're hard — very hard. For one thing, you
have to avoid or kill loads of enemies. Hurling
rocks at them helps. The other obstacle in the
way of your success is poor collision detec-
tion. For a platforrm game, it's remarkably
easy to fall off the edge of platforms you've
just jumped onto.

The beasties in the game are by no
means few and far between. In fact, they're
practically shoulder to shoulder. A lot of them,
like the snakes and Amazon Warriors just
shuffle around the platforms, preventing you
from progressing until you've stoned them 1o
death. Others are a tad more threatening.
The birds are vile and, although they don't
fire back at you, their erratic patterns of
movement make negotiating small floating
platforms horrendously difficult,

Another thing to watch out for is the ingre-
dient sequence at the bottom right of the
screen. If you collect one of the required
objects out of sequence you will die horribly.
There are also skulls scattered throughout
the levels. Some do nothing, some kill on

Tarzan was never very good with the birds.
Let's face it, anyone whose best chat up
line is ‘'ungh’ deservesa deadly pecking

Playing Batman was probably a bad idea,
given my poor track record in ‘not getting
carried away’. Nonetheless, I felt that for the
saftey of everyone in Gotham (south of Stoke)
I should don mask, cape and Y-fronts. No
longer would they cower in the shadow of
crime. ‘Who is that masked man?’ they asked.

I'm BatFrames...

contact and others reverse your joystick
movements for a short time. So what do you
have in your favour? Er, nothing, apart from
the boulders you throw. As I've already said,
it's a tough one.

However, despite the frustrations of the
game | found myself having a rare old time
and wasn't content to leave it alone until I'd
finished it (with a bit of help from a cheat
mode). It ain't gonna win any prizes for origi-
nality or depth but it is good fun.

9 v &
TARZAN GOES APE

Mot the most complex platformer wa've
ever experienced but heck, it plays well
encugh and is oddly addictive

FRAME RATE

MIAMI CHASE

Code Masters, £3.99 cassette

Crime is on the increase. In fact, it's got so
bad that the city mayor has given you, a boy
racer with a Ferrari F40, 24 hours and immu-
nity from the law so that you can clean up the
city. Now, that’s bad.

At the start of each level a piccie of the
criminal you have to apprehend is displayed.
Pretty useless really but it gets you in the
right mood. Then it's straight into the game.
The road is viewed from overhead and scrolls
as you travel around. To the bottom left of the
screen is a litthe rotating car. This shows you
the colour of the criminals to be collared. On
each level there's a host of red vehicles to
This busy little race ‘n’ chase is a bit like a

cross between Super Cars and Chase HG.
It's tricky to get to grips with, but good fun

Mere minutes after donning my ‘Dark Knight'

disguise, | happened upon the menacing vis-
age of none other than Jack Napier - now
horribly disfigured and operating under the
name of... The Joker! (Erm, isn't that the
friendly old Rev. Counter? - Ed)

destroy before you can attempt to “arrest’ the
big bad guy.

Most of the time you need to shoot the
cars to get rid of them but sometimes it's
wiser to crash into them, leaving them no
time to escape. This is a useful but ultimately
dodgy tactic, as it knocks your energy down
guite drastically. If things are looking grim,

bt bt by




find the shop and purchase some more
energy. Later in the game, when you have a
few more sponds to spend you can also
obtain extra weaponry at the shop.

Complete a level and it's onto the next,
which — it has to be said — is just like the pre-
vious one. The only difference is greater
difficulty and a new road network. It's hard to
control your car and levels are all a bit samey
but the graphics aren't bad, and once you've
mastered the controls it can be good fun.

& W
MIAMI CHASE

Hard to begin with but once you get the

hang of it, the frantic gameplay becomes
quite engrossing

FRAME RATE

SLIGHTLY MAGIC

Code Masters, £3.99 cassette

Pass me the smelling salts, Code Masters
have brought out, wait for it, an arcade
adventure. The only differences this time are
(a) Dizzy doesn't appear in it and (b) it's not
actually very good.

You play a wizard, called Slightly, who
has been entrapped in a castle. You have to
escape the castle and free the princess who
has also been banged up by an evil dragon.

At the start of the game your mastery of
the ways of wizardry are sketchy, to say the
least. You can't even cast a single spell.
Flaying ‘find the lady’ in a two card deck
would be a tall order for you. What you can
do is walk, jump and use your powers of logi-
cal deduction on the puzzles in the game.
Early puzzles are dead simple; when a
dragon complains of thirst, you have the
almighty task of deciding whether to give him
the flea collar or the bucket of water. Mercy!

SLIGHTLY

Gosh! It looks so colourful and intriguing.
But looks can be very deceptive. This game
isn't even slightly magic - it"s totally dull

But pass through the first few puzzles in
the game and the bottom falls out of your
cosy litthe world. Not only can't you find any-
thing that looks remotely useful, but such
animated monstrosities as ghosts, bats and
rock monsters test your reflexes as well as
your brainpower.

This puzzle-intensive formula is a good
one. It's similar to that used in the Dizzy
games which were excellent. Where this
game falls flat is in it's poor execution. For a
start, the graphics don't exactly cause your

64 to break into a sweat. Also, progress is
slow. Slighty shuffles apologetically along, as
if he's wandering around a library in a pair of
bubblewrap shoes. And worst of all the menu
system for picking up and dropping objects is
flawed beyond belief. When you meet a crea-
ture that wants to talk to you the screen
flashes on and off several times. Then, when
you try to access the object you wish to use,
it takes about seven joystick presses — unre-
sponsive controls have never been so, er,
unresponsive.

Slightly Magic is not a dreadful game, but
wea've come to expect more from Code
Masters — especially in the way of arcade
adventures. Sorry guys but if you're going to
create something as popular as Dizzy, you'll
have to make sure you've got something at
least two thirds as good to back it up. And
this isn't it.

SLIGHTLY MAGIC

Sorry, but cute graphics and good anima-

tion won't help you ignore the appalling
programming. Is it written in BASIC?

FRAME RATE

38%

STACK UP

Zeppelin, £3.99 cassette
‘Ooh yummy,' | thought when | saw this game
for the first time. Some time ago | played a
console game called Columns. It was such a
riot | prayed that someday it would appear on
the 64. Well, this ain't Columns but the idea
has been ripped off a treat. Unfortunately,
they forgot to rip off the playability with it.
The game is a Tetrs variant. But Instead
of manipulating falling shapes you have to
shuffle combinations of food around.
Basically there's a rectangular pit in the mid-
dle of the screen, and a group of three food
itemns falls to the bottom where it comes to
rest. While it's on its way down, you can
move the food left and right with the joystick.
All you have to do is position the tasty little
blighters so that they fall in a straight line of

thrae similar items of food or more. When this

happens they disappear, leaving you more
room to carry-on. If you're hopeless and the
food stacks right up to the top, it's game over.
Where Columns and Stack Up differ is in
the orientation of the falling food. In Columns
the food combinations were vertical and this
worked brilliantly. Howewver, in Stack Up the

THASTAEN &
[Euﬂ:hﬂ ur]

Grub up. Or down as the case may be. This
could have been a hugely playable little
game but the programmer fluffed it
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grub is horizontal and for some reason this
doesn't work a fraction as well. This reduces
what would have been a game of skill to one
of luck. | feel Stack Up is a title destined to be
played three or four times then forgotten.

L

STACK UP

It's always the same isn't it. Someone gets
hold of a brilliant idea, shuffles it about a
bit, and ends up producing a pile of crap

FRAME RATE

Horrors! The ghastly fiend is using the local
church as a cover for his underworld atroci-
ties. I shall climb the belltower and swoop
down on him as he makes his getaway...

10

Zeppelin, £3.99 cassette

Corl There are quotes saying what a good
shoot ‘em up this is all over the packaging.
But | can honestly put my hand on my heart
and say | detest it. It's too flamin®' hard!

T e h-::.uf:...._.bm___
Blimey! Those back- L

drcrp:i- are wonderful, - 2

and just look at those =

beautifully

animated alien

swarms. Shame you'll

only get to see level one *_ »

T

It's standard shoot ‘em up fare where you
pilot your ship through hostile alien land-
scapes that scroll smoothly from right to left.
Dozens of alien swarms and gun emplace-
ments shoot at you and at the end of each
level comes... an end-of-level guardian.

Shoot ‘em up gameplay is normally a bit
tricky until you find some power-ups to get
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you through the really tough pars. /o is too
difficult to start with. Then you find some
power-ups which do very little indeed. And
just to shovel large pillars of salt into the
already raw and gaping wound, the gameplay
gets more difficult again.

Mind you, it's very slick. Rarely have |
seen sprites rotate so well or alien formations
swirl with such speed and finesse. But to
come face to face with a frighteningly hard
gituation in the second or third screen of the
first level just makes me want to switch off
and cry myself to sleep. | loathe it and can
only think of two people this would appeal to.
The first is the programmer himself, and the
second, if such a fellow exists, is Thrang, the
omnipotent and all-playing god of badly
designed shoot 'em ups.

What is already a stunning looking shoot
‘em up has been rendered useless by
overly difficult gameplay

FRAME RATE

HE HLS

BOLUMNL INE

There are ice patches, one way tiles, deadly
tiles. In fact there are so many things going
on it gets a bit difficult to tell what you're sup-
posed to be doing. There are many good
ideas in this game. The trouble is, when
they're all bundled together it doesn’t really
work very well. I'm convinced that even if the
programmer had made the nasties stationary
it would still be a hefty challenge to plot your
way successfully through each level.

‘3‘ | OMO gl
BOUNCING HEADS

It's tragic that a game with so many good
features should, in much the same way as
e, be far too hard to enjoy

FRAME RATE

BATMAN - THE
MOVIE

The Hit Squad, £3.99 cassette
Have | ever danced with the devil in
the pale moonlight? Well, frankly no.
But as you can see | did have a bit of
a run in with the Reverend this
maonth. (Did | tell you the one about
the Priest and the Dark Knight
Detective? - Ed)

Well the film itself was a bit of a
stonker, wasn't it? No? Oh well,
whether you liked it or hated it, it was
gagging to be converted into a com-
puter game, so Ocean (who else?) did,
and rather successfully at that.

It's standard Ocean stuff, platform beat
‘em up, drive aroundy bit, more platform
beat *em up. It's obviously a formula that

f Like lo, Bouncing Heads suffers from being far
s too hard. This is sad ‘cos it's crammed full of
really neat ideas and the gameplay is slick

works 'cos they've just used it for the
umpteenth time in Terminator 2.
The first level sees our rubber-clad hero

BOUNCING HEADS

Zeppelin, £3.99 cassette

Take Pacman, add a large helping of
Bombuzal, make it too hard and tedious and
you'll probably have something not entirely
unlike Bouncing Heads. You play a head — a
bouncing head no less — which has to sproing
around a thin walkway, picking up pairs of
lips and avoiding or shooting opponents. The
idea is to collect all the lips on any one level
and get to the exit.

There are zap tokens scattered around
which can be collected and used to destroy
opponents. They are in very short supply
though so frugality is a must (it may be a
must but is it a word? — Dep Ed). You can
alzo conserve your firepower by plotting a
route that avoids opponents to a large extent.

Even so, you'll have to come into contact
with a nasty sooner or later and thay're unbe-
lievably fast. If one comes near, blast it.

That's about all there is to it on level one.
But get past that and things get hairy. Later
there are all sorts of devices to make life
difficult. There are switches that make
muddy, impassable walkways fit to walk on.
But this also means that any nasties that
were cut off from you can now home in.

creaking around the Axis chemical plant in
search of Jack Mapier. There are lots of
nocks and crannies in the maze of platforms

ODOZBO0 || Taa’
0 2aS0nn =

A great looking game, and it plays well too.
Swinging around on ropes is handled really
well and makes it that little bit different

that can only be reached by swinging around
on your bat rope. Care must be taken though,
plummetting too far kills you outright.

There are also thugs and security guards
who shoot at you. When you have found and
shot Jack, he falls into a vat of chemicals and
is known from here on in as The Joker, The
graphics are great with gorgeous backdrops
in various shades of blue and a stunning hi-
res Batman sprite.

By the time you reach level two, the bat
freak has traded his legs in for a Batmobile.

COMMODORE FORMAT 14, Novembat 1991

Well, when | say traded, | don’t mean he’s lit-
erally given his legs to a local Batmobile
specialist in exchange for a ca— (You're get-
ting tedious again Roger — Ed.) Now you
must travel through the streets avoiding The
Joker's hoodlums and police alike. You can
also use the grappling hook to get round cor-
ners at speed (just like in the film).

But good griefl The Joker has now gone
and put poisonous substances in everyday
household products. So in level three you
have to complete a puzzle game in which you
try and work out which products have been
tampered with on your Bat Computer in the
Bat Cave.

Level four is another drivey bit with more
hazards but succeed here and you can brace
yourself for the final

|/

-. @ ___.-'é," o

. Alternatively, 1
could stumble blindly to the top, trip over
some crumbling masonry and find myself
dangling precariously from a gargoyle. [Will
Roger escape from his latest predicament?
Will the firemen lose their grip on the net?
And does anybody really care if the little
dweeb plummets? Tune in next month,
same Bat-time, same Bat-channel - Ed)

showdown with the Joker on the roof of
Gotham's gothic Cathedral.

The game follows the film very closely in
both plot and looks. The gameplay too is a bit
special, although the platform levels suffer
from too much similarity. There are so many
games around like this these days that to
give it a Corker would be a bit of a joke.
Having said that, Batman is such a lark that
the joke would be on you if you missed it at
this price. (But don't get carried away like
some people we could mention — Ed.)

L] OROTY
BATMAN THE MOVIE

This is great stuff. The graphics are spinky,

sprites are spanky and gameplay is sponky.

(Crap words courtesy of Ollie)

FRAME RATE

86%
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EPIC A LEGEND BEYOND TIME

A legend is born, a supremely
advanced one-man starfighter

of awesome power and destructive
capabilities that, in the right

hands will wreak havoc amongst
inter-galactic transgressors -

that legend is EPIC.

OCEAN SOFTWARE LIMITED = 6 CENTRAL STREET »

CBM AMIGA

A 3D 'epic' that reaches a milestone
in polygon technology in terms of
speed, graphical detail and pure
out-and-out playability. A multitude
of missions, ranging from devious fo
manic, take you deep into the heart

' of this sci-fi conquest of outer space.

EPIC - o mosterpiece of software
engineering.

MANCHESTER » M2 5NS « TEL: 061 832 6633 » FAX: 061 834 0650



42 pOWERTEST

umme, | could take up this page just
describing the plot. But I'll try not to.
You have to buy all the cities on the
face of this moon (which doesn’t
orbit a planet) in order to free your
ship's crew (who have been taken hostage,
held by the moon's two indigenous races, the
Roboforms and Remusians). Er, that's it.
Catch one: you don’t have enough money.
So, that means going into business as a
trader, buying raw materials from one moan-
base and selling them to another until you're
rich enough to own a planetoid. Phew, it's a
good thing you've got a modified skimmer
craft capable of carrying 200 tons

of cargo. Catch two: pirates

plague this moon and they're

always on the look out for

gimps like you with

modified skimmer craft

crammed with 200 tons

of cargo. Ah.

A break from the tedium of buying, selling
and not being shot to pieces comes in the
form of a choice of missions. There are ten of
these and they range from escorting a craft
from one place to another in one, to destroy-
ing a fleet of invasion ships a little later on.
Those of you thinking Elite and/or Mercenary
hava got the picture.

|
4
|

The weather's usually fine but some areas
are afflicted by thunderstorms. They're dan-
gerous but they recharge plasma guns

"
D o oaispinpniisinisaiy sl |

You can switch off the lanscape colours to
get the graphics to flow faster but there
isn't a lot to lose

EOQur e

Cor! You're the first human I've seen on this
planet. You, er, don't know where everyone
else is do you?

