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THE COIN-OP!
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O F  T H E

A W E S O M E
F O U R S O M E !

N o w  t w o  dudes  or
dudettes can Join forces

and double  t e a m  S h r e d d e r "
and his Turtle terminators

in a  bid to  save Apr i i "  and
Splinter' .  Take control  of

your favourite Turtle in this
turtley a w e s o m e  version

of the Konami coin op.
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A hearty dozen games are reviewed this month as
the BIG season really kicks in. I f  you want to

know what to buy, make sure it's been...

11111i

I,

0 .  •

ake Elv u g h  t
ealm of n  this spe-
ially coded playable

demo. You'll be totally
'bound. Try itt

op the reactor complex
om being blown to bits

SM • if

SF, violence, greed and speed meet up in
this conversion of Williams' coin-op hit.
It's an endless death-test from start to
finish -  and it could be game of the year...

58 PIPr -  D E M O N W A R E

r d ? N ,  • When old fashioned fun
meets spritely graph-
ics, you've got PP

*_-- H a m m e r  and his
Pneumatic Drill...

•

M i t

\_91:1 d  1Li --J

from a
meltdown in this
frantic flick-screen

WORLD
SS G B Y

oa '

Ot,'011)

More rugby! Yep, the big
A have got an up and
under sim of their own
coming out and you can

FLAIR
Elvira the voluptuous returns to
the 64 in a running, chasing,
spooking and otherwise shoot-
ing platformer crammed with
ghoulies, ghosts and unreason-
ably large monsters.

DOMARK
Now the thumping action
of the real thing has left
our TV screens, it's
time to tackle
Domark's
Kick-

Offish
simulation.6

NSweat,
blood, the
World Cup
and broken V ,
joysticks
ahoy. It's rugby
all right. But is it
worth a try?

A l  RUCK CITY

81 BATTLECOMMAND
OCEAN
Control one
beast of a
tank in some
of the tough-
est missions
since The
Battle of the
Bulge.

ANDY
DREAMS

ry it first on our demo.
It's the safest way to

scrum by half.

This excel
two-player Gauntlet loo
alike will keep you
crouched in front of the
screen well into the earl
hours. The denizens of
these dungeons are
deadly indeed, so enter

only if you dare! B l e u g h i
heh, heh, heh, heh...

mar'
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5 2  HARD DRIVING

W . . F i n d  out the best and worst drivinggames in our high speed chase special

fr

55 CISCO HEAT COMPO
Five Scalextric sets to be won as
Imagework's San Francisco race game
warms up

1 •  „4.,-;)
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Check Out the covertape selection
1 0  EARLY WA R N I N G
Super Space Invaders, WWF, Mega Twins
and Double Dragon III and more Elvira
1 4  CF SCANNER
Catch the first glimpses of the latest
games and froth all over the page
1 7  THE CHARTS
Uppers, downers and a special compo
1 9  GAMEBUSTERS
We tame Last Ninja 3, Terminator 2 and
Aliens. Plus, the conclusion of New
Zealand Story, and much more
4 8  BUDGET GAMES
Roger Frames gets stuck into Indiana
Jones, and ends up in a fix
6 3  THE MIGHTY BRAIN
Loads of moans, packs of posing and a
wagon-load of useful t ips
6 8  INSIDE INFO
Techie questions solved. And a rare selec-
tion of PEEKS and POKEs

7 0  BACK TO BASIC
The last of the present series
7 2  YO!  CLYDE GUIDE
Apex carry on coding Creatures
9 0  NEXT MONTH
CF's future unveiled
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6 ON THE TAPE

QUICK
START

DANDY
Take sword and spelibook and go forth
unto the creepy scum by putting a joystick
into port two (Or both ports if someone
else is also playing) and slice or fry any-
thing that moves.

EQUINOX
Stick your 'stick into port two and explore.
Shoot anything that moves (that ought to
go without saying). If something doesn't
move, try picking it up and taking it some-
where and see what happens.

WORLD
CLASS RUGBY
By all means slam your joystick into port
two and go for a try against the toughest
team there is. But we think you're going to
want to read the instructions carefully and
think about the best way to bruise the All
Blacks. Have fun.

ELVIRA THE
ARCADE GAME
Help yourself to a huge chunk of the
new arcade game featuring the world's
best loved vamp. Put the joystick into
port two and enter the realm of fire. But
don't get burned. What a scream.

NO LOAD ZONE!
If your tape should fail to work properly
follow these simple instructions:
1) Switch off the machine, and start all
over before you try loading again.
2) Check that your machine is not faulty,
by loading a piece of software you know
works properly.
3) If all attempts fail, put the tape in a
strong jiffy bag. with a Stamped
Addressed Envelope, and send it to:

Ablex Audio Video Ltd,
Harcourt,

Halesfield 14 ,
Telford,

Shropshire,
TF7 40D .

Ablei  will swiftly send you a replacement
cassette. Please DO NOT send the tape to
Commodore Format in Bath, as this will
slow down the replacement process.

NO LOAD ZONE!

Games, demos, COMMODORE FO

ALL these games and demos are loaded using the norm

WIDEIZE=1

DEM

Press fire and select a direc-
tion (in that order) to pass the ball.
When you let go of the fire button
the ball will be passed to the
player in the best position to
receive it. You can perform a
dummy pass by centering the joy-
stick before releasing the button.

If you select a forward direc-
tion with the joystick. the player
kicks the ball instead of passing it,
the strength of the kick depending
on the amount of time you keep
the button pressed. The exact
. Irection Is modified by the small

of on the bar underneath the
layer with the ball. Pressing the

Date the mistress o t  little
demo from her new arcade g e .  And if
you've got any energy for sport after that,
give our rugby demo a try. And when you get
an appetite for epic adventure take your pick:
dare to duel with the denizens of Dandy's
dungeons or avert an atomic apocalypse in
Equinox. Go on, live -  a little...

WO L  C I
• r,_

JOY I N  PORT 2
If you want to give the All Blacks'
time after they whipped England at
Twickenham and Scotland in Cardiff, load
this now. There are quite a few instruc-
tions here, but this is a mammoth mauler
of a demo from Audlogenic. Here we go.

The player you're controlling moves in
the direction you hold the joystick. There
are also some control keys used for set-
pieces (pre-programmed plays). We'll

/loci
come to this shortly.

The player you control Is obvious by
e marker over his head. Control always
anges to the player nearest the ball.

ember 15, 1991 has got a maul

ed and
ght the
r drop

fire button again as
holding It down Inc
ball reaches (obvi
goals and convers

If you're in pos
dead ball area (beh
you can ground the
backward pass. Thee
line scrum or dropout.

To score a try, press tire while in the
opponent's dead ball area or press fire
and push the joystick in the direction of
play, to dive over the line.

When you hold the fire button down
with the joystick centred you gain control
over the player on your team in the best
position to tackle the opposing player
with the ball. To tackle a player, press fire
in the direction you're running. If nothing
happens it's because you're too far away
to tackle. Centre and press fire again to

in your own
r touchline),

by selecting a
Its in a 22-yard

_ .
Doesn't this strike you as a more atafroolioll way of
playing the game than tho traditional and somewhat
more painful method? Play a full match against the
computer without getting a boot in tho face

ENGLAND V  A U S T R A L  I A



'Hold down  S H I F T  a n d  press  RUN/STOP '  m e t h o d -  Got  I t?  O N  T TAPE 7
pick a more appropriate defender. When
you're tackled you can attempt to pass the
ball before you hit the ground. Otherwi
the ball is released anyway and a ruck
takes place.
Set Pieces •
When your team is putting in for a scrum
or line-out, you can choose a special play.
The appropriate menu appears automati-
cally. Move the joystick in the direction
matching the choice you want to make
and press fire to select it.
Rucks and Mauls
A ruck takes place when a tackled player
releases the ball (a ruck is like an
impromptu scrum; a maul often precedes
a ruck). Both sides' forwards automati-
cally rush in. As soon as yours are in
position, you can control them with the
Joystick. Waggle it like hell from side to

side to push forward and up or down to 4 1pass (assuming you gain control).
The coloured arrows which indicate -

the position of the ball, show which team
is winning. The number of players in a
pack and their weight determines how
easy it is to push back the opposition -
but stamina also counts. This decreases
the longer the ruck continues. If the ball
reaches the back of the ruck or if the ruck
Is about to collapse then the bail Is
passed to the scrum half.
Scrums
A team whose scrum i l ls  can choose a
special play. Then, when fire is
pressed again, the ball is au
matically thrown in. Controls
are the same as for rucks.
Line-outs
When the bail goes into tom
during play, play restarts with
line-out. The team throwing the c a n
select a special play (then press fire again
to throw the bail in). The length of the
throw depends on the position of the dot
In the bar below the hooker. Press fire to
make the player in the best position jump
for the ball -  if he makes good contact,
he'll palm the ball to the scrum half or the
hooker, and away you go.

.0101110"

p-outs: A drop-out is a drop-kick taken
by the defending team. When both teams
are in position and the fly-half is ready to
kick, refer to the panel in the bottom left of
the screen. This has a crosshair that con-
trols the power and direction of the kick.

vertical line controls direc-
press fire to select it. At

point, the horizontal line
move. Release fire at

u want the kick to
higher the bar the

more k i c k ) .  Remember to
press a s  the kick takes
place, to alter f t  of the ball
Conversions a n a l t i e s
After you score a try you can attempt a
conversion. Use the rader to help judge
the strength and direction of the kick. If
you're awarded a penalty you can kick the
ball into touch, for goal or attempt one of
the pre-programmed special moves.

Special Plays
Most of these are automatic and are trig- - -
gered by the scrum half. However, you
can terminate a move by holding down
fire while the player is in possession. The
Blind side (scrums only) allows the full-
back to go down the blindside with the left
winger in support. The fullback makes his
run when when the ball is thrown into the
scrum, so the ball should be held long
enough for him to reach position.

In the Number 8 move (scrums only)
the No.8 breaks from the back of the
scrum with Hankers in close support.
There are two Scissors moves. Their aim
is to switch the direction of attack,
thereby confusing the defenders. Dummy
scissors is identical except the final pass
is not made.

Those are just a few of the tricks on
offer, but you'll get just as much fun out
of trying new ideas. Get stuck in_

Slug it out In COMMODORE FORMAT I  5, December 1 99 1

• • • • • • • • • •

Mud in your eye

If you want to win this forthcoming match, practise the set-piece moves like this line-out.
Move the joystick in the direction of the play you want to make and press the fire button.
Then watch what your players do. Once you know where they're going to run you'll be
able to take advantage of the other teams disposition.

N m •

EL7:::157

•N•—
•  e ',F.L7' •

••••••' terr
U P I  Wins •  u p s  •

Graphics take  second place to playability
in this camisole hack and slash fantasy chat-
Lampe- Go get those critters and give thorn
a taste of a deadly fireball or two

ELECTRIC DREAMS
JOYSTICKS IN PORTS 2 AND 1
(in that order)
If you're a fan of arcade adventures in the
Gauntlet mould you're going to flip when
you load this one up. It's a one or
two-player game in which
you've been called by the
council to clear the bugs,
ghosts and slime infesting
one of their poshest dungeon 111W-golemmum..,
complexes -  or something like that.
Actually, there's a choice of four levels of
dungeon to start on and they're all just as
over-populated by baddies_

When you get stuck into the mayhem,
It's pretty clear what you have to do to
survive. Throw spells like crazy at any-
thing that moves (who isn't a friend
playing with you), pick up new spell sup-
plies, keys and food. Keys work
automatically and you can change spells
with the function keys.

Keep an eye on your health. You'll
snuff it before you can say, 'Something
bad's about to happen' unless you regu-
larly rest and eat.

Use the chimneys to take shortcuts
into different rooms but don't bother

remembering where they lead,
there's no need. Don't set the

difficulty level too high at
first or you'll find yourself

playing very short games.
If you've ever played Druid or

Warlock there's a good chance you'll last
a few seconds longer than you would
otherwise. You've been warned



I ts  worth knowing that there are three
reeds of monster — the first look like evil

priestesses who wander around on the
top level. The next are giant wasps who
• b u z z  you when you're stuck on

platforms. The third are
•  f i r e b a l l - s p i t t i n g  mutant guard-

dog things. Fortunately, these
don't move. Watch out for lava

• t h e y ' r e  extremely dangerous.
you reckon you've cracked it

and ' r e  ready for some more, turn to
our PowerTest on page 32. Even it you
haven't cracked it, you might be able to
pick a  few r a m  the whew.

No she I
the heat  when

Walk this ways Ehrire herself  stalking
palacial rea lm of the fire level

ELVIRA
ARC D

STICK IN PORT 2
as never far from our heads but

your can get her into your
player thanks to Flair's

rtectly playable d
rney through the re
Hot stuff! (Come on .

had to be said.)
Apart from the fact that 8

as one of the largest demos ' v e  ever
run, there Isn't a tot to say about this with-
out giving away those things best left for
learning as you play.

T 15 ,  December 1 9 9 1  -  equinox your sox off

JOYSTICK M O M  2
Older CSiters may remember this beaut of a
game coming out four or five years ago9
and may have wondered what became of it.
Well, here Is the full version of Equinox,
especially for you.

Control a versatile little robot in its
attempt to save the base from going
kaboom. All the shooting and stuff will be
obvious when you get going but there are
some important obiects to
look out for (illustrated
and explained here). Get
ready for a real chal-
lenge and turn the
volume right up.

TRANS - L E V E L

P R O V I D E S  A C C E S S  T O  D I F F E R E N T
L E V E L S  I N  T N E  M I N I N G  C O M P L E X ,
NUMBERED L E V E L  P A S S E S  P R O V I D E
ACCESS T O  T H E S E  P O W E R F U L
T E L E P O R T E R S .

Once you can Identify the five kinds of
Installation scattered through the reac-

g t o r  complex,  your task becomes a bit
easier.  The next  tr ick is to learn the
order in which you have to  use them

r-..

wron-.
wit

r„,Effworip-A7fsisp1-1,7.:;vateveivlii.roksvoi-41.;-4,0,110,-.
4 d t 4  7 " • _ • 1

Aliens bite the dust in massive numbers but what 's  that  cute  tittle geek  doing down there
on the left? The 'infestation' of the reactor  complex takes  the form of hordes of sprites
which material ise whenever  you enter  a room

C R E D I T  D I S P E N S E R

EXCMANSES O N E  O F  Y O U R  D R O I O S
L I V E S  F O R  A  U S E F U L  T E L E P O R T E R
C R E D I T.

D I S P O S A L  CHUTE

VACUUM D I S P O S A L  C H U T E S  W H I C M
LEAD T O  T H E  C O N T A I N M E N T  R O O M ,
ALL R A D I O A C T I V E  C R N I S T E R S  A R E
DISPOSED O F  W E R E .

TELEPORTER

P R O V I D E S  A  R E T U R N  J O U R N E Y
BETWEEN T W O  L O C AT I O N S  A T  T H E
EXPENSE O F  O N E  T C L E P O R T E R
C R E D I T

MPIGNET IC

RLLOWS O N E  H M V  V E R T I C A L  T R A V E L
W I T H O U T  T H E  N E E D  T O  T H R U S T.



LOSS OF CONSCIOUS
Available on: CBM 641128 &
Amstrad Cassette
& Disk

RADAR

Screw, snots o l •  ~ C h M  IQ DO d1,41O0Po• 0101A iploleploy Ond
no. Me screen omphics votuch lUrf  COM140•100? 0 ,10 .01 .

t0,.011, .  qooW‘ . 1 1 0 p p • o t o n c • o n d  Ore M I D I . '  IV
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111, ORS  441011

COM Of tit  AVM PONDS • POCK OF RADIANCI
CHAMPIONS OF ialreNN M. OHS

1410 1100111 • sKerr Or TIll %VIM MAKS S
M I N  Till 111.0.3411 TEL: Seel  441034
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•  •
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Screen shaft from Coin-Op version

NEED HELP? CALL THEGOLD PHONE
HINTS & TIPS LINE

BY G-FORCE

U.S. Gold Ltd., Units 2/3 Hollord Way, Holton:I, Birmingham B6 7AX. Tel- 021 625 3366.

Service provided by U.S. GOLD SM. ,  LOWS 2 / 3 ,  HOLIORD WAY,  HOLFORD, 111111/114GHAA1 116 PAX
IS O m . g ø  e rve iove  I .  um 41e osbohoolo. Calls room 34p por nowno c h . , .  r o w  A l p  por Womoo e l  0 . W

LIKAIHIM SUNNI • COMMITIION • NOWA FONIS •
ZAK MCCRACKEN • MANIAC MANS/ON • WON •
mow OF POMO ISIAND • SAInl Of WAIN
YR; 111131 114112
POW INIRA311 • C08011111011 0 S 3 *  *14114
COMPETITION - £200.00 WORTH* OF
US GOLD GAMES TO BE WON EACH MONTH.
• A r  R.frm,l  1••

ARCADE HITS
MARKETED BY

, f a c i r m 9 9 1  SEGA-i LOCK ON

All lights re5ervecr. G-Loc'" is o
imdegnark or SEGA ENTERPRISES LIMITED. SEGA' is o

trodomart or SEGA ENTERPRISES LIMITED.



Horror monsters eh? You Just can't  get  rid of
the blighters. Unless of course you own—

A s  if to bring a splattering of mis-

chief to the proceedings. here
come the Mega Twins, a colour-
ful conversion of a Capcom
coin-op, by US Gold. These

devilish sword-waving brothers are the kings
only sons (well they were until a

dragon invasion killed all the
other people, including the

king). Now. fifteen years
later, the twins are ready
to hack, slash, maim,
kill and mash the
bad guys (ie every-

thing that moves),
So far, the speedy

and colourful sprites
look chunky and pret ty

The boys can graduate and in their  wings,
but once up in the sky,  things get  tr icky

0  nly seven months on from

the first Elvira adventure. - - ,
the horror hostess with the - -
ghostest is girding her
loins for excitement,

adventure and really wild times all over
again. In Elvira II, the action starts in )
Eivira's unusual house in California,
where she is visited by the ghost of
Alfronso. ex-King of (ahem) Brest. He
explains that his family heirs are long

dead and heir
)wants to . r

leave his
castle and
lands in •
France to
Elvira, if she,
can prove
worthy o r
his name.

411••••• oloPORIMPP. •-•• —
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The Indian chief speaks not
with forked tongue but S o  Elv i re
glowing eyes! t e l e p o r t s  —
back in time to conquer the three worlds
of the past that were once the domain of
the king, before entering the castle.

...an excel lent ly large sword. There's plenty
of hacking to be done throughout the game

capture the Dragon Blue Eyes. and put the
world to rights. The action rages across six
levels across the kingdom: under oceans,
through forests and caves

And there's a good deal  of exploration to be
done, though most of it is dangerous

4.

y l
ta-
t)

And, of course. it's all done in the
best possible taste...

It all looks a lot like the Elvira's firs
adventure (which was pretty darn good
itself) with graphics ported across tro
the Atari ST and re-coloured on the C6
A new interface has been designed to
speed up play and there's a completel
new set of control icons and a health s
tus display that shows how well (or no
you are as you battle on. /

Game D y k e  II
Publisher F l a k
Release D e c e m b e r
Contact 0 6 6 1  860260

Good now= COMMODORE FORMAT IS,  Docombor 1991

To help you out along the way there are
coins. r-c:wer-ups. extra weapons and even

snazzy bits of magic to be
picked up and used on the vil-
lains. The chunky and

1 colourful arcade-style graphics
coupled with a cheeky sense
of humour and jingly sound-
track should appeal to Bubble

Bobble and Rainbow Islands
fans who'll probably enjoy

playing in one or simultane-
ous two player modes. It looks
as though it'll really come into

its own in two player mode
because, and let's be honest.

.•,,ho wants to face a dragon invasion
and certain death without some help?

Will the C64 version be as slick as tip-top
platformers such as Islands and Bobbie? Will
it be received as well as the recent, and really
quite brill 16-bit versions? Thankfully, you
only have to wait for our review in the next
issue of Commodore Format to find out for
sure. We  reckon it's a corker candidate...

Game M e g a  Twins
Publisher U S  GoldiCapcom
Release N o v e m b e r
Contact 0 2 1  356 3388

WM this girl
take you for a
ride? I f  she did,
would you

•\.mind? Nah



F o r  years and years, wrestlers

on telly used to pretend that
what they did was serious
stuff and no, they weren't
acting, really, honest. Now

with the American World Wrestling
Federation, everyone knows that it's a
bit of a laugh (apart from my granny,
who still thinks that i ts all for real), so
we can get on with enjoying the spectacle
and stop trying to pretend it's something it's
not (like sport for instance).

For anyone who doesn't know what
WWF is rill about (Terry Waite, the Dalai

Mmmmm, looks l ike Hulk Hogan has a
touch of the collywobbles.  Poor chap

N o  sooner does the season of

fluffy goodwill loom over the per-
mafrost, than another pair of
rippling-muscled martial artists
bash in the front door and start

beating people up. In Double Dragon III, our
heroes Billy and Jimmy return for another
never-mind-the-plot-just-smash-the-baddies
extravaganza of murder and mayhem. Unlike
the first two 00s• The Rosetta Stone is an

•••.., •
Lama etc), it's exactly what you'd
expect the Americans to do with
wrestling. It's loud, brash, colour-
ful and it lets you do lots of jolly
fun-type things like jumping off
the posts onto your opponent,

Hulk's in the ring,
he's looking mean,
he's running hard,
and, that  other
chap is dumb
enough to
stick
around!

l a d e e e e s  and Gentlemennnn,  It's t ime for
some gripple-grapple action

entirely new game, written from scratch by
Battersea based team Storm.

The plot (for plot read, excuse to use nice
pictures of Ancient Egypt in the scenery)
involves running through forests, castles and
towns in search of the three (three?) Rosetta
Stones. These are awarded after the ends of
the second, fourth and fifth levels, over which
the baddies get even badder. One big change
from the first two DDs is that on the earlier

levels there are
shops selling
weapons. power-
ups and extra
lives to make the
going a bit easier
— which is just as
well because the
nestles can tire

,5•11M1ZA

Billy and Jimmy
get their  brawn
together for
another rumble
in the jungle.
Find the stones,
beat up loads of
characters and
take  a nice holi-
day in Egypt

twanging them with the ropes and pulling
their nipple hairs out. All your favourite char-
acters are there including the big one with
the silly haircut and, er, the other big one
with the silly haircut and, er, well, you get

the idea.
You get to play one of three 'good

guys'; Hulk Hogan, the
Ultimate Warrior or the British

Bulldog and are automatically
pit against a bad guy. After the

important pre-bout slanging
match, where you get to trade

insults with the bad guy. it's into
the ring and on with the show.

Moves include flying kicks, catapults,
jumping off the posts and throwing

your opponent Out of the ring (you can even
climb out of the ring after him and fight in
the audience). There's also special moves
like the piledriver (!) and backbreaker (!!).
One thing's for sure, this ain't cricket.

Game W W F
Publisher O c e a n
Release N o v e m b e r
Contact 0 6 1  832 6633

It's another  two-player simultaneous affair,
but you'll both have to be good to win

Double vision in COMMODORE FORMAT 15,  December I  991

plenty of things at you, when they put their
corrupt little minds to it.

After collecting the.stones, you are
whisked off to Egypt to fight your way through
three levels of seriously heavy monster-type
dudes before confronting the Ultimate Evil,
which is a _well,  I won't spoil the surprise.

Double Dragon III is just going through the
last stages of playtesting, bug fixing and
sound adding and should be out in time for
Christmas. We popped into Storm's head-
quarters for a cup of tea and a gander, and
it's looking good. The backgrounds are
detailed and colourful, the characters all move
well and even when you're being attacked by
six monsters (help!) everything's fast and
smooth. Twiddle your thumbs for a mere four
weeks and we'll bring you that review.

Game D o u b l e  Dragon
Publisher T h e  Sales Curve
Release D e c e m b e r
Contact 0 7 1  585 3308



N o s t a l g i a  eh? Can you remem-

ber when Space Invaders first
started appearing in arcades?
Er, no actually, i ts  a bit difficult
isn't it, since it all happened in

the ancient year of 1977. It was s000 long
ago the C64 hadn't even been invented, peo-
ple wore safety pins in the noses and anyone
now under fifteen wasn't even born. But then
everyone knows about Space Invaders, so it
probably doesn't come as a surprise that
Space Invaders is back 1990s style. Super
Space Invaders is like the original game with
whistles, bells and cows added (Cows? Yes.
we'll come back to the cows).

They're back,  and they mean to turn earth
Into an alien theme-park.  Stop 'am quick

V

Aliens come in all shapes,
but usually this one...

• •
• •

Each of the screens are
beautifully I l lustrated

Rather than
being little white
blobs that plod
across a black
screen, the 90's
aliens come in all
shapes and sizes
that whizz,
swoop and swirl
over gorgeously
coloured ani-
mated
backgrounds.
As well as a

new set of sound effects, the aliens split up,
re-join and generally make life difficult for any
self-respecting earth defender. And then
there are the cows. Every few levels, you
reach a bonus level where the bottom of the
screen fills with cows and the aliens swoop
down and try to carry them away. If you shoot
the alien, it drops the cow and the cow floats
back to earth to keep making milk for the war
effort, If you shoot the cow, you'll be thrown

Certain baddles have a
habit of growing larger

out of the Vegetarian Society
tor certain...

Despite the happy
colours, nice noises and cow
jokes, in the end all you do is
go backwards and forwards
across the bottom of the
screen, shooting, so long-

term tun may be limited. But if you're a big
Space Invaders tan you might find that the
whistles and bells on Super Space Invaders
turn this thing of beauty a joy forever.

P P  4 1
„0,01,

1
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They came,  they saw,  and they got a f ierce
kicking from goodly earthling defenders

Game
Publisher
Release
Contact

Super Space Invaders
Domark
November
081 780 2222

AND FINALLY (ME MORE MINGS CHANGE...)
It's been a most weird month on
Commodore Format and no mistake. Editor
Stevie Jarratt and staff writer Andy Dyer
have taken leave of their senses and moved
onto a new (and as yet un-named) magazine
here at Future Publishing, while two new
boysies have been drafted in to fill their
comfy chairs.

The new editor is Colin Campbell (ex
Amiga Power man, games nut and long-term
C64 fiend), and our production/everything

else person is the very odd Paul Lyons
(who's been writing tons of techie stuff for
CF since Day One anyway).

The strange art people 011ie and Lam are
still their exact self sameness, and resident
games guru Sean Masterson remains on the
case. So, while things are changing, they're
not really at all (if that makes any sense).
Anyway, a sad farewell to our old chums and
hello and hurrah for the new faces. Enjoy the
magazine, and keep in touch...
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LE I N G S  AHOY!

tier months of testing, it looks like
Psygnosis will release their monster 16-
hit Lemmings. on the C64. Although the
chaps were initially unsure whether the
had the power they needed to make a
good conversion,
after expo-- ' M e e  of the A M P .

ifingelwesoo- cnclinte. •

the 64  4 ' •., . ,•• -

I l l t -
' ,40N-• •'

pence
with
the

Nintendo
and other
bit syste

they think they've discovered some ne
tricks that will make the game possible.
final decision on the go ahead will be
taken in the next few days and the gam
expected to be out in time for Easter.

CHECK M I S  MATE
CDS have just released Colossus Ches
and Colossus Bridge at the bargain pri
of £3.99 each. These two classic games
have been around for some time and
a huge following. They're two of the gr
est 8-bit boffin games and a real barg I
under four quid_

ADIEU ACCOLADE
Accolade have just published their last
C64 game, Cycles. Over the last few ye
they produced a range of fine games
including the Test Drive series, Jack
Nicholas' golf thingies and Star Contro
For a lull review of Accolade's swan so
see page 78 (actually, it's a bit crap).

MAN THE RAM
Domark are working on Ramparts, a n
game best described as a 'wacky' cros
between Tetris and weird 16-bit power
game Castles. After rushing against th
clock to build your castle's wails, with
strangely-shaped blocks, you then hay
shoot your opponents walls down and
destroy his keep before he destroys
yours. Ramparts should be arriving
around Easter.

Plus, watery speed-and-shoot gam
Hydra will not now be released as a se
rate game. The coin-op conversion -
released on other formals over six mo
ago -  will be held until next year, whe
will be used to boost Domark's range
compilation packs. Domark have also
decided not to release Race Drivin', b
move the team onto other, more fruitt
projects. Apparently, l's simply not up
scratch, so cheers to Do mark for kee
some old tosh away from our 64s...



'HOSE WIZARD
MONSTER
VOL "PRAMS!

THE CF/MERLIN HERO QUEST
STICKER BONANZA
If you've taken a peek at our groovesomely free stickers on the
cover, you might be wondering: "What the devil is it all about?" If
you're not, then it's probably because you're one of the thousands
who're already well familiar with all things Hero Quest.

It's a fantasy board game which takes players into a place
that's weirdly weird in just about every way. On the board are
characters such as a wizard, dwarf, barbarian and elf. You take on
these characters, bimble off and start casting spells, slaying
beasts and otherwise making mystical mischief.

But that's not where it ends. There's also an excellent C64 ver-
sion of the game by Gremlin, and an add-on adventure disk (see
review this issue). Also, and this is where our offer comes in,
there's a sticker collection and album that tells the story of these
underworld wanderings.

If the holograms and stickers have tickled your fancy, then it
might be worth taking a look at the whole collection of 192 full-
Colour stickers, that tell the stories of all the game's characters. In
this tasty collection are also 24 holograms, hidden randomly in the
sticker packets.

You can collect this lot and stick them into a 32-page album
that's bursting with the unearthly, the supernatural, and the plain
abnormal. You can buy the stickers (at 20p a shot) and album
(which costs 50p) at any decent newsagents.

Ave
CBM m s t r a d  CPC Cass
& Disk, Spectrum 481128K, *2
Cassette, Atari ST/STE &
CBM Amiga A5001A1000/
series.

'Definitely one for arcade ' O n e  of Me best conversions
addicts, a n w e ' v e  seen on the Amstrad,

blasting f w i t h  oil the playability al the
•  D e  (Amstrad),

and
MTN

SUPER MONACO 0.e . ' "
*Absolutely gob•smacking graphics and
animation, simply this best 30 animation I've
seen On any computer.'
COMPUTER FUN 96% (Amigal.

GOLDEN AXE.'"
-The best bout of combat that you are

likely to Kaye seen this year._
A diamond conversion— Unmissabiel •

e t i t t E  90% (Amiga).

'Superbiy presen
highly playable— it's

authentic, at times I believed
ying the arcade
" ZZAP

,Oleel Sono, r e s e w &  ,
We ate trademarks al SEGA ENTE I T E D ,  SEGA'. a a trademark of SEGA

METED. Manufactured and didributad under license how SEGA ENTERPRISES LIMITED by
1.I-5. GOLD LTD., Units V3 itollatri Way, Ifeliford. lirmingnam lb  7AX. Tel 021 625 3366,



apREViEWS H
, Find out how long you're going to have to wait  for that
I specia l  game by keeping your eye on our scanner. Each ring

i o n  the radar represents one month, so if a

game appears on the third ring, it's
three months away. Simple, eh? A n d
we update the scanner every issue

G E M - X  I I
Demonware

The crystal bunny returns with the
sequel to the pretty
damn tabby
GEM-X

WARNPNG
SCANNER

•  HOT RUBBER
Palace M E G  T W I N S  •

US Gold

•  GEM'X 2
Demonware

ALIENS •
Imageworits

DEATHBRINGER •
Empire

•
INDIANA JONES AND

THE FATE OF
ATLANTIS

LucasArtrillS Gold

•  OOPS UP!
Demonware

SPACE CRUSADES •
Gremlin

CISCO HEAT •
lmageworks M i n d s c a p e

BONANZA BROS •
US Gold

•
SPACE GUN

Ocean

DOUBLE
DRAGON 3
Storm

•  BART SIMPSON
Ocean

FINAL FIGHT
ROBOCO 3  •
Ocean

US Gol

•
INTERNATIONAL

SPORTS CHALLENGE
Empire

FIRST SAMURAI •
Vivid Imago

THE BLUES
BROTHERS
Titus
A massive success
on the Amiga, the
rhythm & blues

rejects are heading
our way. Jake and

Elwood's mission from
God hits the C64 soon.

•
ESCAPE FROM COLDITZ

Digital Magic Software

•  BLUES BROTHERS
Palace

•
G-LOC

US Gold

•
WWF WRESTLING

Ocean

•
CREATURES 2

Thalamus

THE ADDAMS FAMILY
Ocean

BARBARIAN 3 •
Palace

•  SILLY PU
System 3

ELVIRA
Flair

•  CAPTAIN PLANET

SUPER SPACE
INVADERS

Dorn ark•
•  PAPERBOY 2
Mindscape

SUPER DARYNA •
Dernonware

•  WORLD CLASS RUGBY
Audiogenic

•
FAMOUS FIVE

Enigma Variations

PARTS •
Domark

•  SHOE PEOPLE
Gremlin

THE COOL CROC •
TWINS
Empire

THE S I M P S O N S  -  BART  V S .
THE SPACE M U TA N T S
Ocean
Cool dude and model citizen
Bartholomew J Simpson heads this
way on his mission to wipe the
space mutants (and the mutant tur-
tles) oft the face of the Earth. Look out
for the preview next month, man!

CAPTAIN
PLANET

Mindscape
Save the earth

from smelly socks
arid empty toothpaste tubes

with the greenest dude of
them all - real soon.

(Amiga screenshot)

•  DEVIOUS
DESIGNS
Imagewerks

HAGAR THE
HORRIBLE
Kingsott

MINDBENDING •
ALIENS FROM
HYPERSPACE
Demonware
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HIILWAR • DRAGONS Of NAME • HEROES Of THE LANCE
TIL 0 1 9 0  142015

CURSE OF THE AZURE BONDS • POOL OF RADIANCE
cHounows CO IERINN Ttla 0891 442026

SUCK ROGERS • SKRET OF THE SILVER IMADE5 •
EYE OF THE BEHOLDER 1111: 0808 442030

OPERATION STEAM • FUTURE WARS • CREASE FOR A CORPSE TEL: 0139 654284

Service provided by U.S.

NEED HELP? CALL THEGOLD
HINTS & TIPS LINE

LUCASHUA HELAINE • COMMTMON • INDIANA JONES •
ZAK MCKRACKEN • MANIAC MANSION • LOOSE.
SECRET OF MONKEY ISLAND • WU Of ENNA*
TEL 0839 654123
NEW RELEASES • COMPETMON Ma 0839 6241124
COMPETITION - E200.00 WORTH* OF
US GOLD GAMES TO BE WON EACH MONTH.
• A,t Retail Prices

GOLD LTD., LoNrrs 2/3,  HOLFORD WAY, HOLFORD, BIRMINGHAM 86 7AX

wiltkwirm.11

JUST WHO ARE THESE GUYS?
Mobo and Robo (Mob° s the good looking one) are
the coolest villians you II ever meet. They rob

banks, museums - and
innocent computer garners of

their sanity. They re on a
mission and they're coming

soon. Ask them why they
wear dark glasses and they II

tell you... O u r  future s so
bright we gotta wear shades'

Available on: Amstrad, CBM
64/128 Cassette & Disk Spectrum

Cassette, Atari ST & Amiga.
1990 1991 SEGA' • All  ughts tembaK1 BONANZA

BROS 1 , 0  trodemose of SEGA ENTERPRISES LIMITED
'A GA" a  Eyadema* at SEGA ENTERPRISES LIMITED

ARCADE HITS
MARKETED BY

U.S. Gold Dd. Unit', 2 /3  Hallard Way, liaillard,
ilimenighemee 7AX. fel: 031 62$ 3366
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INGFIELD1
That's right man!
A buncha slimy, horrible, totally gross and putrid monsters are
taking over the bodies of the people who live here and they
wanna build a weapon that's gonna take over the entire planet!

PR-ETTY COOL flUff?
Anyway, yours truly is the only one who can see 'em!
I've gotta spray-paint things, get radical on my skateboard, use
my trusty slingshot, and in general behave like a nuisance, man.
Plus with evil dudes like Nelson the bully and Sideshow Bob
getting in my way, it's a good thing I've got the rest of the
Simpsons to help me out!
So if you're a decent person a patriot, and somebody who cares
about this sorry planet, you'll do the right thing.
Buy THiS GaMEI
Thanks man.

e n t e r l a i n m e n t ,  I n c

ACCLAIMA. AND BARI VS. THE SPACE MUTANTS ARE TRADEMARKS OF ACCLAIM ENTERTAINMENT INC,
THE SIMPSONS ". TM at C, 1991 TWENTIETH CENTURY FOX FILM CORPORATION. Alt  RIGHTS RESERVED.

IBM PC
AMIGA

SPECTRUM
COMMODORE

OCEAN SOFTWARE LIMITED
6 CENTRAL STREET MANCHESTER • M2 5NS

TELEPHONE 061 832 6633 FAX: 061 834 0650
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,the definitive guide to the hest-seliing c64

BUDGET PRICE GAMES

IT'S THE CF STAR GIVEAWAY -  4 0 0  GAMES TO BE WON!

E l e c t r o n i c  Zoo have lust released a curious compilation of
20 old games, in a package called the Disk Star
Collection. Some, such as Battlefield, Survivors and

Periscope Up are classics of their time with smashing graphics
and the kind of gameplay that makes a lot of full-price games
curl up in a corner and go 'boo-hoo, it's not my fault I'm rub-
bish'. Others are well, er, a bit crap actually. But even they're
good fun (in a silly sort of way). Anyway, we're giving 20 com-
plete sets away free! For your very own copy of all 20 games in
the Star Collection, just answer this simple question:

What is the nearest star to Earth?

But, just for the hell of it, you must answer the question
incorrectly. The most dreadfully inaccurate answers will be the

winners, so anyone who sends in stuff like the Sun or Alpha
Centauri won't have a hope. Remember, this Is a disk only com-
pilation so if you haven't got a 5.25" disk drive, don't enter as
you'll only win a very thin but expensive teapot stand. Put your
answer on a postcard — or the outside of a stuck down enve-
lope and address It to:

Bit of a crap competition,
Commodore Format,
29 Monmouth Street,
Bath,
AVON BA1 2BW.

Make sure your entries arrive by 30th December. Employees of
Future Publishing or Electronic Zoo aren't Invited.
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What with Andy Dyer bumbling off, we 've
handed over Gamebusters to veteran t ipster
Andy Roberts (he's been cracking games for
CF for months anyway).  This month he spikes
Spike, reveals Exile, crushes Terminator I I ,
flattens Last  Ninja 3 and  much, much more...
SPIKE IN
TRANSYLVANIA
Our rather spanky map and solution featured
in CF13 was, as many of you pointed out.
lacking certain rooms and clues. Rather than
make some lame apology, here is Part One
of the official solution courtesy of Ash  Hogg
and Dave Clarke from Genesis software.

