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the new wave of
adventures are
revealed in our spe-
cial report on p.54.

:f:u|u_re

Your guarantee of value [#

first look at their “‘mﬂ'\

-"-..'\-I.- P "_._\.
| v AT
HIDDEN ADVENTURES | () |

GAMEBUSTERS: Space Crusade @ Vendetta ® Samaritan's Corner Special



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

A TRULY

Thi . sdore Mouse is a high resolution two button mouse

; turing counting, teflon guides, microswitches, rubber coated

~ ball and high quality interface.

' ® When combined with OCP Advanced Art Studio this graphics package is
quite simply the best system available. The features are unmatched...
® Create an image - shrink it. expand il. move it. rotate il copy it, colour i, elc.. ete
@ Spray patterns or shades, make elastic lines - stretch and manipulate shapes.
® Zoom in to add detail in fine mode.  ®  Pulldown/Icon driven menus for ease of use.
® Mouse operation, plus joystick and keyboard control,

@ 16 pens, 8 sprays. 16 brushes - so flexible anvone can create superh graphics easily.

e

Full cut and paste facilities plus excellent printer support

ONLY

£34.99 mETT

MOUSE MAT AND

TOTAL PACKAGE
INCLUDES MOUSE/

MOUSE MAT/HOLDER
AND OCP ADVANCED MOUSE HOLDER
ART STUDIO (WORTH £12.99)

PLEASE STATE IF YOU REGUIRE TAPE OR DISK WITH EACH PACKAGE

LC 200 . OU: PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

® The Star LO200 Colour Printer not only prints in Near Letter Quality for your regular jobs but also
prints out vour pictures from Ar Studio, Action Replay, elc.. in generous colour!

@ LC200 s a full Centronics printer so it works with other computers (Amiga. ST, ele.).

® Made possible by Datel's PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RRP £345.00
unigque colour printer driver SPRINT 128 PRINTER INTERFACE RRP £29.99
now you can have a hardcopy DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £15.99
in up to 16 colours? HQHMLL\' £394.98
® Mo more io buy. GOHFLETE PAGKAGE Hﬂw OHL? 2259100

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
® i vou already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.
® Works with Serial Version of LC10. Parallel Port. Sprint 128, etc.

OTHER COMMODORE ACCESSORIES
—

The 1541 Mk Il is a superb
guality Disk Drive specially
designed for the Commodore
84/128.

TOTAL PACKAGE INCLUDES
& GAMES

ONLY £149.99

ADD C3 IF MEXT DAY COURIER
15 REQUIRED

DATALUX

SPRINT 128

® Full feature Centronics
Printer Interface

DATEL MIDI &4 INTERFACE PLUS
ADVANCED MUSIC SYSTEM

ONLY £39.99

AVAILABLE ON DISK ONLY

® 3 additional cariridge skols

® Connect vour 64,128 (o3 ® (Qualily Commodore
sroncided. : i AllLy NEEOT
; :h* MV“:E'::I “:Ict ; Wi i (e o 5 range of full size Cenironics rormpatibl ta Recorder.
ystem may be the & i s srallel Printer e
MIDl/music package produced original connector reduced : L‘l!.lil.lkl“““k. 5 o irtrol.
for the 64/128 offeri huge ® Switch provided for 9 oy 10 s - BT ® Three digit position counter.
ring a hug HE : Commodore Graphics Set. & Counter reset.

range of musical compaosition selecting hetween game
features & MIDI compatibility,
with the Datel MIDI

Interface you have

- ® Fesel bution buili-in
T ONLY £16.99 ONLY £20.99 ONLY £29.99
DATEL LONDON SHOP

@ Onboard Microproce
Chip means o more programs
Low load

e ® Comes complele - o more

to Buay!

cariridges rather than con=tant
|:'||:I|||_i!:i:|l.'_

TELEPHONE [24Hrs] PECFIZYELE] CREDIT CARD ORDERS Bl eaeEsEn B

2223 TOTTENHAM COURT RD,

GADERS HORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUES POSTAL ORDERS MADE PAYABLE TO....

8 DATEL ELECTRONICS .

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT,

Electronics

R AT TR AR T T AT 5T4 2RS, ENGLAND, FAX 0782 744292 TECHNICAL/'CUSTOMER SERVICE 0782 744324 L ONDOMN, W1. TEL:071 5806460

\ HOW TO GET YOUR ORDER FAST!

COM MSE 4




THE
ULTIMATE -

- CARTRIDGE

COMES OF
Ad=E< T

-
L _J-H- ,
O FREE

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

THE MOST POWERFUL,
PACKED UTILITY CARTRIB

® TURBO LOADER - Load 202 block program in ,_ l TAPE TURBO - This feature will add H‘ urbo

‘. -""

under 6 seconds - world's fastest disk serial Imﬁw Reload to the programs that you save H: tape - no
On-board RAM and ROM achieves high Inad user knowledge required.
speeds. Works with 1541/1571/Oceanic/ ® FAST FORMAT~ Format an entl;ﬁ disk in about

@ INFINITE LIVES' GENERATOR - Mumatlc infinite 10 seconds - no more messing abgut.
lives!! Very easy to use, works with many programs. @ PRINTER DUMP - Print out ydur frozen screen to

No user knowledge required. printer - MPS 801, 803, Epson, Star, etc. - very

® PROF MACHINE CODE MONITOR - Full 64K versatile.