COMMODORE FORMAT 14, November 1991 - It's high noon for this moon

Getting to grips with the controls is easy.
We're not talking flight sim realism here. Your
skimmer is always oriented horizontally and
can bounce off mountains without needing so
much as a new paint job, let alone a tub ot
plastic padding. The space bar acts as an
accelerator and the Commodore key is the
brake. Therg's a booster (which actually

For the most part, the underground com-
plexes you come across only consist of a
few rooms and corridors

mountain range. Even the dawn and sunset
effects are likely to conjure up some
response at first. But ultimately, this sort of
adventure has been done better before. Elite,
Tau Ceti and Mercenary all beat Moonfall
hands down. But such
games are rare now and
if you haven't already got
them, a little lunacy could
be just the thing.

burns fuel more efficiantly than the nor- The navigation computer has a variable zoom mode.

mal engine) and a navigation computer
which indicates where various bases
are. When you get to a base you can
take your craft underground and walk
through a wireframe maze of rooms and
corridors, taking advantage of the dia-
mond shaped com-links you'll find
dotted around. From these you can buy
equipment, trade cargo, maybe glean a
little information. There are plenty of
plot elements (like the coordinates of
hidden human colonies) to find.

The equipment list is worth a sec-
ond glance, though most of it is so
expensive you'll spend much of the
game simply coveting it. Nevertheless,
it more powerful weaponry, shields, special
scanners, bait droids and missiles aren't on
your shopping list, tear it up and start again.
It's a tough world out there. And you need
this stuff.

Or do you? Unless you get your curiosity
gland caught on Moanfall fairly early on,
you're unlikely to want to finish the game. It
certainly doesn’t offer much in the way of
visuals. True, you can take some of the
colour out of the graphics to make them run
faster but they're still strikingly unimpressive.
And a persistent glitch will upset perfection-
ists. Beyond that, the gameplay asks a lot of
a novice player. It isn't that easy to win a
dogfight without some of the better
weapons, even if your skills as a pilot are
beyond question. If you run out of fuel in
the wilderness and don't have the cred-
its to call-out the nearest crater's
equivalent of the AA, you — and
the game — just sit there, waiting " &
for the other to die. Or some- |G
thing. Sound effects are strictly of
the buzz and hiss variety, so don't
expect anything to tap your toes to
while you wait for the world to end.

There are some atmospheric
moments, like the first time you fly
into a thunder storm and the navi-
gation computer goes ga-ga as
lightning bolts blast the landscape for
as far as the eye can see. Then there's
the sense of achievement when you
discover a colony landing pad nestled l
betwean the peaks of some anonymous ?

Here you should just be able to see the skimmer leg-
ging it away from Moonbasa 3

'

Moonfall

21st Century Ent
£10.99

£15.99

Out now

0235 832939

POWER RATING

THE DOWNERS...

B This sort of game has been done

better before

I W Mot exactly what you'd call exciting

to play

B The ultimate goal (buying a planet)
ay be too hard to achieve

Game
Publisher
Cassettie
Disk
Release
Contact

B The adventure is big enough
to keep the most successful
explorer occupied for weeks
B Apart from one graphics
glitch, it's well programmed
H At it"s best when you
stumble across the more
atmospheric effects

B Ten missions of trouser
changing quality

N Loads of upgrades and
equipment to buy en route

H Easy to get to grips with all
the controls

"Imp m! um“




STOP PRESS!

The SHOCKING true story of how an

unfortunate ACCIDENT with a pizza led

to a remarkable book YOU can benefit
from! It MUST be told!

t was a crazy day just

this side of a deadline

when Andy's pizza wiped

the date from an invita-

tion to a party. The
offending slice of Final Frontier
Deep Pan was steaming away
next to him, quietly spending its
last moments on this VERY
IMPORTANT PIECE OF PAPER
when we discovered something
about the Final Frontier Deep
Pan that even its deranged cre-
ators didn't know. It could
dissolve ink! Yep, when the
invitation was finally rescued, it
was utterly devoid of ink. The
party was over before it
had even started.

So what,

you may

from this?

Well, it occured to us that this
fate was only one of many that
could befall a piece of paper
with important info on it and
what was needed was some
alternative method of IMPOR-
TANT INFO STORAGE, one safe
even from rogue pizza. That
was when Thicky stunned us
with his brilliant concept.

‘Ere,’ he said, ‘what about a
notebook that's split up into
entries for every day of the
year? We could write down all
our important bits of info in one
place and we could bind it in
plastic to make it impervious to
pizza.” Silence descended like
bricks from the stratosphere. It
was such a good idea that we
wondered why no-one had ever
thought of it before. Then we
realised that they had. Andy
was talking about a dairy...

‘Hang on,’ said Steve,
scratching his head and finding
a brick there. ‘Isn't a dairy what
you get low fat yoghurts from?'

‘You're not wrong,' nodded
Sean, checking his dictionary.
‘It's no good. We can’t write
everything into a dairy. It'd get
wet and go off after three days.’

‘Well," said Andy, ‘if I just try

writing it down...” He picked up
his fave crayon and scribbled
onto the front of a notepad.
What he wrote looked
like this:

% r
‘Brilliant!’ Cried
Steve. ‘That’s it.
We'll make a
diary. We'll write into it all the
things we have to remember
next year, like when we have to
get issues of the mag out, birth-
days, holidays and everything!
It'll be s0 good everyone will
want one.’
‘And we can give them
a cheat for every day of
the year,' said Andy,
looking at a box full

of Gamebusters
cheats that had been

the office for weeks.

‘Hey, if it's going to have a
tip for every day, we ought to
go the whole hog and make it
THE ABSOLUTELY DEFINITIVE
GAMEBUSTERS DIARY.

So we burned the midnight
oil and put together this pizza
proof diary, squeezing in so
many massive game solutions
and maps that no 64 game
player could afford to be with-
out it. In fact, we had so many
tips and cheats that we ran out
of space and had to stick
another hundred POKEs on a
unique Gamebusters Tape.

Just one more thing. To
make the diary useful to as
many of you as possible, even
if you live on the world's bot-
tom, our diary starts running
from April 1st 1992 and lasts
until March 31st 1993. Brilliant,
eh? Actually, all of the tips stuff
will last forever and you don’t
need to wait until April or
whenever to use it.

And it won't
matter NEXT
MONTH

what food
you leave

Find out how
to order this

on it,

the ink i
amazing

book!

won't
come off.

i
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CAPCOM |-

The CAPCOM COLLECTION
Captures Eight of the all time
'CAPCOM CLASSICS' on what has
got to be The 'ULTIMATE
COIN-OP COMPILATION'...
CAPCOM-GIANT of the video
games industry

Dynasty Wars ™
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;. Here for your delectation and
4 delight is the entire fourth lavel of
Thunder Jaws. Exciting isn't it?

pot the odd cne
out: Xybols,
Vindicators,
Cyberball, Hard
Driviey’, STUN
Runner. Yes, it's obvious
isn’t it? There isn't cne.
They're all Tengen licences
and they're all crap. So itis
with the utmost apprehen-
sion that | approach
g Thunder Jaws — yat
=B another product of the
¢ Domark/Tengen deal.
. The plot is this: the
i completely barmy Madame
Q is busy creating an army
of lizard women in her
underwater

# bases. Now
8 you're either a
crack underwa- il
ter commando-
spy trained in the
§ art of killing... or

an amateur
# scuba diver who has stum-
# bled upon Madame Q's
 sub-aguatic lair while on a

# pebble-collecting expedi-

4 tion. It's never really

ot explained too clearly; either
8l way. you're in deep water

8 (Commodore Format would
il like to apologise for that

# last statement. We're sorry
# and it won't happen again).
| As you would expect,
some mad old lady with a
reptile fixation isn't going to
| let you stroll around her

# secret base without a bit of
i a fight. She immediately

¥ unleashes her Q-Forces,

i cmarstlng of an almest

W s
N T )

clever way in which head and arm seem to
float as if attached to nothing at all

> :-; Yet more astounding visuals in the second
| underwater sequence. These, balieve it or
not, are the remains of a downed Jumbo jet

"Imm {where badly o
used C64 character
block graphics go

infinite number of guards, robot guards, robot
spiders. manta-men, lava-men, sharks, bar-
rels full of gunk, tanks, laser devices,
fire-women, bat-women, lizard-women,
uneven paving
slabs

e,

and a partridge in a pear

tree shouldering a ther-

monuclear bazooka.

She really is as mad ° l

as a Ford Escort.

The Madame Q-

defeating mission is

split into alternating wet ‘n’ :

dry levels. ¥ ou must first swim

through her underwater defences to reach

each base. Then you have to run the gauntlet

of her base defences in order to reach and

destroy the end-of-level guardian. Back into

your wet suit and so it continues. ..

lgnoring the wacky plotiine, what we have

here is a pretty formulaic =hoot ‘em up: the

formula being Rolling Thunder + underwater

James Bond-type stuff = not very much, I'm

afraid. The 64 version isn't particularly good-
locking or particularly
nice-sounding or particularly
playable. In fact it's so hectic
that you generally just stomp
through, hitting fire as fast as
possible. There's little in the
way of tactics or strategy you
can employ and it all grows
very dull, very quickly.

The visuals are a won-
derful vintage - circa 1986, |
do believe. Backdrops,
sprites and animation (a full
three frames worth in most
cases) are all pretty naff —
but then at least they're in
line with the coin-op. True
there's a nice explodey
sound effect and a 'bloop’
noise as your swimmaer blows
bubbles - but during play
that's as miuch as you get.

I's not even neatly
coded: there are graphic
glitches, unfriendly collision

detection, sprite bugs (ene-
mies hover in mid-air) and
levels which just stop, rather
than ending property.

AVND

Spot the odd one out: Xybots,
Vindicators, Cyberball, Hard Drivin’, STUN
Runner, Thunder Jaws... Ch dear. It looks
like its Domark — six, C64 gamers — nil. Now |
can't make some inane ‘getting your teeth
into it’ joke at the end,

POWER lNG

THE DOWNERS...
lI | ==
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SENSIBLE PROGRAMS AT SENSIBLE PRICES ; e
Every program written by a mathematician who has spent many years in the betting industry, He
KMNOWS how the professionals operate. He KNOWS how to help you win.

FOOTBALL BOXFORM Writtan by a former pools expert for Litflewoods. The program has
forecast over 50% more draws than would be expected by chance. Homes, aways and draws shown
in order of merit and true odds given for every match. Merit tables show at a glance the teams
currently in form and thase having a lean spell. Australian Pools program included in the price.

SUPER PLANMER by the same author. full details given of OVER 400 ENTRIES covering up
to 57 selections. Includes SINGLE AND MULTIPLE entries of LIT PLANS 1, 2, 9, 25, 27, 28, 29,
47, 48, 49, 50, 79, 80, 81, 82, 83, B4, 96,100, 200, B37, B36, B39, B49, BSO0, BS54, B58, BLHS,
B145, B180, V-Plans 20, 42, 43, 44, B3, B4, 85, 87, TIP TOP 10 & 15, EXPRESS 35 & 38, MAIL
g0, 75 E, P, MIRROA 1 & B, FULL PERMS 8 from 9 to B from 14. All FULLY CHECKED In
seconds by your computer. Not just the highest scoring but ALL POSSIELE WINNING LINES.

POOLS PLANNER Similar to above butl covering block permutations wsing Littlewoods
standard guaraniee blocks.

RACING BOXFORM Course characteristics (buill info the program) as well as the form of the
horses are considersd In speedily producing an order of merit for each race. Designed for
flaxibility allowing users to amend the program if they wish. Price still includes the highly
acclaimed HANDICAP WINKNER - more than 1000 winners every year - over 25% of tham at 51
oF batter,

ONLY POOLS

AND HORSES

PUNTERS PARTHNER Works oul almost any bet.. doubles, trebles and accumulators including
mixed stakes, yankea, Canadian, Heinz, Goliath, patent, unlon jack, up & down (if cash bets)
singhe & double stakes, round robins, rounders, roundabouts, round the clock, Win or sach way.
Covers non runnees, rule 4, dead heats. Versafile multipls odds calculator for fixed odds bets
and the lines required for any full perm you're likely to meet.

PRICES. (Tape) £16.95 sach, £25.95 any two. £34.05 any threa. For disks please add £2
PEr program.

SPECIAL OFFERS FOOTBALL BOXFORM, RACING BOXFORM & PUNTERS
PARTHER..£27.95 TAPE, £31.95 DISK

FOOTBALL TOOL KIT Football Boxform, Super Planner, Pools Plannes, Punters
Partnas .. .£E30 TAPE, £35 DISK

RACING TOOL KIT Racing Boxform, Punters Partmer plus 4 further programs which enable
you to keep your own reconds of produce and amend form and time ratings...£33 TAPE, £38

BOTH THE ABOVE KITS...ESS TAPE, C82 DISK.

Advertised for six years in the sporting and computer press | CPC
E BOXoft CLEVER..GET THE BEST iCMD 64/128

Please make cheques or Postal orders payable 1o BOXOFT (CF), POCW
SPECTRLUMS

USE YOUR WITS TO

BEAT THE COMPUTER

TRIVIA QUIZ
0839 03 03 924

2

[ s

H .""'\—-_*-...‘_“

ROCK
TRIVIA QUIZ
0839 03 03 95

FOOTBALL TRIVIA QUIZ
08392 03 03 922

Bester PO Box 3000 Lorcion NZO NRE

call now
0839 44 22 75

per H sacs cheap rate & secs other hmes
Lﬂdmhﬁ:ﬂmm%

POWER TODOLKIT

A powerful BASIC-Toodkit [Additional helgful
commands) that considerably -nrnphi:m prog-
ramming ard debugging. The toolkd commands
can be used in your programs

PRINTERTOOL

The PCWWER CARTRIDAGE contains a very efiee-
tive Printer-Interiace, that selil detects if a printer
is conmneched bo the Serial Bos or Ulser-Port
18wl pnl all Commodore characters on Epson
and compatible printers

The printer -imtertace has a variety of sel-up pas
sihilities, It can produce HARDCUFY af screens
nol anly on Serial prnters (MPS801, BUZ, B0 3
eic) bul also on Centronic printess (EPSUIN
STAR, CITIZEN, PANASONIC, etc)

The HARDOOPY fundtion automatically distin
guishes between HIRES and LURES. Multi-col-
aur graphics are converted into shades of grey.
Thie PSET functions 3llow v ko discede on
LargerSmall and Nosmalinverse printing

DISK TOOL
Lisang POWER CARTRIDGE you can load up to
& bimaes Easher trom dick
These disk commands are wsed in your
own program only.

Using POWER E.HFITHIEE YOU Can worm

many times faster with your data recorder.
Thesa taps commands are used in your own
programs only.

POWERMOMITOR

A powerful machine language monitor that is
readity available and leaves all of your Commo-
dore memaony available for programming

Abwo works in BASK -ROM, KERMAL and 180

Bacam Devires Lod coes. n
aulhorise the makang ey anr
whalsaever ol Copies of ail
ather prodect d maienad, and weers of the Power Canndge

Areas massi obkain the necessary prios consent foe kg uf
suchoppees or adaptions from all copyright snd ok sght
wraners Corkerrmsd] . Sew LIK Capyright, Desigens & Paiers
Agn 1468

Bitcon Devices Ltd ENGLAND.

COMPUTER REPAIRS

Tel: 051-336 2668
AMSTRAD * SINCLAIR + COMMODORE * ATARI
MOST MAKES REPAIRED AND SERVICED

FREE ESTIMATES

NO STANDARD CHARGES!

JUST BRING YOUR COMPUTER TO US FOR A FREE ESTIMATE
ALTERNATIVELY SEND YOUR COMPUTER TO US WITH A CHEQUE
FOR £5.00 TO COVER RETURN POSTAGE AND WE WILL SEND YOU

A WRITTEN QUOTATION WITH NO OBLIGATION!

TELPHONE US NOW FOR FURTHER INFORMATION

HAWKWELL ELECTRONICS

2 WYMANS COTTAGES, MOUNT BOVERS LANE, HAWKWELL,
HOCKLEY, ESSEX SS5 4]B

TEL. SOUTHEND 0702-207593 ANYTIME.

OPEN MONDAY - SATURDAY 9AM - 6PM

POWER RESET

e b kool the POOWER CARTRIDEGE theere

s a Reset Button, Pressing this buiton makes a

SPECIAL MENL appear on thee sereen

CONTINUE A Mo you o return o your
prosram

BASIC Bt bo HASIC

RESET Mot far pokes or infinite lives

TOTAL Savies bhie coemtends of he

BACKLIF mwermny cenin a Disk. The

DISK programcan be reloaded Later
ity BLE 3 ol lcpwesed By
COMTINUE

RESET ALL RESET oof amvy T .