From the start in the village blacksmith's
on the outskirts of Castle Transylvania. pick
up the pair of gloves and the doorknob, then
use the doorknob to open the door. Walk left
to the next cottage, enter it, and collect the
bag of gold sitting next
to the fireplace. Leave
the cottage and walk
right until you bump
,nto the guard at the
castle entrance.

Drop the bag of
gold next to the guard,
who will accept this as
a bribe (allowing you
to enter the main cas-
tle complex). Move
quickly through the
central corridor, avoid-
ing the energy-sapping
ghosts at all costs.
Touch the lever in the
next room which will
move downwards
(subsequently de-acti-
vating a trap in the
lower corridor).

Go through the
door in the next room,
being careful to avoid
the acid spitting moose
(D. You now find your-
self on the outer flanks—DO NOT pick up the
apple, as it has a delicate hemlock flavour.
Keep going up the stairs, then climb the lad-
der in the next room to arrive at the ramparts.
Here you will find a glowing green bottle,
which contains juice of toad (which you
should give to Arbold the wizard later on).

FREE 0 AMES!
Almost. This month's E20 software
voucher goes to Warren Pilkington for
his amazing POKE listings, and no
doubt he'll be spoilt for choice by our
tantalising mail order selection. If you
would like to get your mitts on one of
these prestigious vouchers, send In
your maps, solutions, tips, and POKEs
to; Andy Roberts' Gamebusters,
Commodore Format, 30 Monmouth
Street, Bath, Avon, BA1 29W.

A final word of warning; we've
received a few POKEs and tips taken
from other magazines recently—it ruins
your chances of winning a voucher,
and, well, it's a bit pointless really.

P t  wv,m,e, I .  r e d • • • • • • • •  a g a n t z z o n e r r i o  .' Wc e e e e e d . •  o n g . ,  mot  ceder

bone V1OC r3  n a y  be 1 . . . b e e d . Z . n . r d i n g  •dwcem p m . .  e x  1 . •p P p
This meclue,  el not  . . - A e n g e o e .  Pol the * m i l
eqwwion i

You will also find a key here too, which is
used further on to release the captured
rebels.

Go right into the church and collect the
crucifix, which can be used to kill any ghosts
you may come across later on. There is also
a leg of chicken to be found here, which
should be used to revitalise your strength.

Work your way back across the ramparts
(avoiding any lightning bolts), down the lad-
ders and through the outer flanks until you
are back in the central corridor. Take the door
on the right into the rat-infested lower corri-
dor, and walk left until you come to a room
with three bats. Continue left, avoiding the

bats, but don't go up
the stairs just yet—go
left into the dining quar-
ters where you will find
an energy-replenishing
chicken on the table.
Walk left once again
and continue through
the doorway into the
kitchens.
Pick up the plough-
man's lunch—this
must be given to
Farmer Piles (ho
ho) later on. Go
back past the
guards the way you
came, climb up the
steps to the upper
balcony, then pick
up the key next to
the guard.
Go back to the far
right of the corridor
and take the door
on the left. Walk
along the upper cor

ridor until you come to the dungeon
entrance, walk through it, then walk left
until you reach a lava pit. Pull the lever on
the far left to activate a drawbridge (which
allows you to cross a lava pit further on).
Head right, ignoring the torch, and unlock
the rebel's cell-the dungeon gate will lift

up releasing Prisoner One. Walk through
the door to the right of the cell, continue
left and release Prisoner Two. Go back
the way you came, pick up the torch on
the way, and once outside the dungeons
climb the belfry ladder to your right. You
will find a key-  pick this up, and continue
climbing.

When you reach the belfry, select the
gloves in your inventory and touch the rope to
ring the bell. This will deafen the bat, stun-
ning it. When it drops to the ground, pick it up
arid climb back down the ladder. Drop the bat
next to the key. Next month: Part Two...

EXILE C F  DEMO
If you're having problems finishing the CF
demo version of Exile, try some of Mark
Smith's Action Replay POKEs for a variety
of amazing effects.
POKE 41911,255-Unlimited Jet-Pack

energy

POKE 41880,255
POKE 41912,255-Gun and unlimited bullets

POKE 41881,255
POKE 41913,255-Icer and unlimited bullets

POKE 41882,255
POKE 41914,255-Blaster and unlimited

energy
POKE 41884,255
POKE 41916,255-Shield and unlimited

energy

POKE 41879,255-Booster
POKE 46803.173
POKE 41898.15-Unlimiled plasma balls
And for the Pythonesque among you.
POKE 46803,206
POKE 41898,(1-255)-To pull droids, birds,

imps. etc, from your
pockets'

POKE 34446,200-Oropzone' explosions
POKE 41923,33-Turns you into an imp'

Hurrah. Guns galore in Clr's demo of Exliet, if
you take  a few Action Replay POKEs

Even add spitting mecums road COMMODORE FORMAT 15, December 1991



It's the most a tmosp l ie r *Japanesey  (and
difficult), b e a t e m - u p  you're ever likely to
see, feat • n g  amazing graphics and music.

I
So, here is the only
Last Ninja 3  guide
you'll ever need...
LEVEL 1 -  EARTH

I D  4  fgett lFs ! • • • • • •
At 1 1 1

4111
S 1-1_1•

,
l i o

The first point m e m b e r  is that you don't
have to kill an m i e s  on this level if you
don't want to. Inevitably you may get pinned
into a corner, in c a s e  there is no other
choice, but in go i t  is better to avoid
conflict and save s  for later. Right.
From the start s c r e n , e n  t h e  hut and
search around for the LEAT G L O V E .

COMMODORE FORMAT 75,Decontbor 7991 —unmasked

Take the right-hand path into the next screen,
then the right-hand exit again. Avoid the
shuriken-lobbing enemy and collect the
SWORD from the statue. Take the lower right
exit, then stand just inside the doorway and
collect the much needed POTION. Take the
very bottom exit and collect the ROOFING
NAILS from the leftmost hut—this combines
with the glove to make a CLIMBING GLOVE,
needed to climb the rocks later on. Take the
topmost exit on the left, then face the first tree
and collect the STICKS. Leave by the topmost
exit, then stand in front of the small statue to
collect the SHURIKENS. Take the right-hand
path, then walk around the back of the but to
the next screen. Walk into the hanging gar-
dens and collect the CHAIN from the basket
on the right—this combines with the sticks to
make the NLINCHAKAS (clever, eh?). Take
the bottom exit, then walk up to the base of
the rockface holding the glove. It might take a

1



while to find your footing,
but once you have, climb
up the rocks and go into
the next screen. DO
NOT go near the boulder
(yet), just continue right
into the next screen,
then pick up the LAMP
from the wall. Go back
the way you came, down
the rocks, and then go
through the gateway into
the gunpowder section.
Holding the LAMP, stand
next to the first barrel on
the left and use your
'pick up' motion to trans-
form the lamp into a
BOMB. This too can be
tricky, so keep trying.
Switch to the glove, then
climb up the rocks again and into the boulder
screen_ Select the BOMB and, facing the
boulder, use the pick-up motion to blast it into
the lower gorge. Go back down the rocks,
take the left-hand path into the temple screen,
then take the topmost exit. Walk onto the
boulder, then face the strange blue thing and
collect the SCROLL. Go back the way you
came, into the temple screen, then enter the
temple with the NUNCHAKAS and SCROLL
at the ready. Use the forward jabbing motion
with the occasional kick to defeat the Shogun
with ease.

LEVEL 2  -  WIND
From the start screen, take the top exit into
the next screen, then take the left exit into the
next. The door at the bottom of the screen
leads to the end-of-level Shogun... later on.
Take the right path and collect the BELLOWS
on the next screen. Before you leave, use
your pick-up motion to move the LILLY PAD,
as it comes in rather useful on the next
screen. Take the right path into the waterfall
screen and jump over the river via the floating
[illy. This is tricky but you can do it simply by
pausing for a second when you enter the
screen and then running straight towards the
filly. Continue into the next screen and collect
the POTION from the doorway to replenish
your strength.

Go right again, then take the upper-left
exit and collect the scroll from the centre of
the screen. Take the leftmost path, then take
the upper-right exit. On this screen you must
collect the ROPE situated just under the win-
dow, but be careful not to venture near the
tree—there is a nasty bug in the program
which often gets you stuck 'behind' the
screen. Take the bottom exit, then the bottom-
left path into the scroll screen. Take the
bottom-right exit, then the bottom left, then lot-

oats To co

WATCH
M I S  CIRCLE

If you're funky enough to have
ninja-ed your way through these
levels, be sure to take a look at

some maps, POKES and devious
cheats for the next three levels
In the January issue. This stuff

is easy-peasy compared to
what's coming. You have been

warned, people...

dig

low the path into the next screen and jump
,back over the hilly (which is a touch more diffi-
fcult than before). Once over, follow the path
round to the start screen and take the bottom

Ati_exit. Use the rope here to climb down the
OF rocks. avoiding the deadly ivy as much as

possible. Then go into the next screen, and
again enter the Shogun's domain with the

roll and nunchakas at hand—kick his botty
as before.

And that, budding ninjas, is all for this
r o n t h .  Don't be dismayed, as we'll be back
:again next issue with maps, solutions, and
•POKEs galore for the last 3 levels. Can you
!possibly control your excitement?

-•

ul
t

dome—
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LEVEL 3.1

Follow the route up the right-hand side (avoiding the sentries a t  all
costs). Move as swift ly as you can to  the exit .  The  turt les present
an a w k w a r d  but avoidable obstruction. Keep  clear  for best results

LEVEL 3 . 2

t

Get on a chicken as soon as you can. (The things you have to do,
eh?) Then fly up and drop into the maze.  Move into the open space.
Next, jump into the wa te r  and swim upwards towards the exit

1

NEW ZIA
PART TWO: GuidetS  =  START *  =  GET ON A  FLYING PAD

LEVEL 4.1 LEVEL 4 . 2

411111111111Mm .  ,
This level isn't too bad at  all.  The only hazard you face is the risk of M u c h  the same as the previous level but be careful  of  the odd
running out of oxygen (which would be pret ty  bad for you). so s p i k e s  lying around. And avoid going through the 'box' on the right
remember to stop regularly to replenish your oxygen supply o f  the level  -  you can try it you're brave, but you'll die horribly

COMMODORE FORMAT 15,  December 1 9 9 1  -  with an antipodean jackanory for ye

1



LEVEL 3 . 3
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Move quickly to the right, drop down, get  on a chicken again and fly
down to the stepped pyramid. M a k e  your way up and right. Then
move on to the watery  section and get  on a flying pad,  bottom right

LEVEL 4 . 3

•

*

Olo

•  4 -

Get on a flying pad as soon as pots and fly quickly upwards. Next ,
make your way through the water  and swim towards the exit  but be
careful when you emerge from the water  (you'll see why)

LEVEL 3 . 4

GAMES TIPS

Don't hang around. Climb to the waterfal ls  and make  your way down
to the bottom-right section. The Guardian is an idol. Simply stay at
ground level, than jump and shoot at  him when he's not firingM i l l  STORY

e fluffy Kiwi to the enthralling e n d .
IT'S BIGGER THAN HUGE

Just for the record. New Zealand Story is probably the biggest C64
game ever, boasting levels that make Turrican look tiny. There are
hundreds of screens in there, making it one of the most challenging,
absorbing and fun games around. Why not give it a whirl?

LEVEL 4 .4
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Got a  flying pad  and careful ly pass the spiky spikes. I f  you come out
of that  in one piece walk  up to the solid wal l  at  the  top right to gain
access to the pirate ship. Finally, drop down and find the  exit

Out cooling the Kiwi -  COMMODORE FORMAT 15 ,  December 1 9 9 1



LEVEL 5.  1

The poisonous darts can be a real  pain In the hindquarters. You've
got to take  care when you come up against  some stray flying
saucers. These al ien types never give up without  a good fight

LEVEL 5 . 3

Gain control of a flying pad  and w e a v e  your way towards the exi t .
The sentries don't pose any real  threat  but t a k e  care to deal w i th
the cats  -  your only chance is to  shoot 'em as soon as possible

COMMODORE FORMAT 15 ,  December 7 9 9 7  -  the kiwi to good C64 games

LEVEL 5 .2
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Looks compl icated,  doesn't  it? Yes  it is. Keep a cool head and stay
on the move.  There are  very few dangers, except  for a few of the
darts. Jumping the platforms to the exi t  is, l ike,  very hard indeed

LEVEL 5 . 4
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This final level  is extremely  difficult.  What 's  more, you're sent back
to the start  of the level  every  t ime you get  killed! I I  you can kill
Wally Walrus the Guardian, consider yourself a wel l .hard dude

COMING SOON: TIPS AND TRICKS APLENTY
This completes part two of the biggest game we
think we've ever mapped. Ace Gameauster Andy
Roberts is even now tackling another bagful of
beasty games including Batman -  The Movie which
Is leaping all over the charts after a budget re-
release and the climax to the terrifically difficult

Last Ninja 3. There's also Pitfall 2 from CFI  I's
PowerPack (which seems to have caused readers
more than a few tricky moments) plus loads more -
all for next month. And for those of you who wanted
more cartridge POKEs, he's got a ton of those, too.
And don't forget to send us any tips your own...
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Ea FuLL RICE C a l l  ellak Ace 1 & 2
-0 Construction ki! 1  7 50 ..1 7 50 Ace Of ACC, ....

Ekrois Tale 3 N . A  • 11 9? Afterburner 1  99
Bratechess NA 1199 A r e i o r f .
Brain Clough Football A l t e r e d  Beas-
Fortunu • . 6 . 9 9  . 9  99 Atnencan 30 9 9

Buck Rogers 1 7 5 0  Arkanod 1 or 9 9 9
Ch0PCX11 EPOrel . N . / A  .17 50 Armatite ,
•! Master7 5 0  N / A  Australian Pula Bock-

- ',,US Bridge 4 1 1 9 ;  10.99 Baal (Cass or Disk) O D
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• Captan (D&H) _750 ..NiA Ranger Racer_ • 1  99
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New 5.99 .7.99
'0ouble Hone
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750 10.99
Death Knight of laynn M A  1130
Diplomacy 7 5 0  10 99
Errryn Hughes Soccer _1_50 0 9 9
F-16 Combat 1 0 9 9  13 99
Frei F10-4 1 1 9 9  11 99
Fun Sciol 3 (1J5) 9  99 12 99
fun School 3 (5-7)_ 9  99 _1299
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-..Yolden Axe 7 5 0  1099
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o CLOSt Data Disk

-BIS* N r A  13  99
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Jack Niziaaus G:4f 7  50 12 99
JaLk Nicklaus Courses
Vol 1 , •  ,8

Jodi Nicklaus Champ.
Cou N A . .  899

Courses N I A

(di Off 2'  •  • 7  50The Last Battle . 7  50
_est Nile 3

7 50
•-oats Esprit Turbo
Challenge

Mtn. Unt 1 5 0
Men Unt Eunpe.
meta 8 . 9 9
Mcnopoly Del= . . . . 7 5 0
ArMti Rorer Socoe
manager . 7 5 0

The Material . 7 . 5 0
New Seals
(Cstndge . . 1 9 • 9 9

North and South 8 9 9
Pang (Cartnolge) 1 9  99
Pool 01 RadianCe N I A

ted Storrn Rising 1 0  99
bck Dangercks. 7 5 0
frob000p
(cartridge ontr) _ 1 9  9?

Robin Smith's
riternatoner (nowt . 7 . 5 0

tod -  ands 99kl3bY world Ctp N e w  7 93
Scrabble, Monopoly
8 Clued° 1  3 99

Shadow Dancer 8 . 9 9
S'ydrriy Warrior . 7 . 5 0

,ty •  P4rA
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-• Fistera 1 0 . 9 9
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-:nolade .  750 10
S.my 7 3 0  10
lera 2 3 9 9  10
lerminatOr 2 N e w  7 50 10
lony La Russa's Baseball Nriti 17
Total Recall 1  50 10
Trmal Pursuit . 1 0 1 9  .13
Tub° Owge N e w  8.99 11
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Bartanan
Bartenan 2.
Batman The (aped 0n..2.-.2+, • 9 9
liatr-ein The Movie .• . 1 9 9
Beachhead 1 & 2 & Raid

.4.99
Blood Money . . . . . . . . . . . . 3.99
Bombed( 1 or 2 2  99
&among Heads 3  99
'TheBom 3  99
Boulderdaah 4 ............................2.99
Boxing /Amager ......................3.99

8u3rn The U.S.A. New 3.99Cl.2  99
C Elephant Antics 3  99
Cat* .................................399
Calrforria Games- 399
Championship Gall • ,  3 . 9 9

Chuckle Ess 1 or 9. • 3  99
ClassK PLriter . . . . . . . . . . . . . . . . .2.99
Classic Trainer . 2 . 9 9
Commando . 2 . 9 9
Cortinenta Circus ....................2.99

Cricket mastP .  9 9 9
11 3  99

899 Wiry  Thornpson's Decathlon. .3.99
_1099 Daley Thompson's Olyn-pic
_10.99 Challenge...
.12.99 Delta • . 3 . 9 9
10.99 DizZy PeeK 3  99

9.99

10.99 Dragon tarp . .  3.99
11.9? Empire Stnikes Bad( . 3 9 9

_1119 E‘WO BOAS . 2 . 9 9
.. N/A Fantasy %%bid Dizzy 3 . 9 9

Ferran Formula One ... - - - • 399
N/A f i l t e r  Paza .....................9.99
N/A first Past The Post 3 9 9

Fottball Champions .. . . . . . . .3 9 9
• • 19.99 Football Diredb .................3.99
• 11.99 Football Mitea9in ................2.99
19 9? Football Nemec, 2 ...................9.99
17 50 Football Manage 2 EspitelliOn

• 1399 Footballer- Ot the- .litice i. . .  3.99
..10.99 FOOttalle ot the Year 5' (CIO) 5  99

Forgotten 91Aorlds •  3 9 9
19.99 Frark 81uno's BaMS 2 . 9 9

Frut Mechtne Sim 2 ............3.99
. ..N/A Gaickagons Domain .. . .  9 en

11 99 The Games Sverner Edelen • . 3 9 9
• 10,99 Gary Lino:kers Hotshots . 3 9 9

NIA Ghosts erd Goblins 2 . 9 9
• 11.99 Graham Gooch 2 9 9
10.99 Grd Iron 2 , 4 1 . 9 9

_13.99 HavAtiye •
10.99 Heroes Of The Lame N e w  3.99

_10.99 I t +  • . 3 . 9 9
13.99 I . 0  ...................................3.99
7,99 Ice Hooey_ 2 . 9 9

.1099 Ikan Altiriors 2 , 9 9
.1299 irrpossamote 3  99

99 irrpossarrole •  5  99
99 Indere Jones last
99 Crksacie. 3 9 9
99 eitemationsi manager ...............3.99
99 Irterrational Soccer 3 9 9
59 Jock' Wkcns ComOthilum
50 Darts. 3 9 ?
99 kenrry Dalgrosh Soccer
99 manager 2 . 9 9
99 kenttidty Pacing
99 tick 01f 3  99
99 Kwil 9iias 3  99

last Nino . . . . . . . . . . . . . . 2.99
99 LED Storm 3  9?

Licence To era ...........................3 9 9
99 Magic land Dizzy 3  99
99 The Match 3  99

Matcholay 2. . . . 3  99
Mean Machine  N e w  3 99

99 Merace 3  9g
99 Mortice (dakJ 4  cc

MAdrw Owe 3  cc 3 99
Motorcycle 500 3  99

99 New Zealand Story 3  99
99 Cr,  The Bench •  1 9 9

Operation Wolf. 3 9 9
99 Or ta r  3  99

Nevi.  -

0

RAO( CATALOGUE

Powerdrift
Professional Footto •
Pub Gamin •
Curer° Aditnture (Dizz, j  99
Cuattro Arcade • .399
 Cuomo Cartoon

(little Puff ett ).. 3  99
Quatro Coin Cps
(Fe61 Fcod etc) . 3 9 9

°Lotto Skills (lit Rugby etc)_....3 99
R-F1Pe • 3 . 9 9
Red Heat . . . . . . . . . . . . . . . . . 3.99
Renegade 1 or 3..
Return of the Jed .......................399
Roadblasters . 2 9 9
Rock Star Ate My Hamster . . . . 399
Rugby Coach (0 & . . . . 3  99
Rugby tiMnager 1Masterizonio) _2.99
Running Mal ...............................399
Saboteur 1 or 2 1  99
Salsoksocke 3  99
San Fon ....................................2.99
Scoot'', Doo SCalepy WO • • 399
9anobi • •  399
Silkworm 2.99
Sky High Skeen*, N e w  3.99
Sightly Magic 399
Sno 9 9oker Meragerrient • •  3
Soccer Director 2  99
Soccer •  3  99
Soccer 7 3  99
Soccer Rivals ,  N e w  3 99
Soccer Star • • ,  • 3  99
Spilt Iransytmarna 3  99
SP? Hinter , 2  99

99Stack Up 3
Star Wets 3  99
Sere DaYs Snooker 2  99
Selier 3  99
Steer Manaser 3  99
Sap Poker 2 •  •  _ 2  99
Summer Garres
SuperTudge 2000 1  19

Terzon Goes free N e w  399
Tectrocop • 3  99
Tears • 2 9 9
Thomas nit tar& Ertgone 2 9 9
Thunderblacle 3  99
Tooter 3.99
Top Gr. 399
Tracisua Maetetl .......................299
TreOdoor 1B2 2 , 9 9
Treasure Wand Diny 3  99
Tretne Ommenons ......................499
Taloa Outrun . . . . . . . . . . . . . . . . . 399
Tiencan N e w  3.99
The UntoJchabkas 3 . 9 9
Wacky Oats  3 9 9
Wec le Maria- 3 9 9

Corrupton Actuentu'e
(disk only) 3

Cyboworld (disk or cass) • New 2
Days of Iburizatr •  •  N e w  3
Deflector (cask ortir) N e w  2
DYnasty Was 3

,

\timbal . 3 9 9
 Wonderboy 3  99
World Class Leadaboard,
leaderbOard & Tountanent

Yogi And The Ckeed Morava- ,2 99
Yogi Bears Great Escape 5 9

Back to tha Fuore 3 . N e w  399

99
99
99
cc

Boape-Plaret of Robot
Monsters 3 . 9 9

Galaxy Force ...............................299
Gay linden Hoeshott

Ckdstbustus 2 3 . 9 9
HATE. (disk or cass).......New 299
Hem. metal +
FREE Beach-nead 3 . 9 9

tiny 1990 (woners edam) .......3.99
kzmy Dalgish Soccer Match __VA
Muncher
Nina Warriors 3 9 9
North Stat (cask only) 2 . 9 9
Persian Gulf (cask only)._ New 299
Ppenana 3 . 9 ?
Predator 2 N e w  3.99
Ctiedek S p e a a 1  Offer 0.50
Ranbow Warm( .........................299
Shoot 'ern C o n s t  4 9 9
Skool Daze .............................2.99
Spy V•ito leued me.. ...... NeW 399
Stzr Wars Nosy (disk orar),. , 6 9 9
Skint Car N e w  299
Sipes Scramble Sim
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I , , , , A I R / S E A  SUPREMACY
uent c u m ,  cc,,nd. a.r.hc. I, 4:,' T I," clettot 5

P15 Esg ie  Cam Emirs Dish Litt*

I S U P E R  SIM PACK
rtewon/ I  3-O T .-ern, to. -r.r.r• f  wy 9 it(art ,

flirerr CASs C• , 9 9  O t 0  E13.99

CAPCOM
Ruder end 2, Crokoks F . C e g O n e n  9.eleaL. UN

Demi. ,  'Park, , S t r y r ,  i n s ,  Pie'cam ta 2.99 ohm 3.9e1JAMES BOND COLLECTION
SPy 'Oho Lcmrd Me 1...cer,c tc ell. 1,9 Le!  De

Cass t.2.99 Disk Lite'?

I G R A N D S T A N D
DO Ciao L' D O e o d e r t e m e c t  ;1.0 Inn s lock Cceartermi Crcus
I  Gszis's Super Socce taw 110.aa MO t1199

I A D D I C T E D  TO FUN
K,_r_le 13.Ut,e Rol bo,  ',AXIL ritns ZesDro 51. ,.

CUD e1,50 OW ei099

'HANNA BARBERA CARTOON COLLECTION Get.
)v-ilt E i t i v e . .  ,Cn1 ,9  *cob.. kr' I, teuu, A

arsiener Hes c.413. Cos. I7.50 Disk E10.991 VIRTUAL WORLDS
Tr0 Priv"-, Carle Mole- ' I C  C,,pt

Cm. L90,79 C M  LI 3.99

TEST DRIVE 2 COLLECTION
Tee Doke 2 The (ud). N . .  E x t v e o l  Creolers9e.

Super Cars & Calfornia Dmilenae
OMItoloy 11740

I P A C K  OF ACES
int,,,-.0,,,-.1 <mate . Bo., clerdest, .W,E)eres '1, r6 •s. 8 rie• •

Cm ti3_991 PHANTASM
tivretzme Pharr, e 3 & Wizards Crown

009 Li TS°

POWER UP
Esre4v, istove„ Ate•ed ENstl 0 , 1  %noon & Cskese IS '-

Cam, LI 1 90 Disk Elie, '1 ITS TV SHOWTIME
krypton Fectre &Mese. Bob's NI HoDe

Euerv W  ,  Wood Cour* Coss 17.50
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WINNERS
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Velere keel Can L5 50

SPACE ACE
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Last month's cover tape game was difficult,
to say the least, what with 250-odd rooms to
explore (and six players to guide through
them!). That's why we bring you this
comprehensive page of tips topped off with a
handy map of the terra-complex. Oh,
yes. Don't at
forget, this
time i ts  war...
GAME PLAN
The basic aim is to search out and destroy
the Queen, who is situated in room 2484;
However, you must also replenish your ammunition, shut
down the generator and rescue that sweet little girlie

So, guiding your men, two at a time, follow this
course; go to the ARMOURY (28), then on to the CON-
TROL ROOM (78), up to the GENERATING ROOM
(174). down again to the MEDICAL BLItICK (177-182),
and finally into the QUEEN'S CHAMBER (248). What
you do after that is anybody's guess, but making for the
atmosphere processor seems to be the best bet.

ESSENTIAL
TIPS
•  Guide your men two at a
time, leaving them In light
rooms as you progress.

•  DO NOT blast any door
unnecessarily, it's just a waste
of valuable ammunition.

•  Certain doors are obscured
by alien growth - blow it away!

•  Whenever possible, move
using the so-called
'programming' technique.

•  Play with a friend, as two
heads are better than one.

•  Watch the film on video -
it's great, and it'll give you
some ideas.

•  If you can't see an alien in a dark
room, firing a couple of shots will illu-
minate it

444rot

441

COMMODORE FORMAT 75,  December 7 9 9 1  (eggsactly)

Imtoss*4WD's
1

brit i n t  rooms
ROOM 1 - m o b i l e  tactical

operation

ROOM 28 - a r m o u r y

ROOM 78 - c o n t r o l  room

ROOM 174 - g e n e r a t i n g  room

ROOM 177-182 - m e d i c a l  research
block

ROOM 248 - Q u e e n ' s  chamber
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LEVELS 1 ,  5  AND 9  A
These beat 'em up sections are difficult to provide any decent
tips for It ' l l  take a lot of practice on each one to find the best
methods. But don't succumb to the lure of pushing left and

hammering the fire
button. Wait for the
T1000 to approach
and use the punch
or kick when he
gets in range. Use
the defence
manoeuvre to pre-
vent the T1000
removing too
much energy.

LEVEL 7  v
Easy-peasy this level. To  get
Arnie out of the Cyberdyne labs,
run left, ignore the first elevator
and carry on. Catch the second
elevator down. Run right to the
end and catch the elevator to the

LEVEL 6  A
This second tile-sliding puzzle is a little
easier it you have a picture of Arnie's
face in front of you to work from -  so
here it is!

LEVEL 2
After the first 'easyish' section, suddenly you're hit with
'very hard indeed'. Study our sewer plan on the left,
memorise the layout and get ready to steer round all
the obstacles. Or better still, get someone to call out
directions as you go along.

The whole map cycles round a few times, so this
level takes a lot of concentration and quick reactions.

LEVEL 4

Here you have to
guide Sarah Connor
through the corridors
and elevators of the
Pescadero mental
institute. Don't worry
if you think our route
map gives the game
away -  this tricky
level is still a tough
nut to crack!

Terminator 2  is a bit  of a
toughie, so we've
prepared this player's
guide. Beware!  I f  you
don't want  to cheat ,  flip
the page now

41 LEVEL 3
Tile slider number
one, where you
have to repair
Arnie's arm. This
one is easier-than
level 6, and is made
simpler still when
you know what the
final picture is sup-
posed to look like.

ground floor. Run left and it's
hasta la vista level seven.

If your energy gets low, take
your time. Keep ducking, watch
The enemy tire, and then bob up
and take a few pot shots. It's a
doddle. Just be patient.

LEVEL 8
With a T1000 in a helicopter on your tail, you have
enough problems without having to worry about the
street layout. So we've taken the worry away by making
a map of Ha route. As with level two, the map keeps on
cycling round but you only have to memorise the part
shown. Keep your eye on the road, avoid the approach-
ing hazards, and hammer that fire button!

• F.

Uzi does it with COMMODORE FORMAT 15,  December 1 9 9 1



STRATEGY GAMES FOR THE SPEEDWAY FAN
No Joystick Required'

"TEAM CHAMPIONSHIP"
Try to win the league Title with your team
' League Tables • Fixtures - Results
Injuries Points Name change facility
- All current Division one 'two riders
Two versos on one tape/disc :North and South
Commodore 64128 TAPE a DISC UR

Please MInv Team Supported)

- v e •

"WORLD CUP"
Can you win the World Cup
11 Countries take part
England 'Denmark Sweden USA etc.
Qualifying Rounds. Semi•FinaL Final
1 LegEvents. Aggregate Scores 2nd Leg
PIUS YOUR REGIONS CUP

All on one tape /i6c
Commodore 64/118 TAPE £7. DISC E7.50

Both Games on TAPES ill Both Games on DISC E13
Please make Cieie Postal Orders payable toET SOFTWARE
64 Montrose Avenue, Iiilington

Leamington Spa. Warwickshire CV317DY
*ay other speedway woes for Anntrad.Speanmt Commodore,Detalk on remest

COMPUTER REPAIRS
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, HAWK WELL.

HOCKLEY, ESSEX SS5 4JB

TEL. SOUTHEND 0702-207593 ANYTIME.
OPEN MON - FRI 9 - 6 SAT 10 - Ipm

BINARY ZONE PD
- B o d a c i o u s  C 6 4  D isk  P D  D u d e s !  -

We stock only the very  best  PO on disk fo r  the CBM 64
including the very latest demo releases and al l  the classic
titles as  well  as  PO Games, Utilities, Music demos etc  etc.

Each demo disk i s  full t o  capacity and costs only L1.50!!

Now you can f ind ou t  what  your '64  can really do  by writing
now for  a  full catalogue (Please send a  1st class stamp!)
You are also entit led to  a  FREE DISK with your f i rst  order!

BINARY ZONE PD
34 Portland Road, Droitwich, Worcestershire, WR9 TOW,

PLEASE NOTE OUR NEW ADDRESS ABOVE

Due to further expansion of our product ranges, Zeppelin
Games Limited would welcome applications pertaining to
the following development areas.

GRAPHIC ARTISTS
We require original and creative freelance and in-house, graphic artists to work on a variety of exciting projects. In
particular, we are looking to place large volumes of Commodore 64 and IBM PC work, with competent arid reliable
personnel. Applications from graphic artists with experience on other home computer formats will also be welcomed.

PROGRAMMERS
if you have the ability to produce imaginative software to an agreed timescale, Zeppelin would like to hear from you.
Commodore 64 and IBM PC projects are particularly prevalent, closely followed by Amiga, ST, Spectrum, Amstrad and
Atari Hit.

COMPLETED PROJECTS
Due to the imminent launch of a new label, Zeppelin is looking to purchase high quality complete games on all home
computer formats. We are currently acquiring released Full price and Budget titles, where the Programming Rights have
reverted back to their original owners. We will also consider top quality original products as yet un-released. Copy of
proof of title will be required prior to purchase.

Please send a DEMO and covering letter to:
Gareth Briggs, Head of Development, Zeppelin Games Limited, PO Box 17

Houghton-le-Spring, Durham DH4 6JP.
All replies treated in the strictest confidence



Good old Warren Pilkington has been
busy to say the least -  just feast your
eyes on this plethora of POKEs! To use
each listing simply type it in, SAVE for any
subsequent use, then RUN it (ensuring the
rewound game cassette is in the C2N).

4:111111; 4:14ALIMENIGIE
Here's a wonderful little POKE for one ot
most entertaining puzzle games around.
What might be the fruit of your labour? Why,
quite simply infinite time.

0 REM CHIPS CHALLENGE CHEAT BY WAZ
1 FOR X=384 TO 441:READ Y:C=C-FY:POKE
X,Y:NEXT
2 I F  C<>7069 THEN PRINT D ATA
ERROR" END
3 POKE 157,12B:SYS384
10 DATA 032 ,086 ,245 ,169 ,168 ,141 ,
208,008
11 DATA 169 ,057 ,141 ,209 ,008 ,076 ,
016,008
12 DATA 169 ,032 ,141 ,045 ,157 ,169 ,
162,141
13 DATA 046 ,157 ,169 ,001 ,141 ,047 ,
157,076
14 DATA 000 ,156 ,173 ,218 ,109 ,201 ,
173,208
15 DATA 016 ,169 ,096 ,141 ,218 ,109 ,
169,234
16 DATA 141 ,045 ,157 ,141 ,046 ,157 ,
141,047
17 DATA 157,096

WiltiC)111
This is for the re-release version only -
whether it works on the full priced game
remains to be seen. Anyway, type in the list-
ing for infinite time and magic.

0 REM SHINOBI  CHEAT B Y  WAZ
I  FOR X=3134 T O  4 3 3 : R E A D  Y:C=C-1-Y:POKE
X,Y:NEXT
2 I F  C<>4539 THEN PRINT D ATA
ERROR" END
3 POKE 157,128:SY5384
10 DATA 032 ,086 ,245 ,169 ,144 ,141 ,
050,008
11 DATA 169 ,001 ,141 ,051 ,008 ,076 ,
016,008
12 DATA 169 ,157 ,141 ,093 ,002 ,169 ,
001,141
13 DATA 094 ,002 ,076 ,023 ,002 ,169 ,
189,141
14 DATA 188 ,027 ,169 ,173 ,141 ,222 ,
037,169
15 DATA 001 ,141 ,015 ,028 ,141 ,026 ,

042,076
16 D ATA 0 0 4 , 0 2 5

NARC
This first ever disk l ist ing in CF  rewards both
players with infinite energy.

0 REM MARC D I S K  ONLY CHEAT B Y  WAZ
I  FOR X=679 TO 721:READ
X,Y:NEXT
2 I F  C<>4765 THEN PRINT 'DATA
ERROR" :END
3 PRINT CHR$(147);  ' INSERT NARC DISK
THEN PRESS ANY KEY"
4 POKE 198,0 :WAIT 198,1:SY5679
10 DATA 169 ,001 ,162 ,008 ,160 ,255 ,
032,186
11 DATA 255 ,169 ,004 ,162 ,205 ,160 ,
002,032
12 DATA 189 ,255 ,160 ,004 ,162 ,000 ,
169,000
13 DATA 032 ,213 ,255 ,169 ,240 ,141 ,
178,055
14 DATA 141 ,005 ,056 ,076 ,013 ,008 ,
071,065
15 n ATA 0 7 7 , 0 6 9 , 0 0 0

SWITCHBLADE
The following POKE for infinite lives will come
as a relief for even the best players.

0 REM SWITCHBLADE CHEAT B Y WAZ
1 FOR X=384 TO 425:READ Y:C=CA-Y:POKE
X,Y:NEXT
2 I F  C<>4051 THEN PRINT "DATA
ERROR" :END
3 POKE 157,128:515384
4 DATA 032 ,086 ,245 ,169 ,144 ,141 ,
242,002
5 D ATA 1 6 9 , 0 0 1 , 1 4 1 , 2 4 3 , 0 0 2 , 0 7 6 ,
209,002
6 DATA 169 ,157 ,141 ,072 ,004 ,169 ,
001,141
7 DATA 073 ,004 ,076 ,000 ,004 ,169 ,
000,141
8 DATA 117 ,093 ,169 ,020 ,141 ,090
018,076
9 DATA 084 ,018

ME POWER
Try this listing for more time than... et._
something with lots of time indeed,

0 REM THE POWER CHEAT B Y  WAZ
1 FOR X.544  TO 567:READ Y:C=C-1-Y:POKE
X,Y:NEXT
2 I F  C<>2069 THEN PRINT "DATA
ERROR" :END

3 POKE 157,128:SYS544
4 DATA 032 ,086 ,245 ,169 ,048 ,141 ,
124,009
5 DATA 169 ,002 ,141 ,125 ,009 ,076 ,
016,008
6 DATA 169 ,000 ,141 ,228 ,029 ,076 ,
018,008

BUBBLE BOBBLE
Here's a neat listing for one third of the
Rainbow Collection - type it in, then RUN it
for infinite credits.

0 REM BUBBLE BOBBLE CHEAT BY WAZ
1 FOR X=12288 TO 12314:READ
Y:C=C-4-Y:POKE X,Y:NEXT
2 I F  C < > 3 1 9 8  THEN P R I N T  D A T A
ERROR":END
3 51512288
4 DATA 032 ,086 ,245 ,169 ,096 ,141 ,
253,002
5 DATA 032 ,192 ,002 ,169 ,173 ,141 ,
086,101
6 DATA 141 ,089 ,101 ,169 ,165 ,141 ,
092,101
7 DATA 076 ,176 ,027

LEAGUE CHALLENGE
Fancy starting in Division 1 with £900,000?
No problem, just enter the following...

0 REM LEAGUE CHALLENGE CHEAT BY WAZ
1 FOR X=517 TO 573:REND Y:C=C-FY:POKE
X,Y:NEXT
2 I F  C<>5820 THEN PRINT D ATA
ERROR":END
3 POKE 157,128:SYS517
10 DATA 169 ,018 ,141 ,040 ,003 ,169 ,
002,141
11 DATA 041 ,003 ,032 ,086 ,245 ,169 ,
029,141

.12 DATA 178 ,002 ,169 ,002 ,141 ,179 ,
002,096
13 DATA' 169 ,032 ,141 ,222 ,003 ,169 ,
048,141
14 DATA 223 ,003 ,169 ,002 ,141 ,224 ,
003,032
15 DATA 069 ,003 ,096 ,169 ,057 ,141 ,
251,060
16 DATA 169 ,049 ,141 ,087 ,066 ,206 ,
032,208
17 DATA 096

SUNBURST
Martin Pugh delivers the goods. Type in the
listing, then RUN it for infinite lives. Your
energy won't reset if you get killed.

0 REM SUNBURST CHEAT BY M 'PUGH
1 FOR X .516  TO 580:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C.6608 THEN POKE 157,128:SYS516
3 PRINT 'DATA ERROR"
4 DATA 3 2 , 8 6 , 2 4 5 , 1 6 9 , 2 1 , 1 4 1 , 2 5 0 , 2 ,
169 ,2 ,141 ,251 ,2
5 DATA 9 6 , 7 2 , 7 7 , 8 0 , 1 6 9 , 2 , 1 4 1 , 2 4 0 , 4 ,
7 6 , 0 , 4 ,  1 6 9 , 4 2 , 1 4 1
6 DATA 11 2 , 9 , 1 6 9 , 2 , 1 4 1 , 11 3 , 9 , 7 6 , 3 0 ,
8 ,169 ,173 ,141 ,36
7 DATA 9 9 , 1 4 1 , 1 4 3 , 11 3 , 1 4 1 , 1 5 0 , 11 3 ,
141,102,113,169
8 DATA 6 0 , 1 4 1 , 1 4 2 , 11 4 , 1 6 9 , 3 6 , 1 4 1 ,
1 4 3 , 1 ' . 4 , 7 6 , 2 7 , 8

Listing to ono skio, Ws COMMODORE FORMAT 15, &wombat, 1991



GAMES TIPS

i I Ws
CREATURES
if I had a penny for every letter request-
ing help on this mammoth game, I'd
probably have more money than APEX
themselves. There are too many of you
to mention, so if you wrote in for assis-
tance consider this listing your reward.
Type it in, SAVE It, then RUN it and fol-
low the on-screen prompts.

0 REM CREATURES TA P E  CHi B Y  M
'UGH

FOR X=520  T O  6 2 2 : R E A D
Y:C=C4-Y:POKE X , Y: N E X T
2 I F  C < > 11 9 8 9  THEN P R I N T  D A T A
ERROR ":END
3 PRIM'  ellitS (147 )
4 1 N P U T " I N F I N I T E  L I V E S  Y / N " : A S : I F
AS="Y"  THEN POKE 6 11 , 1 4 1
5 I N P U T " l N F I N I T E  SHIELDS 111 . 4 " ; B S : I F
8 $ . * Y "  THEN POKE 6 1 4 , 1 4 1
6 INPUT"NO C O L L I S I O N  Y i r e ; C S : I F
CS="Y"  THEN POKE 6 1 7 , 1 4 2
7 POKE 1 5 7 , 1 2 8 : S Y S 5 2 0
8 D ATA 3 2 , 4 4 , 2 4 7 , 1 6 0 , 1 7 , 1 4 0 , 6 4 , 3 ,
1 3 6 , 1 4 0 , 6 2 , 3
9 D ATA 3 2 , 1 0 8 , 2 4 5 4 6 9 , 3 2 , 1 4 1 , 2 3 3 ,
1 6 , 1 6 9 , 6 1 , 1 4 1 , 2 3 4 , 1 6

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

, 1 4 1 , 2 4 0 , 3 , 1 6 9
DATA 8 2 , 1 4 1 , 2 4 1 , 3 , 1 6 9 , 2 , 1 4 1 , 2 4 2 ,
04,q6,16,1 ,0-4

DATA
, 1 7 2 , 5 6 , 6 4 , 1 0 W.

RODLAND

MONTY ON
THE RUN

' 1 , 2 , 1 4 1 , 2 1 6 ,

Many of you spotted a deliberate cheat
mode for this wonderfully playable
arcade conversion. When you collect the
last letter from the word 'EXTRA', hold
down the firebutton—you can now skip
to any of the levels, leaving only the
guardians to be tackled.

Kevin Morrison and Tim Phillips wanted
infinite lives on this classic piece of soft-
ware, so they can try this cheat; enter I
WANT TO CHEAT on the high score
table. Now start the game and collect the
little boat on the second screen. Oh. and
you should select the following items as
your escape kit; the ROPE, the JET-
PACK, the PASSPORT, the GASMASK,
and the BOTTLE OF RUM.

1

rs v
Crushed by Creatures?
Fear not, Good Samara.
TURRICAN
Kevin Davies. Jason Robinson, Robert
Rountree, Gordon Baun, Stuart Fairley,
and Michael Smith are just a few of the peo-
ple stuck on this rather splendid
shoot•everything-that-moves romp. For
infinite lives, time, and gyroscopes, merely
type in this listing...

0 REM TURR1CAN TA P E  CHEAT
1 FOR X = 2 8 8  T O  3 1 9 : R E A D  Y:C=C+Y:POKF
X,Y:NEXT
2 I I  C c , 2 9 2 6  THEN P R I N T ' D ATA
ERROR' E N D
3 POKE 1 5 7 , 1 2 8 :
4 DATA 0 3 2 , 0 8 6 ,
1 2 2 , 0 0 8
5 D ATA 1 6 9 , 0 0 1 ,
0 1 8 , 0 0 8
6 D ATA 1 6 9 , 0 0 0 ,
173 ,141
7 D ATA 0 3 7 , 0 1 6 ,
0 0 0 , 1 0 8

SYS288
2 4 5 , 1 6 9 , 0 4 8 , 1 4 1 ,

1 4 1 , 1 2 3 , 0 0 8 , 0 7 6 ,

1 4 1 , 0 7 2 , 0 6 3 , 1 6 9 ,

1 4 1 , 2 1 4 , 0 11 , 0 7 6 ,

TURRICAN 2
And once you've completed Turrican, you will
probably indulge in the Sequel and get hope-
lessly stuck—just like Daniel Broughton,
Scott McMalla, and Michael Richards did.
Type in the listing and RUN it for infinite lives.

0 REM TURRICAN 2  TA P E  CHEAT
1 FOR X = 2 8 8  T O  3 11 : R E A D  Y:C=C+Y;POKE
X , I : N E X T
2 I F  C<>2298  THEN P R I N T  D A T A
ERROR' END
3 POKE 1 5 7 , 1 2 8 : 5 Y 5 2 8 8
4 D ATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 4 8 , 1 4 1 ,
1 3 6 , 0 0 8
5 D ATA 1 6 9 , 0 0 1 , 1 4 1 , 1 3 7 , 0 0 8 , 0 7 6 ,
0 1 8 , 0 0 8
6 D ATA 1 6 9 , 0 0 0 , 1 4 1 , 0 4 5 , 0 7 5 , 0 7 6 ,
2 4 2 , 1 2 7

Stuck?
If you are stuck an any game, no matter
how old, send your plea (preferably on a
postcard) to:
Samaritan's Corner, Commodore Format,
Future Publishing, 30 Monmouth Street,
Bath, BA1 2BW. England, The World...

Tortured by Ttirrican?
an, Andy Roberts is here

EVERY SINGLE
OCEAN GAME?
Believe it or not, here is a simple trick which
works on practically EVERY Ocean and
Imagine cassette game since Mag Max.
When you die on a particular level and the
game prompts you to rewind to side B. simply
leave the tape running—the next level should
load in without delay!

ATOMINC)
Nauseated by nuclei? Angered by atoms?
Provoked by protons? Here are some ever-
so-handy codes for those seemingly
impossible later levels.

LEVEL 10—MAIL
LEVEL 30—LEFT
LEVEL 50—TIME
LEVEL 70--COOL
LEVEL 90—WAVE

COMMODORE FORMAT 15,  December 1 9 9 1  to the rescue

LEVEL 20—MORE
LEVEL 40—KISS
LEVEL 60—FLIP
LEVEL 80—FREE
LEVEL 100—DOOR

MIDNIGHT
RESISTANCE
Yet another game causing more than its fair
share of grief. If the cheat mode (typing
SIAMESE on the high score table) isn't
enough. enter this listing for infinite lives,
keys. and weaponry—cool

0 REM MIDNIGHT RESISTANCE TAPE CHEAT
1 FOR X = 3 8 0  T O  4 4 6 : R E A D  Y:C=CA-Y:POKE
X,Y:NEXT
2 I F  C < > 7 6 5 6  THEN P R I N T ' D ATA
ERROR":END
3 POKE 1 5 7 , 1 2 8 : P R I N T
CHRS(147) :SYS380
10 D ATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 8 4 ,
0 0 3 , 1 6 9 , 1 4 6 , 1 4 1
11 D ATA 0 8 5 , 0 0 3 , 1 6 9 , 0 0 1 , 1 4 1 , 0 8 6 , 0 0 3 ,
0 9 6 , 0 2 3 , 0 0 1 , 0 2 6
12 D ATA 0 7 2 , 1 6 9 , 0 0 0 , 1 4 1 , 2 5 3 , 0 1 9 , 1 4 1 ,
2 1 5 , 0 1 9 , 1 6 9 , 2 3 4
13 D ATA 1 4 1 , 2 2 8 , 1 8 1 , 1 4 1 , 2 2 9 , 1 8 1 , 1 4 1 ,
2 3 0 , 1 8 1 , 1 6 9 , 1 7 3
14 D ATA 1 4 1 , 0 6 0 , 0 4 0 , 1 6 9 , 0 8 7 , 1 4 1 , 0 9 6 ,
0 1 0 , 1 6 9 , 0 6 5 , 1 4 1
15 D ATA 0 9 7 , 0 1 0 , 1 6 9 , 0 9 0 , 1 4 1 , 0 9 8 , 0 1 0 ,
1 0 4 , 1 7 3 , 0 3 2 , 2 0 8
16 D ATA 0 9 6
17 END



•
1

•

• CHAMPIONS OF KIETNAI HI: 01911 442026
BUCK ROGERS • SECRET OF THE SILVER BLADES •

EYE OF ME BEHOLDER Alivon Beie4sevil Ilia 0191 442030

0
HILSEA1 • DRAGONS Of FLAME • KROH 01T111 LANCE L U C A S F I L M  HELAINE • COMPETITION • MONA J0111 •

TILL 0491 442025 N E E D  H E L P ?  C A L L  T H E  Z A K  MCKIACKEN • MANIAC MANSiON * LOON •

P H O N E  T I L :  0139 654123COMPETITION - C200.00 WORTH' OF

SEMI OF MONKEY ISLAND • MIRE OF IIIIITAIN

Nrw NOSES • COMPETITION TEL 0139 654124
CURSE OF THE MN BONDS • FOOL Of RADIANa

onwol  SRAM • MON WARS • CREASE FOB A CORPSE TILE 0039 654214 H I N T S  &  T I P S  L I N E  u s  GOLD GAMES TO BE W O N  EACH M O N T H .• A i  Rektii Prices

Service provided by U.S. GOLD LTD., UNITS 2 /3 , HOLFORD WAY, HOLFORD, BIRMINGHAM 06 TAX
it you ore under l a  pleese get cornisti,on to eve the tete hone. Coils east 34 r  minute cheo r o t ,  AS m i n u t e  all Ot i l .  h -

Available
Am

&
s se
Amiga

CAPCOM LISA. INC.

A

Id Ltd., Units 213 Holford Wo
Mialfard, Birmingham B6 7AX. •
, T o t  N I  623 3366. , .

M*.ga I
Al.



Our heroine has been left  out in the cold with
nothing but spooks and creeps for company.
Fortunately, there are a lways plenty of
weapons and spells lying around for her to use

T h i s  is a man's, man's world. But

where would he be without a girl
like Elvira? I mean, who else has
a house by the name of Large
Assets, and an ancestor called

King Alfronso of Brest?
Now Elvira's weirdest ride is about to

begin. She's been ordered to prove her-
self sufficiently spooky to win the family's
ancestral home.

Three levels lie between Elvira and her
prize: The Fire World, the Ice World and
the castle itself. The Fire and Ice worlds
can be played in any order, but both must
be completed belore the castle can be
reached. If this all sounds like some weak
excuse to put her petiteness into a com-
pletely improbable arcade adventure, it's
because it is.

Okay, so the story's as crazy, creepy
and kooky as you'd expect. But just how
good is the game? Well, it's big. Very,
very big. For a scrolling arcade adventure,
Elvira manages to be good to look at, and
expansive. Once you get used to the idea
of controlling a (top heavy) sprite like that

And entertaining this most certainly is.
Can there be anyone out there who isn ' t

e l : f k o f  -  o w e i t t o

C  00C
Flair have got that  languid
perfection. She'll  undo this
deft lobs of some fireballs.
bad guys are l i t t le  more tha

Like O c e a n s  excel lent  Tok  12 the Elvira character  requires a dextrous
touch, and not a l itt le pract ice against some of the more villainous
opponents. You11 need to make  use of all her movements

Elvira stroll  off to
snake wi th  a few
To be honest,  these
n wimpish worms

of Elvira, everything slots into place quite f a m i l i a r  with Elvira and her unmistakable
nicely. It is a little f o r m ?  Well, after making a film, presenting

strange to dump such a I t ' s  a  P r e t t y  s t o n k i n g  heavy metal pro-cultured girl into a land g r a m m e s ,  and bulging

infested with spells, sor- i d e a  t o  o u t  of this month's
cerers and unmentionable P u t  h e r  i n___ u n c a n n y  cover (not to

mention the cover tape's
flashes but -  hey! -  it's all in a . . . . .u e  arcade gamthe name of good, p l a y a b l e  preview), i t 's  hard
clean(ish) entertainment, n o t  to feel like you know her

intimately. In that respect, it's a stonkmg
idea to put her in an arcade game.

Ar.11011* f r r f i i  1 1 1

,firpre ingil Ism I n e g t  o p o  1 7 1 1 1

Jumping from one platform to another is alwai
a tr icky business. Get  it  wrong, and Elvirax end.
up falling to p ieces in the ultra-acid soup. This
game does include some very annoying traps

t) IAf i l l 9 1 ) E 1
Having already been treated to an adventure
based walk through Elvira's warped life, we
now come to something which requires a little
less brainpower. Yep, i t s  arcade-adventure
time, and what a jolly good romp it is too

If playing Elvira brings any other
games to mind, it's Ocean's Toki. Both are
multi-directional scrolling arcade adven-
tures. Both games have a slightly leisurely
pace, but not to the detriment of the game.
The ability to finely control the jumps, and
fire weapons while in mid-air enables pre-
cision problem solving. There's nothing
nicer than a game which caters for the
gamer's needs. The other really great
touch, is the way that Elvira hugs the fea-

P l A W I T I  P k W I N M  PV:
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melliti Nor.

'Hello, big boy. Fancy stepping outside for a quick snog?' They
always fall for it, and usually end up losing their  heads. But don't
forget to  keep firing off  all those deadly projecti les
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The trouble w i th  way-pointers is that
they're not a lways correct.  I t s  worth
remembering that  some of these signs are
designed to send Elvira to  her doom

Puzzles are restricted to  finding keys  and
such standard fare. But they must be picked
up in the correct  order. Unl ike hare

These serpents are as dumb as rocks, but
they do tend to halt progress unless you
deliver them to the heavens sharpish

—
The prize for Eivira is a huge and drafty
castle at the end. Let's hope someone's
remembered to pay the heating bills

Uh-oh. Looks l ike someone's forgotten to take
his mutant  Pit Bull Terr ier  out on a lead. And
this one fancies a chew on Eivira's back-bone.
Luckily, this is another incredibly stupid bad.
die, so a couple of shots should put it down

tures of the landscape. Along every rocky
bank and jagged slope her figure follows
the flow of the land, the scrolling screen
gliding along smoothly as she does so.

Spells are also thrown into the game
equation, ranging from simple shield and
first aid spells to more necessary feather-
fall and fire resistance spells. Weapons
too litter the worlds of Eivira From the
humble little daggers which she is initially
equipped with. Elvira can arm herself with
all manner of wondrous, dangerous and
magical projectiles. When faced with
some of the nastier bad guys, they're cer-
tainly appreciated.

From the mushrooms which
launch deadly spores, to the sor-

cerers, to the tentacles which
I swing from the roof, the bad
guys all look like they've had a

4r l i t t l e  thought put into them. Their
t  in te l l igence  leaves a little to be
lk d e s i r e d ,  however. Movement

A l i t  p a t t e r n s  are a bit on the simple
.-, s i d e ,  and a touch of monotony

I I I d o e s  occasionally set in when

fighting off hordes of nestles.
There's a certain amount of

puzzling to do in Elvira. The
right keys must be collected,

and in the right order.
Various areas require the

right spell to progress, and
the devious traps are sure to catch out
any player who tries to plough on.

Graphically Elvira pleases, with smart
and varied landscapes. Parallax scrolling
is also used to good effect, making the
whole thing look slick and consoley.

Much as the epic size of the game pro-
longs playing time and stretches the
C64's abilities, it's also responsible for

RION SCORES

The intro screen lets you choose which of
the first t w o  levels to start  with.  Ne i ther  Fire
nor Ice  are a p iece of cake

If you l ike your games crammed with sprites
this might seem a  tad spacious. But for every-
day explorers i t s  a joy. There's lots of room just
for bimbling about in search of nice things, and
scraps. But try not to  get lost

the game's biggest problem. You see,
Eivira is just too loose -  the spaciousness
of the playing area occasionally making
things a bit too unstructured and aimless
for my heart to be completely won over.
The gameplay could have done with a bit
more of an edge.

Thankfully, the structure of the games
puzzles are well thought out, so they stim-
ulate the synapses just enough. Getting
lost in the maze of tunnels and rooms is
never too much of a problem.

In the end I can't help but falling for
Elvira's charms. I ts  bust such a friendly
and playable game that its impossible to
get frustrated. But the urge to continue is
always there. It's a b ig  game, it's a good
game, and i ts  nice to see the
femme fatale back in vogue.

MARK RAMSKA W

M E  DOWNERS...
•  The instructions aside. there*s
not enough of Elvira's tongue-in-
cheek humour
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Game
Publisher
Cassette
Disk
Release
Contact

Ehrira Arcade
Flair
£10.99
£14.99
December
0661 860260

POWER RATING

•  The m a i n  spr i te  is e x c e l .
lent  -  i t  rea l ly  does  look a n d
them h e m )  foal  l i k e  Eivira
•  A good r a n g e  of  spel ls  and
nest les  adds  to  t h e  usual
a r c a d e  a d v e n t u r e  fo rmat
•  Bri l l iant  g raph ics  and
scrol l ing p lay ing a r e a
•  There 's  w e e k s  and  w e e
of explor ing in t h e r e

w a y  Elvira  fo l lows the
rs of  the  land is an

o c e l l e n t  l i t t le  t r ick
Abi l i ty  to  play t h e  f irst  t w o

els in any  order  is an
ca l lent  touch

Great in-game presentat ion

. ....AND THE UPPERS
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here's nothing better
than the promise of a quick
dose of pixilated blood 'n guts
to get 20ps pouring into a coin-op
faster than news of a lost rattlesnake

gets fingers Out of a lucky-dip. So it comes as
no surprise that the brutal, bloody and down-
right awesome coin-op Pitfighter has soon
become Atari's quickest ever money-spinner.

The coin-op's most immediate attraction
is the use of digitised images of real fighters
to represent the central characters. There's
something sinister about seeing real people
getting pummelled, instead of the usual car-
toon-style graphics. The atmosphere of
menace gets even darker when you take a
look at the scenery. It's not a pit, exactly —
Now this definitely isn't fair.
As any good boy knows,  you
should never hit a girlie. But
what if she starts nicking
pointed stars a t  you?

Every third fight you enter  a grudge ' last
man on his feet the winner'  match.  You  must
deck your opponent three t imes before he
does the same to you. I t s  two all  at  the
moment, wi th  everything to play for

I've heard of being 'barrel chested'  before
but this is ridiculous. It 's no good. I f  your
opponents are going to start  playing dirty,
then you'll have to do the same

At the end of each challenge you're
awarded a knockout bonus, a brutality
bonus and a share of the fight purse. Then
it's on to the next fight

more of a rundown
warehouse affair. But
the jeering crowd and

the abundance of blunt objects lying around
all combine to make it a place you would defi-
nitely not take your granny to for a nice
evening out.

No, these guys are for real. They're not
fighting for honour, king or country. They're
not even fighting for a snog off a particularly
saucy girlie. They fight for cash and they fight
dirty_ End of story.

OK, so you're still feeling up
to it? Good. Now you'll be won-
dering how your C64 manages
to emulate a E5000 coin-op
chocked to the gills with state-of-
the-art visual technology. Well,
it doesn't really. You're left with
what can only be described as

a sad, shambling mockery of
the coin-op's original visuals. C'est la vie. But
that doesn't necessarily mean the game
underneath's no good.

There are eight different warriors waiting
to take you on. You can play the part of one
of three different characters — a kickboxer, a
wrestler or a karate champ. Two-players can
take on the opposition simultaneously and,
with 16 different moves to master, the help
certainly comes in useful when you're still
learning the ropes. There's more to this game
than first meets the eye.

But is it worth the money? If you were to
look at Pittighter as merely a faithful coin-op
conversion, then you'd have to conclude that
it's really a bit of a dud. The coin-op was
never intended to provide anyone with long-

Yo! Victory after  a
tough struggle. Your
Opponent's energy

. , . . b a r  reached the big
zero before yours so
It's him that's on the
deck. Stop posing
and gel  on wi th  it!

Meet  Ty,  Buzz and Kato.  They
are here to please, to  pose and
to pummel.  Chose your charac-
ter,  take  a deep breath and
enter the world of the
Pittig•hter!

•t

pOWERTEST 35
. . t i ,11 0 1 0 tt 2'  001,

lost ‘111
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Na! The Executioner soon finds himself
on the deck looking up Ty's trouser leg
when it 's two  against one

B 1 1 •O
' I t
 soot t

No-one warned you that this would turn
into a 'boxing' match (groan). But this
big dude isn't joking, so run away!

term value for money, and merely relied upon
the groovy graphics to get those 20ps clunk-
ing in. With the graphics gone, the C64
version really has nothing to say for it at all.

Well, that's not completely fair. Treat
Pitfighter as a straightforward beat-em-up,
forgetting the game's roots, and it
ain't bad You'll find an entertain-
ing challenge well worth

consideration for Christmas. t t e t t l i a .,  W E S T

—

Game
Publisher
Cassette
Disk
Release
Contact

Pit fighter
Domark
£10.99
£14.99
November
081 780  2222

POWER RATING
ME DOWNERS...

•  The coin-op's amazing visuals
have been lost in the conversion
•  Nothing else has been added
•  Absence of any plot could restrict
long-term interest

Uninspiring sound effecis

•  Lots  of b a d  baddies
•  Loads of  moves  to  prac-
t ise  and  m a s t e r
•  Tw o - p l a y e r  opt ion rea l ly
adds an  e x t r a  d imens ion  to
the g a m e p l a y
•  Sol id bea t -em-up  ac t ion
•  T h r e e  d i f ferent  charac -
ters to  p lay,  w i t h  individual
st rengths a n d  w e a k
•  Fai thful ly  reproduces  t h e
parent  coin-op as  we l l  as
could h a v e  been  e x p e c t e d
•  Grea t  tens ion  re l iever!

—.AND ME UPPERS
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Turn on, tune in and
drop dead. That's the
message Ocean are
sending out on the
airwaves as they
release Probe's
conversion of the
Williams coin-op
game. Our reviewer
stepped on down and
took a shot at the TV
game show that kills
its contestants

T he re ' s  something about a good

Williams coin-op that can turn nor-
mal human beings into slot-machine
junkies. These games are usually
fast, always loud and, chances are,

they'll involve killing lots of things at super-
sonic rate. The result is long hours in arcades
and empty pockets.

Smash TV is definitely no exception. As a
coin-op it was an even bigger hit than those
now revered Williams coin-ops Defender,
Robotron and Nara The C64 version looks
destined to repeat that phenomenal success.

Here's the plot. It's our old chum the dark
and depressing future in which television has
finally taken over, and consumerism is not so
much a way of life, as a reason for living. Not
surprisingly, everybody's fave TV event is the
game show. In the future, game show contes-
tants can get killed in the pursuit of fame and
box-fulls of goodies. (Let's hope Blockbusters
is still around in fifty years. eh' ')

1:10458700
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Those blue blobs are  mines and, needless to
say, they have a habit of gett ing in the w a y.
To the top right is the number of l ives left

Say goodbye to an end of level guardian. Say I t ' s  impossible to leave any room until al l
hello to heaps of tacky  prizes. Hurrah d r o i d s  have been destroyed

M o s .  I t 's  a band of motorised ninia types in
'attractive g r e e n  sweaters.  Kill  'em all

In Smash TV, the most ludicrously violent
gameshow of them all, contestants run
around, kill everything the TV company
throws at them and pick
up prizes on the
way. That, as they 1301t

is
the most

*violent t v
contestants

killing evgame rooms, all of
which are populated by killer droid
types, automatic tanks, and mobile shrapnel
bombs. There are even minefields to negoti-
ate. What makes this completely insane, as
opposed to marginally crazy, is that once you
enter a room, there's no way out until you've
finished off everything that moves.

7 ....1._ _. . ..
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When a room has been cleared,  you are
offered a grid-map. It 's wise to  w o r t  out the
easiest way  through the chaos to come

Do not ocilust your set, this is COMMODORE FORMAT 13 ,  December 1 9 9 1

That yel low multi-shurikan weapon is very
useful indeed. I t  wipes out everything

While you're frantically avoiding bombs,
bullets, shrapnel and mines, you can pick up
prizes (quaintly gift-wrapped) as well as cash,
silver and gold. There's also a comprehen-

4 s i v e  selection of

l U d i C 1 . 0 1 / 9 "  bonuses suchoften say,
weapons, extra

gil l ives, speedcontestant

show of
° t a b l e t s ,  smartbombs and shields

e r y t h i l l g
Weapons include short range bombs.

long range missiles, three-way spray guns
and an exceptionally nitty little number which
surrounds you in deadly electronic shuriken.
These are especially useful when dealing
with heavily armoured enemies.

Look at  all  that  lovely lolly. In  Williams.land,
games players a lways get  tons of points and
loads of Incentive.  Here,  greed is good



Most of the bog-standard ene-
mies look like motorised ninja, and
they're just as nasty. It's like hav-
ing a never-ending supply of
Terminators on your case. You'll
have guessed by now that it's
important in this game to keep
moving at all times. The baddies
home in on you and they abso-
lutely will not stop until you've
been killed. Incidentally, this
sets off a splendidly
depressing death scene in
which the hero spins round
a few times before thump-
ing to the floor.

On screen, there's a
special window that lets

Game Smash TV
Publisher Ocean
Cassette £10.99
Disk £15.99
Release Now
Contact 061 832  6633This surno type character  comes up at  the

end of level one. You  must shoot off bits of
his body, until  he l i terally falls apart

1.110E11131,1J

It involves moving about  quickly, and firing
constantly. As guardians go, he's a bit of a
chump, but still quite dangerous

. - • I t
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It's end of chat for our chum, and on to the
big money rounds. This sequence really
shows off the game's outrageous speed

you
know what

prizes you're picking up
(cars, video recorders. tellies, holidays,
that kind of thing) and how many lives

you have left. Even a good player
won't go long without losing a life
so it's a good job that (a) you've
got nine lives plus three from the
continue game and (b) there are
quite a few extra life bonuses to

be picked up.
You have to move fast
though, because
bonuses and prizes are
only on screen for a few

Those tanks are  a tr icky lot, but if you get  a
smart bomb bonus, they'l l  soon see things
your way.  Otherwise,  s teer  c lear  of 'em

ti B1839560
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That ring around the contestant  is an invin-
cability icon. But it  rarely lasts for long.
Check out the extra l i fe bonus on the right

Screens can get crammed wi th  goodies and
baddies, but there's hardly any noticeable
slowdown in game speed

seconds before disappearing. These prizes
can tempt the greedy to their doom. They are
often positioned tantalisingly close to you but
also hideously close to enemies or mines.

Easily the most impressive aspect of
Probe's conversion is the stupendous speed
of the game. I don't think we've ever seen a
game on the C64 that moves so quickly and
so smoothly. We're talking dozens of sprites
on screen at the same time, all milling around
busily and purposefully. It's only rarely, when
the screen is packed with characters, bullets
and bonuses, that the game-speed slows
down, and only then slightly and briefly.

Each room has a different theme, so
some are packed with exploding shrapnel
machines, others with tanks, and some with
prizes or other bonuses. It's up to you to
explore and find the best route.

The end-of-level guardians are huge, ugly
and not at all easy to kill, but as is usually the
case with such monsters, there's a proper
way of disposing with these guys. When the
level is complete, you're rewarded with points
based on how many goodies you've picked
up along the way and how much cash and
gold you've accumulated. There are only
three levels and, to be honest, the first two
aren't all that difficult. But the third is abso-
lutely huge. and it'll have you playing for
hours on end.

In fact, if you like your action thick and
fast you can't go wrong with this
game, it's simply one of the most
frenetic titles ever. The bottom
line is this. Buy Smash TV.

COUN CAPAPSELL

THE DOWNERS...
•  No two-player option

POWER RATING

n for t h r e e•  Non.
brutal  I
•  Terr i f ic  s p e e d  a s  a  mult i -
tude  of  spr i tes  spr int  f rom
one s ide  of t h e  s c r e e n  to t h e
other  -  amaz ing!
•  Grea t  sound e f fec ts  -
t h o s e  a re  t h e  noises  ki l l ing
m a c h i n e s  m a k e
•  Lots  to  exp lore  -  level
t h r e e  is e n o r m o u s
•  Lots of  baddies  to  ki l l
•  An a b u n d a n c e  of  w e a p o n s
and b  ( b u t  b e w a r e  of
t h e  mines )
•  Appeal ing plot
•  Impressively  s imi lar  to  the

original  in  many  r e s p e c t s  4 1 1•  Just l a b  in every  w a y

...AND THE UPPERS
bh
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To start  the game,  move your first soldier forward,  in
this case  a major,  which is quite a high powered one (so
I'll probably take  one of that  swine's pieces)

The first one to lose
00 Itts men. or have
oag nkked Is

1 1 3

Looks pret ty
excit ing doesn't

it? Don't be
fooled. There's
no cavalry,  no

smart hats and
definitely no

blood. I t 's a bit
of a misleading

opening screen,
really. Oh wel l ,

cheese counter
flags, here  w e

come (thrill city)

I ' v e  never heard of Stratego but appar-

ently it's an enormously popular (ahem)
strategy boardgame. Now, I don't want
to shoot myself in the tootsies here but,
if you don't like strategy games, stop

reading this now. I'm no great fan of the
genre but even I was hooked -- for a while.
The game requires vast amounts of logic
which, when applied to games (as opposed
to Maths GCSEs) means that you've got to

be cunning and conniving
-  a right sly spy. This
comes in handy when

h i s  you ' r e  on a battlefield
with 33 men, six bombs

a  s i s s y  a n d  a flag. The two sidesare evenly matched and
the first one to lose all his men or have his
flag nicked is a sissy.

Stratego is a one-player game only. But
why? The only thing that makes boardgames
even slightly enjoyable is shouting at and
being shouted at by your opponent. The lack
of response when you yell at a computer is
frustrating. Anyway, on with the game. First
decide whether you want to go for a cam-
paign (five battles) or just a single game and
then choose which of the five levels to play
at. Next, place your pieces on the board. You

011004PIPPONSILIP rr-

Darn! I  thought  he was  only a f ter  me for my bombs. Never  trust
a man  with a jelly mould on his head

COMMANDER FORMAT 15,  December 1 9 9 1
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My miner  has just removed an enemy piece's bomb, so
that's one less for me to t read on (but there are  plenty
more to stumble onto -  ouch!)

can do this all by yourself or tell the computer
to do it -  lust choose from 13 setups. You
can place your most powerful chaps at the
front, backed by their minions and bombs or
send in the cannon fodder.

You want to capture your opponent's flag
but you can only take a piece if your attacking
piece is ranked higher than the defender_
However, you can't see what rank your oppo-
nents pieces are, so your first moves are all
based on guesswork. It's best to move your
lowest ranks forward first, to check out the
(potentially dangerous) scene.

The computer takes ages to record each
move (yawn). At the same time, it's also quite
addictive. Oh, I hate this sort of game. I kept
thinking how bored I was yet I had to know
how it would all end. But play a
whole campaign? No way. I
couldn't keep my eyes open or
brain functioning for that long.

M E M  W E =

Game
Publisher
Cassette
Disk
Release
Contact

Strafe go
Accolade
£5.99
£7.99
Now
081 877  0880

POWER RATING
ME DOWNERS...

•  it takes blimmin' ages to get
through even a single game. (And I
still lost!)
•  It's very difficult to play
•  There's no two-player option
which is crazy for a boardgame
•  It would have looked loads nicer
if the pieces had been shaped a lit-
tle more like soldiers and a ki te
less like cheese-counter tickets

•  s t r a t e g y
1 you'll ' c u e  th

hours l a y  in
•  At  I  •  a P h i l
n ice  and
•  The  m a  e x p l a i n s
every th in  n e e d  to k n o w
•  Five leve ls  of  c o m p u t e r
opponent  ski l l

-.AND ME UPPERS
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Price
Buster

Dor% Kew -
Golder Aux_ .  ........... .....-...
Mb Oft 2
Last Nola 3
Lulus Food
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......
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-  _ E 9 . 9 0 .
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Multi Prayer Soccer Manager . .

E5.99

E 7 50,
RBI 2 Baseball .

•

New E7 50
Rcbn Smith IntemarionalCridsel... . . .E7.80
Rugby . The easid Cup -  ... „. .E7.50.
Snidest Dancer.. , .....- ... .  . .E7.99
Sloe and Crossbones . •  .  . E7 50
Smash r V , -,,,,•,,, . . .E7.50.
Slew Scece Invaders E7 50
Subornacy _E10 99

E2_91 • 69_09 not E5.99 but
Ell-99 • E3_99 riot PE.911 but
13.99 • 1.3.99 not E7.90 but

AMAZING OFFER
SELECT ANY TWO GAMES FROM THE USTS BELOW AT

DlSCOUNT PRICE
E3.60
/-6.30
E7.40

C64 SELLERS
64 RILL PRICE C a s s .  D i s k

110.99
112 99
.E10.99

NiA
ETD SO
N/A
El 3 50
NA
El ei 50
EIO 50
NM
NA

TM Vamoose- - - - - - - . - . . 1 1 e v s  In Al_ __110.50
Thunderase E 9  99 t a . A
Total Recall. . . .  ..,....- .  .  •  17.50 I T O  99
Tioncen II   •  e7•50 1 1 0 . 9 9
Vre   . . f  7.50. _ K A

BUDGET
C2 99

APB
Atwell Beard  t 3  99 F a s t  FOnd •  - 1 3  99
adiansid - Revenge 011 Dab-- C3 99

gatmon The la:Ma N a l "  in 99
Barman The Owed Crusader E 3  99
Bogloot
Bleary Thunder • , E 2  99

C Eisptaint  Antics ...... . .E3 .99
C J. in the USA .....  i t e m  E3.99
Cabal. C 3 . 9 9
California G a m e s -  ....

Chewy Chase .  N e e  E3 99

Came Trainer - E 2  99

Dalorders ot the Earth t 3  99

0111;taric N w  E3 99
e

*TAPE

..... •
Footbster ot the Year E 3 . 9 9

CLaunilet 2.
Gansni Wing 1 2 . 9 9

Hawkey. .
Heroes ot IP laree_...--Pager £3.99

Hunlef s . . . . . . . . . . . . .  _1199
indiana Jonas 5, The Lod
Crusade N e e  E3

interchange _ 1 2 9 9

Kwis Snot . „  . . . . .  E 3  99
Last Dual . . - , . .  E 3  99

Mavis-land Dizzy' ..... ......-- .. „ I : 3  99
Mean Machine i i i M  C3.99
mega Nat (9 tilles) 0 1 . 5 , 3

POWER TOOL K IT

A powerful BA$1C• Toolkill t Additional helprul
ommandsi that conoderably omplthes

ram ming and debugging. The too& it comma n ds
can be used in vow progyamA

LOSS •

Using POWER CART RIDGE you t an lOad u0 to
times fa,ter, f rom dilyiE

These (Mak commands are used in your
Own program only.

TAPE TOOL
Using POWER CARTRIDGE you can wolc up
to 10 times raster with your data w e s t e r
These tape commands are used in your own
programs only.

POWERMONITOR

A powertu I mach ine language monitor that is
readils available and leaves all al your( omrno-
dore memory available the programmme
Aliso works in BASIC-ROM, KERNAL and LI
areas.

4t04,,

Otra4t S,o4,
4,90 110-,

A A

READ THIS!

.,____•tilArs13SG WRAY OF
PRACTICAL USER

*TRIESOLY FUSCITONS'

Miami Chaos .. N e w  E3.99
Mtg 29 Soviet Figrar
ktoonwakar.. -  H e l l o  £3.99
Atuarnie I . E 4 • 9 9
164Learnie 2 . ( 4 • 9 9

New Zealand Strzy -....- New E3 99
Cowmen, Thunderbell. . .  Near E3 EN
Cpwasor Worf E 3  99
Cuir.in t 3  99
P9ric Ewers t 2  99

1219

Pro TerellS•_...... ..... . . . . . . . . . . . . .  ....E3 99

Oualtro Adventure.