TOTAL Ar BACKUP DISK hut to TAPE

BACKLIP

TAPE

HARDCOPY — At any marmesnl, prints oul a
Hardcopy of the screen
Liung COMNTINLIE afterwards
it Can refunn bo the program

MOMITOR - Takes you intothe Machine
lamgu age Monitor

Bitcon Devices Ltd. TEL: 091 480 1875 and 091 480 1918
88 BEWICK ROAD ::xumm walcome - Chegques or PO
GATESHEAD to BOL.
TYNE AND WEAR UK orders add £1.20 post/pack total - £18.50
incl. VAT,
NES 1RS Europe orders add £2.50,

Owvarseas add £3.50
TRADE AND EXPORT EMQUIRIES WELCOME
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FRONT CRAWLIN’ CF
Dear TMB,

You probably already know that your fantastic
mag costs $7.60 here in Australia. It's also
about three months late. Now you're probably
thinking I'm complaining. Well you're wrong. |
reckon £2.20 is a fair price to pay for a work
of art. But how is it that we get to pay $7.607
After all, the Aussie dollar ain't that bad.

Well I'll tell you, even if you don't care. It
gets here with the Commodore Format swim-
mer. That's right folks, he swims hare with
the precious cargo strapped to his back — I've
sean him, and boy does he look stuffed.
Anyway, that explains it all — the time it takes
him to swim here causes the delay, the high
wage he's paid due to the dangerous nature
of his employment explains the price.

Enough about that, now for the customary
numbered questions :

1) What do you think of the 3D Construction
Kit ? How does it compare to the brilliant
Shoot 'Em Up Construction Kit 7

2) What do you think are our chances of
being able to get a platform game construc-
tion kit in the future? Do they already exist?
3) Don't you think that Football Manager
should have been included in your A-Z of
classic games?

4) Do you think you could make your Mail
Order section a bit more user friendly to over-

: ‘“ﬁhis

eee——

month old Q;eysome Spares a few

moments to reminisce over his earlier career
as a movie star. And if that bores you sense-
less, maybe you’d settle for sending him a
few words via Commodore Format, 30
Monmouth Street, Bath BA1 2BW. Action!

seas readers? Why do we have to ring Clare
anyway? Couldn't you just make allowance
by saying overseas readers should add £x to
the listed price? This would make it a lot eas-
ier for us.

Finally, I'd like to say that | think your
Power Rating system is great. I've had just
about enough hookability, lastability rubbish
to make me sick. Good on ya, CF. Keep it up.
Mark Civitella, Perth, Western Australia

it's no good. You've rumbled our plot. Blown
our gaff. Yes folks, due o the recession, poor
old CF has to send it's overseas supplies by
Swim-U-Like delivery services. ('No Ocean
. Too Wide').
n 1) The main difference between
" the two utilities is in the style
of game which you can
construct. If you're into
high-speed scrolly shoot
‘em ups, then the slow-
maoving exploration of the
3DCK won't be your cup
of tea. Also, on balance, |
think it takes a ot longer
to prepare a fully-fledged
3DCK game than one
using the SELCK.
2) Sensible Software had
plans to code a platform
game construction kit
many moons ago but,
sadly, it came to naught.
3) Probably. The top 100
were chosen by Gordo,
and to be honest he was
‘Here | am sharing a pri-
vate joke with Kim Parker
behind the scenes of

Fiend Without A Face.
Note the Deely Boppers'

a bit spoilt for choice. If we did the top 1,000
we'd probably have missed someona’s
favourite 64 game.

4) We can’ t just add X amount for overseas
readers, since you could live anywhere from
Ireland to Australia. Anyway, Clare's very
nice. Why don't you want to speak to her?
TMB

GREEDY QUESTIONEER

To the pink one,

Firstly, | would like to commeant on the letter
about ELSPA in CF12. The reader who wrote
may feel anger for the ELSPA adverts and
the pain they may cause inadvertently, but at
least they are striving for a good cause.
However, the reader fails to mention the tele-
phone number advertisements which also
appeal to ‘young, vulnerable children’. These
too can cause pain as the child, attracted by
the advert, runs up huge debts which cannot
be repaid, causing the family anguish an pos-
sibly forcing them out of their home. This is
not an exaggeration, it has happened! Maybe
all adverts such as ELSPA and the 0898
numbers should be banned.

Secondly, | would like to ask you a list of
guestions (At this point, Mr English pro-
ceedsd to ask no fewer than 4.3 questions. |
thought this was a bit greedy, so 've just
picked the best ones — TMB):

1) Is the Mega-Hot collection worth getting as
| have heard that both Pro-Tennis and Mig-29
are quite good?

2) Is ATF any good?

3) | own World Class Leaderboard and
Leaderboard but can't find Tournament
Leaderboard anywhere. Can you help?

4) ls Laser Squad worth buying?

5) In CF4 there was an advertisement for a
compilation called Challengers but | can't find

Sailin’ into your mailin’ - COMMODORE FORMAT 14, November 1991
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it anywhere. Where can | get it and how
much will it cost?

&) What are your favourite three full-prica
games not reviewed by CF?

7) Are there any major differences between
the board and computer game HeroQuest?
8) Which cricket simulator would you recom-
mend above others?

9) When will Robocop 3 be out on G647

10) In CF12 you mentioned the 3.5" disk
drive. Is there any future possibility of this
becoming the main disk for the C64, not just
for programming but for games as well?
11) What are the main advantages of a

0003
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I'm even starting to pruna)’

disk drive over a tape deck?

12) Do you need a mouse or disk drive for
OCP Art Studio?

13) What was the first games computer? And
how would it rate against modern computers?
14) |s there or will there ever be a game
based on running the British Government?
15) Is Star Trek on tape and where can | get
it if it is?

Please answer some of these questions
as it will keep me totally satisfied if you do
(for this month anyway).

Miguel English, Wirral

1) | think you're a bit confused Mig-29 wasn't
written for the C64 — it's a 16-bit vector
graphic flight sim. However, 64 Pro Tennis is
a damn fine tennis game.

2) It's... all right. It's quite old and looks a bit
simple compared to flight sims like Gunship.
3) Al three games are on MultiMixx 1 ort the
Kixx label. If in doubt, give US Gold a ring on
021 356 3388 and speak to Donna Currigan.
4) Most definitely. Contact Blade Soffware on
0480 496497 and natter to Louise Robertson.
5) You need to call Duncan Louthian at Ubi
Soft on 0252 860239, Be prepared fo lash out
£15 or so for the tape version.

g) Ooh, that's a toughie! Three of the best
pre-CF games are Arkanoid, Defender Of
The Crown and Elite. (But then, that’s only
taken us as far as the 'E'sl) Really, there are
far too many games which appeared before
CF to choose from.

7) There are slight differences, the main one

q " e J
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“Oh, | had such a rotten time making The Final
Programme. They never gave me any lines, and |
was stuck in that tank for six months (you can see

being that you can't add your own rules fo the
64 version. For instance, you can't define
your own scenario and take some chums on
a quest of your own imagining. But then, of
course, you can't play the board game on
Vour owr.
8) Amazingly, the ancient Graham Gooch’s
Test Cricket is still the one to go for.
9) Probe are busy hacking away on Robao 3,
which is destined for a cart-only Christmas
time release. (And check out our
. Power Preview, comin’ soon!)
10) The drive is really aimed at
N\ ome coders, but I'm sure we'll
\o# be seeing a few compilation
disks in the future. Interested? Call
TIB on 0274 736930.
11) Speed, speed and, most impor-
tantly, speed. You can store a lot more
data on one disk than you can on one
tape, and you can access any of the
data at any time. Dala on tape is
sequential, which means you have to
fast forward/rewind to get to the bit you
want (and we all know what a pain that
can bel).
12) Not necessarily: the OCP Art Studio
runs on tape using a joystick, but the
mouse/disk drive option is friendlier.
13) Many of the early mainframe com-
puters ran simple games like Noughts
And Crosses, but the first dedicated
games machine has to be Nolan
Bushnell's Pong arcade machine. This
was swiftly followed by the Binatone and
Prinztronic Ping Pong machines which
were a bit basic to say the least.
Compared to today's machines? There
is none.
14) Well, Mosaic Fublishing released Yes
Prime Minister which is about as close to real
ministerial business as any sane person
would want to get. Shame it was crap, really.
15) Star Trek — designed by Mike Singleton —
was originally released on the Firebird labeal
(British Telecomsoff) which was then bought
by Microprose. Given that Mike still receives
the odd royalty cheque, try giving Microprose
a bell on 0666 54326.
T™MB

ANYONE FOR SPAM?
Dear TMB

I'm interested in producing a disk fanzine. For
this, | would need a DTP wouldn't |? Any tips
on the cheapest and best one to get? Also,
could | produce covers, fonts, drawings etc,
for my fanzine with my OCP Art Studio?
Robert Pearce (Future Fanzine Tycoon)

You don't need a DTP, you need some DTP.
It stands for Desk Top Publishing and
describes the way in which magazines like
CF are produced, using computers and on-
screen layout. Really, the only package you
need s Stop Press And Mouse. This is a
disk-based DTP package which, considering
the limitations of the 64, can produce some
vary professional-looking documents.
Although you can't import files from other
graphics packages, it does have its own font
and screen editors built-in. You can get
SPAM from CF's mail order department for a
paltry £24.95. Flip to page 66 right now!

Remember, remember COMMODORE FORMAT 14, November 1991

Dear Mr. Brain,

This is a letter of complaint. | am very
annoyed with you indeed. (Uh-oh! — TMB) As
you know in issue 10 of your magazine you
told Mr Ben Smith of Kent how to reset his 64
with a paperclip. Because of this information |
have repaired a total of three C64 computers
because the kids who read your column
decided to try it and consequently damaged
their machines. | can tell you now their par-
ents weren't at all pleased — especially with
you or your magazine.

| am an electrician and repaired their
machines for nothing because they were
friends of mine. But | sympathise with any
other kids who have done the same and had
to spend anything from £28 to £54 to get their
machine repaired.

| wouldn't be very pleased if my son had
just ruined a computer because of what ‘The
Mighty Brain" had printed. In fact | wouldn't be
surprised if you get a few repair bills posted
to you. Fair enough you did give a warning
but do you think any kid who is eager to
infinite lives on his favourite game is going to
take any notice?

There is a reset cartridge available from
an advert printed in your magazine and it
costs no more than £6.99. It is obtainable
from Commodore Supplies (tel: 0322
291219). | think a lot of people would find that
cheaper than a repair billl

A lot of people who read your magazine
have great respect for you because you are
‘The Mighty Brain' and they take the informa-
tion you print seriously. Don't let them down. |
think you owe it to you readers to correct the
damage you helped contribute to.

Mever — | repeat — never stick anything in
the back of your computer, whether it is a
screwdriver or a paperclip or even a hamster.
Don't do it — it's bad for your Commodora's
health and the hamster's too |
The Warrior

As you said, Mr Warrior, we did warn people
about the dangers inherent in ye olde paper
clip reset, so anyone thinking of sending me
a rapair bill can just think again. Resetting the
B4 using some wirey device is just as reliable
as using a resef swifch, as long as you are
careful. Sorry for any inconvenience, but |
can only suggest that if you have poor eyes-
sight or shaky hands, don't do it!

T™™B

PONDERING PIRACY

Dear Mighty Brain

| recently read your letter on software piracy
{CF12), and although | do not agree with you
entirely | do find your opinions more open-
minded than most.

For years | have believed software piracy
is just a way of thinking. Copying software
only becomes piracy when someone says
you can't copy it. This may sound straightfor-
ward on the surface but a bit of lateral
thinking will give you the answer: find a rea-
son to legitamise copying.

Finding a reason to copy is easy. To start
with there's advertising. For example, if | pro-
duced a program that included advertising for
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CF, you would want that advertising to reach
a large audience. Now, you tell me how you
could do that? In other words, you're selling
your produce, not the software.

This line of thought has other benafits.
You only have to produce a handful of origi-
nals and the rest is done by the 'pirates’.
Also, the advertisers would put more money
into the development of better software. This
is obvious because the better software would
be copied and used more regularly. Why
can't the best word processor be sponsored
by Pepsi?

| have had wvery strong views about soft-
ware piracy in the past and can not believe
how narrow-minded people can be. Perhaps |
should have shouted a long time ago but it's
better late than never.

While I'm on the subject of computers, do
you know of any good places where | can get
books on Machine Language for the 64 and
128 as I've looked everywhere without suc-
cess. Thanks.

Gareth Guest, Stourbridge

P.S. why don't you do program hints and tips
for the C128 there is a lot of people out there
who would benefit?

Interesting views but | don't think they would
ever work. Basically, what you're
suggesting is soffware which is
sponsored and paid for by the

ads they carry. Unfortunately, /‘

you can bet your life that { Pt
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the first thing pirates
would do is to hack into
the program and remove
the advertising just for the hell of it
(they're a bit stupid like that).

And what about those honest
people who don't have access fo a
pirate ring’. Presumably, these poor
saps would have to go out and buy
the game instead — or perhaps the
shops would just hand out tapes
which have previously been copied
behind the counter?

| also think that this system
would seriously detract from the
guality of the software. At the

; . ‘I'had a lot of fun in This Island Earth, being carried around
Homent. 119 hottar e gume (12 on top of a stuntman for the whole movie! No lines - again’

ally) the more it sells. This is a
strong incentive to make a game as good as
possible. But if the programmer is guaran-
feed a wage, he'll just whack out the game
and take his cut. Ta very much Pepsi/Sony/
Fordiwhoever.

Sorry, but as far as I'm concerned the cur-
rent system works pretfy well; it's only the
pirates who spoil it for everyone else.

TMB

Dear Mighty Brain,

| have some gquestions which | hope you can
answer. Here goes:

1) | was recently given a Commodore B032-
5K computer with a 8023P tractor printer and
a 8050 dual disk drive. The disk drive is con-
nected to the computer and the printer is
connected to the disk drive. What would be
the cheapest interface that could connect
both of these to my C647? | was thinking

\_/

2) WIll I be able to load previously saved
Basic CB4 programs into the 64 as it doesn't
load them into the BO32 (I tried it with a
friend’s disk). Will it load games software?
3) Will there be a conversion of the
Moonwalker coin-op?

4) How do you use a Neos mouse in your
own programs?

5) Will Turtles — The Coin-Op be out on car-
tridge and will it have the presentation
screens like the arcade?

6) Will you be sending out more ‘sniffars’ to
try and get more back issues because | tried
to get issues 1,2 and 3 but got the cheque
back because there was none of these left.
Steven Robb, Keith, Scotland

1) & 2) I'm afraid that your C64 probably
won’t want to talk to your 8050 disk drive at
all, so you might have to resort to spending
some money on new(ish) equipment. If you
would like some more information about how
fo use the equipment you do have, if's proba-
by time fo contact our old chums ICPUG on
081 651 5436.

3) There are no plans fo produce either a
Moonwalker coin-op convo, or a version of
the Moonwalker game currently being played
on Sega'’s home consoles. US Gold did pro-
duce a Moonwalker game to tie-in with the
movie, but it was so dire I'm not even going
to finish this senten

4) Without going into detail (this is Paul
Lyons territory) you have to read the signals

from Port 2 (PEEK it) and translate the
mouse signals info something your program
can use. Sounds like you could do with the
CE84 Programmer's Reference Guide (ISBN
3-88963-183-5).

5) Turtles (PowerTested on page 32) is on
tape and disk as normal. It doesn't have the
intro scenes because even with the data
compressed it still fils a double-sided disk.
However, you do have the outro sequence
which is pretty spiffy.

6) Sorry, those excellent issues have finally
sold right out, never to be seen again.