Outettro FarlieLelle C 3  99

Oaartro Remo., C 3  99

Ouaris Skills E 3  99
Outhson 9 9
Curd. Draw

E 3 99

Red leoat E 3  99
Ranoilacla   9 9
%ken t h a  Jed E 3 . 9 9
Ruff Reddy 1 2  99

SDI C 3  99

Sky Hon Stuntman - - A b e r  E3•99

Soccer Double 2 • ......... -.Now E3 99
Soniso in Trantylsotris . C 3  99

Spittirg ! E x .  ........ . . . . .  ..E3 99

Stu ro Car Racer E d  99
Sumer Scrarreit . .  . . .  9 9

Suserkid ,n S z e ,  ...... - ..... 9 9
Tectincoas•E 3  9a
The Empire Sarkis Baca. ..... __MSS
The Games Summer Edition •••CII.99
The Geese Winter Ecboon...•_13.9S

Tiger Rood E 3 . 9 9

Tin Tin on Me Maar - - - - l i tho  £3 99

• • •

PRINTERTOOL

r he POSSE R ( AR TRIIXE contains a very eller •
ine Printer-Interfere. that seN deter is ii a minter
isc  rosier led to the Serial Bus or Llser.Port.
It will print all Commodore E harm. ter, on Tp,on
and ompal ib ie  printers
The orinteranierface has a variety otsel•up p
...blithe, lie an produce IIARDCOPV or sc resins
not ord.,. on Serial printers (mPf,aos 802, 00
etc I bur also on Centro . *  printers IEPSC/N •
STAR. CITIZEN. PANASONIC, etc'.
The  r i A R D C O P Y  tufb(1110n JUILlenettE ally relE.lin-
guEsiye, between HIllaf !, and I ORES Multi-col-
our graphics are converted into shades of grey.
The PSE I functions allow you to det ide
LargeSmall and Norrnalinverse printing

Our on, be.L es Lid tioi, noe o i •  uoipori
atobtone Ow making bk 05  mean, ow tim, an, polo....
ahaHoese, ulc opo, or adaphon, OIL op. nah, works
oela/ prows. niarenal and usemotibeFirare C
must obtain ibe no,Ps,ar v room p unveil Kw the making ot
tut ti c o o n .  arlapanen Iran' MIIi Evenitte and other nee
moneys rownerned Seel.A ( cooled. Desert, & Parrot,
Act Hebb

42 page alanilai
-dammed good riandl000SCCCi Jan 90 DiEcon D e v i c e s  L t d

TOobn  N o r a  t3 99
Tco Cm Beverly Yale Cers•• -  C 3  99
Top Gun C 3  99
Tracksuit Manager. .. . . .  E2 99
Treasure !Sand Dizzy. . „  E3 99
Turbo Ourrun • N r e r r  E3 99
Tunica', N e w  E3 99
Untouchables • N o w  C399
Vigilante • E 7  99
Nraulcances N e w  E3 99
WeCiEy Oeftle E 3  99
Wend Games .......  . . . .  . E 3 • 9 9

Yogi 5 the Greed Margie( - 1 2  Se
steles Great Escape__ ..... . C 2 . 9 9

DIZZY COLLECTION
P m ,  I a n  Food, Ftelteler toorld

Dizzy, Triumat Weed CAW., A
Mey3Irlerld Dizzy
Cass. £7.50

HOLL'AV000 COLLECTION
tooccoo, Astner

Jones A the Left Crusade.
Gtosematers 2
Cass. Ci 0.99

DIE WINNING TWA
Escape APO olo,i Witlicators, CybebeaCass. £7.50

Call us on our 24 hoUr Credit Card hatline 021 -440 4108 please state
name, card number, expiry date and goods required

r o m a :  FORM AND INFORMATION. All orders sent MST CLASS subject to oyallabillty. Just lialn the
coupon and send it to PRICEBUSTER unit 23, 14120 George Street, Birmatgham BIS/ 9I10.
BLOCK CAPITALS
Name:

Address:

Postcode:
Credit Card No

tSri Phi h.tt k i t  the IN OM A R  I RID(, [  there
is a Reset B1111101 Pressing this button makes a
SPECIAL ME.NU appear on the Eg. men
CONTINUE -  y o u  to return to your

program
ReltEfrilEASASK

- Not for pokes or ifTfirlitEl Ewes
-  Save, the c onion s (Rifle
memory r onto a DNIL. The

proptrE1•11( an be reloaded laterwith BIOAD followed by
( ONTINUE
-RESETalanyprowam.
- A, BACKUP DISK hut to TAPE

BASK
RESET
TOTAL
BACKUP
DISK

RESET ALL
TOTAL
BACKLIP
TAPE
NARDCOPY A i  any moment, print., out

liattk op y of the st • reen
Using CONTINUE afterwards
you c aill whim it, the program
-  Take, you into the Mar hine
language Monitor

MONITOR

u  tsItt-t- o uROV•11

*014,0rwtok. 14 Oct°
01;11140U1.

Tel. Not

Bitcon Devices Ltd.
88 BEWICK ROAD
GATESHEAD
TYNE AND WEAR
NEB 1 RS
ENGLAND.

oct i rs  EXCELLENT ADYEKRIRES
otrn New, K..* Snap, Spelbound

Dizzy, INTry Pence of Yo& Folk
Cass. £7.50

MIND STRETCHERS
Monop,Dti, Scrabble, CluericCase. £1399

FAvouRrrt BOARD
GAMES

Clued° Master Detective
Cass: V:99

Diplomacy Case, 0.99
Monopoly Dekme

CUL. 07:99
Risk Cass. £7.99
Scrabble Deluxe

Cms„ E7•99
Trlvtei Pursuit Cass. E l  2_50

PICtionary £12.50

DIZZY CARTOONS
Dizzy, Stake el TrarelytwernEe Slefttl,

Magic. C • S. Elephant Ant, z
Seymour goes to HollywoodCass. 67.50

Fast 7 day
delivery

Nome or scene computer ‘latue

Expiry Date

RAINBOW COLLECTION
IsEence N e w  .tiliarta

W r i t h e

Cass. E7.50

POWER UP
Atered attar, Tumeen• Ceeyse

X-Oct, Ramo.* lelenels
Cass. £11.99

ITS TV SHOWT1ME
soin tut Float, 9-th Ewe F•en, 'WOW

Couritt elocHmaters, Knyton fletee
Cass, E7.30

GRANDSTAND
SOCcer, world Cl,-'.

Leadertoonl on3 tennis too &
C O e t i n e l t b i  EiTCUI
Cass. £1250

HANNA BARBERA CARTOONS
SoS'riGrret L.ape, Hong Kong
Ph..ey. l f i  & Reddy, Top CmCass. £1.50

VIRTUAL WORLDS
Canthn Winter, Drflbef, Teta  Lcnowcr,pi Cass. tl 2.30

Postage
Total

Signature . •  Date
POSTAGE RATES. Please add 50p pap on el orders soder ERES. EEC countries add El 00 per town Non EEC

L countriesaddE2.50perItemChequespaLableto:PnoeBuster•

TEL: 091 490 1975 and 091 490 1919
SAX: 091 490 191B
To order: Access/Vine welcome -  Cheques or WO
payable to BCK.
UK ordain* add £1.70 poet/peck total -  El k1.50
incl. V A T .
Europa Orders acid C2_50. Overseas add caso
TRADE AND EXPORT ENQUIRIES WELCOME
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he most successful role-
playing game of the year
stages a comeback
thanks to Gremlin, in the
form of an expansion

pack that gives Hero Quest
players 10 new scenarios to

choose from. Return Of The Witch

ls,
Lord isn't a computer game in its
own right, however. You need to

load Hero Quest itself and select the
Load Other option from the menu to

get Witch Lord up and running. And even
then, playing the new adventures isn't easy
unless you've previously saved some dragon-
waster level characters from past Hero Quest
sessions (otherwise you won't be able to buy
any equipment until you've completed at least
one of the new quests).

Just as the original
game was made up of
10 adventures that
linked together, an
equal number of new
adventures hide in the
shadows of the Witch
Lord's domain. They're
best played in the order
they're presented
because they lead up
to one big showdown
at the end. But be
warned -  they've been
designed to present a
serious challenge to
even the toughest
adventurers.

Allowing up to four
players to join in, the
game is presented as
an isometric 3D map of
the area the players
are in. This is marked
out in a square grid, allowing the characters
and monsters to occupy one square each.
Each character is controlled in turn and when
all the characters have had their goes, the
'Evil Wizard Morcar takes control of the dun-
geon', meaning that the computer has its go,
moving any monsters and making their

dle of exciting new ideas, think again. • :  v
SEAN AtatillASON 4 6 ,

Game Witch Lord
Publisher Gremlin
Cassette £5.99
Disk £7.99
Release Now
Contact 0742 7534.23.2

Dwarf, elf, barbarian and wizard s take  out
the exits to a room. Which way  now?

A right l i t t le den of chaos. Time for speits'

Check what 's  creeping tap behind with the map

The barbarian Intell igently chooses this
way,  fall ing into a pit  t rap in front of sitelles

pOWERTES1 41

attacks. This sequence is
repeated throughout the
game, move by move.

Characters move a
random number of
squares each turn. Before Only  the part  of the board occupied by the character  you're mov-
or alter they move, they i n g  shows up, making for a very spooky game indeed
can search rooms and coM-
dors for traps, treasure or
secret doors. Whenever
they move off the map
through an exit, another
map is drawn to show their
new location. At any time, play-
ers can also take a look at an overhead 20
map of the whole area. But this only reveals
what you've already explored.

Combat is another *dice rolling' exercise
that's weighted in favour of the players,

though sometimes
you wouldn't believe
it. (Unfortunately
however, Gremlin
don't show you the
dice rolling. This
would have been
easy to do, it was
missed in Hero
Quest and it's a
shame it's been
ignored this time as
well.) Most of the
monsters fall over for
good when they get
hit once. But, as
players of the origi-
nal will know, some
of the tougher beast
les can take more of
a bashing -  and
Return Of The Witch
Lord oozes zombies.
mummies, chaos

warriors and a thoroughly rotten supporting
cast of creatures. In fact, as you hack and
slay your way through the last of the scenar-
ios, you encounter greater and greater
hordes of monsters, making progress bloody
and slow. But if that was all there was to the
Return Of The Witch Lord, would it be worth

The blocky h a v i n g ?  Well, that
graphics i s n ' t  all there is to

are easy this expansion pack
to get b u t  there's not that
used to

much more. either.
There are new rooms, new

traps, new exits. But there are no new
monsters, treasures, characters or spells.
And there are still faults that Gremlin haven't
fixed since first time around. Spell casters still
can't interrupt their moves to cast spells, for
instance -  niggle, niggle.

It you got to the end of Hero Quest and
wished for more, then don't wait a moment
longer. Witch Lord will give you what you
want. But if you thought that any
future add-on would be one big bun-

POWER RATING
ME DOWNERS...

•  There are no new spells, weapons
or monsters (sobl
•  There are actually fewer types ot
monster than in the original game
•  Some old glitches are still there
'and you don't see all the dice rolls')

100

= E R

111 Up to four people can play
•  Players of  the original game
can share 10  more dark dun-
geon adventures -  if they're
lucky enough to survive
•  The original game system is
a great  way  for anyone to play
•  Crisp isometric graphics
make  events absolutely c lea t
•  Upload old characters  I r m a
past Hero  Guest sessions
111 Easy joystick control
•  N e w  traps and sett in
•  Hordes of monsters

...AND THE U

Deep down in COMMODORE FORMAT 15,  December 1 9 9 1
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LH ( M E W  T r  I I  O I R E

For years the magic of Hollywood has been the focus for the
of people the world over. Nothing else quite matches the I
screen tcS transport us beyond the barriers of reality. Ihrougt

medium of your computer, Movie Premiere offers you the ch
in this magic

Four of Hollywood's hottest films are now showing on a screen

3



e fantasies of milk
ability of the silver
h the interactive

oonce to take part
•n vbry near you(!)

•*OUR t;OPY-

BACK TO  THE FUTURE Pert  IV"
IgNin Adnrorded
INdd u(lS and A.,,to.n

DAYS OF THUNDER -
TIN and • 9 S 6  ParNANmAlt 1,crtoes Al l  rtddis misomod.
L I M O  Odoldstaryt

TEENAGE MUTANT HERO TURTLES"'
,9•3, S d a d l o s .  U$A

•ubiletNid uncle, licddde L A N  Uncle sub
Need,. from Kon•of And  undid WO Noime i n : .  Midge
Studios USA
lidnaddi I s  •  regisliNidd irAdit mod. oldonadol Nwidelry Co.
Lid

'Ned N o n a .
Hee illndAddil Lid

GREMLINS 2
11010 diNow Ikea IAN AN N M *  l n d m

FORMATS
Commodore Amiga,
Atari ST,
IBM/PC 31/2",
IBM/PC 51/4",
Commodore 64 disc,
Commodore 64
cassette,
Spectrum cassette,
Amstrad cassette,
Amstrad disc.

Elite Systems Limited,
Anchor House, Anchor Road,
Aldridge, Walsall, West Midlands
WS9 8PW, England.
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ersonally, I'd just as soon walk
up to Gary Chilcott, give him a
large stick and call him a big fat
sissy-pants, as try and play in a
game of rugby. Either way, I'd

end up with a face looking like a plate of
mashed potato that's been left in the rain for
rather too long. Much better to make a nice
cup of tea, settle down in front of the telly
and watch ChiIcon and his beefy pals
transform each other from head-
cases to hospital cases.

The alternative is to get
stuck into Domark's latest —
Rugby — The World Cup,
which, were  being told, will be
to rugby what Kick Off was to
soccer. This ever-so-
slightly—dubious claim begs
two questions: a) Is it
really in the same
league as Kick
Off? and b) Is it
the first C64 rugby
game that's actually
any good?
The answers,
perhaps a little
predictably, are
no and yes. No,
because i ts  not
nearly such good
fun as Kick Off, and yes,
because it's about four tries and
five penalties better than any rugger game
we've ever seen (admittedly, they've been
desperately thin on the

Line-outs seem to
be even harder to
win than scrums.
But it's just a case

of waggling the joy-
stick l ike crazy

team Walking Circles have
incorporated scrums, line-outs,

tries, offsides and conversions in a game
which captures the frantic flavour of the sport
admirably. The only things that seem to be
missing are the infringements and penalties

ground).y o u  can fall foul of in the real game. But

i t  r e a l l y  in t h e  s a n t e  these would have been virtuallyimpossible to get just right.
Each man running with

O r  Goer, :  t h e  ball can leg it for theT.  t ouch - l i ne  until he
bumps into an opposing player. Then it's
scrum down, and all you have to do to win
the scrum is waggle that joystick like a mad-
man; an exercise which can be a right old
pain until you've got the measure of it.
But to really get things going, pass the
ball (backwards) or kick it (forwards)
and on the game goes until — hurrah —
you've scored a try. This is not as

I don't want
to go on about p
Kick Off but the
fact of the matter is that these are
unavoidably similar games. The view is
straight down overhead style, there's a huge
scanner there so you can see the whole
pitch, it's reasonably quick and it's not at all
easy to win games. Essentially. Domark have
done to Kick Off what William Webb-Ellis did
to soccer (he's the boy at Rugby School who
ran with the ball, triv-chums).

If you're familiar with the rules of rugby
you'll be quite at home here. Programming

league as

The groups are exact ly  the same as the real  World Cup, although
the auto-computer results can be a tad awry.  Western Samoa beat-
ing Wales? The very notion. Oh, they did? Oh deary me.. .

Rugby eh? It's not much of game unless
you're either built like St Paul's Cathedral or
curled up in front of the telly watching the

World Cup. At least, that's the
way it was until good old

Domark came up with
this head-crunching,
jaw  cracking melee
of a game...

•  •
•  • OG1

_

Keeping half  an eye on the scanner (to the left  of the screen) can
help when you're planning to make  a move.  But be quick, or the
maulers wil l  be al l  over you again. Er, a  bit  l ike in this shot

COMMODORE FORMAT 15,  December 1 9 9 1  -  a rucking good read from a mauling mug
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easy as it s o u r,  J u s e  the controls take
a lot of getting used to and opposition teams
are definitely no monkeys (gorillas, maybe).

Kicking the conversion is just a matter of
stopping a speedy cursor in front of the goal-
posts as it swings hastily from left to right.
The graphics on this tiny section aren't all
they might be but the effect is
convincing enough, for
all of that.

If the opposing
team is on the
attack, you just
need to run your
closest player into
the attacker's way
to cause a scrum-

Uh-oh! When ) .there's a bunch
of burly chaps
hearing down on
you, run l ike crazy
or give the hail to
some other mug.
Otherwise,  you'll
be the tilling in a
most unpleasant
sandwich.
Passing the ball  is
usually smarter
than legging i t

-4( Hurrah.  A try.
Oh, maybe not. I t
seems it's the All
Blacks who've
scored. Those
blasted Kiwis
again...

games though, the best way to play is
against a pal -  the CF office was blue with
distinctly rugby flavoured language as certain
members of the team attempted to out-do
one another.

For a game that moves so quickly, the
graphics are impressively slick. There's

hardly any flicker and none of
the blobs which unac-

countably appeared in
Kick Off. When it
comes to audio
quality however,
what you get is dis-

appointingly basic.
The soundtrack is lim-

ited to unconvincing
down or force a pass. r e n d i t i o n s  of bouncing balls
Watch out though; he can dodge --"."111.1111.11111.1.11.1"..—and referees whistling. It's not much
you if he's quick enough_ (If he's an All Black, o f  an event.
he's quick.) B u t  that's a minor quibble against a game

All the teams for the recent and really
quite tab World Cup, are featured, so you can
take your chances against the All Blacks, the
Kiwis or the Western Samoans in a single
game or full tournament. Or if you'd like to
play a more exotic team, the choice extends
to Fiji, Japan, Wales, USA, Canada,
Argentina and Romania (and I might have
missed a few). As is often the case with such

Milimmmm, t h e  c
version sequence lo

a bit dodgy. A l  least scori
s a l  a l l  that. difficult here.  T

_100int.txt i i ,  ta very m e t . .

that's really heaps of fun. All right, so it's not
going to sway you if you really hate rugby
anyway. But personally, I'd much
rather tackle this, than spend 80
minutes of a freezing Sunday
morning facing up to 15 head-
crunching nut-cases. Or is that
nut-crunching headcases9

C O M  CAMParal

Game
Publisher
Cassette
Disk
Release
Contact

Rugby - The a r i d  Cup
rk

.99

081 780 2222

POWER RATING

•  As t rue  a  rugger  g a m e  as
We've e v e r  seen  -  only a

le o f  reel  g a m e  f e a t u r e s
b e e n  missed

the  the  World Cup
, w i t h  p lenty  of  oppo-

to  t a c k l e  -  a w i d e
e  of t e a m s

col lard fun as  a two-
. ,  g a m e

in Sl ick  graphics ,  and  a  real . .
fee l ing of  speed  •

l ike  a re  we l l  des igned

sod d o c u m e n t a t i o n  a

presented  throughout  o
e  spec ia l  graphics
ded for  convers ions and

a b l y  e a s y  to  get  in to  and
add ic t ive  in to  the barga in

THE UPPERS

i
1The Rugby World Cup is the third biggest
global sporting event -  only the FIFA
Soccer World Cup and the Olympic Games
attract larger audiences.

2 Some two billion people are estimated to
have tuned into at least one of this year's
World Cup matches.

, A qualifying match between Morocco and
the Ivory Coast had to be abandoned with
ten minutes remaining, because of a huge
scrap between the players.

England Coach Roger Miley also holds
job of head of games at the famous
Ilc school, Harrow.

5French front-row players have been

AV E E T Y J I Y L O
known to head-
butt each other
before a game, in
order to psyche
themselves up.
Er, yep. (See 7.)

6 All 13Iack, Grant
Fox holds the
record for the
most points
scored in a World Cup tournament. He
notched up a whacking 126 in 1987.

7 Twickenham was a market garden before
the Rugby Union bought the land for a little
over E5,000 in 1907. So? Well, the place has
a long history of badly bruised vegetables.

8 If you ever go to
Blackpool, don't
get into any trou-
ble. El gland's
glnormous sec-
ond row forward
Wade Doolley
works as a cop In
the seaside town.
You have been warned.

9 idi Amin, the now-deposed and thor-
oughly bonkers Ugandan dictator, was a
keen rugby player in his youth.

10 The rugby ball got Its shape by being sat
on by fat boy at Rugby School. (That's utter
nonsense but we ran Out of facts. Oh dear.)

Try COMMODORE FORMAT 16,  January 1 9 9 2
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The Imperial  War Museum was amazing! I t
did seem rather expensive though, to  keep
all those perfectly good weapons In moth-
balls when Trident submarines cost so
much. The only thing older than all those
tanks and planes was  my dad, so I  lost him
while I was  inspecting a tank l ike the one In
the Indy game.  I didn't suppose anyone
would mind if  I made sure it looked the
same inside as it  did in the f i lm. -

People always accu Te me of getting
carried away. This time they say I'm

obsessed with World War 2 hardware,
af ter  playing Indiana Jones And The
Last Crusade non-stop for two
weeks. Honestly, people exaggerate

the effect playing these games has.
All I said was that I wanted to go to
the Imperial War Museum...
INDIANA
JONES AND
M E  LAST
CRUSADE

E3.99
Right, here, Indy must wan-
der around the scrolling
caves of doom, collecting

expensive artefacts and avoid-
ing the baddies who have recognised their
investment potential.

As well as bashing these guys with your
whip, you (as Indy, of course) come up
against the kinds of puzzles, tricks and traps
that you see in the film. Well not really. The
tricks consist of stuff like lighting up torches
when it gets dark or pausing occasionally to
avoid falling stalactites (ouch).

STUNT CAR RACER
Kixx, E3.99
3D high-speed motor-racing action
thrills-'n'-spills-type excitement ahoy!
Stunt Car Racer gives you a jalopy, a
twisty, turny circuit with jumps
and high bits and an opponent
determined to see you sail off
the most dangerous corners
and out of the race. You must
tear round several tracks at
top speed, trying to beat or ram this
guy into submission.

Each track features a jump, some
criminal bends or some large humps,
which you've got to negotiate at just the
right speed in order to stay in the race.
Too slow and you'll get beaten, too fast

and it's into the stratosphere you go.
You'll find it's very tricky but immense
fun as well.

• • e.-,alst•
- -

If I  could just a t tach a tow-rope to his
exhaust,  I 'd save a fortune in petrol.  (But
the opponent is having none of it as he
streaks away Irom Roger's stinginess)

It's fast, the graphics are great and it's
nail-bitingly, nerve-breskingly exciting.
You can also race in a tournament with
other like-minded pals.

I know it'll be a shock, but it's time to
untack the carpet and dig Out your 1982
Christmas money, because if you don't
get hold of Stunt Car Racer your chums
will chide you for millennia to come.

STUNT CAR RACER
Fast, fun and fiscally fairly frugal. This is
a game worth swapping your toe-nail
collection for. (Failing that, go ahead
and buy it!)

FRAME RATE

Raiders read COMMODORE FORMAT 15,  December 1 9 9 1

Here, you young
scoundrel. Ta k e  that!
And there's plenty more
where that  c a m e  from!

, • - •/-4471111181f*.A

• - 'K-'1A-World'EW
The Indy sprite is pretty large a s  are all

the sprites, actually), so while they look good
when they're not moving, they become jerky
and slow when forced into action. This isn't
very Indy like and, to be honest, neither is the
game as a whole.

Trouble is, it takes so long to jerk your
way around the levels, you'll probably waste



about £250 in electricity alone
before you get to the end of just
one of the levels. If you like big
long games, this might be fine
but I couldn't stand all that get-
ting up and sticking 50p•shaped
pieces of ice into the meter, only
to return to the game and strug-
gle on for another hour and get
about 3 inches further.

INDIANA JONES AND
THE LAST CRUSADE
The way he moves, it 's sure to be the last
crusade Indy tackles without the aid of
orthopaedic footwear, Not recommended
except for the very patient.

FRAME RATE

MOONWALKER
Kixx, E3.05
You don't see many moonwalkers these days,
do you? This is because moonwalking wears
Out your shoes at least a third faster than ordi-
nary strolling.

Plucky Michael Jackson is still at it though
and you control him as he wobbles around
tour locations, looking for the four parts of a
rabbit costume to wear (he's as mad as a bat-
tleship, yoo see). It's a top-view
job and you must simply avoid the
baddies as you steer around the
obstacles on your quest.

Not rivetting, eh? Well there is
a distinct lack of excitement, as
someone called Mr Big sends his
hordes after you. The trouble is,
it's not very responsive or quick. If
you see someone coming, you
moonwalk the other way. The
views aren't particularly spectacu-
lar and if you're an insomniac
you'll have found a E3.05 cure.

Round the houses with Michael  Jackson.
Avoiding baddies is all wel l  and good, but
where's the chimp and the oxygen bubble?

MOON WALKER
Spendthrifts like me will be pleased to
hang onto their hard-won moolah rather
than take this mangy trip to
Jacksonville.

FRAME RATE

SOCCER RIVALS
Cult, E3.99
Everybody knows that watching football is a
mug's game. Why turn on your telly when you
can stand outside your neighbour's living-
room window and see it for nothing?

If you're a fan, then Soccer Rivals might
be your 'thing'. You get to choose your team,
train them, cause serious injuries and other-

Follow the on-screen action term,
not quite on-screen, though,

as this picture shows)
wise fait around with
their well-being. When
you're happy, you can
send them to certain
slaughter by entering
them into a match.
But do you get to
watch this (or any)
match? No. You sim-
ply see the results
whizz past_ If you've
won, congratula-

tions. Now it's time to
do the whole thing
Sure enough the tank
was exact ly  the same. I
started the engine up to
see if it would sound
better  than it  did
though our mangy TV

speaker. Unfortunately,
Dad noticed the fumes
choking some tourists
nearby and he gave me
a piece of his mind (not
much, in other  words)...

again. And again. Until you've won the
Cup in fact. As management games go,
Soccer Rivals is no worse than any of the
others. But as raw, fast-living excitement
is Concerned you'd be better off checking
under bus-seats for chewing-gum

SOCCER RIVALS
A management game which you should
manage to avoid.

FRAME RATE

Overtake me,  wi l l  you? Nobody beats 'Rapid
Roger' on the t rack (except  perhaps Jason
the skinhead)

POWER DRIFT
Hit Squad, E3.99
If you've ever been overtaken by a skinhead
in a beach-buggy, now's your chance for
revenge. Power Drift is a 3D driving game in
which you must race seven other cars
(including the skinhead's) to get third place or
better. The cars do about 240 km/h and the
tracks are as windy as a snake with indiges-
tion, so grip your joystick with both hands and
prepare to shed some perspiration.

It's colourful, it's quick and it's pure teeth-
grinding, gear-changing fun as you belt round
each circuit trying to keep ahead of the Pods
breathing down your neck.

The idea isn't especially new, but Power
Drift is the most playable game of it's type.
Let me tell you, if you aren't instantly thrilled
by the high-speed chases through interesting
terrain, you should go back to growing cress
in the airing cupboard.

POWERDRIFT
Great the first t ime round and if you
missed it then, you mustn't miss It now. A
classic racing game.

FRAME RATE

ALTERED BEAST
Hit Squad, E3.99
The scenario is simple. Zeus, god of every-
thing, has asked you nicely to save his
daughter Athena from running all those
poster shops. Well, actually she's given that
up anyway and is being held by Nell, Lord of
the Underworld,

You must make your sideways-scrolling
way past all Nell's minions to rescue her, with
only your incredible fighting skills to protect
you. As you wander along, all manner of
creatures attack you, including old men, dog-
gies and firey demons. Crouch, kick, punch
and jump your way past all of these and ) 0 %

Tanks for COMMODORE FORMAT 15,  December 1 9 9 1



Well met ,  my friend! Oh. You  offer me this knife? I  thank..  urgehhi Hacking and slaying your
way through Al tered Beast ain't easy.  Never  met  a lycarothrope yet who was  a push-over

press on through the ravines of Hell. It's not
as spooky as it sounds but it's a big and
playable game which gets you hooked as you
go further into it. There's lots of nice scenery
and no shortage of good, old-fashioned
thumping to do, so if you're feeling adventur-
ous (and I admit that I am, at the ma) it's
worth a go.

ALTERED BEAST
It won't remove your shoes and socks
and place them on a wardrobe, but it's
still a pretty good beat-'em-up.

FRAME RATE

QUATTRO COIN-OPS
CodeMasters, E3.99
Another four games for E3.99 is E0.9975 a
game, which might not be too bad. The
games are Fast Food, Pinball Simulator, Pub
Trivia and Fruit Machine. Fast Food is a
Pacman affair, with a moveable blob, ghosts
and, oh, everything else- It's fast and fun (if
you like that sort of thing, and I do).
Pinball Simulator is just that. Flipping
away for hours can get a bit boring but
it's certainly playable.

Pub Trivia asks you lots of ques-
tions about pubs (only kidding, it
asks you about loads of topics) and
Fruit Machine lets you watch piccies

I t

1rd

:iii
Well at  least you don't have to put
money into this machine,  eh readers?
(wink wink)

Framed: CFI5,  December 1 9 9 1

of cherries whizz past your eyeballs.
None are brilliant but they're all diverting
for a rainy afternoon when you're in bed
with concussion and it's cheaper than a
return ticket to New York.

OUATTRO-COIN OP
Cheap and cheerful, Just the way I like
'ern. Four playable games and a cassette
box useful for storing all those half-pen-
nies you saved

FRAME RATE

HEROES OF THE LANCE
Kiss, E3.99
Set in the Land Of Krynn, HOD_ ses you, the
warrior of Grynn, looking for the magic Hand
of Brynn and the mystical Eye of Drynn. It

really is the most
appalling tosh_ But it

you've any inter

est in this Sort of quest, read on. It's an offi-
cial Advanced Dungeons & Dragons game,
which means that it's dead complicated,
especially if you've been clever enough to
avoid forking out for the D&D books arid lead
figures that normally go with the hobby.

But what you get here is a sideways-
scrolling, joystick controlled beat-em-up (for
want of a better word). The quest you're on is
big enough to keep you burning valuable
electricity long into the winter nights, but, as I
say, it'll only really appeal to fans of fantasy.
The action isn't thick enough for demanding
garners like me.

Graphics and sound are pretty okay,
though, and the whole thing is smooth and,
when you're not being interrupted by little
mesages, fast. When your band of travellers
get into combat, you control it all with the
stick, so you're actually an important factor,
rather than a spectator just sitting there,
watching your people get slaughtered. You
can get really into it.

Exploring the Land of Krynn is fun. (Who
knows? You might even want to map the
whole thing!) So overall it's a bit specialised
for me, but if you're a fan you'll be kept happy
for many a moon with HOTL.

HEROES OF THE LANCE
Not the most enjoyable beat 'em up but
one that should keep the fantasy fans
drooling now that it's a quarter of its origi-
nal price.

FRAME RATE

Grimbor and Crogglethwacket  meet  Zengar,
Lord of Topsoil.  Quick as a flash, they  stand
and wa i t  for him to m a k e  the first move.  Can
you handle such high drama?

When Dad shouted, 'Get out of here,
now! I  must  have hit  the accelerator
pedal and w e  jerked forward. Dad
could see where  w e  were  going but I
couldn't until he decided to stop
being a  kill joy and cl imb in.

But Dad had obscured a large
wall that  I  didn't see until  too late.
But they should have shown the tank
crashing through a wal l  in Last

Crusade. Honestly,  i t  looks
Incredible from the inside.

Anyway, take  It  from me,
tanks are even easier  to get into
than Ford Escorts. So plan a visit
to the Imperial  War  Museum

(when it  re-opens). I t 's  a scream.
Especially if you wind up being
driven over by a nutter
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RIZE ONE
MUDDY FOX

ENT'S BIKE
US A LADIES

A KID'S MUDDY
FOX, MOUNTAIN
BIKE!

t h l i t t !
AFTERBURNER
*IT'S MASSIVE! • I T ' S  INCREDIBLE!
'IT MOVES! • I T ' S  AWESOME!
'IT'S YOUR OWN FLIGHT SIMULATOR!

NO AlvutziNGPETROL.

 GO KAR711

IT I-1AS A POWERFUL PETROL ENGINEIT'S EASY TO RIDE! IT'S FAST!
IT COULD BE ALL YOURS,

A PAIR OR
'SUPER FAST

SUPER TRENDY

ROLLERBLADES
THIS

Calls cost 34p (cheap rate) 45p (at all other times) per m i i t r tTnc ,  VAT
For winners list send s.a.e to Megafone Ltd, Sandylands House, Morecambe. LA3 1DG.
Average duration 5.5 minutes. Ask your parents permission before you call.

WI

STUNNING
CAMCORDER
*MAKE YOUR
OWN VIDEOS

•YOU COULD
BE A MOVIE
STAR!!!
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T h e  latest driving games aren't

necessarily the most playable: a
quick glance at these models
reveals four jalopies over five
years old (though none of them

can match the technical excellence of
Turbocharge, reviewed in CF13). One
release you won't find in this list is Stunt
Car Racer because it's reviewed else-
where in the magazine. Its programmer,
Geoff Crammond, is also responsible for
the finest driving simulation on the C64:
Revs. But we'll catch up with that later.

Most of the new driving games give
you a 3D first-person view of the track but
this wasn't always the case. Games such
as Super Sprint used overhead perspec-
tive. Up °N Down and Racing Destruction
Set gave us side-on 3D and Spy Hunter,
Alleykat and LED Storm scrolled verti-
cally. All qualified as good, fast racing
experiences. Of course, for every great
game there's a jam of mediocre ones:
licences such as Wec Le Mans, Super
Monaco Grand Prix, Chase HO, Out Run,
Continental Circus and Hard Driven', and
originals such as Ferrari
Formula 1, 4x4 Ott Road
Racer, Grand Prix Circuit
and Test  Drive all failed
because the 3D wasn't up
to scratch or the control
method wasn't quite right.
However, there are the few all-time
turkeys, which you should avoid as you
would a Lade. Worst of these is Shirley
Muldowney's Top Fuel Challenge, a
drag-racing sim with abysmal presenta-
tion, appalling 3D and dismal
backdrops. If you see it. shoot it.

ALLEYKAT
Original publisher: Hewson
Availability: Deleted. Appeared on the
10 Computer Hits 4 compilation
First released in 1986, this was Andrew
Braybrook's fourth effort, following
the superb threesome Gribbly's
Day Out, Paradroid and (indium.
It's a one- or two-player futuristic
race game set in eight orbiting
space stadia. each of which are
unique in terrain and required rac-
ing style. You drive a versatile
craft that climbs, dives, acceler-
ates, fires and moves left or right around
a vertically scrolling, wrap-around track, lit-
tered with other craft and obstacles.

A racing game for space cadets:  Al leykat
puts the pits into orbit. At least  you don't
have to change tyres too often

With Imageworks' long awaited Cisco Heat on
the starting grid, we asked Gordon Houghton
to pull the tarpaulins off some old bangers

and see if they're
OIAR HERO, ARCHIE ACK ACK' ,APPL&TON-StvlYTH, ISCOMPErusinItV 77-1E ISLE OF MAN TT RACE, WE
CATCH VP w i l H  HIM IN HIS GILEAMINal 'API_DEN
PANDY A S  HE IS MAST ABOLAT TO ZNATC1-1 7HE
LEAP rROP,1 HIS AR  V A L ,  -THE NE-PARlaus

BARON VON TRIPP

COME ON, OLO 6IRL
ITIS 'TIME FOR THE BARON
ro TASTE AO/EXHAUST

BUGGY BOY

COMMODORE FORMAT 15,  December 1 9 9 1  revs it up

The
object of the

game (apart from
winning) is to earn

enough cash over the
season to enter the really big

tournaments. It might not sound like much but
the action is a fast and furious combination of
reflexive dodging and quickfire
blasting — and, as you'd expect
from Andrew Braybrook,
the presentation is abso-
lutely superb throughout.

Original publisher: Elite
Availability: Encore E3.99
Based on the eponymous Tatsumi coin-op.
Buggy Boy is four years old this month — and

good for anything but
the rust heap

it's still the most enjoyable racing game
around. It features five different courses —
North, South, East. West and Offroad — each
divided into timed stages. You don't actually

race against anyone else:
the whole point of the
exercise os to complete
the stages, collect

bonuses and avoid
obstacles such as fences,

walls, rocks and lakes. The control method is
superb, the update speed very

fast, and the variety of courses
soon has you hooked, Forget
about the Porsche this
Christmas — this is a far

more important o
woo,— purchase .

LED STORM
Original publ isher :  US Gold

Availability: Kixx E3.99
Based on the Capcom coin-op of the same
name, this is a classic for two reasons: 1) it's
an extremely fast vertically scrolling dodge,
leap and racer and 2) it's got one of the most
amazing collection,, of synthesised music

Flyovers will  never look the same again
once you've gone over the top with US
Golds  nifty l i tt le number,  LED Storm

;



All of the games below will provide hours
of enjoyment (or, at worst, a good laugh)
but to help you sort out the best of the
best, we've devised this cunning ratings
system (well, we think it's cunning).

1. The ultimate driving
game upon which a

whole thesaurus full of praises could be
bestowed without embarrassment.

Skid marks
2. Great in its day but since
superseded or a driving sim
that doesn't quite fit the cat-

egory of The One I'll Be Playing Five Years
From Now.

ra i  3 .  A 2CV amongst race games
'  -  -  getting on a bit but a classic

model which will give its sup-
porters plenty of enjoyment (sometimes).

you'll ever hear. The basics include nine dif-
ferent levels (all of which are beautifully
done, with full-screen parallax scrolling) and
loads of extras. Unexpectedly enough. these
include huge, bullying juggernauts, frogs that
slow you down (I), energy pods and deadly
canyons. There's little to match it
for speed and simply nothing to
beat its raucous audio
effects. Fortunately, you
can still get it.

OUT RUN
EUROPA
Original publisher: US Gold
Availability: E11.99 (cass)7 E16.99 (disk)
The original Out Run ranks among the more
mediocre race games to appear but this
didn't stop it notching up sales of 50,000
units on the CM.  Its successor (Turbo Out
Run) was a lot better but still can't match this
third release in the series for speed, detail or
action. Europa is also the first of the three to

Just about the only vehicle you don't get  to
drive in Out  Run Europa is an art iculated
truck -  now there's an idea

feature a credible plot: the bad guys have
stolen a briefcase full of top secret docu-
ments, and your job is to tail them across
Western Europe.

The 3D graphics (including tunnels, dips
and hills) are smooth and fast and colourful -
but the best part of the game is the
variety of vehicles you get to con-
trol: a  couple of sports
cars, a bike, a jet-ski and
a speedboat.

POWER
DRIFT IBUT THE VILLANOOS BARGIN o-lA 070-PER IDEAS 1...te

HIS BLACK LEATHER SLEEVES AND AcTIVATES
DEADLY P g r A r i N a  BLADES Fed/r1 HIS H148 CAPS

Original
publisher:
Activision
Availability:
Featured in
Domark's
Wheels of  Fire compilat ion wi th Turbo  Out
Run, Chase HQ and Hard Driven':
05 .31  (cass), E25.53 (disk)
It's not easy converting a coin-op
renowned for masses of colourful
sprites, gut-wrenching roller.
coaster tracks and
super-fast 3D
scrolling, but this is
just about the best
the programmers
could have done with
the home conversion
of Power Drift. It fea-
tures a dozen opponents

NCI' SO FAST, APPLETON- SMYTH_ T H E E Z
?ACE E S  M I N E  L i N T ZE  P P I Z E  MONEY WILL
BE (ACED TO DEVELOP A S Y P E R  PCITRUCTO

CAR F a Z  Z E  Fl4F1RER, H A  - / 1 4 4  ,

Don't be misled if you think these graphics
look dull. They get  worse when they try to
move ( lurch  w o u l d  be more appropriate)

races take place on 'stunt' tracks, along
which you'll find hazards
such as mud, snow-covered
tarmac, desert sand or night
driving_ Worth a look.

PITSTOP II
Original publisher: Epyx / US Gold
Avallalbillty: Klxx, E3.99. Also appeared
on the Epyx Epics compilation

Tw o  players can race until their  fingers suf-
fer from joystick fat igue in Pitstop I I  -  a real
piece of class software

The first Commodore race game with
smooth, detailed 3D. this was an instant hit
when released in 1985. It's a Formula 1 driv-
ing game with three difficulty levels, six

different champi-
onship circuits
and eight com-
puter opponents.

You can't just whizz
around the courses at

top speed, either -  too
much pressure on the

and twenty-seven circuits /
and captures the stomach-churning feel of
the original, if not the graphical power. All the

COMMODORE FORMAT 15, Docombirrin, lermm 1991



Vorsprung (lurch

tyres
caused by
bad driving eventually leads to a blow-out
so the program thoughtfully provides a pit-
stop facility which allows you to refuel and
re-tyre. You won't find a better two-
player head-to-head driving game
anywhere on the
planet. AtudnIii
UP D O W N
Original publisher: US Gold
Availability: Deleted
This is the oldest driving game in this selec-
tion. Up D o w n  was one of the first games
to feature forks in the road. Graphically and
sonically it's no great shakes: the tracks
move slowly, the backgrounds lack detail.
and the tune is jolly but repetitive. It's the
gameplay that keeps you hooked. However,
the action (a simple case of driving up and
down hills and leaping over other cars) just
gets harder and harder until you feel like
chucking the C64 through the
window... Not state-of •the-art •  ' 7 1 4 .
but good for a laugh. Up 'n'
Down is more down than up.