TMB

CHART TALK

Dear TMB,

| would hate to be a stick in the mud but, |
have got a copy of the Great Giana Sisters. |
have have had it for a long time now. Note, it
is not pirated or produced illegally and is in its

YOUR LETTeRS O

Thanks to Mohit Rac of Victoria in Australia
for sending in versions of Ocean's Mario
Bros (top) and Super Mario Bros [bottom).
Sorry, Mohit, but this is in fact a hacked
copy of Great Giana Sisters, with the main
sprite altered to look like Mario. And while it
might look like the greatest platform game
in the Universe, it sure don't play like it!

| have also got some guestions:
1) Have you any information on 3 because |
have completed Turmy 2.
2) Why is your mag so cheap? My last one
had 4 great demos and a good game. You
must be paid peanuts.
3) How does Gallup Ltd get the information
for the charts?
John Muzalewski, Grimsby

If | were you, I'd guard that copy of GGS with
your life — there aren't many copies out there!
1) I'm afraid Manfred Trenz has moved onto
other things. So far, there are no plans for a

Turrican 3. ]

2) You're not kidding. The team even have fo
shell them themselves.

J3) The chart information is collated directly
from sales. Certain shops use the bar codes
on game boxes to ring up the price. Each
sale /s recorded and this information is
passed on to Gallup who put it all onto com-
pufer and sort them into order of biggest
sales. It's a very accurate system.

™B

TAPE TO DISK

" Dear Mighty Brain,

After reading Snippets (CF12, pages 11 and
13) about Commodore removing the cassette
port from future C64’s, this will make the
PowerPacks on the fronf of future issues of
Commodore Format redundant. Will there be
a form of voucher system for the C64 users
who do not have the parts to get disks?
Darren P. Emenery, Hailsham

There are more than enough C64 owners
with tape decks to ensure that CF's
PowerPacks will continue. If in the future
thera's a great enough demand for disk ver-
sions of the tape, perhaps we could instigate
some sort of replacement service.

about the Sprint 128 from Datel Electronics. proper box with the instructions. TMB }

COMMODORE FORMAT 14, November 1991 - home of the better letter



MOVIE, MOVIE

Dear TMB

| had a couple of questions about the C64
Computer in mind, so seeing as you were the
mightiest brain in all of the universe | figured
it fitted to send them to you, Okay, away | go:
a) | knew that Mirrorsoft was behind Back To
The Future 2 and 3, so when | wanted to
know about the first film and if there was a
game, | rang them up. ‘Sorry there is a game
but we don't have the licence and don't know
who does.’ So is there any slight possibility of
it being on the cover tape? If not, could you
tell me what label it is on and where | can get
it from?

b) Apparently, there is a game to go with the
film of Bladerunner. Any chance of that being
a cover game or can you tell me the name of
the software house?

Mark J H Seavers, Kenilworth

P.5. Hello to: Brian, Michealle, Robert, and
Ben Heatley and John and Robert Seavers,
and my Mum, Sue Seavers (John is my Dad).

a) The first Back To The Future game was
coded by Martin Walker for Electric Dreams.
He was given less than 20 weeks lo code an
original game to coincide with the release of
the movie, and considering this, he was qguite
happy with the results. (Reviews weren't so
favourable, though). It's now deleted.

b) CRL coded a game based on the Vangelis
soundirack of the film Bladerunner (weird,
huh?). it was, by all accounts, garbage.

TME
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‘There was romance in the air between myself and
Anne Heywood, during the making of Vengeance. In
the end, though, she ran off with one of the legs’

Dear Brain

Ag you are the most intelligent thing known to
man, | hope you can spare some time by
answering my questions.

1) When is WWF Wrestling from Ocean being
released and is it coming on cart or cassette?
2) Can you get the 1541 MKII disk drive for
under £1007 (| can't afford anything more.)

3) Why isn't Sim City on cassette? I've been
told it's brilliant.

4) I'm a mug for buying crap games. Could
you tell Steve J to make a better effort in get-
ting games reviewed before they come in the
shops? (1 was going to say kick up the back-
side, but you don’t have any legs).

Darren Ramage, Luton
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Your honest opinion of COMMODORE FORMAT

[ B To help us keep improving your favourite
I magazine, please fill in and return this form
" each month

| 1. Rate COMMODORE FORMAT in terms of
value for money: (Tick one)
I 01 Excellent! 0 Good
I 0 Poor A Rip-off!
| 2. How did you buy this issue? [Tick one)
| O | subscribe
| 0 Asked newsagent to reserve copy
M Had it delivered to my home
: 7 Just went in and bought it

1 Reasonable

| 3. Out of ten, how much did this month's cover

I make you want to look inside?..................../10
I 4. How much does this issue appeal to you
A S L A e /10
I

| 5. How does it compare with

previous issues you've seen? (Tick one)
I 0 Much better! 1 Slightly better

I o About the same standard

| O Slightly worse 0 Much worse!

I 6. Rate out of ten this and any other computer
| mags you buy regularly (until they go bust):

..................................................................... /10
B e e /10
g e it e /10
Rl e LT A /10
MR S R R S /10
e R R s 10

7. Out of ten, how do you rate this month's
e e T e SRR SR et S Rl e ol S10

8. How many other people read your copy of
Commodore Format .............cccivvieemeinsinesennnas

9. What do you like most and then least about
this issue?

| most like........... B e e R L e |
........................................................................... |
........................................................................... |
I
: |
AN et il R T e e 1
I
I
|
|
........................................................................... I
Your name and address:” |
I
|
......................................................................... |
.......................................................................... I
......................................................................... |
* Leave blank if you wish — but we may want to send :
you details of exclusive special offers
B Mo stamp needed if posted in UK. Pop in an enve- :
lope and return to: CF November Survey, Future
Publishing, Freepost, Bath, Avon BAL 2XF i

L_---———_ﬂ_----——_—_—----—_—_—_-

Just drop a line to COMMODORE FORMAT 15, December 1991

1) WWF should be out before
Chrimble, so you won't have fo wait
much longer.

2) You're going to have fo scour the
second hand columns of mags like New
Computer Express for that sort of stuff.

3) Big games like Sim City need to have
constant access to information which they
can only get by reading from disk as the
game goes along. They could put it on
tape, but it wouldn't have half the features
of the disk version and would probably be
pretiy dull.

4) Qur cretinous Editor does his best to
get hofd of games before they're released
but software houses are particularly
cagey about releasing pre-pro games
these days because of the dangers of
piracy. (Cheek! As if we would pirate
them! Harumph.) Also, if a game is 'duff’,
publishers are loathed to send out a review
copy lest it should get a slagging.

T™MB

5V SPRINT

Dear Mighty Brain

| have just purchased a Citizen Swift 24
printer to use with my C64, and it works just
fine. The only problem is that the Sprint 128
I/F needs a 5 volt power feed which it gets
from a lead which | have to connact to the
cassette port on the computer. That's all right
if you don’t have to use the Datasette at the
same time. Could you tell me if there is a
device which will connect both pieces of
hardware, as it is annoying having to discon-
nect one device to use the other, and the
flimsy wire on the I/F won't take much strain.
John Joslin, Dagenham

Nip down to some electronics retailer and buy
a variable voltage power adaptor. Crank it
down to 5v and connect it to the Sprint 128
lead (this may involve some soldering). That
frees up the cassetle port, and saves having
fo keep disconnecting the lead.

TMB

COUNTER POINT

Dear TMB

1) If you are so clever, why don't you solve
some of the world's problems?

2) Recently | went to my local computer shop
to buy Atomic Robo Kid or Shadow Of The
Beast. But when | asked the man behind the
counter if had them in, he told me that they
weren't out yet. Is this true?

3) | hope you don't mind me saying this, but |
think your ego is twice as big as your 1Q.

4) Are there any more Mighty Brains?
Andrew Smith

1) Hey dude, it's not my planet.

2) He's dead wrong: they've both been on the
shelves for months. You can get Shadow Of
The Beast from Ocean (tel: 061 832 6633)
but since Activision have sort of fizzled out,
you'll have to check out some of the mail
order companies for a copy of Atomic Robo-
Kid. You should find it.

3) ‘Ego’ is a strictly human term. | don't need
one. But if | did have one, you'd be right.

4) Are you kidding?

™B
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Welcome to our
on-going series of
articles explaining
Basic programming
for beginners. This
month Phil South
puts some colour on
nlast month's exciting episode 1 told  pie gopeen, courtesy of a spectral sprite. And

you all about how to access multicolour

mode. This month I'lbe covering more ~ ¢hose of you who think your screen display is

about that and how you can actually

make your own multicoloured sprites. out Of character, I‘E.ad on

Also I'll be touching on ways in which you can
alter your character set (the letters and char- POKE 53272,(PEEK(53272)AND 240)+12

‘\\

acters you see on your C64 screen) and POKE 56334, PEEK(56334)AND 254 — which switches the screen output to the
using user-defined characters. new ghgracter sat. Then lines 80-140 _ioad
— turns off the keyboard. And: the bits into the four characters you will be
CHA“GING YGUII using for the cat shape. All the data for the
POKE 1,PEEK({1)AND 251 shape is in the DATA statements at the end
Clllmmk of the program. Each line of the characters is
When you're simply typing programs in Basic,  —ums off the I/O. To turn them back on loaded one at a time, and all you need to do
you see the standard characters appear on again you need to do the same line but to add more characters is change the FOR
the screen. These are called up from the change the last bits to OR 1 and OR 4 like CHAR=60 to 63 to a bigger range of other
CB4's ROM, where they are stored as infor- this: characters, and put all the data at the end. ]
| mation in the form of bits, like any program or And the last bit of actual instruction is the
i piece of info in the computer. When you first POKE 56334 PEEK({56334)0OR 1POKE line which goes:
boot your computer it loads these letter 1,PEEK(1)OR 4
| shapes from ROM. One of these is called POKE 53272,21
i each time you press a key, and the appropri- Then at line 70 you see the ling:
ate letter is printed fo the screen. — which sets the character set back to naor-

ROM is Read Only Memary, so if you

| want to tinker with these shapes you have to
copy the character set from ROM to RAM (or
Random Access Memory). Only then can you
alter the bits which make up the shapes. Try
the program on the right for size:

W

I =] MED=I={FILD

EEK(S6334>AND 254:POKE 1,

WM

m
g et ¥
s

MMTLATZTNIMRTD

J,PEEK(S3248+1I%8+J)
R 4: POKE 56334,PEEK(S
S5327T2)AND 248>+12

—

LRLRR 8 = [a Lorle
g pgl=el=lu=ld, NN

WooDoOMS
T N

w

The program takes about 15-20 seconds 1o
execute, and when it's finished you've copied
the ROM character set into RAM and trans-
formed four of the characters into a little cat!

First you turn off the keyboard interrupts
and /O in line 10. This makes sure you dont
upset the copying process with any key
presses. Then you set up a pair of loops 1o
read each character in turn, line by line. The
For/Mext loop | means you copy 64 charac-
ters, and 0 to 7 means you will copy each of
the & lines of bits which make up each char-
acter. That's what takes the time.

Once that's done turn the keyboard and
IYO back on again. You can turn both the key-

board and I.-'D.un and off with PEEKs and urn letters into little cats! This listing enables you to redefine the character set any way i
POKEs like this: you wish. Keep this listing handy because Phil will be using it again in the future
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mal. Easy as blinking. Yes it is an easy
example, but all the info you need to get you
going with programmable characters is there,
S0 you can get as complex as you like.

That's all for this time. Join me next
month for more Basic programming hints and
tips and manifold wonderments! ( What are
you babbling about, Snouty? - Ed)

MULTICOLOURED
SPRITE DESIGN

In CF12 | drew a little sprite for you to use. It
was a normal sprite with only one colour on it
{well two if you count the background where
it peeked through the holes). Now this is
another sprite but this time it's a multi-
coloured one. The only real difference is that
you have to turn the multicolour mode on,
and the bits are bit pairs rather than singla
bits, telling the computer which of the colours
you want in each space.

Each pixel is expanded sideways to the
size of two pixels in this mode, so the resolu-
tion is halved. However, this is made up for
by extra colours. The sprite is the same one
as we defined in the previous issue but this
time it looks different, because it is rendered
in more than one colour, and the resolution is
a little chunkier. The sprite colours are the
defaults but you can change the colours by
poking V+37, V+38 and V+39 with the three
colour numbers you'd like.

YOUR LETTERS

The usual pile of post this month, so without
much further ado here's a letter from Joe
Logan of Leicestershire asking:

Dear Phil

How do you get the computer to sense that
your sprite has walked into an exit. Talking of
walking into exits, how do you make sprites
movable?

Wall, once you've created the sprite, you can
mave it by altering the X and ¥ co-ordinates
on the screen. First you have to call a vari-
able V and set it to 53248. This is the start of
the sprite data in the VIC chip. Then you
need to POKE V+4 with the number of hori-
Zontal or X co-ordinates on the screen, and
POKE V+5 with the vertical or Y co-ordinates.
If the numbers you POKE are variables you
can either alter these by a loop or a
READ/DATA set up. You can see this work-
ing in the sprite program | did in CF7. As for
collision defection, you will have to make the
doorway a sprite and detect using the sprite
collision register at location 53279. Look it up
in your Programmer's Reference Guide, or
wait until | do this in a couple of issues’ fime.
PS5

Dear Phil,

| used your program with the ‘Monty Mole'
type graphic and, after a bit of poking, peek-
ing and generally mucking about | could
change the colour, the shape, the position on
the X axis, the position on the ¥ axis. The
problem is this: on the X axis | could get up to
229 only and it wouldn't move a pixel. The
graphic just sat in about the middle of the
screen. | tried to move it but it just kept print-

Doing a multicolour
sprite right
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Line 10 clears the screen in the usual
way by printing a CLR/HOME character.
Line 20 sets the sprite pointer for sprite
number zero at location 2040.

Line 30 creates the sprite data from
READ and DATA statements and POKEs
the numbers into the 63 bytes starting at
location 832 to 894. This is where sprite
0 stores its data.

Line 40 saves you time by setting the
variable V to the start of the Video Chip
location in memory, that is to say 53248.
Line 50 turns the sprite on in multicolour
mode. (Ta dah!)

Line 60 sets the main colour of sprite 0
to white, although the other two colours
will be default colours.

Lines 70 and 80 tell you where the sprite

ing something about an illegal quantity error.
| tried a minus number to see if it would
then appear on the other side. This didn't
work and | got the same message.
Please help me, as | want to be a com-
puter programmer.
Robert Terrazzans, Essex

I can’t be specific without seeing your listing
but the problem seems fo stem from your
additions or modifications to the original pro-
gram, because there’'s nothing in it to stop
the sprife from moving beyond any point. You
should only get an illegal quantity error if
you've either done something crazy like try-
ing to divide a number by zero or you've set
up a loop and tried to go beyond its limits.
S0, have another look at what the program is
doing te your loops. And good luck. PS

832+62:-READ Z:POKE S,Z:-N

will appear on the screen, using X and Y
co-ordinates, where X is horizontal and Y
is vertical. Line 70 POKEs V with the X
location of 24, and line 80 POKEs V+1
with the Y location of 100. 24 is the left-
maost point you can place a sprite on the
screen and have it visible, as there's a
border around the screen which you
can't see. This is so you can bring a
sprite onto the screen without having it
appear suddenly at the edge. If the X and
Y were both zero, the sprite would be at
the top left hand side of the screen, out
of sight.

Lines 100-300 are the data statements,
which the READ command in line 30
uses. The data was calculated using the
sprite diagram in fig 1.

Homework
prob no. 9

This month’s problem is to create a pro-
gram which uses character graphics that
you've programmed to create the
Commodore Format logo on the screen.
You can do a scrolling message along the
bottom of the screen too, if you like, but
that's only if you've got a brain the size of
a big melon! Have fun, and send me your
best shot. I'll give a prize for the best ones
I get, as this is a bit hard. So get tapping,
all you coders! And remember to write to:
Back To Basic, Commodore Format, 30
Monmouth Street, Bath BA1 2BW.
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hat does the term MID|
mean to you? If you think
that it's one of those all-
in-one hi-fi systems, then
you're obviously not clued
in to the world of creating electronic music.
So what is MIDI?

It stands for Musical Instrument Digital
Interface and is a standard whereby elec-

tronic instruments can ‘talk' to each other to
create music. Using a special interface
plugged into your computer, a piece of
sequencing software and a synthesiser, you
can play and record notes and other musical
information directly into your machine and
edit it to get the desired results.

MIDI comprizes 16 individual channels,
each of which can be used to control a sepa
rate instrument. The system works like a
multitrack tape recorder, except you are
recording data instead of sound. You can
record on each of the 16 ‘tracks’, then start to
mess around with the data: correcting mis-
takes, changing the tempo and even moving
whole sections of the song around.

You can also put in codes to control the
actual sounds that are used along with pitch
bending information, how hard a note is hit
and what happens after the note is struck.
Sound confusing? Well it can be at first, but
once you start messing around with MIDI it all
begins to fit into place. So how can you get
into the field of electronic music? If you've got
a CB64 and a synth, you can now link them up
with the [ntro MIDI Starter Kit.

The package comes with an interface
which plugs into the cartridge port (this con-
tains the MIDI input and output sockets), two
five-foot MIDI cables and a disk containing
version 2 of Dr. T's Keyboard Conirolled
Sequencer software on disk. Setting up the
system is extremaely simple. Just plug in the
interface, couple one lead from your key-
board’'s MIDI in to the interface’s MIDI out
and vice versa for the second lead. That's it!

KCS5 is a rather unusual system, in that all
the functions are carried out by typing com-
mands in via the computer's keyboard. So if
you don't like typing you're a bit stuffed! On
loading the software, you are presented with
the main menu. This gives access to all the
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THE COMPLETE
MIDI STARTER PACK

Is there a muso in the house? Feeling funky?
Join the man Maff Evans as he samples the
latest music making package from Dr T’s and
turns his 64 into a recording studio. One, two,

testing, testing. . .

EEYBDARD COMTROLLED SEQUENMCER
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Load up the sequencer itself or select one
of the ancilliary functions, such as clock
timing and sync settings

major functions of the program, including
playing, creating and editing sequences.
Selecting one of the functions takes you into
a sub-menu, which in turmn call up the correct
version of a desired function.

Sequences can be created in three ways:
Real time: to record in real time, you first
have to select one of the letter or number
keys to store the sequence. Once this has
been set up, you can press the start key and
play the part on your keyboard. A small blob
will flash to count off the measures and a
metronome click will sound to give you a
tempo. Press F7 to stop recording and the
new sequence will play back.

Step time: operation requires you to first set
the timing, duration and velocity of the notes
you wish to play. You can then start to enter
notes by playing them one-by-one on your
keyboard, inserting rests by hitting F5.

By selecting
the appropri-
ate function
on the main
program

UENCE
UENCES prioyes

tions of the
KCS system,
including
playinag,
recording
and editing
functions

STEF TIHE ENTRY SELECTIONS
DURATION VELGCITY
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Step-time entry requires you first set up the
velocity, time and duration of each note

Typed entry: this calls up a screen contain
ing eight columns, which list information such
as the step and event number along with the
event information. To enter notes, you type in
the time, note, event type, channel and veloc-
ity information in the relevant columns.

Got all that? No? Well working in MIDI
does give rise to a lot of jargon, 50 have a
butchers at the Tech-Talk box to find out.

Once you've got your notes in there, you
use the edit function to correct any mistakes
The edit page is similar to the typed entry
page, with eight columns listing the various
pieces of information. You can list a
sequence by hitting the L key. Then you can
move the cursor around the screen and type
in new values to affect the sequence.

As well as being able to type in informa-
tion to affect a sequence, you can carry out
preset commands including quantise, trans-
pose, copy, move, insert and delete. Just
type the first letter of the command followed
by a range. For example, to franspose notes
three to five, you type in T3-5 and select the
Transpose Pitch function from the menu.
When you're more adventurous, you can star
stringing sequences together to create songs
and call up commands to run your songs in
sync with a drum machine or tape.

Intro is a very comprehensive system,
containing all you really need to get started in
creating electronic music... apart from a synth
and a computer! The interface included in the
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The main play page in action. The names
refer to individual sequences which are
called up at the right time. This is where
your masterpiece comes to life
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package is very good.
It's housed in a robust
case with one MIDI in
and two MIDI out con-
nectors easily
accessible on the top
of the case. The inclu-
sion of the two leads is
a nice touch. The heart
of the system, though,
is the software. So
how does it look?

KCS is hardly the
easiest system for a
beginner to get to grips
+ VE 24 with and could easily
bamboozle the novice
Fi T0 EXIT alectro-musician. The

program is pratty complex, featuring all man-

nar of MIDI controls and operations, which
would tend to overwhelm newcomers to the
world of synths and sequencers. Reading the

TIME CH
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Confused by the techno jargon, eh? Check
out this guide to understanding the terms:

CHANMEL -
MIDI can send information via 16 ‘chan-
-neis’. Each channel behaves like a
separate track, controlling a particular
sound source or synthesiser patch.

EVENT

Each instruction in a MIDI sequence is
called an event. This can be a note, a code
to change a sound or an instruction to
play another sequence.

MEASURE
A measure is a set bar length. You can set
the number of beats in a measure to

define the rhythm of a piece.

MIDI IN, OUT and THRU

These are the three types of MIDI socket
found on instruments. MIDI IN receives
data, MIDI QUT sends data and MIDI THRU
simply mimics the data received at the in
socket allowing you to send it to another
machine.

PATCH
A setiing (usually a sound) on a synthe-
siser, sampler or drum machine.

PITCH-BEND

Some synthesisers allow you to make a
note ‘bend’. This means that a note is held
and slides its pitch up or down,

Tech Talk

QUANTISE 5

This is a process where all your timing
mistakes can be corrected so that each
note falls on a beat.

REAL TIME :
Real time recording is like running a com-
puterised tape recorder. You start the
sequencer recording and simply play the
part ‘live’.

STEP TIME

A useful feature of sequencing is that you
can enter notes one-by-one, thus remov-
ing the difficulty of fluffing up the timing
of notes.

SYNC

Basically a shortenad version of synchro-
nised. Syncing up via MIDI involves the
sequencer keeping in time with a special
code sent from a drum machine or tape
recorder, The usual codes are MIDI Time
Code (MTC), SMPTE or EBU—but thisis a
complex area in its own right!

TRANSPOSE
This means shifting notes up or down in
pitch—in effect retuning a sequence.

VELOCITY

This defines how hard a note is struck.
Usually a high velocity means a loud
sound, whereas a low value gives a softer
sound.

POWERTEST

manual is pretty essential, since the nature of
the program's control system requires you to
know all the commands before you start. The
docurmentation contains tutorials but these
have to be studied carefully before you can
suss out exactly what you're up to.

If this sounds a bit like whining — it isn’t
meant tol It's just a warning! KCS isn’t the
kind of program that you can jump stragnt
into — you have to be patient! It must be said,
however, that the program does feature an
extremely wide range of functions, from
extensive editing controls to complex sync
functions — it's all there. Does it justify the
price? If you want to do serious music work,
this is the piece of software that you'll need
and stuff like this has never come cheap. If
you think of the cost of a disk drive and what
that does for you, it puts it into perspective.
Intro isn't easy to operate, but with persever-
ance you could achieve stunning results.

MAFF

VEL DUR
83 12
64 1
B 12
B 1

4

The real-time record page allows you to
play notes directly into the program, ready
for editing later on in the edit page. It's
complicated but ain't that life...

Intro

DrT's
E£149/£199
Out now

081 766 6564

POWER RATING

B Rather expansiva
W Confusing to the novice
B Sometimes crashes

[ ET T
Publisher
Disk
Release
Contact

B Software that allows you
to be really creative

N Supplied with a good,
sturdy interface unit and all
the leads

N The extra MIDI OUT port
could be very useful

o Powerful editing functions
and a wealth of complex
options

B One of the most compre-
hensive MIDI systems
awvailable for the C&4

B Manual and disk contain
lots of examples and tutori-
als to help you

B Will out-last many a game

«.AND THE UPPERS
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TUESDAY
6TH AUGUST

John: I'm working on the ‘Hidden Bonus
Rooms' at the moment, with some pretty
damn good results. These are secret
rooms which can only be accessed at a
certain time and at a specific area on
some of the Torture Screens. If you do
find them you'll have about one minute in
which to collect as many bonuses as you
can. With just 15 bytes | can print up a
screen layout together with different mul-
ticolour/screen colours and up to 56 sprite
X-Y positions, animations and colours. As
with the Torture Screens, Clyde can leap
about in the top border but with extra
height and speed capabilities. The only
problem is that I'm having quite a difficult
time with the collision routine (needed to
allow Clyde to pick up the bonuses).
Steve: Work had to stop on the game due
to a potentially disastrous situation — the
car stereo was dead. Most of the morning
was spent performing major surgery with
a soldering iron in one hand and a tub of
flux in the other. But finally | got the
power to work and now the bass is back!

This afterncon I've been warking on
the music for the hidden bonus rooms. It's
just a little jingle type of tune that uses
two voices.

PART

LR

Welcome to our first instalment of the
Creatures 1l diary, in which the Apex lads
narrate the day-to-day trials and tribulations
of coding a (hopefully) chart-topping C64
game. We’ve picked it up half-way through the
project, where they’re already busy inflicting
pain on the poor Fuzzies. Take it away, guys...
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One of the hidden bonus
rooms full of collectible crea-
L+ g% tures. As you can see, Clyde
looks suitably surprised!
s = = 5 om

then started the on-screen layout.
#% | This is done using reversed charac-
ters placed on screen and can be
adjusted easily to form the platforms
and background. After the layout is
completed, | can then go around the
‘teletext’ screen filling in the detail.
Also today | was again adjusting
= | the TSB (Torture Screen B) sprite
bank. The alien at the top of the
€2 | screen is now invincible and two
sprites high. Also added the famous
+ | sun and clouds for some extra back-
ground detail.

SATURDAY

£x

THURSDAY
8TH AUGUST

John: After spending all of yesterday try-
ing to fix my collision detection routine |
decided to scrap it and start again last
night. The new system I'd come up with
meant | had to change my position and
split routines as well. So | was working
until 2am and rewrote two days’ work in
just over two hours!

Today however, | got the status in the
bottom border. The status in these rooms
is different to the one in the game. It's
basically just the time left to collect as
many bonuses as you can. | also made it
possible for Clyde to fall off the bottom of
the screen and into another one below.
Steve: Last night was spent trying to
come up with a new Torture Screen
design for the first one in the game. |
finalised the basic ideas this morning,

10TH AUGUST

John: I've added another two screens to
the original one making this hidden bonus
room three screens high. You now exit the
rooms if you run out of time or if you col-
lect a ‘Mo’ bonus. | modified the Level
Complete code to print up the amount of
bonuses you collected if you found the
hidden room. If you manage to get a
‘Perfect’ (ie, pick up all the bonuses in the
time allowed) you get an extra life — ain’t
we generous?

Steve: | think it's about time to add some
new weapons for Clyde to use in CRITT
{Clyde Radcliffe In Torture Trouble). |
sketched out a few ideas and am now
putting them into icons. There are three
weapons in the weapon tablet from
Creatures and five new weapons. The
actual sprites have now been designed
but John still has to code the new move-
ment patterns for them, which should be

pretty good.

Clyde alive! It’'s COMMODORE FORMAT 14, November 1991

MONDAY
12TH AUGUST

John: We were down Southend-On-Sea
yesterday playing loads of arcade games
and looking for inspiration. The latest
games we've completed are Midnight
Wanderers (by Steve) and Chariot (by Rob
“Transmission Software’ Ellis). We also
played the new Sega machine called Time
Traveller, which features pseudo-holo-
graphic people in front of you. It looked
pretty good actually and may start a new
wave of holographic games (well leis
hope they play better than Time Traveller
does! — Ed).

Back to our game however, and I've
been adding the finishing touches fo TSE.
I've added the sun and clouds in the top
border and tweaked the odd bit of code
{actually a lot of the code is odd!). |
worked into the early hours of Tuesday
adding Clyde's new weapans, including
two which can be fired out and left spin-
ning around until they hit a bad guy or
you go and pick ‘em up!

Steve: As John's just mentioned, we were
in Southend yesterday and pretty damn
warm it was too. You can call me Mr
‘Midnight Wanderers’ as | think this game
is pretty cool. There's a huge disgusting
blob sort of alien on the first level with
what looks like a very bad case of halito-
sis (even worse than Clyde's). There are
plenty of other aliens that would look nice
in CRITT but | try not to copy ideas and
keep mine original (honestly!).

At the moment | am working on some
music for TSB which, coincidentally,
sounds reminiscent to the music for
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Creatures TSB. Also done in the music
department is some new ‘Level Complete’
music which is good but may be changed
for something better (if | get around to re-
writing again!).

Clyde: Hey, come on guys! My breath's
not that bad!

THURSDAY
15TH AUGUST

John: | came to add some extra sound FX
today and noticed that there are a hell of a
lot of SFX in there from Creatures that
aren’t used in Creatures /. So | spent an
hour finding out which ones weren't
needed, ripping them out and then adding
the new SFX. | also tweaked the Bonus
game (with the bouncing Fuzzies), adjust-
ing the ‘snatcher’ detection in particular.
On top of this | made it jump to ‘Level
Complete’ once the required guota of
Fuzzies had been saved.

I was speaking to the one and anly
Dave ‘fax king’ Birch today (the big
cheese at Thalamus) and he was saying
that Creatures is selling rather well to say
the least. So it's a big ‘thanks’ to everyone
who bought a copy and ‘buy a copy’ to
the few of you who haven't.

Steve: As Johnny has been sorting out
his SFX bank I thought | might do some
new SFX just for fun. | came up with a
pretty good ‘Coin Collect’ 30 second timer
and the screamin' Fuzzy sound effect.

Just to make some points a bit clearer,
when we refer to a Torture Screen eg,
‘TSE’ we mean this is the fifth (E) in the
order of design. This means that they
could appear in any order in the game. So
there you are - clear as mud.

During this project, about eight
months so far, | have been a bit bored
once or twice (yes, only once or twice). So
to keep my mind busy | draw little
sketches of our cute ‘n’ cuddly friend
Clyde Radcliffe. These soon turn into little
stories and | have just started the second
eplsode. This series Is called ‘The Further
Adventures Of Clyde Radcliffe’ so watch
out for it.

MONDAY
19TH AUGUST

John: Andy Roberts (the guy who does
some of the tips and maps for Game
Busters) phoned today asking for a few
Retrograde ‘jump addresses’ and cheat
POKEs (he's doing some tips for it), so |
took an hour off from Creatures lito try
and find them.

With the second Torture Screen finally
finished (YES!) and some new graphics
waiting for me on disk, | suppose I'd bet-
ter start another one. This will appear as
the first in the game but is in fact the fifth
one that has been designed (hence the
code TSE). But before that I've got to rip
out all the code I'm not going to need
from the Torture Screen I've just finished,
leaving me with an up-to-date, empty ver-
sion of the game.

- = - - - off = »

Here's Torture Screen ‘E’ (the first one *
in the game). Unfortunately, the most ’
vital part of the puzzie is covered up -
by this ridiculously large caption box.

It doesn't have to be this big, but we
thought, what the heck. Better not

give too much away, right lads? So

we've continued to witter on until this

box is pretty much full of text. Sorry,

but it had to be done. [Mearly therea... )
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Steve: Today sees the completion of the
cartoon. Most of yesterday and some of
this morning was spent adding colour to
the black and white version. But a quick
trip into town to get three colour laser
coples of this episode makes the last
three or four days worth the effort.

Well the rest of the day was spent
adjusting the new ‘grabber” creature for
the bonus game. This new one looks a bit
like a cuddly great bat with big feet — and
why not?

WEDNESDAY
21ST AUGUST

John: Since Monday I've uploaded the
background graphics, colours and win-
dows, together with the latest sprites. I've
got the bike creature animating, the core
of the ‘press’ routine written and both
conveyor belts animating. If Clyde falls
onto the conveyor belts he moves along
with them (obviously). The explosion rou-
tine is also done. I'm going to tempt fate
and say that TSE is proving to be the
quickest to produce so far (uh-oh! That's
done it).

Steve: For some time John has been say-
ing that the Fuzzies that dance across the
screen on the ‘Get Ready’' section should
have bigger smiles on their faces. Well
John, it's done! (Just upload them some-
time this month will you?)

This afternoon I've devoted to Torture
Screen E. | added a new help bubble for
the latest Fuzzy in peril and a few more
slogans just so he can show his frustra-
tion at you for not being able to complete
the Torture Screen.