Volts wagens
Alternatives to the petrol engine have been
milling around since the 18905, when Morris
and Salom built the first electric car with the
bizarre title of The Electobat. Modern electri-
cally-powered vehicles face one major
stumbling block: the battery. The best dis-
tance so far achieved is 50 miles on a single
charge -  but this hasn't prevented the manu-
facture of over 60,000 such cars worldwide,
the majority (35,000) of them in Britain.
There have been other variations, too: a gas
turbine car designed by Rover in 1950
achieved a speed of 150 mph and Renault
have since built the Etoile Filante, capable of
speeds in excess of 190 mph.

Real cars may be electr ical ly  powered In
future but on a C64 they already are

Original publisher: System 3
Availability: £11.99 Cass, E16.99 disk

Just when you thought the 3D racing
genre had conked out, Turbocharge
breathed life back into the machine.
The plot concerns terrorists. arms
dumps and your good self -  a cus-
toms officer who earns enough dosh
to drive around in a  Lamborghini_ The
result is a game that combines driv-

ing, collecting fuel and bumping off

TURBOCHARGE

A S  IR1 a n  analogue joystick, paddles or
ID/SAPEPTSTER! AS ACK ACX PLUNCIES INTO -n-E, miARKY

/15 OF 77-IRIS'-? SEA_ OE'/ 5  /1-., T H E  C,OLPEN k e y s .  It's a fully-fledged Formula
p A N D y  7-RANsFcwa4.5 / A I M  A t i l l g a g r  c a l l i M A R / N g  J 3  racing simulator, featuring two

famous tracks (Silverstone and
rands Hatch).

It takes you at least a couple of
hours to get round either track in a

— decent time. Consider that there are 19
other opponents to defeat and you

begin to realise that enormity of the
task. However, what makes this so
special is its 3D: exhilarating speed
and detail combined with realistic
dips and bumps and even the

t i o n i

ability to drive around • \courses backwards! •
Try it Out it you can.

anyone
daft enough to get in your
way. Ain't life tough

Armed helicopters and terrorists are all in
a day's work for Captain Customs Officer -

This sunset scene makes  going for a spin in
Turbocharge look quite peaceful  -  which it isn't,
of course

he faces greater problems when it comes to
dealing with the speed of his own car (in
turbo mode you won't
believe your eyes). Add
to the fact that you can
almost smell the rubber
some crunching sound-
tracks and you've got what many people say
is one of the best racing
games around. a i w i t A p

REVS
Original publisher:
Firebird
Availability: Deleted
Geoff Cram mond is a
programmers who's
never written a bad
game for the 664 and —  -—
Revs was one of his
first efforts -  the only
drawback is that you
can only control the car with
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Which way  are  these cars going? Answers
on a postcard please to the usual address

RACING
DESTRUCTION

Original publisher: Ariolasott
Availability: Deleted
RDS is one of the tew side-on 3D racing
games to have appeared. It features 50
split-screen two-player tracks, 19 based
on real courses and 31 originals.

This is pretty comprehensive in its
own right but the package also includes
an editor which allows you to build your
own courses. There's great potential to
design some really amazing courses,

Building blocks include several kinds
of slope, dirt, ice. gravity, chicanes, jumps
and plenty of different vehicles. It's great
fun to play and easy to get to
grips with. But be
warned: copies are
very rare.

ACK ACK MAKE'S A L i G i l - i r N I N a  UNDERWATE12
7YRE C44N6E AND PROPELS HIS REMARKAotE
AL4-ro OArlD DRS" l_AND A N D  FLASt leS  A a r
M E A D  OF 71-/E P e v o u s  a L i e m A I N  • - •

Apr ,"1-' •  •

..•=•••'••••---

B U T  74-1/S-1S N O T  7P/E E N D G l c  ACX ACX
ADVENTURES H e  1444.57 C O V T / N t l e
-5 rOP M E N  L i kE  8 4 e 0 N  o a v  TR/PP AVO
KEEP 77-1E 8e t77sH  IV/NA/WO - T r  RACES
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rm, hello and welcome, it's me,
Murray Corker, here at the first
Commodore Format Grand Prix and
all the signs are that it's going to
be a fantastic race. For the winner

today, there's none of that cheap Champagne
rubbish or grotty old flowers but a massive Pole
Position Scalextric set... What am I saying? What
am I saying! That's not one but five, yes, FIVE
Scalextric sets on offer to the top drivers today,
worth a total of M O !  As the excitement mounts I
can also tell you that there are ten, yes, TEN
copies of Imageworks' new cops-'n-racers game
Cisco Heat on offer to the next ten drivers to take the
chequered flag.

The warm-up laps over, the red light is on, so let's
go down to the grid for the really rough stuff. It's time for
the questions In this three-lap race. Not surprisingly the
theme is, my favourite topic -  Grand Prix Formula One.'

Lap 1 )
Lap 2 )

What nationality is Ayrton Senna?

Who was the last British Formula One World Champion?

F i n a l  l a p ,  W h a t ' s  the highest speed a Formula One car has reached?

Is it: a) About 150mph?
b) About 200mph?
c) About 250mph?

r l •  mil01
• l a n d e l o • •

Race fans shouldn't have too many problems with those teasers but to qualify you must Jot
down your answers on the back of a postcard or envelope, and post it to:

Carrrrazzy Compo, Commodore Format, 29, Monmouth Street, Bath, Avon, BA1 2BW.

Get your entres in by December 31st (that's 1991), and don't forget to include your own name
and address. Employees of Future Publishing, Hornby and Mirrorsoft will be wheel-clamped
if they even think about the merest possibility of entering.

?urn your bedroom into Brands e t c h .  Each
Pole Position set  contains two  cars, two
controllers, eight long straight sections,
five short  straight sections,  six t ight
curves, throe bends, one starting grid, eight
Hags, 1 6  crash barriers, four ramp/bridge
supports, something that  w e  can't  identify
and the all important  transformer (but not a
plug)

Fi$ iY t h e  roreed 1 '  dear LIEN, of rood ok,rd
ow' felt, not ereinaprti or seratettent
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GASP! At the fact
that there's an
Action Replay
POKE for every
day of the
year!

Please send me a copy of the Commodore Format Garners 1992/93 Diary (7 .99 )
Please send me a copy of the Diary and the POKE PowerPack (E9.99)
Please send me a copy of the POKE PowerPack on its ownsome (E2.00) 1

FLIP! As you remember
things more often

ASTOUND! Your friends
with stunning facts!

FEEL! The
thickness
of a 40
page maps
and tips
GameBusters bonanza!

GETOUTAHERE!
Read over 50 highlights from
the first year of Commodore
Format

H a v e n ' t  you always wanted to know
what you'd be doing this time next
week? Do you want to live a full life in

which every day you learn something new
and exciting? Do you want to get your hands
on the highest quality maps and tips any C64
player could ever wish for?

Since you do, then we've got the book
for you. The 144 pages of the ultimate C64
GameBuster's Diary has been lovingly
crafted, lost, re-written and lovingly crafted
again by the same people who bring you
Commodore Format every month. It contains
enough entries for you to plan every day
between Apri l  1st 1992 and March 31st 1993
(other inconvenient diaries run from January
to December -  as if life was like that). But
that's by no means all. With each day's entry
you'll find a different POKE for infinite lives,
time or energy for one of over 365 of the best
games ever released for the C64.

And some of the most amazing anniver-
saries are commemorated on a day to day
basis. For instance, do you know which day
will be Sky At Night's 35th birthday? Can
you recall when double decker buses were
first introduced? Of course not. Nobody has
ever realised how important it was to keep
the memory of such things alive -  until now.

And that's sti l l  not alit
DBTIYLTAYTL contains a treasure trove of
maps and playing t ips for the very best C64
games the writers of CFhave ever seen, in a
special GameBusters chap-
ter. And, finally,
everything you
wanted to know
about CF, how it
works and the
games it reviews is
revealed week by week

Q. Will all your
mates get a copy?

&  Probably

PRICES INCLUDE
POSTAGE, PACK-

ING AND VAT
NO HIDDEN

EXTRAS

Diary + TapeE9.99

for the very first time.
Don't Buy This If

You've Less Than A Year To
Live is the most useful book
you'll ever own (well that might
not be completely true but it is
unquestionably useful).

100 NEW
GAMES
CHEATS
You can also get 100 POKEs on tape. so anyone can
cheat on the latest hits like Turbocharge, Turtles,
Rodiand, Creatures, Dizzy, Speedball 2, Robocop 2
and -  as they say -  tmany morel

M I N K  AHEAD -  ORDER YOUR COPY NOW

Name

Address

Postcode

Telephone

Method of payment (please circle) Access • Visa • Cheque • PO
Credit Card No •

Expiry date

Please make all cheques payable to Future Publishing Ltd
NO stamp required it posted tri the UK, Channel Islands or isle ot Man

For overseas
orders cal l
Clare tor prices
o n  0 4 5 8  7 4 0 11

Send this form to:
Commodore Format,

Future Publishing Ltd,
Freepost, Somerton,
Somerset, TA1 1 7B l i



O k a y .  so hands up all of you out

there who remember Lode
Runner Originally an Apple
game by Broderbund released
on the C64 by Software

Projects, it was an original and hugely addic-
tive platforms-and-ladders game in which you
controlled a little stick man who ran around
stealing gold from the evil Bungeling Empire.

Of course, there were lots of nasty bad-
dies out to stop you. but you could always
stop them in their tracks by digging traps with
your laser drill for them to fall into. The drill
was a vital piece of equipment in other ways
too, as some of the gold you needed was
buried deep in the brickwork of each screen,
and a path to it had to be drilled before you
could collect the stuff. It wasn't quite as sim-

111,7, •

11111rttistliVitt,

itr-imintora
OP O r  OP SF

•

Some of the rock here is soft enough to  drill
through (and that's what  you're here for)

pie as that, though, as a short time alter you
drilled through a brick, the brick would reform
itself in the original space. This was frighten-
ing and frequently left you trapped in a corner
or — even worse — bricked up and dead. 'So
tar so absolutely fascinating,' I hear you all
cry, 'but what the hells this nostalgic ramble
passing for a game review got to do with PP
Hammer. then?'

Well, I'm glad you asked, because the
fact of the matter is that, in these days of
Volfied Smash TV and Super Space
Invaders, what PP Hammer is, is essentially
Lode Runner '91. The platforms-and-ladders
set-up is the same, the gold-collecting is the

,••• —  —
•,..% .40 11 4 1  a l  itto 1  C 3  LB C3 11 ••••mcgrarli  e r - s i r i a • - •  w•• i r  •

t a t  I - C O p l t  I N  y o u r
r a s  r name

It can get  a bit claustrophobic working
down a mine, especial ly one that  seals
Itself up behind you

Demon ware
come out of
hybemation to
bring you a game
where a drill is
the same as
doing it for real,
space is there to

same, the digging with the laser drill (all right,
if you insist. 'pneumatic weapon') and
delayed rebuilding of the bricks is the same,
but everything's been given a spanky new
up-to-date look.

The single-screen levels of the original
have been replaced
by huge

0 1 1 ttional
scrolling mazes, lots of power-
ups, collectables and little extra
features have been added, and the
red-and-white bricks'n'slicks graphics of
Lode Runner have given way to, er, more
bricks but in lots of different colours. Ahem.
The biggest difference, though, is that all
those horrid Bungeling bad guys have waved
bye-bye. There are enemies in PP Hammer
but they're largely incidental to the action.

.11
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it's not

be squeezed through and cartoon nasties give
you the creeps. Our reviewer dons hard hat
and cries, 'Make miner lode ore else!'

PPosed

Most of the obstacles to your progress
through the levels are inanimate — walls,
bricks and locked trapdoors have to be
scaled, blasted or unlocked, while pits of fire.
pools of water and spikes on springs must
simply be avoided at all costs. Most of the
'combative' action of Lode Runner has gone,
leaving us with something that's almost
purely puzzle-orientated.

As puzzle games go, PP
Hammer is a strange one,

t o  The size of the mazes

Platform means that you
g a m e . . .  only see

a very small part of a level
at a time, making it next to impossible to plan
a strategy, What you have to do much of the
time is take a stab in the dark, get it wrong.
die, go back and take another guess and.
when you get it right, commit the correct

Honestly, this is l ike trying to got
blood out of a stone...  or three quid
out of Roger Frames for that mat te r



PP checks out the scene from an early
level. This is his first encounter  with water.
Stranger obstacles are  yet  to come level eight.

STUART CAMPING

Game PP Hammer
Publisher Damonware
Cassette £10.99
Disk £15.99
Release How
Contact 0753 686000

move to memory. Matters aren't helped
by the fact that the vertical scrolling is
rather reluctant to come into operation
until PP gets very close to the edge of the
screen, giving you very little advance
warning of what you're going to come up
against. Indeed, in some ways i ts dis-
tinctly reminiscent of Rick Dangerous, a
game which I hated for the unfair way it
made things difficult for you.

PP Hammer doesn't suffer nearly as
badly but then it's not supposed to be a
platform game in the same sense at all,
so when a hidden spike suddenly does
leap out without warning and puncture
your ass, it 's even more annoying. This
kind of thing has no place in a puzzle
game. I ts  as simple as that_ Much the
same can be said for the
invisible floors and invisi-
ble teleport traps you
encounter in later levels.

Still, it's not all bad by
any means, PP Hammer
gives you a password
after every screen, which
means that you can sit
down and play it for an
hour or two, get a pass-
word, and come back to
the game the next day,
week, month or whatever.
and not have to hack
through the same old lev-
els again. In this way, the
game will last you for
quite some time, and the

is—dra

The odd conveniently placed ladder does
wanders for your walkabouts,  there are tele-
ports as wel l

On lower  levels PP finds himself  chillin' whi le he's
drillin'. This stuff  Is ice. Fortunately,  Mr  Hammer
wears good spiky boots so he doesn't slide

Deeper and deeper down you can
go, squeezing through the smal lest
gaps, popping jewels into your
pockets and there's none of that
sunshine business to ruin your day

Rocks l ike those just to the right are
superbly drillable. The problem is when o r "
you can't find any more of them - you're
trapped!

1m me ime- r:to
C r  OLP OF

small doses should ensure you never get too
bored with the otherwise tediously repetitive
gameplay. Tape users will also be pleased to
hear that. while it is a multiload, PP Hammer
uses an 'intelligent' loading system which
automatically winds the tape to the correct
spot, sparing you all that unbearable hanging
around you're often expected to suffer_
Generally speaking, this is a quite acceptable
little game as long as you don't try and play it
to death in the first couple of days. Do that.
and you'll be so fed up by lunchtime on day
two that you'll probably never see

POWER RATING
THE DOWNERS...

•  Crap music and sound
•  Too much guesswork
•  Level design gets very bland
•  Too easy to be addictive
•  Classic design spoiled by

nnecessary features

•  s y  g a m e  to
•  ' s  a  fa i r  hal
c u t e  graphics  and  a n i m a t i o n
•  Get  down,  a s  they  say,  in
SOW" huge  m a z e s
•  . . .Lots of  them,  in f ac t
•  Password  s y s t e m  ensures
last ing appea l
•  T i m .  l imi ts  don't  real ty
intrude on p lay
•  PP has  got  c h a r a c t e r
•  in te l l igent  loading s y s t e m
to k e e p  t a p e  users  happy

...AND THE UPPERS

101

100

OEM

MIN

0
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%SUES
ripirrE SUPPLY SHOCK!
BIl imy,  don't back Issues sell out
quickly. All those classic early issues
are now out of print for good. But
we've still got copies of issues 8-14
(hurrah). All you have to do to gel
your hands on the ones you want is
fill in the form below (or a photocopy
of 11) with your name and address and
pop ft In an envelope. Don't forget
some dosh (like a cheque or postal
order) for E2.20 per issue. If you're
ordering outside mainland UK, please
make that E3.45 per issue, to cover
the extra cost of postage.

Please send me
Commodore Format back
i s s u e s  REV Orlf

8 9  1 0  11  1 2  1 3  1 4

PRICE DETAILS PER ISSUE: UK • E2.20 ROW • £3.45

TOTAL PAYMENT E

MY NINON OF PAYMENT IS naroutooff

vis,( x a s s

Nc L i o n E  Dom
EMS t ' .  1

CREME Make payable to Future Publistung Ltd

NAPA

ADDRESS

POST CODE

SIGNATURE

SEND PIS COUPON (TOGETHER WITH YOUt GENIE IF AMICAILEI it All EINELOPE TO
COMMODORE FORMAT, FREEPOST, SOMERTON, TA11 711D

•  C F S  -  PREDATOR EXCLUSIVE
First Predator and Viz reviews. Full games: Mean Streak
and Top Duck. Demos: Predator and Elvira
•  C F 9  -  FANTASY SPECIAL
Five roleplaying games PowerTested: Hero Quest,
Ultima VI, Death Knights of Krynn, Gauntlet 3 and Wrath
of the Demon. On tape: lamzara, Bulldog and demos of
Hero Guest and Fire Power. Also Turrican map part 1.
•  C P  1 0  -  EXILE EXCLUSIVI
Massive Exile demo, poster and exclusive review. Also
on the tape: Ft  OP Circuits demo and complete versions
of Park Patrol and Anarchy. inside: the definitive guide
to flight simulators, nine pages of tips including
Turrican map part 2. RBI2 and Switch Slade
PowerTested!
•  C F I   1 -  TERMINATOR 2
Switchblade and Over The Net demos on tape with
Pitfall II and Lightforce. Terminator 2 previewed in an

Early Warning Special that Includes Out Run Europa,
Speedball 2 and much much morel
•  C P  1 2  -  SPEEDBALL 2

Demos on the cover tape -  21st century sport sim
Speedball 21 After the injury time, cute-out with Rodland,
build up with 3D Construction Kit and PP Hammer away.
The classic Spindizzy is the complete game to lop this
tab issue!
•  C F  1 3  -  TURBOCHARGE
Exclusive demo from System 3 for our birthday issue.
Plus Hacker II, Sunburst and a demo of Rolling Ronny
on the tape. PowerTested inside: Turbocharge, Alien
Storm, Rod-Land, Terminator 2 and Darkman.
•  C O '  1 4  -  THE TURTLES C O I N - O P
Check out the cheionlan coin-op convo on our cover-
tape. Try out Tilt from Genias, get your teeth Into Aliens
and Terror Of the Deep. Inside: Hudson Hawk and Toki
plus Robocop 2 and New Zealand Story mapped.

You n
subsc
subsc

scilIBERS
ly receive an ace gift when you

-  you can also take advantage of our exchisive
offers! An extra bonus or what?

This month's special offer is so hot you'll think it's still
summer...

Turtles -  Coin-Op
Moo action is non-stop and frantic
beyond belief." Andy Dyer, CF14
Rescue April and Splinter from
Shredder, Krung and their
conniving cohorts in this brutal
boot 'am up from Imageworks.
You'll lop up tho action and
animation of this arcade master-
piece when you play it on your
own machine.

• . ;  S .  A i i i t  I  r O N  ill/ L
l'..i, 0  eltelp

? w i t

To piece this order please use the coupon opposite

Subs Club Price I P .
CASSETTE E.7.99 MP I 1 1.99) .00 Vik
D I S K  E 1 0 . 9 9  (RRP E15•99)

IrdY



Receive si superb gift when you
subscribe to Comm I ore ForHil

JOYSTICK

Powerplay Cruiser - This torigh joystick can take the heaviest hammering&
It's our reviewers choice, make it yours, toot The Powerplay Cruiser fea-
tures adjustable torque. Could you say the same for your best friend?

LOOK AT ALL THE BENEFITS YOU GET WHEN YOU SUBSCRIBE

)10- 12 ISSUES DELIVERED AT NO EXTRA CHARGE
0.- A FREE COVER-MOUNTED CASSETTE EVERY MONTH
0,- ONE OF THESE 3 ACE GIFTS - THE CHOICE IS YOURS!

ALL THIS FOR E 2 6 . 4 0 .
THE SAME PRICE AS YOU'D PAY AT A UK NEWSAGENT
_04

12 ISSUES

OCP ART STUDIO

/ * n i t  r
n t  C I  a  •

SPEEDBALL II

A comprehensive, user friendly art and design C o n t r o l  teams like Brutal Deluxe in the uttl-
package. Special version, dual cassette and disk, m a t e  sport. Blood curdling action for one or
comes without mouse. Sells lot an amazing E22_99. t w o  players earn this game a Corker!

CASSETTE VERSION O N LY.

Save the time
and hassle of having

to go out and get your copy
every month. Avoid that gut-

wrenching feeling when you're told,
"Sorry, sold out." Act today, guarantee

your copy and get it delivered at no
extra charge. Complete and return
the coupon below or tall our credit

card hotline on 0458 74011.
DO YOURSELF A FAVOUR

SUBSCRIBE
MOWN

PLEASE ENTER MY SUBSCRIPTION TO COMMODORE FORMAT IKKAS APPROPRMIE
UK E26.40 E U R O P E  E42.75 R E S T  OF WORLD E57.40 6  ISSUES

To ensure you receive your magazine and tape quickly and undamaged, all overseas subscriptions are sent Air Mall

MY CHOICE Of GIFT IS ,IPPhfs u (SW JOYSTICK S P E E D I A L L  II A D V A N C E D  OCP ART STUDIO

PLEASE ALSO SEND ME THIS MONTH'S SUMS CLUB SPECIAL OFFER - TURTLESDISK [10.99 CASSETTE E7.99
If you are art existing subscriber please quote your subscription reference number here -  you will hind this on your address label

MY METHOD 01 PAYMENT IS Pci you anu TOTAL PAYMENT E

VISA A C C E S S  c m  oo F r  1

NAME
ADDRESS

I i i  I I  ]  7 1 - 1 7 1 7

SIGNATURE

POST CODE

ENCLOSE THE CDUPON ITOSETHER NMI YOUR CHEQUE If APPLICABLE) IN AN ENVEICIPE MD SEND TO COMMODORE FORMAT SUBSCRIPTIONS, FREEPOST. SOMERTON, 1A11 7111
THIS COUPON IS VALID UNTIL 3151 DECEMBER 1 991

UR ONLY E13..20

n  MODE Make payable to Future Puteishing Ltd
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Image Works, Irwin House, Ill Southwark Sireet, London SE I OSW Tel: 071428 1454, Fax: OIL -583 NH

irs that time of year again. The centre of the city has been cordoned off in readiness for the
annual 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 Marl, 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 - so hit the gas pedal and
race for glory.

e  1991 Jaleco Lid. Cisco Hew i s  a frodemork of Joleco Lid Japan Thil game has been manufactured under licence from _Idea, Lid Japan.
le 1991 hiterorsoft Lid. image Wo,hn is a brand name of hiirror,aft Ird.



EXPLODING TELLIES
Dear TMB,
Right, let's get this straight. This is the fifth
and final time I'm writing to you. I've written to
you four times before and there's been not
one single reply. So if you don't reply I will
seriously consider going of/ CF. So there.

My TV has recently blown up. The repair
man said it was to do with the sophistication
of my software. Should I get a monitor? And
what difference will it make? If you don't reply
I will stop reading CF  and lock myself in my
bedroom for a week.
Greig, Warrington. Cheshire

Oh dear. Either your TV repair man is
pulling your leg, or he's a prime-time
thickie. There's no way software can foul
up your telly, although if you play Dick
Tracy, there's a fair chance that you'll end
up kicking the screen to splinters.

BRAIN UNDER ATTACK
Dear TMB
I am writing this letter to let my views be
known about your letter pages. I doubt you
will print this letter because I am not going to

Omnipotent intelligence and '13' movie veteran
The Mighty Brain returns to open more of your
mail, but finds it's not so easy without the aid
of any fingers. Annoy him some more by
writing to TMB at Commodore F o r m "  30
Monmouth Street, Bath BAI 28W.
say that CF is brilliant and all other mags are
crap, because my opinion of CF isn't a bril-
liant one (I doubt if you have a brilliant
opinion about anything -  TMB),

I am writing to say that the quality of let-
ters here in the TMB pages is totally crap and
Matthew Lancey (my respect goes out to you,
you expressed your views very well indeed)
of CF13 is right. The letters here in your
pages are (without a doubt) written by six-
year-olds who don't know the fire button from
the space bar.
Adam "Supreme Master of Everything"
Carpenter, Plumstead London

What a nasty letter that was, eh readers?

--',12171141I 1 .1
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The funny thing is, Adam. that most let-
ters, no matter how naive, have something
good, positive or interesting about them.
As a Mighty Brain I have, on a few occa-
sions, been accused of arrogance, but
you take the Garibaldi pal B e t t e r  move
on, and quickly at that. Aha, here's a letter
about spiders. Great, fantastic, things are
looking up at last...

ARACHNOPHILIA
Dear IMB.
Here's a few short-answer questions:
1) My mate got his first CF ages ago, but now
onto the point of the question: with that issue
he got a Spiderman demo on his Powerpack

Dear TMB.
am a new C64 owner and I would like to

ask your good self a few questions:
1) Is it possible to use a turtle on my C64?
2) Will the Simpsons arcade coin-op be
coming out on C64?
3) When will Bart Simpson versus the
Space Mutants be coming out?
4) Would it be possible to
control my model train set
by using a C64?
5) Could you please give
me an address where
there is a possibility of get-
ting a steam train
simulator? Well that's all.
Thank you for answering
my questions.
Andi Moyes
1) Erm, are you sure

BART SIMPSON AND THE M I M E S
you're Okay Andi? I mean, you can plug a
turtle and a C64 together but it's some-
thing you're going to have to learn to do
from scratch (including writing your own
software to drive the turtle).

2) It doesn't seem likely. The coin-
op's been around for ages, and none of
our pals in the 'biz' have 'scooped' the

licence. Maybe
It's just too
darned expen-
sive, even for the
mega-richest soft-
ware houses.
3) It'll be ready
and completed
within matter of a
few weeks, and it
looks mighty,
mighty grand.

The best  way to got a turt le  on your OS Is
to blob-bosh your way  through the g a m .

4) Yes, but it takes a great deal of techni-
cal wizardry which would take ages to go
through here. Hornby computer links
have been done before, and someone at
your local train modellers club might
have a few clues. But I fear you may find
the process of rigging up your train set
to the C64 a bit pointless in the long run.
The C M  would only do the same job as a
dedicated train set control panel. Next
month, Paul is writing a feature that will
explain how to connect your 64 to other
machines -  train sets for instance.
5) MicroProse have already released the
excellent Railroad Tycoon for other
machines, and a C64 version is 'being
considered'. Failing that, check out the
Independent Commodore User Group on
081 346 0050. They may know of some
obscure Public Domain programs.

Stomp on COMMODORE FORMAT 15,  December 1 0 9 1



which I thought was the best demo ever. Now
what I want to know is where can I buy the

complete game?
2) Is there anywhere I can buy Dizzy,

Treasure Island Dizzy and Spike in
Transylvania in Bangor, County

Down?

It'a the
amazing
Spicley.
Beat-'em-
up action

guaranteed
In a  jolly

cartoon
romp

with spe-
cial guests

3) Will
Ocean's Toki be
brought out on tape
version for the C64?
4) Will I ever stop giving
you questions?
Of course I will right now as a matter of fact.
William Bell, Bangor, Co Down

1) The Amazing Spiderman Is publ ished
by Empire (0268 541126) and was rated 79
per cent in CF3,
2) WH Smiths is always a good start.
Failing that, there's always a few
newsagents who carry budget
racks. To be frank, I'm not all
that familiar with Bangor's
shopping facilities.
3) I'm certain that
Ocean will
prepare a
tape ver-
sion, but
they've
yet to set
a release date.

Let's hope Toki  on a
tape is as spiffy as the
cartridge version

GREY AND
YUCKSOME
Dear IMB,
I have a few questions to ask you.
1) When will the new 3_5-inch disk drive
C64 be available in the shops?
2) What colour are you and where were you
born in Brainland or something?
3) Will there ever be a Turrican 3 and a
Batman the Movie 2?
4) Is Commodore better than Amstrad?
5) When will Robocop 3 be available?
Please print this letter as I really want to
know the answers to these questions.
Ian Stewart, Downfield, Dundee

1) Commodore aren't saying much about
the 3.5 inch C64 because they don't want
competitors nipping off with all their swell
Ideas. If I was to speculate, I'd say you've
at least a year to wait.

2) People who have no taste say I'm yucky
and grey, like a grim November morning
(or, a large brain in fact). But I've always
maintained that looks are totally unimpor-
tant. Even so, on a personal level, I reckon
I'm kinds cute.
3) Yes and yes, but that's just an educated
guess. No plans have been laid down by
either Electronic Arts or Ocean.
4) Commodore are better because they
make the C64. Amiga and CDTV, while
Amstrad makes the CPC, a bunch of
pretty dull PCs, and a load of cheap video
recorders. But I have a hunch Amstrad's
fabulously rich tycoon-type boss Alan
Sugar would disagree.
5) Late December or early January. Some
people might find this confusing because
the movie isn't  out unti l  Easter.

COMMODORE
MOANER
Dear TMB,
After a break of many years from the joys

of computing, I find things haven't
changed much; no sooner do I buy a brand

new C64, when I hear it may be replaced by
the C65.

Why can't Commodore. in
their infinite wisdom, design add-ons for their
micros, whereby the graphics and sound et al
can be improved, instead of pouring money
into the manufacture of a product which in all
probability will never sell?

As a previous user of the now
defunct VIC-20. I can remember what

happened following its demise; a lot of
computer magazines demised

along with it... After all, I
wouldn't want the
same fate to

befall your
marvellous periodical (well not

until my subscription's ended
anyway, ha ha).

So come on Commodore,
think again and think about

us poor souls who can't
afford to buy a brand new

computer at the drop of a
hat.
Tony Walker, Norwich,
Norfolk

Commodore are no
angels, but they've
made the C64 such a
continuing success by
being dedicated to the
machine (give or take
a few cock-ups). You
don't have to buy the
C65, it's just going to

be there If you want it.
And it's NOT a replace-

ment for the 64, merely
an upgraded version.

BRAIN
GOES LOOPY
Dear TMB,
Can I ask you a few questions?
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1) How did you get the job of being TMB?
2) How many people write to you?
3) Do you like music?
4) Do you like football?
5) Do you like dogs and cats?
Gillian Walsh, Whythenshawe, Manchester

1) My intelligence is superior to any
employer's. I'm not given jobs, I just take
'em when I feel like it.
2) About 100 every week.
3) No, because I haven't got any ears.
4) Er, no, not since I was mistaken for one
anyway (ouch).
5) No, their table manners are dreadful.

HANDHELD
HEDGEHOG
I'm thinking of getting a handheld and I have
questions for your intelligent part...
1) Which is the best handheld?
2) What are the best five games for that
handheld?
3) What are the best five
games for the 64?
4) Do you think a
shortened version of
Sonic the
Hedgehog will be out
for the Game Gear?
5) What is a VIC-
20?
Jackie
Charlton,
Gioucs

Sonic the  Hedgehog: on the
Game Gear  handheld eventual ly,  but,  alas,
probably not the C64

1) It really is a matter of opinion. The Atari
Lynx and Sega Game Gear are both
colour, reasonably inexpensive, and have
plenty of games. The Nintendo Gameboy
is mono, but is cheaper.
2) Any big game that can be transferred to
a handheld will be eventually. So, there's
a fair chance that some of your favourite
games will be available.
3) In back issues four to 10 we ran an A-Z
of classic games -  and there were hun-
dreds of the dears. It's up to you to decide
your favourites.
4) Yes, and It'll be fantastic. But you prob-
ably won't need to start saving up just yet.
We don't reckon It'll be ready for at least
another year.
5) It's an ancient Commodore computer
that came before the C64 and was a pretty
groovy piece of kit for its time. Even so, it
could only manage 2.5K of RAM (the C64
is (ahem) 64K).

NIPLIA IN TROUBLE
I am a person of very little knowledge about
the corker Last Ninja 3. Please help.
Daniel Rawson, Openshaw, Manchester

See Games Tips this very issue.



RED DEVILRY
Dear TMB,
I am writing to talk about a computer game
called Manchester United Europe. Recently I
saw a screen of the game and I thought. 'I
need a new football game. I
can't wait till it comes out.'
Then about a week later I saw
the C64 screenshot, This
totally put me off getting it.
What I'm writing to say is I'm
fed up of looking at a shot of
a game on a different format,
then seeing it on a C64 and
seeing that it's different
Thomas Aldis, Cirencester
Be fair. Screenshots for,
say, an Amiga version of
a game are bound to be
more impressive then 64
shots. In Early Warning
or a PowerTest, we
almost always show
C64 shots — if we can't,

• M a n  Utd wasn' t  so
we always say so. h o t  on the 64

NUMBERS GAME
Dear TM13.
Why don't you put tape counter numbers with
the covertape? It would help
Gareth Lyons. Homchurch, Essex

Not all cassette decks have compatible
counters. I'm afraid it would get too con-
fusing (even for me).

ROGER FAN ALERT
This is my first letter to Commodore Formats
human organ thing and I think Roger Frames
has more brains in his ten fingers than you've
got all together.
Paul Wekly. Liverpool

I could learn to dislike you, Paul.

SERIOUSLY
GOOD IDEA
I'd just like to praise your magazine for it's
excellent reviews and freebies. But could we
please have a few serious programs on the
covertape. I'd like to see a word processor, a
database and a poster printer. Well TMB,
what do you reckon?
Mr M R A Snapson, West Glamorgan

It's definitely worth thinking about. But
how would games players feel about los-
ing space on the covertape? Let me know.

OUT OF AFRICA
My family and I recently returned from a long
stay in Kenya, during which we were robbed
in our house by a gang of armed men.

The robbery was as disturbing as it was
dramatic and upon fleeing from an approach-
ing security team, they made off with a
number of our possessions among which
were both hardware and software all related
to the Commodore 64

Since our return I have managed to
replace most items but we still seek some, of

which for sentimental reasons three are of
particular interest to my son. These are:
1) A cassette of games which originally came
tree with a Boofs publication and contained
Thing on a Spring, Who Dares Wins II,
Dropzone and Wizard's Lair. We think the

collection was called Sizzlers and
probably produced by
Gremlin Graphics. I
have seen some of

these games advertised
but the rest not at all.
Thing on a Spring was a

particular favourite.
2) The cassette game
Infiltrator by US Gold.
3) Speech 64, a  voice syn-
thesizer cartridge by the

firm Currah.
Are you able to advise me

where the above three items
are available or, if they no
longer are, perhaps you can

put us in touch with a reader
who has tired of his and
would be willing to sell them? I

would be grateful for any assistance.
K Mooney. Newport-on-Tay, Fife

1) Mmmm, bit of a bad deal, that robbery
eh? But those games are well worth recol-
lecting so we've tracked down a copy of
the compilation, and it's in the post to you
now. (You'll have it in your hands by the
time you read this).
2) US Gold are on 021 625 3388 (you didn't
think I'd send you a free copy of that as
well did you?)
3) Sorry mate, we haven't heard of Speech
64 for ages. You might have a few prob-
lems getting hold of that one, but any
decent C64 user group might be able to
point you in the right direction.

ITALIAN DRIVERS EH?
I'm writing to say that your mag is outra-
geous, totally awesome and really really er
good. But also to say that a few days ago I
was skimming through an old edition of my
mega CF and, since I had some extra dosh
to splash around, I was looking tor a decent
Fl racing car game, and low and behold I
saw that Super Monaco OP got an OK Thria,
so I trotted of to my nearest Commodore
Point and bought the blooming thing_

I must admit that I was far from happy
with it after only a quick glance. After a long
glance I found out many other things to be
unhappy about. Unfortunately, when I bought
the game I only had its percentage to hand
and not the whole review, so I'm sorry if I'm
about to say a heap of cow dung.
1) Presentation is poor, the manual is only
good for lighting the fire with.
2) Once you have chosen a gear type, you're
stuck with it until the end of time.
3) Backdrops are about as good as a four-
year-old's drawing.
4) Game play is very, very, very, very, very
repetitive. (Got that?)
5) Attention to detail is that of a brick-layer
trying to place microchips. I mean, since
when do cars that run into you make you go

faster? And the black car on a black track
isn't crash hot either!

I would have given it 38% not 78/,.. I
must say that not having read your review I
probably missed out on some very useful
advice, but your power rating for me is tar off
the games real potential and value.
Sescha Polies, Italy

Some of your points were raised in Kati's
review, although she disagreed with you
on most aspects of the game. Of course
differences of opinion can't be helped, but
it's always a smart idea to get as r tuch
info on a game as possible before buying
one. Read reviews, and if possible Join a
local 64 users club.

SEAL OF APPROVAL
Help me because I have had a C64 for
only five months. Please help me!
1) A friend of my Dad's lent me a cartridge
game called Navy Seals. We both can't
get on to level two. Do you know of a
cheat for it?
2) Is it possible to tape computer games?
3) What is a title screen?
Salty (sic), Wythenshaw, Manchester

1) On the hi-score table, type the name
BRAINHEAD. Pause the game and then
un-pause it. Hit the left arrow key and
you'll find you can skip levels.
Alternatively, type MAD CYRIL (as two
words) into the hi-score and you skip
straight to level 4.
2) Yes, it is possible, but it's also illegal
(it breaches copyright laws), and not a
simple matter if you don't know what
you're doing. Leave it.
3) It's the screen at the start of the
game with the title in it. Pretty seff-
explanatory I'd have thought, but
here's an example for you, anyway. It's
(you guessed it) Navy Seals.

IlatAtio.
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Stuck on level  two of Navy Seals? Then
check out our devious cheat

AGE IS ALL THE RAGE
Dear TMB,
I would like to start by saying to Matthew
Lancey of Callow End (star letter CF13) just
how old are you? I tried to work it out from
your letter but could not. You had some good
points to make but spoilt it by having a cheap
go at the other readers, By doing this you
have just gone down to the standard of let-
ters and readers that you are complaining
about and by doing this you have just proved
that you are no better than anybody else.
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There. I hope that you do not get the wrong
idea. I am not trying to make you look bad,
just look at it as constructive criticism and I
am sure you will know what I mean when you
think it through.
Michael Ashworth, Didsbury, Manchester

Maybe he will.

NOTHING PERSONAL
Would you please answer me these ques-
tions if you're that brainy.
1) Is there a chance of a Terminator II demo?
2) When will WWF Wrestling be available and
will there be a tape version.
Wayne Atkinson, Leeds

1) No, the game is in the shops already, so
try it out at your local software shop
2) Within a couple of months. A tape ver-
sion is planned.