FRIDAY
23RD AUGUST

John: As this is the first Torture Screen
you'll play it needs to be pretty easy. I've
come up with the idea of having a *help
balloon’ on the screen, and if you pick it

up messages will appear in the top
border to help you complete the screen.
Ili leave this until I've completely

finished coding TSE before doing it
though. I've also got to squeeze in the
title music, the high score music and

all of the high score code into the

normal Torture Screen code-space as
well. So memory is going to be very tight.
Steve: There are more TSE bits ‘n’ bobs to
be done and this starts off with
the massive explosion for the
bomb. The death animations for
the glant double-headed slug
monster are next. This has the

fret

" monster squealing with pain as it

dissolves into the ground.

Also, the blood animations
for the Fuzzy death sequence are
required but any expert who
knows how to play the game will
hardly ever see them. This usu-
ally means that whatever you
have to do to save the Fuzzy is
also fairly graphic, as in this case
(enough said).

SUNDAY
25TH
AUGUST

Sunday! — Are we mad? (Only as
mad as for slaving over CF all
weekend — Ed)

John: Yawn! Heavy drinking ses-
sions for the last three nights
mean heavy eyes today (don’t do
it kids — Ed). (Yawn.) But even
though we may be hung over,
we're still going to work on the
game. (Yawn, hick.) So, apart Sala
from nursing a headache today, |
fixed a bug on TSB (the acid
screen) that | noticed while | was
showing it to Andy Smith yester-
day (the screen, not... er... oh,
forget it). Back to TSE and | man-
aged to start and finish the

-
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‘platform intelligence code’. These are the
platforms that — hold on! | shouldn't give
too much of the game away!

Steve: Well (burp) what can | say apart
from, | feel ill (see, I told you — Ed). But
hangover aside, | will work today because
the game needs work done to it (that
doesn’t usually stop us thoughl). I'll have
to try and focus my blurred vision so | can
design the sprites for the pause mode.
When you see them in the finished gamae,
if you don’t think they're drawn very well,
you'll know why (I wish | had that sort of
excuse for the rest of my graphics).

WEDNESDAY
28TH AUGUST

John: Actually Steve, | don’t think there's
an excuse on Earth that would let you off
from your graphics. Anyway, |'ve now
done the death for the Fuzzy on TSE (with
loads of blood, of course) and also the
death of the two-headed creature as well.
The little guy who fires over the pool of
acid Is now animating, jumping and firing.
| then wrote his death routine, together
with the magic potion that appears from
under the ground beneath him. Working
yet another late night, | did the ‘bomb’
movement and explosion routines. And
yes — | am giving away the game.

Steve: I'm back to TSC (the one with the
snow) and I'm doing a nice big squidgy
alien to go up the top left of the screen
just to make it a tad harder. This alien will
shoot horizontally across the screen.
Originally it was going to throw snow
balls but | ran out of room in the sprite. It
could be redesigned though...

On a different note (literally), we
decided it was about time te change the
death music for Clyde. So out came the
good old Yamaha PSS 790, and to my sur-
prise a decent little ditty was composed in
no time. It was then time to convert this to
the G128, adding loads of bass, a few
drums and some nice backing sounds.
The completion of this music didn't take
long, so being in such a good mood |
started another damn hot bit of music that
will probably end up in a Torture Screen.

FRIDAY
30TH AUGUST

John: Well, this time next week we’'ll be at
the Computer Entertainment Show, which
will probably be relatively boring as it's
trade only (as you all know by now). This
means that we don’t have to get any
demos of the game ready for it, which
usually meant us staying up to about 5am
on the first day of the show.

TSE is drawing to a close with Clyde's
death routine, should he fall in the acid,
completed now. | also fixed a bug from
Creatures (wot? A bug in Creatures -
never!) which occasionally caused his
death bubble to appear on the left hand
side of the screen when he had died on
the right. I've virtually finished all the rou-
tines needed for the bike creature, so

=

A tantalising shot of Torture Screen
‘B’ (the second one in the game).
We've decided to show just the lower
half, as a poor Fuzzy gets prodded
into the acid pool (that's his skeleton
bobbing about on the waves!)
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there’s basically just playtesting and
tweaking needed to complete production
on the screen. (Yippeel)

Steve: When | said the new death music
was complete, | lied. As normal, we find
ways to improve or alter parts of the
music to make it even better (is that possi-
ble?). So we now have a rather nice supa
deluxe version of it. The music depart-
ment is still open, so | can continue with
the new damn hot bit of music that now
has a version name of "OUTOA’, basically
because the bass sounds similar to the
one from ‘Wipe Out’ by Run DMC (but not
that similar, Mr Lawyer). This music
department is open well into the night,
mainly because of me doing more music.
I've found two new bits that are suitable
for Torture Screens, one of which sounds
really spooky in a cute kind of way, so
there will be a Torture Screen designed
for that bit.

TUESDAY
3RD SEPTEMBER

John: With the Torture Screan completed
(as far as | know), I'm onto some presenta-
tion - which | just happen to love. It's time
to design the screen which lets you enter
your initials into the high score table. I've
had an idea of what this should look like
for some time. All I've got to do now is see
if it works well once it's in the game.

So far I've got the screen set-up with
the current high score music

like a few of the others. Hey man, the
design Is now accomplished to the full
and next on the agenda is to do the ‘tele-
text’ screen layout.

Before | start doing the graphics for
TSF, | thought | might help John out. At
the moment he is working on the high
score/name entry screen and could do
with some extra letters for you to enter.
So added to the font is a nice little ‘The
End’ icon (to end) and a nice little back
arrow (to delete a letter) as well as the
original A-Z, 0-9 and some punctuation.

THURSDAY
5TH - SATURDAY
7TH SEPTEMBER

Yes, that's right — we were at the show for
three days and every day we were more
drunk than the previous one! Technically,
the show itself was pretty lame but the bar
more than made up for this. So now it's on
to the customary shout-outs to everyone
worth a mention. Monumental ‘Ye!'s to:
Andy Smith, Andy Roberts, Sarah and
James Beach, Nigel Barden, Rob Ellis,
Dave Birch, Steve Ralling, Andy
Braybrook, Pete Woods, Steve Archer and
the rest of the guys at Ablex, Ash Hogg
and Dave Clarke of Genesis, Rob Stevens,
Stavros Fasoulas, Jason Perkin,
Bart Simpson and Mirrorsoft.
MNext month dudes!

*

playing. The letter you're choos-
ing is now printed on screen,
with all the necessary sprite
splittin’ and movement in as
well. | am having a little problem
with the sprite animator though,
and will have to look at it more
closely tomorrow.

Steve: Hey dudes, today is excel-
lent! The sun is out, the sky is
blue and there's not a cloud to
spoil the view. Just to make the
most of this most glorious day |
am working outside, designing a
new Torture Screen. This one is
TSF and features some pretty
nasty customers. | think this will
be rated Cert (18) for sure, just

The Apex team
have worked
wonders on the
high score
table. What this
statiec shot
doesn't show is
the amazing
wibbly text
which flows
through each
letter. Looks
like you're
going to have
to wait for the
finished gama!
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ADVANCED ART STUDID

NOW A TOTAL
MOUSE/GRAPHICS
PACKAGE FOR YOUR
COMMODORE 64/128 AT A
TRULY UNBEATABLE PRICE!!

1351 Mouse is a high resolution two button mouse featuring
wllcal counting, teflon guides, microswitches, rubber coated ball and
high guality interface.

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

® Create an image - shrink it. expand it, move it. rotate it, copy it. colour it. ete., ete. 0" LY

® Spray patierns or shades, make elastic lines - streteh and manipulate shapes.

® ZFoom in to add detail in fine mode. ; £ 3 4 99

® Pulldown/Icon driven menus for ease of use. .

® Mouse operation, plus joystick and keyboard control. TOTAL PACKAGE

® 16 pens, 8 sprays. 16 brushes - so flexible anyone can create superh graphics easily. INCLUDES 1351 MOUSE/

® Full cut and paste facilities plus excellent printer support. MOUSE MAT/HOLDER
AND OCP ADVANCED

ART STUDIO

PLEASE STATE IF YOU REQUIRE TAPE OR DISK

FREE!
MOUSE MAT AND

MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
® The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jobs but alsa
prints out your pictures from Art Studio, Action Replay. ete., in generous colour!
® LC200 is a full Centronics printer so it works with other computers (Amiga, ST. etc.).
® Made possible by Datel's unique colour printer driver - now you can have a hardcopy in up to 16
colours!! @ No more to buy - just plug in and print!!

PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00

SPRINT 128 PRINTER INTERFACE RRP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £18.99
NORMALLY E394.98

COMPLETE PACKAGE NOW ONLY £259.00
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99

#® [ you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
® Works with Serial Version of LC10, Parallel Port, Sprint 128, etc.

HOW TO GLT YOUR ORPER FASTY
TELEPHONE [24Hrs]) CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEGUES/POSTAL ORDERS MADE PAYABLE TO....

B JUTEL ELECTRORICS LTD.

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/'CUSTOMER SERVICE 0782 744324
COM MSE 3




PACK

& Full fesflire Centfimics Prisifer
Intetface. ;

@ _Gofihicct youf 64/ 12840 a range of
full sizesCEntropiesParallel Printers.
& Easy. io*lise - supports
Cominodore Graphics Set.

#® Onboard Microprocessor Chip
means no more programs to load.

#® Works with most applications.

| ONLY £29.99

The 1541 Mk Il is a

Commodore 64/128.

MMODORE I5% miil

NEW VALUE [ -

superb quality Disk Drive
specially designed for the

DIGITAL
SOUND
SAMPLER

NOW WITH
FREE

"~ " COM-DRUM DIGITAL
DRUM SYSTEM

. @ This NEW Sampler allows you to record any sound digitally into
" memory & then replay it with some astounding sound effects.
 ® Playback forwards/backwards with echo/reverb/ring modulation.

# MIDI compatible with suitable interface (Datel Unit £39.99, see ad.}.

@ Live effects menu includes realtime display of waveforms.

@ Line in/mic/line out/feedback controls. Bbit DtoA & ADC conversion.
' ® Load/save sample. Up to 8 samples in memory at one time.

® Complete software/hardware package. Tape or Disk [please state].
@ Now you can turn your Digital Sound Sampler into a Digital Drum
 System with your FREE Com-Drum software.
“® B digital drum sounds in memory at one time.
@ Complete with 3 drum kits. Real drum sounds - not synthesised.
@ Full ediing. Menu driven. Load/Save facilities.

]

o | @ Output to Hi-Fi or through TV speaker.
s STILL ONLY £49.99

FDIE'LITI WITH FREE COM-DRUM DIGITAL DRUM SYSTEM

UNBEATABLE MIDI
PACKAGE!!

music.

Disk

N

DRIVE FOR G%/I28

am“w.\

Y
L N

I
L %

9 “k “x

o

-

JUST LOOK AT THESE FEATURES...

® Slimline design - an extremely compact unit.

#® ExternalPower Pack so no overheating problems (unlike some
other types).

* \r!% \\ r‘\

#® Direct drive motor for super quiet operation and extra long life. g
® Plus fabulous collection of Disk Software - see below for details!! -
® Comes complete with manuals, connecting leads, etc., ete. :l""fi
P
TOTAL PACKAGE INCLUDING v

TRIVIAL PURSUIT, SNARE,
CONFUZION, SPLIT PERSONALITIES,
SECRET AGENT, NIGHTBREED,
SHADOW WARRIORS, MIDNIGHT
RESTISTANCE DISK SOFTWARE

ONLY
£149.99

ADD £5 IF NEXT DAY COURIER
IS5 REQUIRED

e 46 W N

g

v

DATEL MIDI 64 INTERFACE
PLUS ADVANCED MUSIC
SYSTEM ONLY £39.99

AVAILABLE ON DISK ONLY

@ The Advanced Music System is probably the best MIDI/music package ever
produced for the 64/128 offering a huge range of musical composition features plus
MIDI compatibility, with the Datel MIDI Interface you have the TOTAL MIDI SOLUTION!

#® EDITOR MODULE just like a word processor for
& MiIDI MODULE this is the module which allows
the full potential of the Music System and your MIDI

keyboard to be achieved. Using the Datel MIDI 84
Interface any MIDI instrument can be connected.

HOW TO GET YOUR ORDER FAST!

#® Quality Commodore
compatible Data Recorder.
@® Paiize control.

@ Three digit position
counter.

® Counter reset.

# Suitable for 64/128.
® Comes complete - no
more to buy!

® Send now for quick
delivery.

ONLY £29.99

FREE
MIDI I

. FEEHITE

CABLES

& HUGE RANGE OF FEATURES... too numerous to
list. Advanced Music System has literally hundreds
of commands and features - we have only outlined
some of the main headings - this is a truly
professional package.

TELEPHONE [24Hrs] Dyl PRLLYL T4 CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO...

G DATEL FLECTRONICS LTD. &=

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324

COM B
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T‘HE Acﬁan REPLAY MK VI *at ; -
wn.L 1OAD A 200 W
ROGRAM N R 6 SEC ’

| THE MOST POWERFUL, FRIENDLY AND FEA'I'UFIE
PACKED UTILITY CARTBIDGE EVER CONCEIVED!

a7

%

%,

\kxxxx\\\

R

FOR CBM 64/128

W

& TURBO LOADER - Load 202 block program inuhder & ® DISK COPY - Easy to dse disk/file copier, Much faster than
- seconds - world's fastest disk serial loader. _@h-board RAM and gonventional methods. Adeal for backing up data disks.
i 1 ROM achieves high loading speeds. Woarks with ® TAPE TURBO - Thig feature will add Turbo Reload to the
| 1541/1571/Oceanic/1581. programs that you sate to tape - no user knawledge required.
" & INFINITE LIVES GENERATOR~"Automatic infinite lives!! ; @ FAST FORMAT -/Format an entire disk h‘l about 10 seconds
Very easy to use, works with.many programs. No user 4 - no more messing about.
knowledge required. : ® PRINTER DUMP - Print out your frozen & screen to printer -
® PROF MACHINE.@ODE MONITOR - Full 64K Freezer Monitor - MPS 801, 803, Epson, Star, etc. - very versatile.
examine ALL memory, including stack, /O area and registers in ® CENTRONICS INTERFACE - For paralle! printers, Star,
their frozen state. Ideal for de-bugging or just for fun! Epson, etc. / Print out listings with graphie characters etc.
® SPH CONTROL - Freeze the action and view the sprites - (Cable reqaired for parallel port £12.99).
ateh the animation - customise your games - kill sprite ® SCREBEN EDITOR - Now you can edif the entire frozen

ollisia o screen ith this text editor - change names on high scores, etg.
" @ FREEZER FACILITY - Now you can make your old slow Greatfun!! :

loading programs load faster. Simply freeze the action and save ® EXTENDED TOOLKIT - Many single stroke commands for
1o tape or disk to reload at superfast w no more waiting for Lﬁ‘d’ Save, Dir, etc. Plus range of extra commands, i.e. Auto

- programs to load. mber, Old, Delete, Merge, Append, Linesave, etc.

THE REVIEWERS SAID...

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

COMMODORE DISK USER

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type
display
ELOW UP - Unique l-l‘ull'h‘ allows you to take any part of a picture &
“blow it up” to full screen size
SPRITE EDITOR - A complete sprite editor helps you to create or
edit sprites

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

screen message with music

ONLY £9.99

WARNING 1988 COPYRIGHT ACT WARNING
Datel Elacironics Lid., neither condones or authorses the use o it's products for the reproduction of
capyTight matenal

Thia bacioup tacilities of this product are designed to reproduce only software such as Publc Doman

imaterial, the USeTR own programs oF sottware whers Derm isson 10 maks backups has bean dearly gven.

It is ibagal o make copies, evan far your own use, of copyright maternisd, wihout the caar
permission of the copyright cwner, of the licences thenscl.

HOW TO GET YOUR ORDER FAST!
TELEPHONE [24Hrs] CREDIT CARD ORDERS

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO....