NAME THAT GAME
I have some questions that might test your
superior 10 for a few seconds.
1) What rating would you give Bubble Bobble
as I see it has just come out on budget from
the Hit Squad?
2) What is Ninfa Rabbits like?
4) Will there be a 64 version of Saga's Sonic
The Hedgehog?
5) When will Kick Off 2 be out on budget?
A Reader, Redditch, Wows

1) Bubble Bobble is a fantastic game. I'd
give it 95 per cent, any day.
2) I ts  got rabbits in it, that do a whole
buch of ninja things. All In all, it's good
silly fun.
3) Probably never. Sega are keeping Sonic
for their own formats.
4) When people stop paying full price for
it, and when I ts  appeared on loads of
compilations.That's just the way these
things seem to work.

PICTURE THE SCENE
Dear TMB.
1) Please can you tell me what's the
best art package around to make
games like shoot em ups, beat em ups
or arcade games?
2) And will it cost a bomb?
3) Are you going to include an arcade sec-
tion in the magazine?
4) And are you that ugly and spooky pink
blob out of Alien Storm?
Gavin Tan, Greatwokering, Essex

1) Try D a t e s  mouse and graphics pack-
age which includes OCP's highly regarded
Advanced Art Studio...
2) And costs a very reasonable £35.
3) No, this is a C64 mag.
4) Absolutely not, that pink blob is a good-
for-nothing imposter_ If you bump into It in
the street, do not, under any circum-

Yo u r  h o n e s t  o p i n i o n  o f  C O M M O D O R E  F O R M A T

•  To help us keep improving your favourite mag-
azine, please fill in and return this form each
month

1. Rate COMMODORE FORMAT in terms of value
for money: (Tick one)
I  Excellent 0  Good 1  Reasonable
0  Poor 0  Rip-off!

2. How did you buy this issue? (Tick one)
I  I subscribe
I  Asked newsagent to reserve copy
1  Had it delivered to my home
1  Just went in and bought it

3. Out of ten, how much did this month's cover
make you want to look inside'  / 1 0

4. How much does this issue appeal to you
overall? / 1 0

5_ How does it compare with
previous issues you've seen? (Tick one)

Much better! 1  Slightly better
1  About the same standard
I  Slightly worse 0  Much worse!

6. Rate out of ten this and any other computer
mags you buy regularly:
/ 1 0

/ 1 0

/ 1 0
/ 1 0

/ 1 0

7_ Out of ten, how do you rate this month's cover
tape?  / 1 0

8_ How many other people read your copy of
Commodore Format,

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

I most like

And I least like

Your name and address:*

* Leave blank if you wish -  but we may want to send
you details of exclusive special offers

•  No stamp needed if posted in UK. Pop in an envelope
and return to: CF December Survey, Future
Publishing, Freepost, Bath, Avon BA1 2XF

stances try asking it questions of the C64
variety. It's an alien so it won't know, and
it'll probably munch you anyway.

IS ROGER FRAMES A
WALLY OR WHAT?

Dear TMB,
In issue 13, that

little slop-for-
brains Roger

Frames
made a
cock-up of
the Spike

Roger's
in the
mood

for a
scrap.

Pretty
scary huh

readers?

in Transy tips.
The cannonball, the
cannon and the
torch are NOT

useless! Push
the cannon
towards the rock

in the abandoned
shack until it stops.

Now stand on
the same spot

as the cannon
(walk from the

side of the can-
non) and drop the cannonball and the torch.
The rock will blow up, revealing the entrance
to the rebels' underground network!

To get past the dog in the underground
network, get the bone from the middle dun-
geons (by the mud) and give it to the dog. In
the the underground network is a personal
stereo, give it to the guard who claims it's too
quiet and he will go away! I think that little
idiot should be sacked! Now considering that
I obviously have such a mightly brain, can I
take your place?
Thomas Sale, Tam worth

Look, some people like Roger Frames.
Personally. I think he's an odious little
squirt but, hey, even I have to admit that
the guy has a knack for dealing with the
budjit games.

Anyway, thanks for the tips, and no,
you can't take my place. I am the mighti-
est of the Mighty Brains. My intellect is
unbeatable. I cannot be... (snip -  Ed)

THE END
Feel free to drop The Mighty Brain a few
lines of wit, wisdom (or utter inanities) at
TM& COMMODORE FORMAT,
30, Monmouth Street, Bath.
Avon. BA1 2BW.

We can't answer all the let-
ters, but in the words of Lynn
Faulds Watchdog person, we
do read 'em

Squeeze your CF 15,  December 1991
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COMMODORE SUPPLIES

A

C M  Pr in te r  + in ter faceS124.99
C64 Power Supply E 2 7 . 9 9
641128 Sound Fspander 19.99
(:16 Power Supply E 1 4 . 9 9
641128 Sound S a 0  4 1 4 . 9 9
C2N (64) Datasette E 2 7 . 9 9
C3N (+4) Datasette  E 2 4 . 9 9
64 Slimline Case E 9 . 9 9

_
Mini Office 2(64 cass).::.E I 7.99
64 Parallel Converter E 1 9 : 9 9
Vic-20 Modulator £ 1 4 . 9 9
64 Instruction manual E 9 . 9 9
Dot Matrix Printer £ 1 1 9 . 9 9
64 Reset Cartrid4e 0 : 9 9901 /803/LC 1 0 Ribbons E5.99
Mini  Office 2 (64 disk) ...E.20.99

g r a t  r

Disk/Cass COMMODORE 64  REPAIR
Only E24.95 including parts and labour  i f  repairable. S e n d  machine

only with fault  description. I nsu rance  included. C h g / R 0  's to
Omnidale Supplies, .

VISA 2 3  Curzon Street. Derby, DE1 2ES.
A A :

E r 1 1 1 1 1 1 , 1 1

• w

Tel: 0 3 3 2  2 9 1 2 1 9

1 a  5  6 ,
A

.14111
g r a t  rr.4•1711IP
•RNIIMEMEll•

E r 1 1 1 1 1 1 , 1 1

• wwomplaw
M i l l i a N Y

USE YOUR WITS TO
BEAT THE COMPUTER

The fastest &
most exciting trivia
game on your phone!

Q U I C K F I R E !
•

call n o w
0 8 3 9  4 4  2 2  7 5

FOOTBALL TRIVIA QUIZ
0839  03  03  92

WANTED

DEAD
OR

ALIVE

USE YOUR
VOICE

To
OUTDRAW

THE
GUNFIGHTER

CASH PRIZES

If you are Lrder la years of age please ob'a
INFONAL POBasi 36 LSI MN Call charges 36p

T R E A S U R E
I S  L A N  10

A T E R

USE ,OUP
VOICE TO

LOCATE f r i r
TREASURE

0 8 9 8  8 9 8
31 358413103586

ek-s

n permission of whoever pays the phore bti.
Per Mn Cheap 4ap Pet Min All Other Times

COMMODORE 64/128
SOFTWARE LIBRARY

* Life Membership *  7 Day Hire
* Fast Service *  Tape from 0E1.00
* Updates *  Disk from £1.50
* Special Offers

FOR FREE CATALOGUE S.A.E. :-
ACE SOFTWARE LIBRARY, 14 CHIPPENDALE

COURT, BELFAST BT10 ODU

" F u n  School 4 zooms to the top of
the class! Three brand new packages combining the
essentials of the National Curriculum with beautiful graphics,
cleverly animated rewards and stimulating sound keep your
children engrossed while they learn.

Teddy for under fives, Freddy the Frog for five to seven year
olds and Sammy the Spy for seven to eleven year olds
provide SIX original stimulating programs in every pack.
Plus, the carefully designed levels f o r  each program
encourage your children to have fun and learn at their own
pace — and ensure they get the most from Fun School 4 and
keep coming back for more."

Europrem Software Ltd. Europa House, Adlingion Park, Macclesfield, Cheshire SK1041cP
On sale al trip retailers nationwide. Selected formats available at larger branche, of
Boots, Wil  Smith and Men ties. For credit card purchase,, call 1151-357 2961

FORMAT Amiga ST P C   C M  Spec t rum C P C
Tape Disc Tape Disc Tape Disc

PRICE 24,99 24.99 24.99 12.99!16.99 12.99 16.99 12.99 16.99



IMP/ TIPS

C2N CAN'T CUT IT
Dear Inside Info,

My trusty old C2N datacassette isn't so
trusty anymore. Gone are the days when it
used to load everything I could throw at it,
now it won't load most of my games. I've tried
using my friend's computer and C2N and
everything works fine -  it even works tine if I
use his Cassette and my C64. What I don't
understand is why, oh why, do Some games
always load and others never do. It isn't bro-
ken, because it works sometimes, but it isn't
working either? What do I do now, take it to
be repaired, or just throw it away and buy a
new one? Please help.
Matthew Read, Beeston, Nottingham

You may not have to do either thing
because it's possible that your C2N isn't
broken -  just in need of a bit of tender lov-
ing care. There are two things to do that
may resurrect your cassette to its hal-
lowed trusty status again.

The first is to clean the cassette
heads, capstan and pinch roller. These are
the bits inside the cassette that that touch
the tape and when they get dirty (from
tape dust) your cassette can start to have
funny turns. You can either clean them by
using a commercia l  tape-head cleaner or
by using a tin of  methelated spir i ts  and
some cotton buds. Either way, be gentle
with the heads and keep the cleaning f lu id
away from flames.

The second thing to do is adjust the
azimuth alignment of the tape-heads. This
is the angle at which the tape-heads touch
the tape. It might sound tricky but in fact
it's pretty easy. Get a tape you know that
works and loads with a f lashing border.
Put a smal l  screwdr iver  in the hole in the
top of your C2N and start the tape loading.
When the border starts flashing, turn the

The Date '  Electronics 3-in-1 Motherboard wil l  be out for Christmas.
So save your pennies, sell your granny or simply ask Santa nicely

Are small ones really more juicy? Maybe,
maybe not. One thing's for certain though, you
do get more of them to the pound. Paul Lyons
brings you a plethora of PEEKs, POKEs and
problems solved...
screwdriver slowly one way until the bor-
der just stops flashing. Make a mark so
that you can tell how much you have
turned the screwdriver. Then slowly turn
the screwdriver the other way. The screen
will start to flash again, but keep turning
until it stops flashing again. Make another
mark. These two marks are the very ends
of the range in which your datacassette
can read tapes and the best posi t ion at
which it can read the most tapes is in the
middle of these two positions. So turn the
screwdriver to the position that is exactly
between the first two marks. The cassette
heads are now aligned and you can
remove the screwdriver. You should now
find that your C2N is much, much better at
loading tapes. You can buy a special kit to
do this if you don't like fiddling around
with such stuff. If it still doesn't work, then
it's off  to your  local Mr Datacassette
Repair Man. l i t h e  repair is too expensive,
you may well find It cheaper to buy a new
one and consign your trusty old unit to
that great game zone in the sky.

PRINTING PROBLEMS
Dear Inside Info,

I'm writing to you with the hope that you
can help me with my C64.

The problem is that I have an Epson 1270
ink jet printer and cannot get it to work. I've
tried using my Printmaster disk with it but
there's nothing! I cannot seem to tell the corn-

Cool coding COMMODORE FORMAT I S ,  December 1 9 9 1

puter what printer I should have. I've got a
cable which fits the user port and then goes
straight to the printer. Is this correct?
JP Lees, BPFO. Germany

Epson UK have never heard of it but sug-
gest in could be a non-UK printer. Date!
Electronics who make Script 128 -  possi-
bly the best Centronics printer interface
for the C64 -  say that they don't believe
the printer will work with standard Epson
printer drivers as all Epson ink jets are
non-standard. I am guessing that you
have a printer destined for the German
market, so your  best bet is to r ing Epson's
German off ice (010 49 211 560 30).

3 INTO 1 DOES GO
Dear Inside Info,

Could you please tell me where I can get
a device that allows you to plug more than
one cartridge into the expansion port as my
sons have got quite a few cartridges and I've
heard that continually putting them in and out
of the expansion port can wear out the metal
strips. Datel Electronics used to have a
device called the 3-in-1 motherboard but I
have contacted them and they say they don't
make it anymore. Is there any other supplier
of this type of add-on?
Michael Smith, Rosehearty, Fraserburgh

The good news is that because there are
so many new cartridges around, Datel

Ti l ls  new 3.5" disk drive promises to be the best  thing since Haagen
Dazs chocolate  chip and vanilla pecan hot fudge sundaes



have decided to make a new version of
the 3-in-1 motherboard.  It ' l l cost  E16.99
and be available in t ime for Christmas.

To change Print colour To check for the modifier keys
C64 P O K E  6 4 6 , c o l o u r  ( 0 - 1 5 ) C64 K e y P E E K 6 5 3 )
C128 P O K E  2 4 1 , c o l o u r ( 0 - 1 5 : 4 0  c o l ) C128 Key=PEEK(211)

( 0 - 2 5 5 : 8 0  c o l ) Key: 1 SHIFT pressed
Note: For C128 users in 80 column mode,
this number is made up by adding combina-

2
4

CBM pressed
CTRL pressed

tions of various colours and effects. 8 ALT pressed (C128)

DOES DISK-GO?
Dear Inside Info,

I am interested to know whether it would
be possible to make an interlace to enable
any 3.5" or 5.25" disk drive to be used with
the Commodore 64. I ask this because I have
seen many advertisements in electronic mag•
azines for ex-equipment disk drives for as
little as E30. Sometimes there are adverts for
new disk drives at this price.
TA C Gigg, Kingswood, Bristol

In theory, i t 's possible to join any bit of
computer equipment to any other bit but
the interface could be more compl icated
than the computer  it 's attached to! If you
are an experienced electronics hobbiest ,
you could bui ld one but because of the
way that the C64's own disk dr ive works,
it is really very di ff icul t  to  bui ld a cheap
Interface that works  well. If you really
want a 3.5" disk drive, with all the extra
speed and storage capacity that brings,
JIB are about  to br ing on out, complete
with interface, for  less than £100.

POKES-A-PLENTY
Dear Inside Info,

Here are a selection of PEEKs and
POKEs for the C64 and C128 which can be
used in BASIC or machine code programs. I
hope they will be of use to other CF readers.
Paul Kerwin, Dunkintlekl, Cheshire

To remove the ? from INPUT commands
C64: f  o n  P O K E  1 9 , 0

? o f f  P O K E  1 9 , 1
C128 ?  o n  P O K E  2 1 , 0

? o f f  P O K E  2 1 , 1
Note: Turn the ? off immediately before the
INPUT and turn on again immediately after,
otherwise some strange things could happen
to the screen.

To print characters in reverse
: 64  o n  P O K E  1 9 9 , 1

o f f  P O K E  1 9 9 , 0
C128 o n  P O K E  2 4 4 , 1

o f f  •  P O K E  2 4 4 , 0
This mode is cancelled when RETURN is
pressed

To flash cursor during a program (eg when
inputting data using GET)
1264 O n  P O K E  2 0 4 , 0

o f f  W A I T  2 0 7 , 1 , 1
POKE 2 0 4 , 1

C128 o n  P O K E  2 5 9 9 , 0
o f f  P O K E  2 5 9 9 , 1

Juicy code kemals
Dear Inside Info,

In response to your appeal for
useful code in C F I : ,  here are three
routines you may find useful.

Routine one is a simple keyboard
scan that uses a KERNAL subrou-
tine at address 65358 This  routine

10 REM * *  A N Y  KEY SCAN * *
20 F O R  X = 4 9 9 2 0  T O  4 9 9 2 5
30 READ A:POKE X , A
40 NEXT
50 D ATA 3 2 , 2 2 8 , 2 5 5 , 2 4 0 , 2 5 1 , 9 6

10 REM * *  STOP K E Y SCAN * *
20 F O R  X = 4 9 9 3 0  T O  4 9 9 3 5
30 READ A :  POKE X , A
40 N E x r
50 D ATA 3 2 , 2 2 5 , 2 5 5 , 2 0 8 , 2 5 1 , 9 6

Is ideal for programs where the
message 'Press any key...' is used a
lot. All you need to do is print the
message and call the start routine.

Routine two is similar to routine
one. This time the routine only
allows continuation if the STOP key
is pressed.

Finally, routine three is a noise
cut off. This routine could be used
when debugging programs and
sound effects are interrupted. The
usual method for stopping noise is to press RUN/STOP and RESTORE.
Unfortunately this also kills any sprites currently in use, closes any open channels
and clears any variables. This routine cuts the sound by placing a 0 in all three
voice registers, affecting nothing else.
POUI Gouldsborough, Tinsley, Sheffield

10
20
30
40
50
1 6 0 , 2 5 , 1 6 9 , 0 , 1 5 3 , 2 5 5 , 2 11 , 1 3 6 , 2 0 8 , 2 5 0 , 9 6

REM • *  N O I S E  CUT * *
FOR X = 4 9 1 6 0  T O  4 9 1 7 0
READ A :POKE X , A
NEXT
DATA

1 -  light 1 6  -  flash
2 -  blue 3 2  -  underline
4 -  green 6 4  -  inverse
8 -  red 1 2 8  -  lower case set
So, to get bright purple lower case letters,
you would POKE 1+2+8+128.139. So the
line would be: POKE 241,139.

To find the line the cursor Is In
c64 o i n e = P E E K ( 2 1 1 )
C128 L i n e - P E E K ( 2 3 5 )

To find the column the cursor is in
C64 C o i u m n = P E E K ( 2 1 4 )
C128 C o 1 u m n . P E E K ( 2 3 6 )

To check whether the computer is running
a BASIC program
c64  & 1 2 8  M o d e = P E E K ( 1 5 7 )
If a BASIC program is running, the value
returned will be O.

To check i f  the cassette motor is running
(2646-,126 K A o r - P E E K ( 1 )  A N D  3 2
The motor is ON If 0 is returned, OFF if 32 is
returned.

To turn the motor on/off
c646,128 a n  P O K E  1 ,  PEEK(1 )  AND 223

o f f  P O K E  1 , P E E K ( 1 )  O R  3 2

To check for data cassette key press
C646426 Key=PEEK
Key 0  K e y  pressed

16 N o  key pressed

Wait for data cassette key press
0646.128 WAIT 1 , 1 6 , 1 6

Wait for data cassette key
release
C646,128 WAIT 1 , 1 6

We want Into!
If you have any questions you want answering, tips for other C64 techies, small, but
snazzy chunks of code or BASIC listings or just about any odd but interesting piece of
info about the C64 -  we want it! Send your missives to:

Inside information,Commodore Format, Future Publishing, 30
Monmouth Street, Bath, Avon, BA1 2BW.

Remember to provide us with your name and address. If you send us a tape or a disk,
please put your name on that as well. Oh, and send us a print-out or written copy of what-
ever it is that's on the tape, please.

If you give us the goods, we'll do the same. If you send us any really great tips,
demos or listings, you can win you a prize, so get busy! Oh, and were sorry but we can't
reply to techie questions personally so don't send us any SAEs.

COMMODORE FORMAT 15 ,  December 1 9 9 1  -  your C64 clinic
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S o ,  here we are, at the end. In this

last emotional (sob) episode, find
out how to move a sprite around
under joystick control, how to
structure your programs. and how

to make the first step towards programming
in C64 machine code...

GROOYINF
DOWN
We've found Out how to create sprites in both
normal hi-res and hi-res multicolour modes.
We've also looked at how to sense what the
joystick is doing. This issue we're going to
take moves from the joystick and turn them
into sprite moves.

It's simplicity itself to make sprites move
under normal joystick control. Check out list-
ing 1. The sprite is being moved by lines 84
and 86, where the value in V+0 and V+1 is
being incremented by the loop. These V+0
and V+1 numbers are the registers control-
ling the X and Y co-ordinates of the sprite on
the screen. No problems so far...

When you move the joystick the numbers
in the user port registers change. These reg-
isters are at 56320 for port A and 56321 for
port B. A joystick has 5 switches in it num-
bered 0-4. so if you push:

Up y o u  press switch 0
Down y o u  press switch 1
Left y o u  press switch 2
Right y o u  press switch 3

And if you press the fire button you press
switch four.

Try listing 2 to get the hang of joystick
reading. When you press the joystick forward,
the register has a value of I ,  down equals 2,
left equals 4 and right equals 8. Try some
diagonals too. They read a value equal to the
the two vertical and horizontal values added
together. So down and left reads 6_ Left is 4
and backwards is 2, 4-4-26. The fire button
reads 18 if you don't touch it, 0 if you do.

So how do you turn this into meaningful
sprite movement? You've probably guessed
the answer already. Of course you read the
joystick and you say, if the the value is 1,
then subtract 1 from Y.

Now all you have to do is come up with a
program which takes these joystick figures.
and incorporates them into our friend Listing
1, to give you complete control of the little
space mole sprite.

Right that's got you thinking about joy-
sticks. Now let's take a more general look at
how you're putting your programs together.

WELL
STRUCTURED
The key to effective programming is the
structure of your programs. First of all work
out what you want to do in the program
before you start banging in code. It's a com-
mon mistake to start writing code before
you've thought what you're going to do with it.
Twiddling around and checking out the effect
of a few commands has its place, but if you
want to end up with a fast and efficient pro-
gram you need to work it all out on paper
before even touching the keyboard

If you've been following Phil South's guide to
BASIC, you'll be a budding boffin programming
genius by now. So, it's time to bring the series
to an end with an essential round-up...

Write down as simply as possible the aim
of the program. Ask yourself what do you
want it to do? Next think about out how the
program is going to work and what it's going
to look like on the screen. Divide the pro-
gramming into a number of smaller routines_
Give each routine a name and put the name
in a REM statement in the program so you
know which bit is which.

This means you can work on each routine
in turn and save them out separately_ You
can load them all in one at a time and pro-
vided you don't do a NEW and no line
numbers clash, you can chain all your rou-
tines together at the end. if you're writing a
program of any size, it's vital you break the
program down into smaller chunks and worry
about the larger picture later on.

Finally, load all the routines into the com-
puter, fit them together and run it to bug test
it. If any problems arise at this stage you will
have lots of notes on paper to refer to and, if
all's well, a very good idea of what's going on
in the program.

Ask yourself the following questions
before you lay a hand on the keyboard:

1. What is all the data coming from?
2. Where does it go?
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3. Exactly how does the program interact with
the user?
4. How are errors handled?
5. What variables are needed?
6. How is the output from the program going
to be displayed?

Once you know the answers to all these
questions in detail, you are ready to write the
specification. The spec is a sheet of paper
with everything written down, how the pro-
gram flows and what bit does what, and a
variable list.

A variable list is an essential coding tool
that keeps track of everything you're doing in
the program. You can look up on here what
your variables are and what they are doing at
any point in time. This is what one looks like:

Name T y p e  S e t  by U s e d  by M e a n i n g
line no. l ine no.

A
SC

num 2 0 , 5 0
alpha 3 0 0
integer 120

30.60
1010
390

address
nameD%
difficulty

The line numbers help you watch what each
variable is doing. It also stops errors caused
by accidentally using the same variable twice.

5 F O R  I =  0  T O  5 0 0 0
10  J U = P E E K ( 5 6 3 2 0 )
11  F R = J U  A N D  1 6
1 2  J U = 1 5 — ( J U  A N D  1 5 )
1 3  P R I N T  " F I R E  B U T T O N  =  " ; F R
1 4  P R I N T  " D I R E C T I O N  =  " ; J U2 0  N E X T  I

Jumpin• Joysticks! This l i t t le program is wr i t ten completely  In BASIC and reads the joystick
in Port A.  To read Port B instead, change line 10  to .1V=PEEK156321)

1 0  F O R J = 8 2 8  T O  8 4 8 :  R E A D  X :
XT
2 0  D ATA  1 7 3 , 0 , 2 2 0 , 4 1 , 3 1 , 7 3 ,
3 0  D ATA  1 , 2 2 0 , 7 3 , 2 5 5 , 1 3 3 , 2 ,6
4 0  S Y S  8 2 8 : P R I N T  S T  P E E K ( 2 )
0 4 0

POKE J , X :  N E
3 1 , 1 3 3 , 3 , 1 7 3
5 , 3 , 1 3 3 , 1 4 4 , 9

P E E K ( 3 ) :  G O T

Now listing t w o  is a shorter,  faster,  nea te r  version of the completely BASIC program above,
It works by using a bit of  machine code to read and return the values from Port A



1 CODING TIPS
Why not keep a disk or tape of your favourite
routines, like a high score table, sprite move•
ment and sprite graphics? This is a good plan
but remember to keep an eye on your line
numbers. The best thing to do is standardise
the line numbering across all your programs.
Say 0-100 is always initialising graphics and
colours. 100-200 is always sprite data, etc. If
you always use the same ranges of line num-
bers then you can combine routines from
different programs without the line numbers
overlapping_ If you keep a book describing
the routines and their position on tape or
disk, you can track down the routines you're
looking for easily and quickly. You can use
any of the routines from this series, as many
as you like but be sure to give me a credit in
your finished program. Fair's fair!

Above all, be as organised as you can in
your coding and write as many notes as you
can about all aspects of your program. This
becomes more important as you move from
BASIC into a more complex method of pro-
gramming. like machine code.

IN FROM
THE CODE
Knowing where you are in a program is vital,
especially when you make the break from
BASIC and start going into the ranfied area of
machine code. It is possible to make a start
in machine code from BASIC and on the C64
this is the next logical step on from BASIC.

So what is machine code? Well, machine
code is the computer's own language. When
you use BASIC you are in effect going
through a translator to convert what you type
into machine code. This makes machine
code faster to use, but harder to learn,

The worst part of programming in
machine code is that you have to get an
assembler program. or if you want to incorpo-
rate a bit of machine code into a BASIC
program, you have to type in the raw num-
bers into a READ/DATA loop and the
numbers which make up the program are
loaded into memory.

Listing 3 gives you a very good example
of a piece of machine code from a BASIC
program. See the program notes for how you
can use machine code in your own programs.

PROGRAM
LISTINGS
The listings this month are nice and simple,
but what you can do with them if you adapt
them is very powerful. Listing 1 is a simple
sprite movement program. Listing 2 reads the
joystick ports. Listing 3 does the same thing,
but mixes BASIC with a bit of machine code
for better effect.

LISTING 1
Line 10 clears the screen by printing a
CLRJHOME character_
Line 20 sets the "sprite pointer" to get its data
from sprite number zero at location 2040_
Line 30 starts loading the sprite data from the
DATA staements and POKEs them into 63

1 0  P R I N T " U "
2 0  P O K E  2 0 4 0 , 1 3
3 0  F O R  S = 8 3 2  T O  8 3 2 + 6 2 : R E A D  Z : P O K E  S , Z : NEXT
4 0  U = 5 3 2 4 8
5 0  P O K E  U 4 . 2 1 , 1
6 0  P O K E  U 4 - 3 9 , 1
7 0  P O K E  U , 2 4
8 0  P O K E  U 4 - 1 , 1 0 0T8 2  F O R  X = 0  O  2 0 8
8 4  P O K E  U 4 - 0 , X
8 6  P O K E  U + 1 , X8 8  N E X T  X
8 9  G O TO  8 2
1 0 8  D A T A  0 , 2 5 5 , 0
1 1 0  D A T A  3 , 0 , 1 9 2
1 2 0  D A T A  1 2 , 0 , 4 8
1 3 0  D A T A  1 6 , 1 2 4 , 8
1 4 0  D A T A  3 2 , 2 5 4 , 4
1 5 0  D A T A  6 5 , 2 4 7 , 2
1 6 0  D A T A  1 2 9 , 2 4 3 , 1 9 3
1 7 0  D A T A  1 2 8 , 2 5 5 , 1 2 9
1 8 0  D A T A  1 3 4 , 1 2 4 , 1
1 9 0  D A T A  1 3 4 , 1 2 0 , 1
2 0 0  D A T A  1 3 4 , 2 3 2 , 1
2 1 8  D A T A  1 3 3 , 1 5 6 , 1
2 2 0  D A T A  1 3 3 , 1 9 0 , 1
2 3 0  D A T A  1 3 3 , 1 9 1 , 1
2 4 0  D A T A  1 3 4 , 2 0 6 , 1
2 5 0  D A T A  7 1 , 1 1 9 , 1 4 6
2 6 0  D A T A  3 5 , 1 3 1 , 2 3 2
2 7 0  D A T A  1 7 , 2 5 2 , 2 0 0
2 8 0  D A T A  1 2 ,  10,482 9 0  D A T A  3 , 0 , 9 2
3 0 0  D A T A  0 , 2 5 5 , 0

This is an excellent, but
quite simple program
that allows you to move
a sprite smoothly around
the screen under joy-
stick control. It also
allows you to move
sprites smoothly on and
off the edges of the
screen with that impor-
tant professional look

bytes starting at location 832 to 894. This is
where sprite 0 stores its data.
Line 40 saves us time and typing by setting
the variable V to the same number as the
start of the video chip location in memory.
that is to say 53248.
Line 50 turns the sprite on. To  turn it off you
simply have to POKE V+21,0.
Line 60 sets the colour of sprite 0 to white.
Lines 70 and BO tell you where the sprite will
sit on the screen, using X and Y co-ordinates.
where X is left to right and Y is up and down.
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 furthest left you can place a
sprite on the screen and see it all, as there is
a border around the screen which you can't
see. This is so you can bring a sprite onto the
screen smoothly 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 and part of the sprite
would be out of sight.
Lines 82-89 form the loop which moves the
sprite around. POKEing V*0 and V+1 with
values from 0 to 200 adds 1 to both the X
and Y axis, moving the sprite across the
screen in a simple diagonal line. We could in
fact just put V rather than adding nothing in
the V+0 bit, but I'm doing it this way for clar-
ity. Moving other sprites involves POKEing
V+2, V+3 etc, depending on the sprite num-
ber  The GOTO statement sends us back to
the start of the loop, taking the sprite back to
its position off the screen, and starting the
move again. Lines 100-300 are the data stet-
ments. which the READ command in line 30
uses to build the sprite. To  quit out of the
loop just hit RUN/STOP. To  clear the sprite
off the screen just hold RESTORE down and
press the RUN/STOP key_

lEcity TIPS a)

LISTING2
Line 5 starts off the loop.
Line 10 gets the information from the joystick
port A. I f  you want to read port B, you have to
do a JVaPEEK(56321).
Line 11 and 12 convert the information from
the port into a meaningful form, and pass it to
the variables FR for fire button and JV for joy-
stick position.
Line 20 seals the loop and sends you back to
the start. To  get out of the program you have
to hit RUN/STOP.

LISTING 3
Line 10 sets up a FOR/NEXT loop to load the
machine code into locations in memory
between 828 and 848.
Lines 20 and 30 are the data for the machine
code program.
Line 40 calls the machine code program and
prints the result to the screen, and forms a
loop by calling the same line again. This is
much faster than the normal BASIC version.

GOODNIGHT
...and farewell too, as I said at the

start. This is the last Back To
Basic. If there are any topics you'd

like to have seen or if we men-
tioned something and didn't cover
it then write to: The Last Back To

Basic Mail Sack, Commodore
Format, 30 Monmouth Street, Bath

BA1 2BW and the questions will
be passed onto me.

H's COMMODORE FORMAT 1 5 ,  December  1 9 9 1 ,  BASICally
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FRIDAY
1 3TH SEPTEMBER
(Cue sinister sounding music.) John: Well
done - you've just found the most Impor-
tant thing in the whole of the known
universe (well, it's not that important). Yes
Indeedy, were back with this months
fountain of information on Creatures it
(Get on with it -  Ed.)Surprisingly, none of
our computers went down on us today. I
spent all day tweaking the first page of the
title sequence, making 'AN APEX COM-
PUTER PRODUCTION' a lot more
eye-catching, using colour splitting
rasters and colour cycling sprites (and a
bit of CF -Ed).
Steve: I've been working for a few months,
on and off, on the title music. But it
doesn't seem either cute or different
enough. So I got myself into the mood for
composing some more music on the key-
board. In about 10 minutes I'd come up
with the 'well cute' bass and started to
program it into the trusty CBM128. Next
on the keyboard came the accompaniment
to go with the bass, along with a few vari-
ations to add later. To my surprise, it's
started going rather well.

WEDNESDAY
1 8TH SEPTEMBER

John: I went back to the hi-score entry bit,
writing the code that inserts the selected
letter to the hi-score initials. Once I'd done
that I noticed a justification bug In the hi.
score table in the title sequence. The
Creatures and Creatures 11 large text print
routines justify all the letters numbers
and punctuation. These large letters are
based on a 2x2 character block but,
whereas most of them fit nicely into this,
letters such as I, W and M are different
widths (I is 1, W and M are 3). So the print
routine has to be adjusted accordingly -
again! (Observation 1: large text doesn't

plan... honest! (Ahem)
look good unless it's justified this way.
Observation 2: look at Last Ninja 3 on the
Amiga to see what I mean. Observation 3:
Last Ninja 3s font (text style) is uncannily
similar to the one in Creatures, don't you
think?)
Steve: The new music is coming along.
Even so, I started yet another piece that
was based on an old demo weve got,

This is the status screen which has caused John and Steve so much trouble.. And to think
that it looks so innocent at  first...

Clyde sets the scene in COMMODORE FORMAT IS,  December 1091

P A R T  2

A big welcome back please for the Apex lads,
as they continue telling the true story of the
day-to-day development of Creatures 2- This
month, the guys pass some time programming
and spend some more time passing the buck.
But it's okay, everything is going according to

called Zagaitax, which didn't sound bad.
I've also been updating an earlier track to
go in the game as music for the hi-score,
which has a version name of Bug (if you
wanted to know) but the title music is
most important now, so I'm going to have
to work on that. A long time ago, I used to
use a music package called Electrosound.
I don't know why but I did. Anyway, some
of the music on this was pretty good, so
good in fact, that I converted it to our own
music system and included it in a couple
of our games. As it happens, the latest
conversion of notes from Electrosound
generate some good harmonics when
played along with the title music-to-be.

MONDAY
23RD SEPTEMBER
John: Now that I've finished the hi-score
table entry system, I'm moving on to work
on another part of the game. With the
exception of stages. I'm coming to the bit
that's normally written last. Yep, it's time
to do the disk level loader (now, John,
convince yourself you like doing this).
Steve and I have come up with a suitable
screen layout, considering the lack of
memory we have left (nice way of putting
it -  Ed), so I've been writing routines to
print this up on the screen using the
smallest amount of data possible. I've
also had to do a variable location check
on all the torture screens. This is when I
have to make sure that specific variables
are always in the same place in each



P

screen, so they can be loaded in without
corrupting when executed. Understand?
Don't worry, neither do I yet.
Steve: Just to take another break from the
title music, I've been messing around with
our Yamaha and have come up with a
more suitable hi-score track. So now most
of the notes have been composed, I've got
to program them all over again, into the
computer. They'll probably end up being
completely different by the time I'm
finished but who cares as long as it's
good.

Meanwhile. I've become completely
bored with the music business, so I've
loaded torture screen C. I've designed a
nifty little creature to put into this one. His
purpose in life is to light a cannon that's
pointing at your bestest buddy, so you
won't have to think twice about extermi-
nating this bit of slime.

John: Okay, I can take it -  my load code
isn't loading properly and I've run out of

- things to break with frustration (with my
fist, actually). I've modified the routine
from Creatures (but so that its always
correct), so maybe this is the problem.
I've got to confess, I'm depressed at the
moment. Dave 'I want my GTE back' Birch
(Mr Thalamus to you) phoned today to ask

_me how the game is going. Of course, I
• told him everything was going well and

that I had no problems whatsoever In get-
ting the loader to work (I wish).
Steve: We haven't had any new interlude
graphics for a while, So I started work on
a palm tree scene. This features three
large palm trees in the foreground and
lots of smaller trees behind, under a cyan
coloured sky. These big palm trees were
(so the basis for another interlude sec-

-  the beach. At the moment, this
res deep blue sea, golden sandy

You can't  tell  from this shot but the loading screen features animated text  (so you'll just
have to bel ieve us when we  tel l  you i t s  brill iant
beaches and maybe a few killer sharks.
As with most things I design, it has to be
adjusted days after I've finished it, a bit
like the level loading screen John is hav-
ing trouble with (ha-ha-ha!). The basic gist
of it is that it has a few cute Clyde sprites
dotted around with some games status
chucked in for good measure, as you do!

TUESDAY
1 ST OCTOBER

John: At last I've got a torture screen to
load in and execute properly. The only
problem now is that the interlude sprites
get corrupted. 'Bonus' sprites in the bot-
tom border also add to this growing trend
of 'if you're a sprite, corrupt'. Even title
screen sprites have screwed up. But at
least the torture screen works, right?

Steve: Well, just to add a little sparkle to
my working day, I have to go back over
some old work and adjust it. This time it's
the level loading screen again and the
objective is to save some coding memory
for John. He was going to print up all the
different column headings (for the game
status) using precious code space but I'm
now adding the headings to the window.
Because this window already has its own
little space in the game, it won't add any
extra memory.

FRIDAY
4TH OC1OBER
John: I've now started to do the calcula-
tion routines for the loading screen, the
ones that work out how many lives you've
lost during the previous stages. The
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screen also displays the lives you have
left when you complete each stage,
together with the stage score and total
score. We can squeeze one island's status
-  which is comprised of seven stages -
onto each screen, with loading messages
etc above and below (and still have a
some of our fluffy friends scattered
about). I've written the subtraction rou-
tine. This is used to calculate the previous
stage's score (by subtracting the previous
total score from the current total score).
Now I just have to get the results printed
in the right place.
Steve: Most of today has been devoted to
torture screen C. My attention is drawn to
a cute little creature that has the task of
lighting a cannon which subsequently,
albeit indirectly, kills your fuzzy buddy.
This creature can be killed by you, eventu-
ally, so it needs its own explosion
animation, rve also just added the
doomed fuzzy's speech bubbles. These
consist of the obligatory, 'HELP and a
new 'I FEEL SICK' as he's held upside
down from a piece of rope. Today's work
was enjoyable but the definite highlight
was getting a free 12-pack of Heineken,
due to a rather generous Pizza Hut offer.

WEDNESIDAY
9T111 OCTOBER
John: A few days ago I was trying to fix a
title sequence bug that didn't clear one of
the screens properly. It had been screw-
ing things up for a month and had spent
most of that time on my Must Fix That One
Of These Days list. I spent a few hours on
it before giving up in frustration. Today
tried again and spotted the error after
about seven seconds! It's amazing how
much difference a break from debugging
can have. The bug? I had written LDX 7
instead of LDX #7. Wow.
Steve: At the moment I'm compiling a list
of music from some of my earliest music

disks but which may still be suitable for
use in Creatures IL This music would be
revamped but so far I have around eight
tracks from 6 different disks but each disk
has around 15 to 30 tracks of music saved
on them. It lust goes to show how much
music gets written that will never be heard
at all (probably isn't such a bad thing).