@ JUTEL ELECTRONICS LTD. <im

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.
FAX 0782 744282 TECHNICAL/CUSTOMER SERVICE 0782 744324
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8 9 10 11 12 13 You not only receive an ace gift when you

subscribe - you can also take advantage of our exclusive
PRICE DETAILS PER ISSUE: UK » £2.20 ROW » £3.45 Slﬂlscfiher 0"'“! AI'I Eltl‘a hﬂ“l.lﬂ or Whﬂt?
R This month’s special offer is so hot you'll think it’s still
MY METHOD OF PAYMENT IS /v 10uR (aoice summer. . .
] vish | ACCESS Rodland

Reviewed in CF13,

Rodland marks the ,

return of the manic 2

platform master-

piece. There are 32

levels of hazard K

hopping cuteness
for one or two
players. | said cwte
cute cute c(ute cute.

Subs Club Price
CASSETTE £9.99 rrr £11.99)
DISK £11.99 e £15.99

SIGNATURE

S

SEND THIS COUPOM (TOGETHER WATH YOUR CHEQUE IF APPLICABLE) N AN ENVELOPE T0:
COMMODORE FORMAT, FREEPOST, SOMERTON, TA11 TER

To place this order please use the coupon opposite [37




Receive a superb gift when you

subscribe to Commodore Format
| “‘?*ﬁﬂf%ﬂ.ﬂlL

BRUTAL
DELUXE

JOYSTICK OCP ART STUDIO SPEEDBALL 11

LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE

Save the time

) '|2 ISS“ES BEI.WEIIEB ‘T I'IO EXTRA CHARGE and hassle of having

to go out and get your copy

> A FREE COVER MOUNTED CASSETTE EVERY MONTH /Ly oy

wrenching feeling when you're told,

} ONE OF THESE 3 ACE GIFTS - THE cnolcE Is 'ouks! "Sorry, sold out.” Act today, guarantee

your copy and get it delivered at no
extra charge. Complete and return

£ 2 6 4 o ' the coupon below or call our credit
: : i card hotline on 0458 74011,
_ll.l. THIS FOR # @ | DO YOURSELF A FAVOUR
THE SAME PRICE AS YOU’D PAY AT A UK NEWSAGENT g

®  PLEASE ENTER MY SUBSCRIPTION TO COMMODORE FORMAT 1t s orirmus

12 ISSUES UK £26.40 EUROPE £42.75 REST OF WORLD £57.40 6 ISSUES UK ONLY £13.20

To ensure you receive your magazine and tape guickly and undamaged, all overseas subscriptions are sent Air Mail
MY CHOICE OF GIFT IS auirs 10 12 sssues JOYSTICK SPEEDBALL Il ADVANCED OCP ART STUDIO

PLEASE ALSO SEND ME THIS MONTH’S SUBS CLUB SPECIAL OFFER = RODLAND DISK £9.99 CASSETTE £11.99
I you are an existing subscriber please quate your subscription reference number here - you will find this on your address label

MY METHOD OF PAYMENT IS ricv o (s TOTAL PAYMENT £ il

VISA ACCESS CARD MD

MAME _ 3 B Y o SIGNATURE

ADDRESS _

4 i y _POST CODE

ENCLOSE THIS COUPON (TOGETHER WITH YOUR CHEQUE IF APPLICABLE] IN AN ENVELOPE AND SEND T0- COMMODORE FORMAT SUBSC RIPTIONS, FREEPOST, SOMERTON, TAT1 7BR
THIS COUPON IS VALID UNTIL 30TH NOVEMBER 1991 CF/MAG/1191
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WIN AN AMIGA SI][I 20 MEG
HARD DISG AND A MASSIVE
37" TV MONITOR!

THIS HAS GOT TO BE THE BIGGEST
AMIGA COMPETITION THERE HAS
EVER BEEN! NOT ONLY ARE WE
GIVING YOU THE CHANCE TO
WIN AN AMIGA 500 COMPLETE
WITH 20 MEG HARD DISC AND
JOYSTICK, BUT YOU'LL ALSO
RECEIVE THIS ENORMOUS
MITSUBISHI 37" TELEVISION!
THIS WILL GIVE YOUR AMIGA
GIGANTIC GAMES GRAPHICS,
BUT YOU CAN USE ITAS A
NORMAL STEREO TV TOO!
THE PRICE OF THIS LITTLE
LOT WOULD BE £4000, BUT
WE'RE GIVING YOU THE
CHANCE TO WIN IT ALL!

CALL 0898 224 388 NOW!

IN THIS GRUESOME
PREDATOR MASK!
CALL 0898 224 889

Calls cost 36p (cheap rate) and 48p (at all other times) per minute including VAT. For winners list send a SAE to: Populuxe,
PO Box 2065, London, W12 9JH. 0898 calls are more expensive than normal so please ask permission before you call.
Services involve a series of questions followed by a tiebreaker, the winner will be the entrant judged to have the best tiebreaker.




ot on the heels of Domark’'s
very playable BBI2 comes
Ultimate Baseball. Now, from
looking
at the
screenshots you
could be forgiven
for assuming that
there's only so much

and how to skip the management saction.
This is supposed to be a useful 'quick start'
! : guide to get you straight into a game. But

: because of poorly implementad options in the
game itself, it doesn't turn out that way.

You have to specify which team should be
under computer control and which one should
be under your joystick control. | found this
much more confusing than it should have
been, even for me, and | ended up with nei-
ther team under computer control and had to
go through the torturous loading and security
code procedures all over again.

deviates more. This may

you can do with a baseball simulation. . . and tion, the The runner
you'd be right. Except that, while the two pitch will streaks towards
games are similar in both looks and structure,  probably = ";‘mwnﬂ baae whils. 3
RBI2 was easy to get into and good fun to be good, waits for his team- §
: play, whereas Ultimafe Baseball is both hard and you'll mates to get the

I : to get to grips with and something of a chore have played Tt
to play. Here's why. it safe. Keep Q...

' Your first hurdle is the manual itself. It the stick
explains how to choose your two teams, how pushed over for

i to place one of them under computer control longer, and the ball

:

it looks like ||
you missed |

the ball, But | s = ;

the ball : ket work in your favour and cause the

movement is batter to strike, but it could also
:ﬂ:’::tr ::" mean you pitch a foul ball.

ihe case When and if the batter hits the
N ball, the screen changes to an

The fielder currently under your
control turns grey and you can

< press fire to select a differant
fielder (perhaps one that is nearer the ball).
There's also a scanner of the diamond at the
bottom of the screen so that you can immedi-
aiahrm which base the batter is running to.

e at This enables you to field
You have the ball to the baseman

ditchers and most likely to run him out.
BJoystick. o August 10th 1974, American  Fress fire and push the

5ihé  pageball teams Auburn and stick in one of four direc-

tions, right for first base, up
for second, and so on.

~ Okay, things are look-
ing up. Pitching andﬁaltinn

; m mmm‘ Batavia had to reschedule their
7.30pm game to 6.00pm. Auburn

_ were playing a 14 year old on
their team and child labour laws

T like. Or you can press gyated that under-16s couldn't has been well implemented .

| ; wtﬂ skip allthis ok after 7.00pm. Young Jorge in Ultimate Baseball. But
mm defaultline- | ohron went on to a successful Justas| start to think this

| : g - season. Then he had to stop to ain't such a bad game after

go back to school. . . Ha!

Watch out. Keep an
eye on that blue

bloke on second

base. He might try

to get to third while
you mess about on |
the pl‘thhhr-'lr-mm'ﬁd

game nnmplataly

Game

Publisher
Casseitte
Disk £25.99
Release
Cnn tact

scrolling overhead view of the field.

B Computar va player option is uer-_.,r
confusing and easy to mess up

B The ball movement is appalling
making the batter's job difficult

B Multilcad, even on disk, is a chore
B The manual is poor: option screans
are not explained well encugh

B This game is vastly over-priced —
one for the price of two

B The sound effects are a bit dull,
nathing too atmospheric

all, H’M%fm mmms-

but safer. The final option, Bunt,
) is definitely for the wary. All you
do is tap the ball a few feet in front
of you. It's
very safe and
enables you
to get to first
base with lit-
tie danger of
being either caught or run out.
These options work well but
the whole process is completely
spoilt by the animation in the
pitching/ batting window. When
pitched, the ball wobbles and jerks
towards you, making it very difficult
to time your hit properly. Even after a
lot of playing, | could only be 50% cer-

tain of even making contact with the ball, let
alone directing it.

Mow the structure of the sport itself is well

defined and linear: you have a pitching
sequence, a batting sequence, a fielding
sequence, then the whole pattern repeats
itself. So to present gamers with a naff bat-
ting section sandwiched between the other
two competently programmed sections
seems a bit slap-dash to say the least.

Ardent baseball fans might just have suffi-

~ cient interest in the subject to persevere with
the game and glean some enjoyment from it.
As for those who buy this out of curi-

ousity, the poor documentation and q. "f.i
inadequate batting section are i ,.-f)
likely to put them off the o }Q

P}

Ultimate Baseball
SSI/US Gold
not available

Out Now
021 625 3388

[POWER RATING

H Pitching is a simple but
challenging procedure

B Fielding controls are sasy
to get used to but the art
takes practice to get right

W Pitchers, fielders and bat-
ters are all nicely animated
B Screen layout is clear

B Good management section
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HIT ﬂtl ’#"‘j MQUSE J:'}ﬂ It's the fastest, most

Damark Datahase dangerous team sport ever

" Virtual Reality by building your Gt into the warkd of DT with this brilhant disk imiented. Come an, coach, take that team to the
& L || 1M | -I Is II!I n make .“- | I"..'."-I ; FOGEram ci :|||"|".-.'I||T"|-:'I-I' [pmerate your o top of the I"'.'-:!.:_‘ilIE. “
same in your 30 universe, An moredible program auclattors and mapazines
. Descriplio Price Order No Description Pric r Mo Description Price Order No
3DCK Cass £19.99 CM174 S/P & Mouse £2495 C !':1 06 Speedball 2 Cass £8.89 CM176

£19.99 CM175

Speedbal!.2 Dll-:l-'. £10.99 CM177

=

peEL-"
~% :
w, -
W,

SAVE £5

OFF THE
CARTRIDGE 5Vl
VERSION OF (& ™" N

k Make learmmg fun wihl

LAST T VOLFIED ,.:;5 FORMAT BINDER
; II o --.III“-..r I'I ; :I . sonal |.|II!: I :;| [ 8 Empire Hasep your Issues toge I 1 in this
L] school 2. Button badpe in every Dox, Lesipned Dy M desiows test of your desdenty awals in quality binder with the Con ; .I i e
NSNJA 3 a team of educationalsts. Ci siehiensi | hass last 1 3 short Farmal lopo !|r"|||-!-! ._.- bossed _I- the ff
B ith separate parent/Teaches nole fi e Seal | |...I "|.-;.--.- ::!,:I .-|:|'l:;"'"|'.'i|!|I.'f- plo orange. Save hix
FHOM ] I .'i- I_,- , I[1I Wi II had :' hite yor :-||:|.|. i Description Price Order N
g e e Volfied Cass £6.99 CM178 One binder  £4.95 CM103
SYSTEM 3 : : \ “II- T | -I- ) ( ;.:' 19 " :| 1I [". £11.899 C LJH /9 1“;1 hinde £9.00 CM104
FS Over 7 Disk } CM140

Fight the evil Kunitoki in the

biggest and best yet in the _ OUR AMAZING ‘“mﬂﬂllpno“ o FEER oF 4:144 so"WARE

Last Ninja series! PRICES INCLUDE

POSTAGE, PACKING
Send a cheque for £14.99 AND VAT

AT COMMODORE FORMAT MAIL ORDER NO HIDDEN

Ltd along with this voucher & EXTRAS
to : i Ko Description
Commodore Format Cartridge
Offer, System 3, LI Address
18 Peterborough Road, i e
Harrow, Middlesex HA1 2BQ
]
This ofter is valid until
J0th Nowember 1991 '

Postcode

Phone number

® For overseas orders

H ow T° onn!n: Method of payment (please circle) Access * Visa * Cheque * PO TOTAL ORDER E:IIDEI;:;:E ﬁh_-ﬁ

JUST MAKE A NOTE OF THE PRODUCT HAME Credit Card No SEND THIS FORM TO: Commodore Format, Future
sy v i e Publishing Ltd, Freepost, Somerton, Somerset, TA11 7BR

FORM OPPOSITE - OR RING OUR HOTLINE Expiry date Please make all cheques payable to
MUMBER ON 0458 74017 ; Future Puhllﬂhlng Lim ited e stamp required il pested in the UK, Channel lshamds or the ksle of Man



10 TURTLES Goopi acs: COMPETITION 67

THE COMPO

op a load of that little lot! All of this high quality Turtle pro-
duce is to be split into TEN equally wonderful packages and
sent out to deserving Turtle fans {yep. Reckon ten'll cover
it = Ed). Now this stuff should only go to real
Turltemaniacs so to stand a chance of winning the gub-
bins, you've got to answer these five tricky Turtle questions:
1) What are the names of all four Turtles?
2) Which weapons and colours are attributed to each Turtle?
3) In which year was the first Turtles comic published?
4) Who created the Turtles? (Full names if you please.)
5) Which of the following ISN'T a real Turtle hero-call? And why?
a) Kreegah Bundolo! b) Cowabunga! c) Eugonim Eilyk!
Now complete the following sentence in no more than 20 extra
words: | love being a Turtle because. ..
Well that lot shouldn't task your grey matter too much. Write
the full answers on a postcard or envelope and and label it thus:
'Ooxe He On About? Compo’, 29 Monmouth Street, Bath,
Avon BA1 2BW

We need your entries by Friday, November 22nd so that we can inform
the lucky recipients (you should be so lucky. Lucky, lucky, lucky) in
CF16. No-one who works for Imageworks, Future Publishing or Splinter
the rat may enter. e
Gotoit
dudes!

o W
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Discover the Ami

Amiga Format presents the greatest computer show this yée

Just look at what there is!?

Christmas hits Ocean, Psygnosis, Mindscape, Electronic Arts, Virgin, Microprose,
Gremlin, Mirrorsoft: all the leading software houses will be at the Show, with
massive stands. This'll be your chance to see and play the year’s biggest
games — exclusive to the Show.

CDTV City Just what is CDTV? What can you do with it? What
software can you buy? Discover exactly what the future of
computing holds in the Show’s unique CDTV City.

Christmas Shopping Mall All the best bargains are herel
Packed to the very rafters with incredible deals. You won't
find cheaper games anywhere. Load up with the very
best for your machine — and at the best possible prices!

Multimedia Theatre Commodore has attracted some
of the biggest names in computing to demonstrate
their stuff. See what PCs and Amigas are really
capable ofl

Games Arcade Set your eyes on boggle mode: you
won't believe how many incredible games you'll be able
to play.

1111 el i, T

The game makers Imagine hearing direct from the
leading games’ programmers: just how do they do what
they do? Imagine no more: these seminars will tell you all
you need to know. Plus Amiga Format will be running
Question and Answer sessions throughout the Show.

Free Guide Future Publishing will be producing a damn fine
free read of a show guide.

Massive Stands Experience the excitement and live the dream at Britain's
biggest leisure computer show.

And also... Fistfuls of competitions. Hosts of celebrities and experts. Jaw-droppingly wonderful big
screen video. Virtual Reality [virtually certain). Creche. And a lot of noise, that's for certain...

You'll think Christmas has come early:




SRRLE L

Be smart. You know this
World of Commodore will
attract tens of thousands of pec-

ple. And you know what that
means: queue City.

50 avoid all the foot-shuffling, hang-
ing-around-for-ages start to the Show by
booking your tickets early.

And you'll even save money! Bit of a barg,
really. Do it now. otherwise you'll only forget and
then regret it later when you're really cold and you
can’'t wait to get inside and - (Snip! - Ed)

YES | would like to have my tickets early, avoid all the queues and
save £1.05 on every ticket, please.
. it it e

F T T e R e T T e ey T U S 8 T et el

.tl

Faxbox

Where Earl's Court ll, heart of London
When November 15-17 1991

Times 9am-5.30pm November 15-16;
am-4pm November 17

Cost Adults £6, under 14s £4

(but see the Early Booker Offer)
Who'll be there? Commodore, PC
Format, Amiga Format, Amiga Power,

| ', L
developers and everyone into the | w7 = ‘ :

s

i . e T =
miga Shopper, all the_majcrr ga_mES | o =% RS
producers, a myriad of serious | - _©" e, e "= tube:
i " U3 (A e A o= i
publishers, loads of bargain | i, R 3 Earl's Court
offerers, lots of hardware i

odore. g o A e
You want to get the best |, & O Gig-
games for your machine? ‘=~ g ‘;__f_t
Get along to Earl’'s Court | ° L PR
on November 15-17! |/ | | 7~ .,.,;?_F #

EARLY BOOKER OFFER: SAVE TIME, SAVE MONEY

Number of tckets ............ciim e e AU [3E £4.95 each)

ceneeiNdEr 145 [at £2.95 each)

Method of Payment |please circle) Access \Visa Cheque PO

CREDIT CARD HOTLINE 051 356 5085

Credit Card number ... ...Expiry date.._.........
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alace have been pretty quiet on
the 64 scene for a while now...
Well, totally silent actually. Their
last game, International 30
Tennis, was so long ago, most of
you probably haven't even heard of them!
Anyway, they're back, they've got a new
game, and it's a puzzler called Swap.