FRIDAY
11111 OCTOBER

John: I found another bug yesterday
(never...) which caused the title sequence
to crash when it came to set up the third
screen (the credits page). I deduced that
this must have had something to do with
the new title music which I'd uploaded.
But why? it took the best part of the day
to fix and I'm still not sure why it's work-
ing now, not that I'm complaining. So,
with an early version of the title music
pounding away, I can finally adjust all the
dancing fuzzies so that they bop in time to
the beat (which they just love doing).
Stove: Most of the sprites needed on TSC
have been designed but there is still one
big task to face. This torture screen fea-
tures one particularly bad tempered
creature with a chainsaw in his hands.
When the fuzzy you're supposed to save
falls into the pit Mr Chainsaw himself
inhabits there are four overlaid sprites to
animate and position. These include the
fuzzy, the chainsaw, the creature and of
course the blood! The big problem is that
all these sprites need X,Y co-ordinates for
every animation, so now I need a sheet of
graph paper and a whole day to draw and
calculate.

WEDNESDAY
16TH OCTOBER

John: The time has come to write a corn-
pacter (and uncompacter) for any text
screens that'll appear in the game. Within
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the last few days I've done this, starting
with the uncompacter. I've now got a neat
little system which allows me to compact
any of Steve's screens before I upload
them. Flushed with the success of these
routines, I emptied the resident torture
screen (ISF) ready to code the next well
'ard' screen we've designed (and believe
me -  it's going to be amazing).
Steve: My disk drive has been becoming
more and more unreliable. Sometimes it
doesn't load flies and lately the computer
doesn't even find a device there. Being
technically minded like I am, I took it
apart. To my surprise I found the problem
in no time. (Your C64 was in pieces? Ed.)
The socket in the back of the drive is sol-
dered to a chunk of printed circuit board.
Solder had been worked loose by the
pushing and pulling of the drive leads, so
out comes the trusty iron and industrial
sized reel of solder. The drive is now alive.

TUESDAY
22ND OCIVOBER
John: It's snowing! Well, maybe not out-
side but on the latest torture screen it is.
Yep, this screen (with the code-name TSC
and why not?) is set in arctic conditions
with frozen water and loads of snow. I've
spent a day or two teaching our trusty old
C64 the physics of snow (as if I knew
them in the first place). With 11 different
snowflake patterns and 40 character
strips, this gives a total of 440 on-screen
snowflakes. 'Mega' is an understatement.
Steve: Another month has passed and
even less has been done to the game than
In the previous month. Why this is I'm not
quite sure, maybe it has something to do
with morale. I don't know what could give
our morale the boost it would need to
Increase productivity. Or
maybe I do. Loads of cash
would be nice, or perhaps a
holiday on the Costa Del Sol.
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MOUSE/GRAPHIC

se PACKAGE FOR YOUR
,/tOMMODORE 64/128 AT A

TRULY UNBEATABLE PRICE!!
•  1 3 5 1  M o u s e  is a high resolution two  button mouse featuring
optical counting, tef lon guides, microswitches,  rubber coated ball and
high quality Interface.
•  W h e n  combined with OCP Advanced Art Studio this graphics package is
quite simply the best system Evallable. T h e  features are unmatched.. .
•  C r e a t e  an image - shr ink  It. expand i i ,  move it. rotate it. copy it, colour it. etc.. etc.
•  S p r a y  patterns or shades, make elastic lines - stretch and manipulate shapes.
•  Z o o m  In to add detail in l ine mode.
•  P u n d o w n / l e o n  driven menus for ease of use.
•  M o u s e  operation, p lus joystick and keyboard control.
•  1 6  pens. 8  sprays. 16 brushes - so flexible anyone can create superb graphics easily.
•  F u l l  cut and paste facilities p lus excellent pr inter  support.

suatoord

(<00- /
OUSV
STEM

TELEPHONE [24Hrsi  0 7 0 2  7 4 4 7 0 7  C R E D I T  CARD ORDERS
ORDERS NORMALLY DISPATCHED WITHIN 46 Hrs ALL CHEOLIESPOSTAL ORDERS MADE PAYABLE TO..

COMPLETE WITH
1 = 1 . , • • • • • 1 = 1 • — • , • • • • - -  • • • • • • • • • • 1 1 1 0 1 b

• • • •

3041:9 9
TOTAL PACKAGE

INCLUDES 1351 MOUSE/
MOUSE PAAT/HOLDER
AND OCP ADVANCED

ART STUDIO
PLEASE STATE IF YOU 11104-11H1 TAPE OR DIES

FREE!
MOUSE MAT AND
MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

• OW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  T h e  Star IC200 Colour Printer not only pr ints in Near Letter Quality for your regular jobs bu t  also
prints out your pictures from Art  Studio, Act ion Replay, etc., In generous colour!
•  L C 2 0 0  is a ful l  Centronics pr inter  so it works with other computers (Amiga, ST. etc.).
•  M a d e  possible by D a t e s  unique colour pr inter driver - now you can have a hardeopy In up to 16
colours!! •  N o  more to buy - jus t  plug in and print!!

PACKAGE INCLUDES S TA R  LC200 COLOUR PRINTER RRP E345.00
SPRINT 120 PRINTER INTERFACE RRP £29.99

DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
NORMALLY £394.98

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0
COLOUR PRINTER DRIVER AVAILASLE SEPARATELY O N L Y  E 1 9 . 9 9
•  I f  you already have an LCIO or LC 200 Colour Printer we can supply the Driver separately.
•  W o r k s  with Serial Version of LCIO, Parallel Port, Spr int  128, etc.

INVW TO a g r  ; Va g  C A T =  "'Agri

zura arcrazars znz
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, 914 2RS, ENGLAND.

FAX 0782 744292 TECHNICALICUSTOMER SERVICE 0782 744324
COM MSE 3

•



••••00:-...00017,

NOW WITH
FREE

COM•DRUIMI DIGITAL
DRUM SYSTEM

•  P u l l  feature Centronics Printer
Interface.
•  C o n n e c t  your  64 /128  to a range of
full size Centronics Parallel Printers.
•  E a s y  to use - supports
Commodore Graphics Set_
•  O n b o a r d  Microprocessor Chip
means no more programs to load,
•  W o r k s  wi th most applications.

ONLY E29.99

DIGITAL
SOUND

SAMPLER

•  K E Y B O A R D  MODULE allows for entry
of music from the QWERTY keyboard.
Sequencer works like digital recorder.

The 1541 M k  11 is a
superb quality Disk Drive
specially designed for the
Commodore 64/128.

•  T h i s  NEW Sampler allows you to record any sound digitally in lo
memory & then replay it wi th some astounding sound effects.
•  P l a y b a c k  forwards/backwards wi th echo/reverb/r ing modulation.
•  M I D I  compatible with suitable interface (Date! Unit  /.39.99_ see ad.).
•  L i v e  effects menu includes realtime display of waveforms.
•  L i n e  i n / i n k / l i n e  out/ feedback controls, 8bi t  DtoA & ADC conversion.
•  L o a d / s a v e  sample. U p  to 8 samples in memory al one time.
•  C o m p l e t e  software/hardware package. Ta p e  or Disk (please state).
•  N o w  you can tu rn  your Digital Sound Sampler into a Digital Drum
System with your FREE Com-Drum software.
•  8  digital d rum sounds in memory at one time.
•  C o m p l e t e  with 3 drum kits. R e a l  drum sounds - not  synthesised,
•  F u l l  editing. M e n u  driven. L o a d / S a v e  facilities.
•  O u t p u t  to Hi-Fi or through TV speaker.

STILL ONLY £49.99
COMPLETE WITH FREE COM-DRUM DIGITAL DRUM SYSTEM

COMMODORE 541 M i d i  D i r k
DRWE FOR 0 ÷ / 2 8

TOTAL PACKAGE INCLUDING
TRIVIAL PURSUIT,  SNARE,

CONFUZION, SPLIT PERSONALITIES,
SECRET AGENT, NIGHTBREED,

SHADOW WARRIORS, MIDNIGHT
RESTISTANCE DISK SOFTWARE

ONLY
e l  49.99

ADO 1.5 IF NEXT DAY cowmen
IS REQUIRED

•  E D I T O R  MODULE just l ike a word processor for
music,
•  M I D I  MODULE this is the module which allows
the ful l  potential of the Music System and your MIDI
keyboard to be achieved. U s i n g  the Datel MIDI 64
Interface any MIDI instrument  can be connected.

JUST LOOK AT THESE FEATURES...
•  S l i m i l n e  design • an extremely compact uni t ,
•  Ex te rna lPower  Pack so no overheating problems (unlike some
other types).
•  D i r e c t  drive motor for super quiet operation and extra long life,
•  P l u s  fabulous collection of Disk Software - see below for details!!
•  C o m e s  complete with manuals, connecting leads. etc-. etc.

DATEL MIDI 64  INTERFACE
PLUS ADVANCED MUSIC

SYSTEM ONLY E39•99
AVAILABLE ON DISK ONLY

TELEPHONE [24Hrsi 0 7 1 2  744707 CREDIT CARD ORDERS
HOW TO GET FOUR ORDER FAST!

DAITAI REcoRDL-7

I •  Q u a l i t y  Commodore

compatible Data Recorder_
•  P a u s e  control.
•  Three digit posit ion
counter.
•  C o u n t e r  reset.
•  S u i t a b l e  for 64/128.
•  C o m e s  complete - no
more to buy!
•  S e n d  now for quick
delivery.

ONLY E29.99

m i l 7 . 1 1 a  FRIEDE

M I
110- rok''.' C A B L E S ,

•  T h e  Advanced Music System is probably the best MIDI /music  package  ever
produced for the 64 /128  offering a  huge range of musical  composit ion features plus
MIDI compatibi l i ty,  w i th  the Date! MIDI  in te r face  you have  the TOTAL MIDI  SOLUTION!

•  H U G E  RANGE OF FEATURES... t o o  numerous to
list. A d v a n c e d  Music System has literally hundreds
of commands and features - we have only outl ined
some of the main headings • th is  is a t ru ly
professional package.

ORDERS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEDDESPOSTAL ORDERS MADE PAYABLE TO....

lid PATEL ELECTRON/OS LTO
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND.

FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 744324
COM 8
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P R O G R A M  I N  U N D E R  6  S E C

THE MOST POWERFUL, FRIENDLY AND FEATURE
PACKED UTILITY CARTRIDGE EVER CONCEIVED!

1

it

•  TURBO LOADER - Load 202 block program intr6der 6
seconds - worlds fastest disk serial loader. On-board RAM and
ROM achieves high loading speeds. Wo r k s  with
15411157lOceanic1581.
•  INFINITE LIVES GENERAT011-vAutomatic infinite lives!!
Very easy to use, works Mtn many programs. N o  user
knowledge required.
•  P R O F  MACHINE CODE MONITOR - Full 64K Freezer Monitor -
examine ALL mertiOry, including stack, I /0 area and registers in
their frozen state. Ideal  for de-bugging or just for fun!
•  SPRITE CONTROL - Freeze the action and view the sprites -
watch the animation - Customise your games k i l l  sprite
collisions.
•  FREEZER FACILITY - N o w  you can make your old slow
loading programs load faster. S imply  freeze the action and save
to tape or disk to reload at superfast speed - no more waiting for
programs to load.

GRAPHICS SUPPORT UTILITIES DISK 1
SLIDE SHOW - V i e w  your favourite screens in a sl ide show type

display
GLOW UP U n i q u e  utility al lows you to take  any part  of a picture &

'b low it up- to full screen size
SPRITE EDITOR A  complete sprite editor helps you to  create  or

edit sprites
MESSAGE MAKER A n y  screen captured with Action Replay or
created with a graphics package can be turned into a scrolling

screen message with music
ONLY E9-99

ARV' 4

4

•  D I S K  COPY- Easy to use diskffile copier. M u c h  faster I an
conventional methods. Idea l  for backing up data disks.
•  TA P E  TURBO - This feature will add Turbo Reload to the
programs that you save to tape. no user knowledge requir
•  FA S T  FORMAT /Format an entire disk in about 10 secon
- no more messintabout.
•  PRINTER (AMP - Print out your frozen screen to printer -
MPS 801, 803, irDSOn, Star, etc. - very versatile.
•  CENTROWCS INTERFACE - For  parallel printers. Star,
Epson, etc./Print out listings with graphic characters etc.
(Cable reqnired for parallel port E12.99).
•  SCREEN EDITOR- Now you can edit the entire frozen
screen with this text editor - change names on high scores, et
Great fun!!
•  EXTENDED TOOLKIT - Many single stroke commands for
Load, Save, Dir, etc. P l u s  range of extra commands, i.e. Auto
Number, Old, Delete, Merge, Append, Linesave. etc.

THE REVIEWERS SAID.. .
Tm stunned, amazed and totally impressed. This Is easily the best

value for money cartridge. THE CARTRIDGE KING?"
COMMODORE DISK USER

WARNING 1 9 8 8  COPYRIGHT ACT WA R N I N G
Dahir l-IB.:trO.to. Ltgl ne•ther conitares o• al•Mvi5es the u,e of r  pronucts for the relyoeucor of

etoyttget metee0
The backup Mathes et Ilek product are descried to rev odooe only soltwete such at Public Dorton

rletenal. the LOWS o n  programs or sottwere where peollitsKin to make tiock,Jos b e a n  o.erty goeto.
Pi it k q e i  le meek, Copitel. eeeel tor your Cake eee. 01 000yritre melee& Welieut the cleat

perms.=  al the copynotit OW.111!, or the licenceethered.

IMPLAY
MK, \
FOR C M  64/128

ROL
H O W  T O  G E T  Y O U R  O R D E R  P A S T !
TELEPHONE [24Hrs] 0 7 8 2  744707  CREDIT CARD ORDERS
ORDERS N O R M A L LY D I S PAT C H E D  WITHIN 48  H r s .  A L L C H E O L I E S P O S TA L O R D E R S  MADE PAYA O L E  TO . . .tio Acura ar:C77701;fICO ZITI

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT, ST4 2RS, ENGLAND,
FAX 0792 744292 TECHNICAL:CUSTOMER SERVICE 0782 744324
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LINDA MARKIN

Game The Cycles
Publisher Accolade
Cassette £5.99
Disk £7.99
Release Now
Contact 081 877  0880

t's a little known fact but Grand Prix cir-
cuits are not designed by a team of
experts who sit around discussing
brakes and wind slip. Oh, no! All you
need to design a track is a piece of

string. Lay this flat on the table and mess it
about so there are hardly any straight bits.
This is obviously the method that program-
mers, Distinctive Software, used to create
The Cycles. Straight stretches of track are
kept to a minimum, so there arelots of curves.
There are fifteen of these curvey circuits in
each race and there are fifteen races to get
through, that makes, erm... 225 circuits. Your

aim is to complete all 225 tracks in
record speed and become the world number
one; not an easy task.

You can make things easier for yourself
by choosing the beginner level (bye, bye
pride) and a 125oc bike. Because you're only
a beginner, the other cyclists tend to keep Out
of your way and you can wander off the track

as much as you like
(checking Out the
terrain. I call it)
without being dis-
qualified or
ruining your bike.

The outcome of
a race seems to

depend on how you take
all these turns. The idea is to

slow down as you approach the
curve and then, as the roads straightens out,
speed up and whizz past a couple of helmet
heads. Once you've perfected this technique,
things start getting a bit more exciting! Your
bike moves smoothly and the colour scheme
means you can see where you're going
(always helps, that). As you take the curves,
you lower your head over the keyboard and
your whole body sways to one side, If you
take your eyes off the screen and look down

ito

Okay, rev it  up -  this is where  it  starts gett ing
really hot. I 've got a straight t rack ahead of me
for a while,  so I should make  a good start

you'll see the
bedroom carpet
looming towards yuu.
(You'll also go crashing off
the track into a cast iron bar-
rier, so it's not a hot idea.)

As soon as you feel that
you've mastered your
125cc it's time to move on
up. Now, as well as looking out for tough cor-
ners and barriers that appear out of nowhere,
you'll also have to watch out for nine very
hard men who want you out of the race. The

•
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I'm ready to  burn up the rubber for all of
three laps. (Not much considering I  could
have gone for 99•)

That two-wheelin' Main'

Map: take  a peek
at  this to check
whether  that's
really a curve
coming up or
whether  you're
lust feeling a bit
dizzy

Rear view: if you
see a helmeted
chap coming up
behind you, ei ther
accelerate or get
in his way.  (Either
way,  he'll get
annoyed)

Gears: erm,
there's six ef
them

Your speed is given In miles
per hour -  far superior to
those sissy Euro kilometres!

Tachometer:  nothing to do wi th  having holes
drilled in your throat.  This shows you how fast
your crank's going round. I f  it's too fast,  you're
In danger of destroying your bike. Watch  out!

Race info: if
you're feeling a
bit insecure just
glance at  this
box. The speedi-
est and the best,
that's you.
(Ahem!) P  stands
for position, and
L for the number
of laps you've got
to stay in the
seat for

On yer bike, Ws COMMODORE FORMAT 15,  December 1 9 9 1

1111111111:011 11111111

rti,t iin t•mtat CMG& an2 d.wg) L E !

1 .  A U C U L N O L  0 . 1 & 1 1 0

I thought race t racks were  where  all
those long-haired sorts wi th spandex
trousers congregated.  Maybe not

best way to deal with these speedway freaks
is to upgrade your wheels, man. What

you need is a 500cc machine
with flair and style (and

tour cylinders and a
165 mph cruise).
There are five

levels of difficulty
and, from three

onwards, things get dam
tough. But while the tracks get

harder, they certainly don't get any
more exciting. As you go by yet

another finishing post you get the feeling
that you've done this before. (225 tracks are
bound to get a bit samey after a while.) If you
can complete a few circuits on a 500cc cycle
then you deserve to be up there with the
best. But i ts  a difficult task. And
I've got better things to do —
like eat and sleep.

POWER RATING
THE DOWNERS-

E Takes too long to get to the end
•  Not enough variety in the track
layouts. They're all curved. Period
•  It would have been nice to be
able to try bigger bikes on begin-
ner's levels, instead ot toy ones

•  Past  a n d  smooth
so you  c a n  fee l  t h e
•  N i c e  b locky  co lours  and a
c lear  v i e w  (so if you c o m e
off your b ike  it 's your  faul t )
•  T h e  r a c e s  a r e  absorbing,
for a  wh i l e  a t  any  r a t e
•  Yo u  can  u p g r a d e  your b ike
•  2 5 5  bendy t r a c k s  to  g a t
your  w h e e l s  around
•  Responsive  contro ls
•  Reasonably  p r iced

ours of  fun for  speed
s and  t i m e  c h a s e r s

' A N D  THE UPPERS

100
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Drivin' Force  -  By Digital Magic
The n e w  A rcade  Act ion  G a m e s  Pack  I s  T H E
software compendium for Amiga owners, featuring
ten top t i t les with a  variety of  different types of
games for you to enjoy. Each title is packaged in
its own plastic case, with a colour sleeve and full
instructions. The  Arcade Action Pack is  FREE'
when you buy your Amiga 500 from Silica.

7 " e  t r  .. _

ARCADE KINN GARB
_
• o

r. .

FREE!) E219.78
Onslaught -  By Howson

„,,,,
Pipe M a n i a  -  By Empire Software
Rick Dangerous - By Firebird E24.99
Rack  ' n '  R o l l  -  By Rainbow Arts E19.99

li NIGHTS HOLIDAY'FREE! 48TFREE! P  HGRAPHICS s PAINT 124 .0E )
Every Amiga from Silica comes with a FREE 72 page, full
colour brochure with accommodation vouchers. These
vouchers entitle 2 people to stay up to 16 nights in 0410
hotel (or arty number of hotels to a total oo 16 nights) with
accommodation FREE (you

Every Amiga SOO front Silica Systems comes wrth a FREE
Photon Paint 2.0 (FRP CE19.95), one of the most advanced
art packages available for the Amiga. With it, you will be
able to harness the extraordinary graphics power of the
Amiga and produce inspirational
pictures i n  minutes. Wi th 4096 .  •
colours, your pictures will reach life.

animated in real-time using a vast .  ..-i•
like appearance. These can be  r  .

,p
range of graphical effects, including
blending colours and dithering,
stencils, shadowing. WORTH a m o k  •
contour mapping and E 8 9 9 5  , : . . . .  _ ._ . .surface mapping. a

could take up to six nights for
four people. or other Options).
Choose from the 250 hotels
featured in the catalogue. Al l
you have to pay for are your
meals (prices are listed in the
brochure). Reduced rates in lop
London hotels and hotels in
France are also featured.

4 1 1
. OSAT . •I,

Photon Paint 2,0 - By MicroMusions

0lb,

Asterix -  By Coktel Vision E24.99
Chess Player 2150 -By CP Software E24.95
Drivin' Force  -  By Digital Magic E24.95
Live & Let Die - By Elite 09.99
Onslaught -  By Howson

E2E244:9999Pipe M a n i a  -  By Empire Software
Rick Dangerous - By Firebird E24.99
Rack  ' n '  R o l l  -  By Rainbow Arts E19.99
Skweek -  By US Gold 09.99
Trivial Pursuit - By Domark E19.95
ART PACKAGE -  E89.95:
Photon Paint 2,0 - By MicroMusions E89.95

HARDWARE:
512K AMIGA 500 E 3 2 9 . 9 9
A520 TV MODULATOR F R E E
A501 RAM EXPANSION E99.99

SOFTWIRE • ENTERTAINMENT
BART SIMPSON E 2 4 . 9 9
EAPT PLANET & PLAMETEERS £2.99
LEMMINGS t 2 5 . 9 1

PIUS!  1 6  NIGHTS F R E E
HOLIDAY ACCOMMODATION

CLASSICS PACK
SOFTNIARE • PRODULTTVITY
DELUXE PAINT E 1 1 1 9 9

PLUS! FREE FROM SILICA
ARCADE ACTION PACK ... t2291B
NuroN PAINT 2.0 E l l 9 • 9 5

TOTAL RRP: 006.67
YOU SAVE C50767

9 9
SILICA P K E  •  I l f r i  DELIVERY

AMIGAoisTAesirmER
•  512K AMIGA  E 3 2 9 . 9 9
•  TV MODULATOR F R E E
•  MOUSE CONTROLLER FREE
Pilaf - FREE FROM SILICA
•  ARCADE ACTION PACK E229.78
•  PHOTON PAINT 2.0 E89.95

TOTAL RRP: E649.72
YOU SAVE: E320.72

SILICA PRICE: £ 3 2 9
PLUS! FREE HOLIDAY ACCOMMODATION

(FREE! TAM nekil

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT COURIER DELIVERY'. On all hardware orders shipped in Me UK.
•  TECHNICAL SUPPORT HELPLINE: Team of Amiga technical experts at your service.
•  PRICE MATCH: We normally match competitors on a -Same product • Same price- basis.
•  ESTABLISHED 12 YEARS:  Proven track record in professional computer sales.
•  BUSINESS + EDUCATION + GOVERNMENT.' Volume discounts available for large orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches.
•  THE F U L L STOCK RANGE:  All of your Amiga requirements from one supplier
•  FREE CATALOGUES: Will be mailed to you with offers and software/peripheral details
•  PAYMENT: By cash, cheque and all major credit cards.
Before you decide when to buy your new Amiga computer, we suggest you think very carefully about
WHERE you buy it. Consider what it roll be like a few monihs after buying your Arsige, when you may
require additional peripherals or Software, o r  help and advice w i n  your new purchase, And.  wil l  the
company you buy from contact you with details of new products? Al Sa l ts  Systems, toe ensure that

will have nothing to worry about W e  have been established for over 12 years and. with our unrivell,
ad experience and expertise, we can now claim to meet our customers requirements with an understan-
ding which is second to none. Sul don't just take our word for it. Complete and return the 00opon now
or our latest Free literature and begin to experience the S y s t e m s  Service".

e n )  MAIL O R D E R  HOTLINEgiit 081-309 1111 SILICA
SYSTEMS

,TOTAL FREE PACKAGE:
ARCADE ACTION PACK - E229.78:

TOTAL RRP: E319.73

WORTH E320
MASI FREE HOLIDAY ACCOMMODATION

MAIL ORDER:
0Mor Loos Open Mon-Sel

LONDON SHOP:
r>poniv Nr3,01 M o n - S a i

LONDON (SELFRIDGES):
Oponmeiegorm: Mon-est

SIOCUP SHOP:
OposIng Notes: 1 1 0 8 - S a t

110: 061-309 1111
Ce1-308 Mae

lbil: 071-5I0 INO
No 0 7 1 3 2 3 0 3 1

111: 1171-11211-1234
1111: 1111-312
No 0 1 , 3 0 0  0017

1-4 The Mews, Hatherley Rd, Sidcup, Kent (AVI 40X
0,336M-5Mem N o  Lale Night O m e n !  F r o

52 Tottenham Court Road, London, W1P OBA
0.33areilMem L e l e  M I N  Thonhlo ,  until Soul F e r

1st Floor, 369 Oxford Street,. London, W1A TAB
0-300m-SCO0m L A .  Night T h u r 8 d ,  wail lara S e k  tor Morelos 3014
1-4 The Mews, Hatherley Rd. Weep, Kent. DA14 40X
1.00ers-11.30em 1 - 0 1 8  Night Frklay ungl Tem F o r

Silica Systems Ltd, Dept CMFOR-0991-60, 1,4 The Mess, Hatherley Rd, Sidcup, Kent, DA14 4 7 N

I I PLEASE SEND FREE AMIGA COLOUR CATALOGUE
1 MrthirsrMs:   i n i t i a l s    S u r n a m e :

r i s e n :

IPostcode.   T I M

Which  compular ts ) ,  i f  any, d o  you  o w n ?

Fer. e a  a u r w  . M1,..911M.M1 JIM JELIN=



THE GAME NO ONE ELSE DARED TO BRING YOU!!!

TELEVISION

(D I . 9 8 9  Grundy International Distribution BV
Licensed by BBC Enterprises Ltd.

COMING SOON

It
// A 4 , -
- -  -
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F i g h t i n g  in tank battles is a tunny old

business. One minute you're hap-
pily rolling over everything in sight
and re-arranging the landscape
with the aid of a stupidly large gun.

The next — Kabooml — some blighter lands a
corker right on your turret and it's a one way
ticket to the Pearly Gates.

The solution to this desperately short
career path is to get your mitts on the largest.
meanest, baddest hunk of tank in the world,
become the envy of the neighbourhood and
then blow the whole neighbourhood to the
heavens, good and proper.

That, I'm pleased to say, is what Battle
Command is all about. The game provides
you with a vehicle, which, to be honest, isn't
so much a tank as a very big gun on caterpil-
ar  tracks_ And, if that's not enough to have all
warmongers tingling in anticipation, there's
also a fine selection of bombs,
bullets, missiles and other
projectiles which would
have old Saddam
thinking Christmas had
come early.

Battle Command
offers you the opportunity
to kit-up with all these

Game Battle Command
Publisher Ocean
Cartridge E14.99
Release December
Contact 061 832  6633

goodies, pick a mission, and get cracking.
Missions usually involve destroying things
which a) are trying to destroy you, and b) just
happen to be in the way. There's usually a
plot like saving an important scientist, or 'dis-
abling' (great word that) transport vehicles,
but this doesn't get in the way of the action..

These missions are extremely difficult to
complete but don't be disheartened. Once
you've learned how to make the best use of
that tank, there's plenty of gameplay in here
just killing off enemies.

Battle Command works brilliantly
because, on a very simple level, it's a well
crafted solid-3D shoot-'em-up come driving
game with lots to keep you busy. On a more
sophisticated level, it's quite a tricky tactical
affair in which you must decide which
weapons best fit which mission and there's a
fair amount of damage limitation and naviga-
tion to be taken into account.

The combat zone is chock-a-bloc w i th
enemy tanks.  I t s  best to  we lcome them
with a taste  of your implausibly large gun

Tanks for the memory
You can only
use one weapn
at a  t ime,  but
the tank can
carry up to  four.
Most of the t ime
you'll be sport-
ing a  straight no
nonsense gun

EMI,  actual ly,
this bit doesn't
seem to do
much except
look vaguely
interesting

Wato
Your
as y
from

r speed.
deter iorates
e knocks

enemy

This scanner keeps a
check  on enemy posi-
tions and Night paths
of any shells

These windows
indicate the
weapons you
have on board.
The tank can
only carry
1,000lbs' worth,
so choose wel l

The display is
pretty enough,
and objects can
be picked out a t
a distance.  But
don't go bumping
into other tanks
and buildings

I played this for hours on end without
completing a single mission, but heck. I sure
trashed one hell of a lot of tanks, supply vehi-
cles. bunkers, boats and houses in the
attempt. Not bad, I thought.

Battle Command is bursting with manic
joystick action yet it still manages to squeeze
in something for those of you who like to think
before you fire. It looks a treat and sounds
sufficiently convincing_ Your abrupt demise is
the biggest downer. If you're killed, the game
chucks you into the same (rather dull) termi-
natiorrscreen every time. It doesn't deliver
any atmosphere_ I would have enjoyed know-
ing just why I kept getting killed. But then,
real tank drivers don't have the privilege of
de-briefing sessions after they've been blown
into a gooey paste. either. This is
glorious fun which will. justifiably I
think, make Ocean quite proud.

COLIN CAMPIELL
0 1 1 1 1 1 1 M O O I

POWER RATING
THE DOWNERS...

•  Very short missions at first
•  It's a little shy on the post-battle
analysis but you get the message

100

I F P l e n t y  of  opt ions  in the

t i o n - p a c k e d  g a m e p l a y
gr ip  you for hours

ely g raph ics  t o  f ight
w a y  through

Ple
w e a p o n s  d e p a r t m e n t ,  so  it 's
e x p e r i m e n t a t i o n  t ime!
I I  Good se lec t ion  of  m i . -
sions t o  a c c o m p l i s h

t enough  s t r a t e g y  to
•  i t  m o r e  than  ye t

Another  shoot- 'em-up
' III  E x t r e m e l y  a c c u r a t e  we

Cif& m o v e m e n t
.11 Ju icy  sound e f fec ts

1 II A t m o s p h e r i c  docurnenta-

A len  to  get  you  in t h e  mood

g
AND TIM UPPERS

411

You can access info screen ,  a t  any t ime
during combat ,  just to keep a check on
weapons supplies, or  damage received
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PICKED BY THE TEAM I THE BEST PROGRAMS AROUND FOR YOUR MACHINE!

SP. IAL
ER

CAR'
1/StAS

SAV E5
OFF THE

CARTRIDGE
VERSION OF

LAST
NINA 3

FROM
SYSTEM 3

Fight the evil Kunitoki in the
biggest and best yet in the

Last HMO series!

Send a cheque tor E14.99
made payable to System 3
Ltd along with this voucher

to
Commodore Format Cartridge

Offer, System 3,
18 Peterborough Road,

Harrow, Middlesex HAl 2130

This offer is valid until
31st December 1991

HOW TO ORDER
JUST MAKE A NOTE OF IME PRODUCT NAME

AND ORDER NUMBER AND FILL IN THE ORDER
FORM OPPOSTrE - OR RING OUR HOTUNiE

MUMMA ON MSS radii

TURTLES - TN
COIN UP

Imageworks
Mean, green and ban' on your scr - r e  come
those Teenage Mutant Hero Turtle i n  the
Konami coinop conversion Cowabiiiiia'
Description
Turtles Cass
Turtles Disk

FUN SCHOOL 4

Database f i gMake learning tun with these
superb programs designed to

prepare your children for the national curricului
Fun School 3 is the sensational trAlow-up to Foci
School 2 Button badge in every to t  Designed by
a team of educalionallists. Comprebensem manual
wet sebsrate parent/teacher notes.
Description
FS Under 5 Cass
FS Under 5 Disk
FS 5-7 Cass
IFS 5-7 !Disk
FS Over 7 Cass
FS OvPr 7 Dist,

Price O r d e r  No
£899 C M 1 8 0
E11.99 C M181

Price
E9.99
E11.99
£9.99
L'111.99

c11.94

Order No
CM18,1
CM185
CM186
UW187
CM1813

STOP PRE &
MOUSE

Database
Get into the world of DIP with this brilliant disk
program complete with mouse. Generate your Own
newsletters and maga/roes.
Description P r i c e  O r d e r  No
SIP & Mouse £ 2 4 . 9 5  C M 1 0 6

HUDSON HAWK
Ocean
Turn to dine d'ed

l te lOPsteal Leonardo Da Vint:•g .  0 ,
Mirrored Crystal in this

perplexing platform and puzzle gdr .
Rick Dangerous, you'll love Hodson

Description
Hudson Cass
Hudson Disk

Price
£8.99
£11.99

Order No
CM182
CM183

ott I
Imageworks 6 e l i tIt the ta.,te•,t,
ingeroth team sport ever

jflye. . , m e  On, cwch, lair* that
tear , t o p  of the league

Description P r i c e
Speedball 2 Cass ER.99
Speedbal . s k  E10.99

4 1 0 1
Order No
CM176
CM177

FORMAT BINDER
Keep yo.t lyue, together kit% lig-r

quality binder with the COMMOOM
Format logo printed embossed on the front

and spine in wham deign orange. Save those

I I  mags - bind eml

Description
One b inder  P r i c e  O r d e r  No£4.95 C M 1 0 3
Two binders £ 9 . 0 0  C M 1 0 4

PRICES INCLUDE
POSTAGE, PACKING

COMMODORE FORMAT MAIL ORDER
Name

Address

Postcode

Phone number

Method of payment (please circle) Access • Visa • Cheque • PO

Credit Card No I

Expiry date

Description

TOTAL ORDER

Please make all cheques payable to
Future Publishing Limited

1

Price

AND VAT
NO HIDDE

EXTRAS
A

•  For overseas orders
call Clare for prices
on 0458 74011

SEND THIS FORM TO; Commodore Format Future
Publishing Ltd, Freepost, Somerton, Somerset, TAI I 78IR

No Ammo regured ii posted in the UK. Channet Islands or the Isk re Pital



I
A N e w  Age i n  Home

Entertainment And Education
CDTV finds i ts place alongside the TV and Hi-Fi
system in the home. it is similar in appearance to ex-
sting video and CO players and, with its infra red
remote control, is just as simple to operate. But that's
just the beginning. CDTV transforms television from
a passive to an active medium. The vast storage
capabilities of the CD make it an ideal mass informs-
tion provider, capable o f  storing and
displaying a combination of colour pic-
tures, text, graphics, voice and stereo
music of the highest qualify. c u r v  offers
a new realm o f  audio and visual ex-
perience for everyone.

FOR REFERENCE
For t h e  c lass i ca l
music b u f f  i t  i s
possible not only to
hear Beethoven 's
Fifth Symphony, but
to see the orchestra

perform. fol low the  score and
read about the composer's l i fe
and t imes.  T h e  Timetable o f
Science arid Innovation walks you
through 6,250 key events in scien-
tific history I t  employs animated
maps to show where every event
occurred and a visual lift-oft from
the earth's surface, Key events
are accompan ied  b y  a u d i o
presentations with graphics and
sound recordings from the archives of the worlds
great museums. Browse quickly or examine an exhibit
in detail,

FOR COLLEGES & BUSINESS
When Toyota, decided to open a car assembly plant
in Derby, Derbyshire County Council commissioned
the production of 'Japan World', a CDT)/ title which

allows students t o  explore a n d  ex -
perience t h e  Japanese  language.
lifestyle and culture. It also provides a
valuable insight to businessmen with in-
formation o n  Japanese  b u s i n e s s
philosophy and negotiation protocol.eNetinkiletrt

INTERISiNiater

FOR EDUCATION
For young children learning to read can
be an adventure! In the title Cinderella.
for example, they can use the remote
control unit to click on words and pic-
tures to hear pronunciations, syllables,

ED"T "  de f in i t i ons  and second language transla-
tions And  learning about the world can be fun too.
The World Vista Atlas provides detailed
information in words and pictures on the
history, architecture, language a n d
geography of each country. This can be
cross referenced to compare with details
of other countries. R E F E R E N C E

FOR FUN
There Is a wide range of enter-
tainment titles available for every
age-group. Sher lock  Holmes,
Consulting Detective, includes a
video and audio tour of Victorian
London_ Players c a n  choose
suspects for Holmes and Watson
to interrogate and can search
issues of the London Times for
clues. A  CCTV disc's graphics
capabilities t a k e  ac t i on  a n d
simulation games to a new level.
Falcon makes you a pilot of an
F-16 fighter a n d  has accurate
simulations of weapons systems,
cockpit controls and flight char-
acteristics allowing you to zoom

like the ultimate stunt pilot with extraordinary realism.

FOR HOBBIES
CDTV can also enhance your personal
interests, T h e  Gardentax Ser ies  i s
designed for use by novice or expert and
provides hundreds of full colour illustra-
tions, as well as information on planting
and requirements for care.

New Basics Cookbook provides full col-
our illustrations of recipes, 'talks' to you
to offer tips as you cook and automatical-
ly substitutes recipes with a click of the
remote control.

PtiOtNCMj

affil a  LOME

COTV offers a seemingly endless range of possibilities for learning, entertainment and enrichment
for everyone whether in the home, the classroom or in business.

INTERACTIVE
MULTIMEDIA

THE WORLD% FIRST
MULTIMEDIA SYSTEM FOR THE HOME

FREE T I T L E S !
With every c u r v  from Silica, you will receive:
WELCOME - A GUIDE TO CDTV
The 'Welcome' disc replaces a weighty printed manual with col-
ourful and exciting animation, sound, voices and text.
LEMMINGS W O R T H *  E34.99
Up to 100 loveable Lemmings drop in to over 100 screens full of
danger in this best selling arcade classic.
HUTCHINSON'S ENCYCLOPEDIA WORTH* E49.99
The first British multi-media encyclopedia. It features over 1.8
million words, 700 biographies. 2000 pictures,150 maps from ITN
and 200 audio samples from the BBC sound archives.

P L U S !  FREE 2161LETTIY
Every CDTV from Silica comes with a FREE 72 page colour
brochure with accommodation vouchers. These vouchers entitle
2 people to up to 16 nights FREE hotel accommodation (other op-
tions allow 4 people to stay up to 6 nights). There are also ac-
commodation offers on hotels in London and France.

Are you bored with the TV? Do you yearn for something
a little more interesting, something which stimulates
the old grey matter and indulges your desire to be
entertained? Enter the Commodore C M ,  the world's
first advanced learning and entertainment system
which plugs straight into your television. Based upon
the familiar compact disc player, the CDTV offers a rich
set of information and communication capabilities. It
brings together pictures, words and sounds in a new
format, joining them together in a fascinating world of
audio visual challenge and experience,
The multimedia CDTV player combines a professional
CD audio system, advanced computer technology and
infra red remote control, to offer a wide variety of in-
teractive applications. These range from games, music,
gardening and personal health, to educational discs
for any level. In addition, c u r v  provides high quality
audio reproduction for existing music CDs. CCTV is
very easy to use and gives you total control over what
you see and hear, offering you the chance to learn new
skills and discover hidden talents£499

INCLUDING VAT & DELIVERY -  Order re' CCD 1000

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY On all C M  players shipped in Me UK mainland.
•  TECHNICAL SUPPORT HELPLINE: Team of technic:it experts at your service.
•  PRICE MATCH: '•Ve normally match competitors CO a "Same product - Same price' • base.
•  ESTABLISHED 12 YEARS: Proven track record in sales and service.
•  BUSINESS + EDUCATION *  GOVERNMENT Volume discounts available for large orders.
•  SHOWROOMS: Demonstration and training facilities at our London & Sidcup branches
•  THE FULL STOCK RANGE: All of your requirements from one supplier
•  FREE CATALOGUES: Will be mailed to you with offers and product details
•  PAYMENT By cask cheque, all major creel/ cards, or extended payment plan.

R E T U R N  T H E  C O U P O N
FOR A  F U L L  C O L O U R

C WV CATALOGUE
A r o %  MAIL O R D E R  HOTLINEgb 081-309 1111 SILICA

SYSTEMS

MAIL ORDER:
Oniw LIMe Ogee.

LONDON SHOP:
C N e . N i  teNtre:

LONDON SHOP:
Opening Noon:

SIDCUP SHOP:
Opening Hoar

1-4 The Maws, Hatherley Rd, Settee, Kent, DA14 40X 111: 001409 1111
M . - s a  OtiOalADOcon N o  L a e  Night ° N o o n  F u t  N o  Ce1430 000e

52 Totteresam Court Road. London, W1P 08A T o t  171-515 4100
h10.4111  eXern-000oo, N o  L.N. Night Opening F a x  N a  r)7, -323, ,s1

Selfridges Fio Fuer). Oxford Stmt, London. W1A lAB l i t  1171-621 i234
i i i i s s • s s ,  0,,1000,,, Lae NOW ThuNglig until se, Exixemion Ma

1-4 The Mews, HMImeley Rd. Sidcup. Kent, DA14 40X 111: 101,1021111
klon-Sen 000em-530pm L a b e  Plogle: ehday whit 7Orti F e e  Pee C O - X * 0 0 1 7

r y  Silica Systems, Dept NM-1291.71, 1-4 The Mews, Hatherley Rd. Sidcup, Kent, DA14 417%

I I PLEASE SEND ME A CDTV CATALOGUE 11
Ntriiiharsleas:

Address:

S u r n a m e :

P o s t c o d e :
Tel (licene)-

Company Name lit applicable):

Tel (Work):

L h i c h  oompuler(e), if any, do you own?mim
EWE •  hatentiees peon me 10 .0 .1110 .e a eliWOO 4 1 w m  Of mown tei the U lm ~ O m
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The Football Pools Predictor
•  'A LICENCE TO PRINT MONEY - Mr F C Hammond of

Essex.
•  'WE HAVE WON MANY THOUSANDS' - Mr P E Roberts

of Dorset.
•  Just a coup* of the many unsolicited testimonials about

this truly amazing Football Pools Predictor Program
which has consistently astounded us with its accuracy.Check out its features:-

•  Predicts Names, Aways and draws,
•  No eddy typing in of team names: Unique indexing

system for quick entry of fixtures and results • just type in
the results each week from your usual newspaper and
the program updates itself.

•  Uses scoentific formula which is the result ol many years
of study of the football pools to give a strike rate which
consistently higher than the laws of averacia.

•  Also has a SEQUENCE PREDICTOR option in addition
to form Predictions which analyses coupon number
sequences. This option has astounded us in the past and
continues to do so.

•  Can be used tor league and cup matches•UpdateS
season after season. No need to buy a new copy every season.

•  Send tor POOLSMASTER today arid increase your chances of that JACKPOT. Comes complete
with manual and informative Pools Guide.
Disks and Tapes £2495 Inc. P&P and VAT.  (Slate whether British or Australian)

And here's the
proof....
Since purchasing POOLSMASTER
late las t  yea r  Mr  P  E Rober ts  o f
Dorset h a s  had  n o  less  than
THIRTEEN separate wins totalling an
incredible E43.895 (Photocopies of
winning slips available on request).
Yes n e a r l y  F O R T Y  FOUR
THOUSAND POUNDS!!!
POOLSMASTER has provided Korey
HUNDREDS of smaller dividend
WEEK AFTER WEEK. E v e r y  week
brirogs us news of yet another winner
Join t h e s e  w i n n e r s  s e n d  t o r
POOLSMASTER TODAY!

*  SPECIAL*
OFFER
Buy both

programs for
C44.95

COURSEMASTER -e,0„
The Horse-Racing Tipster - 9 6 ,

•BEAT THE BOOKIE FOR A CHANGEill
•  RATES ANY RACE IN MINUTES - ANY DAILY NEWSPAPER IS ALL YOU NEED
•Works on the simple pnociple that FAST HORSES BEAT SLOW ONES!
liGives clear forecast of best selection PLUS second and third tor Tricasts etc. and even recommends

w e  of bet.
• Works out your WINNINGS on most popular types of bet ie. SINGLES, DOUBLES, PATENT,

YANKEE, CANADIAN ETC.
•  MAINTAINS A BANK ACCOUNT - Bet bike a PROFESSIONAL!
•  PLUS the amazing COORSEMASTER SYSTEM BET. This superb easy to use betting system

regularly provides Our customers with MAJOR WINS for small stakes t r y  it arid amaze yourself. Will
even PRINT OUT YOUR BETTING SLIP for you If you have a printer!liCOMPLETE WITH 20 PAGE BETTING GUIDE AND MANUAL

Disks and Tapes E24.95 Inc. P&P and V.A.T_
Both COURSEMASTER 3 POOLSMASTER available on TAPE or DISK for ALL IOLVPCs and compatibles, all

AMSTRAD PC's. all PCWs. all Spftelrtlfitg. COI  O n )  64 &,28. Alan. Amiga and all AMSTRAD CPC's.

TRACKNIASTER
The Greyhound Racing Tipster

We have often been asked i t  we could provide a GREYHOUND
racing t i p s t e r  p r o g r a m  a s  a  c o m p a n i o n  p r o g r a m  t oCOURSEMASTER - well now we can

•  TRACKMASTER works with 6  or  8  dog races and requires
information from normal racecard as published in SPORTING
PRESS.

•  TRACKMASTER accurately predicts the likely first, second and
third in any race.

•W i l l  calculate you( WINNINGS on SINGLES, DOUBLES,
TREBLES, PATENT, YANKEE. CANADIAN, HEINZ.

•  Maintains a BANK ACCOUNT of your BETTMG,
•  UNIQUE COMPUTER DRIVEN STAKING PLAN - JUST FOLLOW IT

SUCCESS!
R GUARANTEED

The IDEAL COMPANION PROGRAM to COURSEMASTER
Available for all 113,M.AMSTRAD PC's and compatibles. Amiga, Atari, PCWs, Commodore

64128, a l  CPC's. all Spectrums 148k arid over)
PRICE - DISKS & TAPES E19.95

GUIDE TO POOLS
AND PERMS

The Definitive Guide To Pools
Permutations And Betting

Systems
This book. wntten by Martin Evans and Ken Chadwick, explores m depth into the mysteries
of permutations and betting systems.
It explains in full what the checking charts mean, how to use them and even how to create
your own perms.
The fascinating text details nOW to Man a campaign of entries aimed at that elusive POOLS
win and how to assess the probability of a win T h e  book gives tips on selecting best
matches and how to use perms for maximum effect on POOLS. -HORSES or DOGS.
Fully illustrated with in depth description - even it you have never filled in a pools coupon in
your life you will become an expert after reading this book.
Fixed odds perms together watt a selection oh top newspaper perms and our own in-house
perms are included
If you enjoy the Football Pools or a weekly hurler on the horses or dogs then this book is for
you.

Price El 4.95

COMPLETE COMPENDIUM:
Poolsmaster, Coursemaster, Trackmaster and

guide to pools & perms - E74.95
HOW TO ORDER: CHEQUES PO'S TO: NTRASET LTD (Dept F R E E P O S T,  No 10 WOODSIDE AVENUE, CLAYTON-LE-WOODS,

CHORLEY, LANCASHIRE PR6 78R. OR P A X  FOR LIGHTNING FAST SERVICE ON
,tsA E i t a t i k  0 2 5 7 2  76800 (Office Hrs & 24 Hr Order Line), 04 •  ( H e l o d e s k  3•4PM Weekdays) Fes 025•2 74753

ONLY POOLS AND HORSES
Every program written by a mathematician who has spent many years in the betting induslry.
Programs that valise the tried and trusted methods of the professional, not pie in the sky theories
that fail to pass the test of time.
FOOTBALL •OXFORAI Written by a  tomer pools expert tor Ltiewoods. T h e  program has
torecast over 50% more draws than would be expected by chance. Homes. aways and draws shown
in order of mere and true 0005 given for every match M e r i t  tables show at a glance the teams
currently in loan and those having a lean spel. Australian Pools program included in the price,
SUPER PLANNER by  the same author, lul l  details given of OVER 400 ENTRIES covemg up
to 57 selections Includes SINGLE AND MULTIPLE entries of LIT PLANS t, 2. 9, 25, 27. 28, 29.
47. 48. 49, 50. 79, 80, 81, 82, 83, 84, 96.100. 200, 637, 838, 839. 1349. 850, 654. B58, E359.
B145, 13180, V-Plans 20. 42, 49. 44. 83. 84, 85. 87, TIP TOP 10 & 15, EXPRESS 35 & 38, MAIL
60, 75, E. P, MIRROR 1 & 8. FULL PERMS 8 from 9 to 8 from 14. A l l  FULLY CHECKED in
seconds by your computer. Not  just the highest scoring but ALL POSSIBLE WINNING LINES.

POOLS P L A N N E R  Simi lar  to above but covering block permutations using Littlewoods
standard guarantee blocks.

RACING n o x r o m m  Course characteristics 'built into the program) as well as the form of the
horses are considered in speedily producing an order of merit for each race. Designed tor
flexibility allowing users to amend the program it they wish. P r i ce  still includes the highly
acclaimed HANDICAP WINNER • more than 1000 winners every year - over 25% of them at SA
or better

PUNTERS PARTNER Works Out almost any bet., doubles. trebles and accumulators including
mixed stakes. yankee. Canadian. Heinz. Goliath. patent, union lack. up & down (it cash bets]
single & double stakes, round robins. FOAArldefS, roundabouts, round the clock. Win or each way.
Covers nom runners, rule 4. dead heals Versati le multiple odds calculator for-feed odds bets
and the knes required for any lull perm you're kkely to meet.
PRICES. :tape) E18.95 each. E25.05 any two. E34.95 any three. For disks please add E2
per program.
SP E C I A L  O F F E R S  FOOTBALL BOXFORM,  R A C I N G  B o x F o e m  &  P U N T E R S
PARTNER. ,C27.95 TAPE, E31.95 DISK
FOOTBALL TOOL A l t  Football Boxform. Super Planner. Pools Planner, Punters
Partner _130 TAPE, E35 DISK

RACING TOOL K I T  Racing Boxform, Punters Partner plus 4 further programs which enable
you to keen your own records or produce and amend form and time ratings...03 TAPE. E38
DISK.

BOTH THE ABOVE SITS...C55 TAPE, £62  DISK.

IF3
v i s a

Advertised for six years n  the sporting and computer press
SOltoft CLEVER-GET THE BEST

Please make cheques or Postal orders payable to BOXOFT (CF).
65 Aliens Meadow, Nesion._South Wirral L64 950

Tel: 051-336 2668

CPC
CMD 64/1 28

PCW
SPECTRUMS

VISA COMMODORE C64 REPAIRS Just £29.00 Inc
'Commodore registered.
• Over 10 years experience with

Commodore computers.
• 20 qualified technician engineers

at your disposal.
* We will undertake to repair your

Commodore 64 computer for just
-229.00 including parts. labour,
V.A.T. and post and packing.

• Most computers should be turned
around in just 24 hoursi week
of booking in.

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

• Power supplies replaced if necessary.
• All repairs covered by a 90 day warranty.

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

* if you require 24 hour courier to your door, please add E5,
else your computer will be sent back by contract parcel post.

(WTS reserve the right to refuse machines that in our
opinion are beyond reasonable repair).

\NTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 8EZ

CF ( 0 5 8 2 )  491949 - (4 lines)



N e w  A D M )  games are as much

a part of the calendar as
Halloween. Just to prove it,
here I am playing Gateway To
The Savage Frontier on

Halloween. Along with Fe'Thos the cleric.
Gulail the wizard/warrior. Evswell the thief
and a few others, rve travelled the Forgotten
Realms and fought trolls for their bounty
value to a priestess who
one day my friends and I
will have to overthrow.
Life is getting compli-
cated and this game isn't
helping.

Savage Frontier contin-

MMBE, He i H r
I i 1 M V I S H 4 1 5
' W O W S • 1 7
W I L N I f l 17
F C ' 7 H O S 4
tUSUE,LL 4 9
101,1111, 2 7
KLI I1PEDI I 8, •,

Combat A D & D  style -  but
don't lose your perspective,
it works

that strange game,
Dungeons and Dragons. The
manual tells you something
about the rules but there
aren't many things to learn.
Once you know that a wizard
targets a spell every time he
casts it, you remember to
remind him to learn those
spells again afterwards... If
you see what I mean.

This whole game is won
by looking after what are
called 'housekeeping' details
like that. Another important
habit to get into early on is
the one of saving your game
after every scrap. This, cou-
pled with the size of the
game (it spans three double-
sided disks), makes
Gateway To The Savage

Frontier a massive game
requiring hundreds of
hours to finish. And to
finish it. you have to save
the world (what else).
Play itself proceeds at a
pace you wouldn't be sur-
prised if sleepy snails

made.
Although

ues the SSI tradition of giving you

t h i ;

a game world to explore vicari-
ausly. by using up to six
personae, called characters. You
can make these characters up
yourself or let the computer do that for you.
Either way, the program follows the rules of

The Forgotten Realms are dangerous lands roamed by
bandits, monsters,  and dodgy looking graphics

you control

all your characters'
actions through the joystick, you interact with
the game by finding your way around a mas-
sive nested menu system (that's a menu
system in which every item on the menu
opens up another menu of choices). It makes
the going very slow, even once you know you
your way around the game system. If you're
patient enough to give it a read, you'll
find the manual helpful as

Non-player characters
(NPCsl are accompa-
nied by nice piccies
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Seek out
the trolls
east of
Hearne and
for each
one you ki l l
you get
100 gold
pieces. But.
be warned.  -
Trolls get
back up
soon af ter

The plot thickens. A cleric w i th  some
dirty habits bi tes the dust.
Numbered Journal
entries pro-
vide ext ra
information
throughout the
game (it saves
on disk space)

it explains
how all the menus work.

You can't make the game any less
complicated than it already is, but
you can make it more so. When you
get into a fight. you can hand over
the reactions of any or all of your
characters to the computer. But the
exploration you have to do yourself.
And there's a lot of it. By exploring
the cities, towns, ancient sites and
land of the Forgotten Realms, you
stumble across little adventures in

r
I t o t a t t

offint*L.

1
the fo rm of  compu te r  contro l led charac-
ters who offer rewards for tasks
ompletect A thieves' guild in one town

wants a neighbouring town's evil cleric
killed, for example. If

you take up

that quest, you'll be intro-
duced to another, and so on.

But it doesn't matter which route you
take. You either survive long enough to find
something to do or get wiped out. If you just
watch the world go by for long enough, it will
get nasty, swallow you up and spit out your
bones. It's like that.

If the idea of a complex adven-
ture stimulates your curiousity
gland, give it a bash. If you like

your games to dish out f t

the action a little faster
or you get put off by 0 1 1 °
complexity, consider a g a

•yourself duly warned. •
SEAN MASTERSON

Game
Publisher
Disk
Release
Contact

Savage Frontier
551/1.05 Gold
£25.99
Now
021 625 3366

POWER RATING
THEIMMOWNERE-.

•  Dead expensive
•  Long and frequent disk access
keeps gameplay slow paced
•  Confusing for newcomers
•  Deeply involved game Mal
requires a lot of attention to detail
•  A bit like all the others of this kind
•  Too many pointless events

•  A massive  adventure that
unfolds bit  by bit  and wil l
keep you busy for moat
•  Good game system once
you get  used to it
•  Them a n u a l  is really worth  a
read and contains loads of
background detai l
•  You can make  the game a
complex as  you l ike or leave-

r - • tasks  to the computer  .

Freedom to explore

.AND THE UPPERS
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•  I f  you know mountain bikes you'll know

•  about  TREK as they're one of the best,

MINE 1111111/1111and this could be all yours if you call...

E.:•••
This Suzuki LT80 Quad is one mean machine! It can be E .

ridden by anyone over the age of 12 as the speed of ••
the 80cc petrol engine can be controlled to suit the
skill of the rider! It's got to be the best fun you can
possibly have on 4 big wheels! We'll also give the

lucky winner of this quadrophonic competition a
complete safety outfit of helmet, padded body

clothes and gloves! So if you are looking for
off the road fun, just call the number nowt

ttilL
1tLfi R11
This Zip challenger Gokart is powered by a Honda 144cc
petrol engine, it's been designed for the younger driver but
that won't stop Dad having a go! You can ride it anywhere
off the road, and if you fancy yourself as a
serious karting driver it's a great machine
to learn on! So Go for it now by calling...

111E11111P

•
• •

•

•
Look what you could win - an Amiga 500 Computer, a NI
20 Meg Amiga Hard Disc, Joystick...PLUS...a HUGE •

37" Mitsubishi TV Monitor for Gigantic Graphics!! %

I .
•  •  •  •  •  •  •  ••  M _ M  M _ M  •  •  M  •  M i l lEmM.M_M M _ M  •  •  •  M _ M _ M _ M _ M  •  •  •• • • • • • • • • • • • • • • • •

Calls cost 36p (cheap rate) and 48p (at all other times) per minute incl VAT. For winners list send SAE to: Populuxe, PO Box
2065, London, W12 9JH. 0898 calls are more expensive than normal calls so please get permission before you phone.

All rnmnpt i t iong invnlvp AnswArinn A spriAR nf allAstinns fnlinwAd hv A tiAhrAnkAr sentinn.



T here's been a great deal of talk

lately concerning the rights and
wrongs of boxing, and why not?
After all, getting into a ring with
some big bloke who's paid to hit you

is never going to be a walk in the park. Still, if
the smell of sweat or your own blood isn't to
your fancy, there's always a trusty old 64 to
turn to. So, let's see what the action's like in
the silicon ring. Even if the worst comes to
the worst and you get smashed to a pulp, at
least with Final Blow you can do it from the
comfort of your own armchair.

Of all the beat-'em-ups we've seen (and
we've seen an awful lot) Final Blow
has the most impressive main
characters. The boxers
are big -  over half
the height of the
screen -  and really
ripple with muscle.
There are ten fight-
ers to choose from
and they all look
pretty damn good. However
they're all heavyweights and all look
pretty much the same (it would have

been nice to see
some lighter or

more differ-
ent boxers),
The most
critical thing

in a boxing
game is that
the actionOofl

A quick jab
sends your opponent reeling m u s t  be con-

vincing and
fortunately, t he  animated punching and par
rying is excellent. Unfortunately, with such
large characters there are always a few draw
backs and in this case, it's the leg movement.
The lower half of the body hardly moves at all
and although you can slide backwards and
forwards gracefully, it's hardly moving like a
butterfly. You're not allowed to dance around
In the final seconds of the final round and
the blue boxer's flagging. Wi l l  he hold out?

the ring at all in fact: it's as if the boxers are
mounted on a single set of rails. This is a pity

because it really does
restrict the gameplay to

the for-

ward-punch-back
school of fighting, making the gameplay a bit
one-dimensional_ And, thanks to the Marquis
of Oueensbury, boxing has rules. Now this is
fine and lovely in the real world, in our virtual
computer world it's a real handicap. There
are no low blows, kicks or weapons allowed -
you can't even do any clever martial arts stuff
like a Flying-Nike-To-The-Head. The worst,
most terrible and unforgivable thing of all is
what happens to the loser. When your knock
you opponent out with a devastating right

Crash, he's down. A devastat ing uppercut
has put him on the  O r  has it?

hook, breaking his nose in three places and
knocking out four of his teeth, what do you
think happens? Does he crash to the floor
with a bone-crunching thud? No. He just
droops forward and stays standing up. Is that
pathetic or what? If I beat someone uncon-
scious in the name of sport I want to see
them sprawled out on a blood-splattered can-
vas, not looking like they're checking to see if
their shoelaces are undone.

Head
to head.
The rivals

O a S U I r e
each other

up before
the big fight

Anyway with ten boxers to face as you
claw your way to the top, it should be a tough
battle. But, that's probably the most disap-
pointing part of all. The computer boxers are
all pretty weedy -  most of them are more like
Ali Bongo than Muhammad Ali. It only took us
two goes at the league before we beat all the
boxers -  most of them within two minutes.
They all have their own styles and levels of
intelligence, i t s  just that these levels aren't
very high, know what I mean 'Any... Having
said that, there's much more lastability in it if
you fight in two-player mode. After all playing
against a friend is excellent fun 'cause there's
nothing quite like beating your best mate at
boxing, especially when it means you don't
have to hurt yourself in the process.

Final Blow is an excellent conversion,
probably as good a job as anyone anywhere
could have done on the C64. Unfortunately,
ultimately it fails to lift the Lonsdale Belt of
computer gaming. This is not because the

eight to
the  head:
the most
powerful
punch in
your reper-
toire. Use it

_i t

ts for a
sonabie

once of a
suit

The upper-
cut: a good
brawling
move -  Just
get in there
and hammer
away but
beware
head punch
from your
opponent

Jab(
catch y e n ,
opponent off-
guard with
this fast
stabbing
shot at  the
chest. But
It's only any
use when
he's sleeping

The body
blow: not a
devastating
punch, but
good for
softening up
your man up
In prepara-
tion for the
really big
punches

l.

le 1

Guard your
bead: it's
your most
vulnerable
area so keep
that  glove
up whenever
you find

yours .under attack
(Ie. often)

On your
guard: the
standard 'at
rest' posi-
tion w h i c h
protects
your chest
and belly.
At tack is
the best  pol-
icy though

COMMODORE FORMAT 15 ,  December 1 9 9 1  -  All you'll ever mood



Move l ike a butterfly (sort  off sting l ike a b e . . . .  another great  jab to the head and the  blue
pretender to the crown is looking ropey. Will he make  a comeback,  I  don't think so...

graphics aren't excellent, or the sound effects
aren't bone-crunching enough, or even
because the coding isn't slick enough but just
because it's not a very good subject for con-
version onto the C64. Sometimes
you have to accept a
game that's worth a
handful of 10
pees in an
arcade, just
doesn't have
the lastability
needed for
El 2's worth of
home com-
puter game. If
you're an avid tight tan

Close-
up bone
crunching as Red
moves in for the kill. You can
almost hear the teeth  break

then you'll orobably

COMMODORE FORMAN 13 ,  December 1 9 9 1

get a blast out of Final Blow. With a big bowl
of popcorn and a friend to play against, it's
probably as much fun as a real thing.

But if, like me, you find the idea of two
grown men beating each other senseless

in the name of sport. a stupid
and faintly nauseating ritual,

then the limited gameplay
and relative weediness of
the computer boxers will

make Final Blow a loser
on points at the final bell.

Still, pugilists everywhere can be
guaranteed a whacking good time,

if not the most sophisticated
beat-'em-up ever seen.

PALM LYONS

gem
And oof again! Am I hard or am I hard? Or is it just that  the computer  boxers are even bigger
wimps than I am? I f  you want  a harder fight then get  out the gauntlet  and chal lenge a friend

Rocky who'
"So, ya think you're tough, eh kid? Thi
you're a  contender? Well  you'll have to
beat  my boys and seven others just as
tough, if  ye wanna be the champ..."

Kim Nang: the
dancing
destroyer
from Dakar.
Not the  moat
powerful box-
ers but boy,
this man is
real fast
Bruise Rating:
0 0 0

King Jason: the
raving regent
from racy
Rickmansworth
Mad as a raving
hinter  and a at
least squillion
t imes rnore
dangerous.
Bruise Rating:
0 0 0 0 0

M E  DOWNERS...
•  It's just too easy to win
•  It all becomes a bit boring too soor
and lasting interest is limited
•  One type of punch is enough to
see off most opponents
•  The tact that boxers that don't tall
down when knocked-out hardly adds
to the realism

Denson Dave:
the crushing
cadaver
creator  from
Coventry. A
bit slow, but  if
he hits you,
you'll know all
about it
Bruise Rating:
0 0 0 0

Game
Publisher
Cassette
Disk
Release
Contact

Final Blow
Storm
£11.99
£15.99
November
071 585  3300

POWER RATING
100

•  The boxers are big, last  and
smooth moving sprites with a
lot of character
•  The computer  opponents al l
have different styles of boxing
•  Atmospheric fight noises
and crunching noises
•  Great as  a two-player game
•  User-definable set t ings
such as round length, number
of rounds, etc
•  Plenty of opponents

...AND M E  UPPERS



CITIZEN
ALWAYS

Silica presents some great
otters on the award winning
range of high quality matrix
printers from Citizen. Each
Citizen printer is built in the
UK to exacting standards,
ensuring superb reliability
and output. Our confidence
in Citizen's quality is such
that we are pleased to in-
clude a 2 year guarantee
with every printer. Plus, if
you buy a Citizen printer
from us, we will give you
the Silica Systems Printer
Starter Kit (worth E29.38),
FREE OF CHARGE!

192 CPS 8 0  COLUMN
•  Cause Swift 9  9  pin 8 0  column
•  192c95 B lab  l a c o s  N W
•  aK Prints, &Mar  +  3  Fonrs
•  Parallel interface
•  Graonics Resolution. 240A240dpi
•  Epson and IBM &mi l l i on
•  FREE Colour Kit
•  FREE SaiLa Prriither Starter Kit
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sow oaf

Kne
M a n g  a l l  0 1

dir • • • 1 1 1
WORLD'S SMALLEST L IGHTEST

A4 NOTEBOOK PRIMILR

64 CPS 8 0  COLUMN
•  Ciltzen P1148 Notaboua Printer
•  Non•rinpacr PnMeng On Plan Pape,
•  LASER QUALITY -  64c95
•  att Pruitt, &neer 2  Fonts
•  Bair and Sanaa, Papal Loading
•  Parallel interlace
•  Graphfics Resoluann.• 3602,380dpi
•  Epson, rfatt NEC P6 M a o  Emulations
•  P o w '  Mains. Battery or Car AdaPto,
•  FRES Silica Pirmarr Starter lert
11,
SWAM MT 1 2 1

row atrit
SWING ETD

SACS M g t  O le  •,41-(292111 re- MI MD

E149

A G O O D  I D E A
FREE DELIVERY

Med Day Anraltefe n tte mantan0

FREE STARTER KIT
MOM Own &Ma

2 YEAR WARRANTY
Seca trier a 2 Ow sitranly lincludine the

primer teach Ash Path °Can roma hum Slot

WINDOWS 3.0
Free aireasis 10 awe

McNeal with lha Silica Shim Mt

FREE COLOUR KIT
ilath w ry  Seth 9 Ird Swat 241 printer

FREE HELPLINE
MADE IN THE UK

than primers are rnantnedated 10 IV aannert15,00

NOTEBOOK PRINTER; 211 MN PRINTER

24 PIN PRINTERS

192 CPS 1 3 6  COLUMN
•  Citizen Swift -  i i  pin - f 3 6  column
•  192cps Draft. 48cps N W
•  SK Pr011titf S u n *  *  3  Ftmrs
•  N a a r  Intell ica
•  Grapnics Resolution; 240m240doi
•  f a w n  and IBM Emulation
•  A l  landscape priming
•  FREE Silica Printer Starter Kit

C321swine err
rpm W .  M t

SatAVG
SILICA PONE LIM .4•1-(21tM P ' 1 0  tare

£249

192 CPS 1 3 6  COLUMN
• C i t I n t i l  S w i f t  2 4 e  -  2 4  -  1 3 5  e a t u l l I n
•  1112CPS bran. 54co5 LO
•  e x  Prentar Butler *  4  Rims
•  Patadiet iotertate
•  Graphics Resolution 360A36001p,
•  Epson IBM and NEC P6 Emulation
•  A3 landscape proofing - SMEE Colour
•  FREE Silica PrUlOW Starter Kit

W a n  111 r a i  [ C 3 4 9SVCS MICR H a r - i n 0 0 1  r , 4  ,
SaWaG tee

t e l e

RAP

G O L D
A W A R D

l es t  l e n Z

1 4 4  CPS
8 0  COLUMN

SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY. On all hardware orders shipped in the UK mainland.
•  T E C H N I C A L  S U P P O R T  H E L P L i N E ;  Team or technical ekperts I i  yOUT service
•  PRICE MATCH: We normally match competitors on a "Same product - Same price- basis.
•  ESTABLISHED 12 YEARS: Proven track record in professional computer sales
•  BUSINESS E D U C AT I O N  G O V E R N M E N T  Volume discounts available for large orders.
•  SHOWROOMS: DeMOnstralleti and training facilities at our London & Solcup branches.
•  THE FULL STOCK RANGE; All of your requirements from one supplier
•  FREE CATALOGUES; Will be malted to you with offers and software/peripheral details
•  M O M E N T By cash, cheque and all major credit cards.
Belpre you decide when to buy your new printer, we suggest you think very carefully about WHERE
VW buy it. Consider what 6 will be like a Itw months aher you Sine made your purchase, when you
may require additional periplieralo or software, or help and advice. And wi l l  the company you buy trorn
contact you with details or new products? At Silica Systems. we ensure that you will have nothing to
wary about. We have been eidebireheci for over 12 years and, with our unrivalled espientencs and es.
partste, we can now ctam to meet out motormen requirements with an understanding which I I  second
in none. Out don't NM lake our weed For C o m p l e t e  and ralurn the coupon n o •  for our Weal Free
Ineratare and topgAn to experient* the "Silica Systems SerwOe".

1,11111gb MAIL O R D E R  HOTLINEOa 081-309 1111 SILICA
SYSTEMS

DOT MATRIX n i t i& NOTEBOOK TERS
L, 9 PIN PRINTER
144 CPS N O  COLUMN
•  Cit izen 1 2 0 D +  -  9  p in  -  BB co lumn
•  144cp5  Prat t ,  3 0 c p s  N W
•  4 K  Pr in ter  Bu f fe r  +  2  Fonts
•  Paral le l  In ter face as Standard
•  Graphics  Reso lu t ion• 2 4 0 F e 2 4 0 0 0
•  Epson  a n d  lEIM Emulat ion
•  P u l l  t rac to r  &  b o t t o m  reed
•  FREE S i l i ca  Pr in ter  S tar te r  K i t
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2 1 6  CPS 8 0  COLUMN
•  CiPlen Swil l  24e - 24 pin -  80 column
•  216cps Draft, 7200s LO
•  EtK Prrnter  Bu f fe r  +  6  Fonts
•  Parallel Interface
•  Grapnics Resolution 360x360dp i
•  Epson, IBM & NEC P6+ Emuiation
•  FREE Colour Kit
•  FREE Silica Printer Starter Kit
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S191111111117

TOM AMP: M t
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SAMIG  [leo
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24 PIN PRINTER
•  Citizen 1240 - 24 pin - 80 col
•  144cps Draft 48cps
•  8K Printer Buffer + 2 Fonts
•  Parallel Interface
•  Graphics Res: 360x360cIpi
•  Epson and IBM Emulation
•  FREE Sikca Pnider Starter Kit

RRP-,   £ 2 4 1
STARTER KIT  E 2 5

ITITAL IMP t274
SAMS.  LIDS

SLUCA PRIM  ER19

MAIL ORDER:
tkoar bros

LONDON SHOP:
Opennt Haute

LONDON SHOP:

1-4 The Mews, lialherley Rd, Sidcup, Kent, Dala 402 Tel: 0111-309 1111
04..sm teeerwersisim S o  Leh PAVE Opening O w  Nn nen•30a [pm

52 lottenham COtal Road, L04004, WV OSA l e i :  1171•5111 4000
w.-sm SatenvedOsei N o  Lew Niers Opening F .  Ma. 071-3234737

Sedridges del nem, Oxford Street, London, WM IAB le l :  171429 1234
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r o :  Silica Systems, Dept CMPA-1291-55, 1-4 The Mews. Hatherley Rd. &add. Kent, DA14 41IN

I I PLEASE SEND A CITIZEN COLOUR CATALOGUE
MrISArSIMS

Address:

‘i,ea.rtsePti F e E 1 6 9)

inrhais   S u r n a m e

W M '  E r r  0 . M h d i d

1 9 2  CPS 8 0  COLUMN
•  Citizen 224  -  2 4  p in  E I G  column
•  192cps Draft. 6 4 c p s  LO
•  8 K  Printer Buffer  -a- 2  Fonts
•  P a r a l l e l  I n t e r f a c e
•  Graphics Resolution: 360x380c ip t
•  Epson and  IBM Emulat ion
•  Colour  Option Available
•  FREE Sil ica Pr inter  Starter  Ki t
RRP: E A .
STARTER KIT E 2 5

WEIL IMP: 12114
SALING.•

DUO; P1102t SIM 4-VAT-C23.3.83 ret  PRI 248a

ACCESSORIES STARTER KIT
SHEET F E E D E R S

PRA 1201 MO U L M
PRA 1215 IMartal Satilaftea M t n
PRA 1225 1111424

SERIAL INTERFACES
PRA HISE MO+
PRA 120S 124017551 Seal I 1 3 2 . 11

la5) SWIT WIT* •  O L I O
22K MEMORY MICPN

PRA 1753 1160/154 S•• h a l a
PRINTER S TA N D

PITA 17,12' 1141h124 Sat i14/14d 1 2 1 4 3
PRA 12H IAA Matz 1 2 1 1 4 1 1

ORIGINAL RIBBONS
ele OSSO SNOWS • l i ro  t a l l
RIG 3949 l o •  A n i l
Alt SQL 1240,721 4 4 4 r m a a
RIR 3916 Sala WHAM CiOim
RIO azia PIM Sale IteM U K !
RIB UM Plea 11614 Sees t a A l

COLOUR KITS
PRA 1236 Sate andalo c a n
PRA ITV Pala KOLA L I A M

PN41 ACCESSORIES
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PRA IIM t e a s  Eals I I I (
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V T  M e .  kNaude V C  F e e F.

£ 1 9 9

FREE!
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P o s t c o d e :

Tel (Home):   T e l  Mond:

Company Name (II applicable):

L h i c h  computer(s), a n y ,  do you own?  5 L I C I
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SPECIAL XMAS DOUBLE
TAPE OFFER!

REVIEWS FRENZY

y e p ,  it's that time of the year

when there seem to be more
games on the shelves than
boxes of
assorted

nuts_ We'll be reviewing
everything that's in the
shops including The
Simpsons - Ban ver-
sus the Space
Mutants, WWF, Super
Space Invaders, The
Blues Brothers,
Rolling Ronnie,
Mega Twins, Double
Dragon IA Final
Fight. Tilt and every-
thing else that comes our way. There'll be
a few corkers in that little lot.

Get
stuck into Hulk Hogs
the no holds barred

And, with an eye to the future
there'll be previews of, Robocop III,
Space Gun and, hopefully, Indiana
Jones and the Fate of Atlantis.

Add to that maps
and tips
aplenty
from
Andrew
Roberts.
more com-
petitions,
The Mighty
Brain, Roger
Frames and
all the regular
favourites,

and you've got another cracking
Commodore Format. See you.

n In
review next  ish...

MAKE SURE YOU GET WHAT'S COMING TO -
YOU -  CF DEL IVERED EVERY MONTH!

You have been reading COMMODORE FORMAT I S ,  December

The C64, like most thoroughbreds
Is highly strung and needs to be fed
tasty tidbits of code, games and
demos at least once a month if it is
to keep in good health and high
spirits. Filling in this little coupon
and giving it to your nice newsagent
will mean when CF16 comes rolling
off the presses to take its position
in the annals of publishing h i s t o r y, *
you are assured of the necessary
juicy morsels your C64 requires.
Remember, your C64 needs you, so
you need C•Fevery month...

SACK PAGE

Your guarantee of value
This magazme comes from Future Publishing,
a company founded lust six years ago, but
which now sees more computer magazines
than any other putesher at Britain. We offer:

Better &dyke. Our titles are packed with
bps, suggestions and explanatory features,
written by the best c the business.

Stronger reviews. We have a castioron policy
of editorial independence. and our reviews
give Dear buying recommendations.

Clearer design. You need solid info,rnation
fast So our designers hightgM key elements
by usmg charts, diagrams, summary boxes,
annotated photographs. etc.

Greater relevance. At Fuhire, editors oper-
ate under two golden rules:
• Understand your readers' needs.
• Sabsts, them.

More reader interaction. We draw strongly
on readers contnbuLons. resulting in the liveli-
est letters pages and the best reader tips.
Buying one of our magazines is like joinmg a
nationwide user group.

Better value for money. Mete pages, better
cluanty: maganoes you cal tor-t.
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ha-ne of Britain's finest comp,,z.er magazines.
Commodore Format • kristred Action
8000 Plus • PC Plus • Amiga Format

ST Format • PC Answers • Your Sinclair •
Sega Power • Amiga Power • Amiga

Shopper • PC Format • Public Domain
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D o n ' t  miss next month's issue

of Commodore Format, in
which we'll be making you an
offer you'll find
difficult

to resist. As well as
the Powerpack, you
can get your hands
on a separate tape
featuring a full copy of
Incentive's excellent
Graphic Adventure
Creator.

With GAG you can
create your own adven-
ture worlds, characters,
graphics and games -
even if you're not the
hottest programmer on the
block. It's a mini-program-
ming language designed
specifically for adventure
creation. Anything you jum-
ble together under GAG will be your own

Incentive's Graphic Adventure Creator
usually costs E14.89.  But wi th  next  mon-

th's CF,  it 's just 75p

work - you might even gel it
published. As well as the
program, and reproduced
manual, we l l  be running a
tips feature which will help
you to write fantastic text-
based adventures_

But that's not the end of
the story. The CF
Powerpack will feature
TWO full games, and
TWO up-to-the-minute
playable demos includ-
ing Imageworks'
eagerly-awaited beat-
'em-up First Samurai.

The special dou-
ble tape issue will cost

an extra 75p (bringing the price up to
E2.95 for this one-off) but we're sure you'll
find it an excellent otter all the same.

1

Please Mister (or Missus) newsagent,
kindly reserve my copy of Commodore
Format each month, starting with the
January issue, on sale from Thursday
lath December. Thank you.

YM NAME1
MY ADDRESS



Now
steal in on the game...

"Sheer, unadulterated addiction...which is guaranteed
to last a lifetime...infuriatingly addictive game-play...

grab onto it with both hands"
ACE

'Excellent "Excellent graphics move well_
the comic animation will raise a smile
from even the most hardened hearts."

ST ACTION •

© 1991 TRI-STAR PICTURES. INC.
ALL RIGHTS RESERVED

OCEAN SOFTWARE LIMITED . 6 CENTRAL STREET, MANCHESTER M2 5NS . TEL: 061 832 6633 . FAX: 061 834 0650



mr,-,a6,-r•-•.39,•151 •'•