At the start of each level, you're faced
with a board chock-a-
block full of coloured
tiles. Your aim (as if you

couldnt guess) is to

remove as many of
the tiles as you can.
This is achieved by

swapping adjacent tiles to form pairs,
triplets or quartets of similarly coloured
tiles. Any tiles of the same colour
which touch are removed from play.

As you move the pointer around,

edges are highlighted.to indicate

which tile pairs will be swapped.

The merest tappette on the fire but-
ton, and both tiles switch places.

The puzzle aspect arises when you
hava.lats of different colours all over
the screen. You then have to start
planning ahead; moving colours into
"gmupﬁ.smrmar a furthagswap willgoin -
L them all togeahEr ‘

If you're running out of tiles to
d pair up, click on ‘Avalanche’. This
causes any remair:ing tiles to fall down

Here | am getting nowhere fast on a triangle
puzzle. The panel at bottom right shows the
amount of credits in the bank - 16 to be exact

Sel

Hexagon
levels aren’t as diffi-
Eﬁﬁ. cult as they look. However, with
me at the helm, they may as

well be dodaecahedrons...

the screen. When they come
to rest, any touching colours
are removed and the pile
drops a little further. This
option is hugely useful — in fact
the first 30 (or so) levels are a
doddle because of it. A few ran-
. dom swaps followed by an

Avalanche usually does the trick.
Mevertheless, to be assured of a bash at
the next level, you must first qualify. This
involves removing a set number of tiles (as
indicated on the status panel) at which point
a neat jingle plays to herald the fact. You can
then exit the level, check your game statistics
and click on the 'Mext Level’ box.

Of course, just when you get the hang of
coping with square tiles, they throw triangles
and hexagons at you. And that's just the
beginning. You soon encounter the credit
system where each move involves earning

and expending credits (for

instance, getting rid of five
99 levcls coloured tiles with one
swap earns you three cred-
blc its). These are

50 amassed as silver
EI. and gold ingots and
are ‘spent’ on the more useful options, such
as Avalanche. In truth, this credit system is a
real pain. It removes a lot of the freedom to
experiment and restricts your choice of
moves, making an already tricky game very
tough indeed.

Swap is enjoyable at first, but | grew
bored of it quite quickly (not long after the
credit system started, coincidentally). There
are 998 levels but | had trouble getting past
level 50. A screen full of tiles can be pretty
daunting and on several occasions | just

thought ‘blimey!" and gave up. It's pretty, slick

And.yndgubtedly very clever, but if .
the adft<of chap that has to ®
peel the sticky colours off a .
Rubik's cube to finish it, beware.

See what | mean about daunting? Where do
you start? With only three colours it ain't so
bad, but later on this sort of thing is hell!
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One of the more useful options is the
‘Avalanche' (mountain piccy) which
causes the remaining tiles to cascade
down the screen. This screen has been
partially cleared and the Avalanche
option is in motion (imagine some whizzy
lines on the tiles)
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Eventually they all come to rest, and any
similarly coloured tiles which touch dis-
appear. The remaining tiles fall again and
so on until no more tiles can bée removed.
The early levels have unlimited
Avalanches, so all you need do is swap at
random then Avalanche to gualify

Swap

Palace
£11.99
£15.99
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POWER RATING

THE DOWNERS...

W Later levals are annayingly com-
plex = you have to plan many moves
in advance and it's all a bit too much
W Poorly graded difficulty: you 2o0m
through the first 30-40 levels, and
then grind to a halt

W 999 puzzies - but they're all much
the same

m incradibly well coded -
slicker than a British beach

W Sound effects are superb

B Good range of options,
including merciful save game
and neat practice mode

B Definitely mainline brain
straining for puzzle addicts

B The visuals simply could not
have been done better

B There's no finishing this one
in an evening

«-.AND THE UPPERS




DIVEINTO
THE SEWER
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WORLD’S
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GAME!!
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filthy, low-down, good for noth-
ing tea leaf, that's all he is. No,
not Steve Jarratt. Hudson
Hawk. The excitement of a
careear in accountancy was too
much for young Hawk so instead he's
devoted his life to the hum-drum existence
that is thievery. But it's not just the odd
packet of sausages or carrier bag full of
booze that he's after, that sort of thing is
strictly for bored celebrities. No, Hudson
Hawk goes for the big ones, and at the
moment he's taken a shine to the work of
Leonardo Da Vinci.

But that's only half the story. Someone
somewhere has mastered the art of alchemy
and can turn base metals into gold. Hawk,
baing a bit smart himself, realises that this
will ruin the economy and furthermore, his

The fun starts at the rooftop
café near Rutherfords
Auction Rooms

Apparently,
Ocean are
into crime.
To find out
more, we
sent an
investigative

livelihood. The ultimate aim in this game
then, is to get hold of Leonardo's Mirrored
Crystal, the only thing able to destroy the
Alchemy machine. However, there’s still time

for a fair amount of
light-fingered fun P erpl
along the way.

The first of your mis-
sions is to retrieve al'l
Leonardo Da Vinci's priceless
horse sculpture, the ‘Sforza’,

The Sforza. A delightfulDa Vinci sculp-
ture that currently resides in
Rutherfords Auction Rooms. Not for
much longer though

seventh floor of Rutherfords Auction
House, a place not known for its slack secu-
rity. By hook or by crook, though...

Before you even get into the building, you
have to deal with rabid dobermans, over-
affectionate dachshunds and owls that do
their deadly do-doos all over your salon-stan-
dard flat top.

There are ways to deal with aggro like
this. You can either avoid them, by jumping
over them, ar you can fire little balls at them,
a strange course of action | admit, but one
that has the desired eftects. Firing one at a
dog stuns it briefly. Concussing owls, how-
ever, is a different matter — you can't. But
they do die from a salvo of spheres.

The Codex. This is Da Vinci's sketch-
book. It currently belongs to the Pope,
but is soon to be yours
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The Mirrored Crystal - the only thing
capable of destroying the alchemy
machine. Find it in Da Vinci's castle

reviewer to examine the evidence. Is their
game a rip-off or do they aquit themselves
with honour. Let justice be done

d 81;18 pu ZZIES keeps coming round (just to make
ck ga

Unfortunately, it's located on the Ina k
€ it

uards are bad enough, but

You can't die on the firs!
level but if this dog gets
of you he'll throw you do?
to street level

el

l

The game design has been well thought
out, because as a rule, you can only stun
those creatures populating the areas you
have to spend time in. For example, the
dachshund in level one loiters around the :
stackable crates that get you out of the first
level. If he died when you shot him, the game

would be too easy. But instead, he

the crate stacking a right pain).

me playThis is far more challenging

than instant obliteration.
Once inside the
a reﬂl Winner auction rooms,
the security system is even less easily pene- :
trable. Cosh or gun carrying security guards
make nuisances of themselves, while cailing
mounted laser turrets do their best at a bit of
crook cooking. It's all a matter of speed cou-
pled with good timing. But, by jingo, it'll take a
very long while to master these skills.
With one priceless treasure under your
belt, it's time for a visit to the Vatican in level
two. This time, you're after Da Vinci's sketch-
book, The Codex. But, while security guards
and sausage dogs are fine for small time
operations like Rutherfords, the Vatican
neads the very best, highly trained security

More crate

Id

As my dear pld grand-
mother oncg told me, steer
_ clear of wall-mounted
- lasers and gyclists

wire antics5i
but they ca ¥

ctivating the pressure
ads speeds up the lasers
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e first Scaling wires can be haz-

| gets kol ardous as they're usually
ou down occupied by vicious owls
- H

"i:\ra almost perfected the art of
falling from a great height. And it
only took me twenty-three goes

Mever mind. Just nip

through the door an L iiTHEFS (84

i the left to get back
! to the starting point

force there is — nuns. Er, what are they
gonna do, rosary you to death? Almost.

They've got these nasty habits, hiding explo-

sive sacrets...

Stranger still, in the sewers beneath the
Vatican there's this pogo-ing loony with long

hair. And a very big looney he is, too. So lum-
mox-like, in fact, that you have to shoot him

and then punch him before he falls over for
good. Despite all these hazards, if you can

make your way through the ltalian sewer sys-

tem and through the Vatican
itself, the Codex will be yours.
It's time for your final mis-
sion = a trip to Da Vinci's castle
to get the Mirrored Crystal. Any
player who gets this far might
reasonably expect something
new in terms of gameplay. But

if one criticism can be levelled Skt

at Hudson Hawk, it's that the |-
gameplay is a little linear. Its !
saving grace is being good to
play, regardless. _
In case you haven't already §
guessed, | like Hudson Hawk a |
lot. The variety of the sub lev-
els, the quirky sprites, the
perplexing puzzles and the
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departure from the beat ‘em up o RATING
and sliding puzzle cocktail Ocean normally P WER
serves up for film licence occasions. Good for
them, and | hope they carry on experiment-

To finish the level you need
to reach that doorway (top
right). The crates have a
major part to play
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Getting through

Da Vinci's castle
is the hardest
mission. If the
balloon-headed
gunmen don't get
you, the murdar-
ous cats might.
Beat these and
you still have to
negotiate dozens
of tiny platforms
im order to reach
the Mirrored
Crystal within...

il e e o
[

slick gameplay make it a real
winner. That doesn't make it a Ga me Hudson Hawk
corker. Hudson Hawk isn't quite Publisher Ocean

as rich in puzzles as Rick Cassette £10.99
Dangerous 2 or as dynamic as Disk £14.99
Robocop 2— but it comes pretty Release November
close. This is good stuff indeed. Contact 061 832 6633

And it's nice to see a complete

ing. We've received some strong opinions on B Mot that varied, overall
the questionable quality of film-based games B More level one-style puzzles would

in the past, many of them

unfavourable. But on the #
strength of this, to accuse p.@
Ocean of daylight robbery wl N

would be criminal.

have been appreciated

B The graphics are guite odd
but they're also original and
very effective
B The controls are ultra-
responsive and the collision
detection faultless
N Presentation screens add yet
another layer of polish
B The puzzies are simple - but
only once you've done them
B Superb static screens
B The sprites are great, espe-
cially the killer nuns
B The transport segquences
between levels are gorgeous
B Packed with original and

' ok e well implemented ideas
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crate-{shoving and high
intics.] Smple puzzles
ey canl Mess things up

ing powered through the

le of the level, Hudson Hawk
denly decides to expose h
leton to all and sundry

A straight and narrow bit of COMMODORE FORMAT 14, November 1991



PUBLISHING

Your guarantee of value

Better walue for m
quality: magaznes y

PUBLISHING

Home of Britains finest computer Magazings

Commodore Format = Amstrad Action
8000 Plus = PC Plus » Amiga Format
5T Format * PC Answers * New Computer
Exprass * Your Sinclair + Sega Power »
Amiga Power * Amiga Shopper + PC

Commodore:

f.1:1

Format = Public Domain

ORMAT

50,135

ome back next month when

we've got two fantasic demos

lined up for our cover tape.

First off, from Flair we've got

Elvira 2 adorning our 15th
PowerPack with her mystical charms.
And so she has the company she'd
really appreciate, Audiogenic are giving
us World Cup Rugby. Of course, we'll
choose another couple of complete
mega games, too. All we'll say for now is
fans of Gauntlet style games should
keep a look out.

We're just itching to PowerTest that
bloodthirsty coin op conversion Smash
TV, the 21st century 3D combat game
Battle Command and the much talked
about Bart Simpson from Ocean. From
Domark there's nostalgia for your dad in
the form of Super Space Invaders and
slippery hand-to-hand stuff from Pit
Fighter. Other juicy titles we're hopeful

More adventure, more treasure, more
monsters - Refurn of the Witch Lord

| OM LESS
jwaTCH OUT
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Remember Imnq the beans pr our .-
demo of PP Hammer? PowerTest next ish!

MAKE SURE OF YOUR COMMODORE
FORMAT EVERY MONTH!

Please Mister (or Missus) newsagent,
please reserve my copy of Commodore
Format each month, starting with the
October issue, on sale from Thursday
21st November. Thank you.

MY NAME

MY ADDRESS ___

This has been COMMODORE FORMAT 14, November 1991

COMING SOON

COMMODORE FORMAT 15

about include Rolling Ronny, PP
Hammer, Tilt, Cycles, Hydra, Stratego
and the expansion pack to best-selling
Heroquest, Return of the Witch Lord
from Gremlin.

In the Didn't Have Time Or Room To
Do It This Issue department, there's the
return of Inside Info, The Gauntlet and
the usual diet of GameBusters, Back To
Basic, Early Warning, The Scanner and
Roger Frames (will anything ever go
right for him?).

We're sorting out a couple of com-
petitions with truly mouth-watering
prizes and there are one or two sur-
prises to spring. We're sure you won't
be disappointed. After all, it will be the
season to be jelly... Er.

That's all there's time for, this
month. It just remains for us to thank
everyone who made this issue possi-
bie. And that includes you. Probably.
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Brain straining strategy under
scrutiny: Stratego PowerTested

i

3 AL A R AT

style action: Dandy with CF15

Don’t risk the unmentionable
side-effects of not getting CF regu-
larly. Fill in this little coupon, cut

it out (rather than hand over the
entire magazine) and give it to
your friendly newsagent. This will
ensure that when CF15 comes
rolling off the presses to take its
position on the shelf, you'll be safe
in the knowledge that an especially
crisp edition is just waiting for you
to pick it up. And if you don't it won't
stay crisp, you know. These things
need your love, care and attention.




WATCHA' GURNA I
( FI_ /_F| _|—1| 'r_‘h ]:4

_:_r l_FPTT —f r| | ’7 J . _. : 'f _ r 4 : ‘ ™ .

TRADEMARK OF TITANSPORTS INC
1961 TITANSPORTS, HUIL KAMANIA™Y
1S A TRADEMARK OF THE MARVEL

ENTERTAINMEMNT GROUP,
ALL RIGHTS RESERVED

OCEAN 5O ARE 1D . 6 GENTRAL ST MANGHES] §33 . FAX: 061 834 065

"1BM PC &
GUOMPATIBLES




-

YOU ARE T-8007

IN THE ACTION PACKED ~ AND FIERCE ANIMATION
GAME-PLAY OF THROW YOU HEADLONG
TERMINATOR 2 INTO THE FURIOUS

THE YEAR'S HIT MOVIE STORYLINE OF THE :
AS IT EXPLODESONTO  BOX OFFICE SMASH... —

YOUR COMPUTER SCREEN. AND A GAME YOU WILL § - PRI  OCEAN SOFTWARE LIMITED

- i) Sy e W O CENTRAL STREET
S:.PEU#_‘[U.L.AR. GR&PHICIS INIIE"_JER FQRGET. | oY : 1 N e MR
Variety is definitely the winning ingredient with Terminotor 2... Ocean's _ I B k. B TELEPHONE: 061 832 6633

tie-in gome will be their biggest yet...and could be their best." ZZAP 64 e B FAX 061 834 0650

"You'll keep coming back like Terminator himself... good game-play will
attract and absorb you... get hold of this, it's as mean as Arnie!” YOUR COMM
"An accurate conversion that will appeal fo the fans of the film or the

und hero himself." ST ACTION

C 1997 CARQLOD INTERMATIONAL MWW, ALL RIHTS RESERVED
ACCLAIM™ AND MASTERS OF THE GAME™ ARE TRADEMARYS OF ACCLAIM ENTERTAINMENT INC,