Freezer Monitor - examine ALL memory, including @ CENTRONICS INTERFAGE - For parallel printers,
stack, I/'O area and registers in their frozen state. Star, Epson, etc. Print ouf listings with graphic
Ideal for de-btigging or just for fun! characters etc. (Cable mqunred for parallel port

® SPRITE CONTROL - Freeze the action and view the £12.99).

spmes watch the animation - customise your games - @ SCREEN EDITOR # Now you can edit the entire
kill sprite collisions. frozen screen with éﬂé text editor - change names en
@® FREEZER FACILITY - Now you can make yourold high scores, etc. Great fun!!

slow loading programs load faster. Simply freeze the ® EXTENDED TﬁGLKET - Many single stroke

action and save to tape or disk to reload at superfast commands for Koad, Save, Dir, etc. Plus range of
speed - no more waiting for programs to load. extra commands, i.e. Auto Number, Old, Delete,

@ DISK COPY - Easy to use disk'file copier. Much Merge, Append, Linesave, etc.

faster than conventional methods. Ideal for backing 4

up data disks.

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

COMMODORE DISK USER

GRAPHICS SUPPORT UTILITIES DISK

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

BLOW UP - Unigue utility allows you to take any part of a picture
i & “blow it up” to full screen size

SPRITE EDITOR - A complete sprite aeditor halps you to create or

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

ONLY £9.99

WARNING 1988 COPYRIGHT ACT WARNING

Dabel Elpctronics Lid., neither condones or auihonises the use of ifs products for the reproduction of
copyright material
Tha backup facilities of this produset are desigred 1o reproduce only sottware such as Public Domiain
material, the users own programs or softwane wheare permission 10 make backups has bean chaarty
piven.
B is ilegal 1o make copees, evan Tor your own use, of copyrnght malerial, withoul the clear
permission of the copyright owner, or the ioances themaof

HOW TO GET YOUR ORDER FAST! - 24 HOUR MAIL

DATEL ELECTRONICS [ L8

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
ORDERS NORMALLY

STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292
TECHNICAL/CUSTOMER SERVICE 0782 744324 — DISPATCHED WITHIN 48 Hrs.

'im»mw LIMITED
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FORMAT SHOWS OUT!

id you make 110 the World of
Commodore Show al Earl's
Court last November? If you did,
you'll know it was a Siur ningly
successtul show, bursting at the
sgams with games, goodies and things to see
Well. we're doing another one, anly this il
be three times as big and - 1f it's ',‘.-;;55';4}1-&
three times better! The Future Entertainment
Show (FES) will be taking over the whole of
London's massive Earl's Court exhibition cen
tre from 5-8 November. :
This time it won't just oe Commodore stull

me itll

on show but games and machines represent
ing every facet of computer enterfainment
Britain’s trendiest hobby! Full details have yet
to be announced, but we'll let you know all the
latest info as it comes in.

The most exciting aspect of f ES should be
the finals of the National Computer Games

Ugh, ugh ugh! Back in

the Stone Age that's

about all people had to

say for themselves.

Luckily for us, they sure

knew how to build heli-

copters (are you sure —

Ed?. Ugh!the caveman

cabby takes to the skies in

this taxing test of people porting.

With good controls and a plot that's as daftas a
hatstand on the Titanic it sounds like a classic in the
making. Hurry up! The meter's running on p.36.

Championship — which you will be able to enter
All the big formats (C64 Amiga, Nintendo
Sega. ST and PC) will hold loca heats and the
'-..'..'.".;‘I:I'-. will go through to a final that will be
broadcast on a Yorkshire TV games show
ivll be well worth having a go, because the top

And

prize is £10,000!

Even though we'll be working on the
chow. that won't divert us from our pr mary
bringing you the very best C64

purpose
This issue we Ve

magazine every month

rounded up some major games for review

and four superb demos for you 10 pidy, =4

that when you buy a game you

already know that it's the kind

of game you want 1o piay 4
Cheers, 5 i

.l‘-é.‘-

2GA SPORTS

All waggle and no wiggle? Whatever
that means, Mega Sports brings
together FIVE Epyx sporting classics!
Yes, The Games Summer Edition,
The Games Winter Edition, Summer
Games, Summer Games 2 and
Winter Games all in one box! 1s this
megamix fit or flabby? 38 sports (some
of which are dead silly) compete in the
Corker challenge! Does it win gold or go out
in the heats? The judges score it on p.32.
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System 3

A sorcerer’s apprentice has () j 4 ¥ B &
made a bit of a boo-boo.

MNow you're going to have to clean

up! Get into bouncy, shooty, toughie, cutey mode fc
this no-holds barred romp in the land of weird. It's
fun but it's one heck of a challenge.

i
f

T
Have text-only adven- gameplay. A whole new cir- , PR
tures had their day? No  cuit of ‘homegrown’ : L g B Y R
chance — they've just adventures and adventure L A i vy
been resting. Now this fanzines have suddenly hit el T vl
massively popular genre is  the scene. Find out why, and T £ wh
all set to make another uncover some Hidden = o A ,g
assault on the gates of  Treasures on p.54. _ EY AT I IR IERIE
FTLY f-i;r? -‘.h' ﬁ:ﬁuﬁt, \_.:t )
RN TR S B TR R TR TR

ELVIRA 2

MICROVALUE Ny
The first lady of aadvent‘ures is back, or at. Fmous FIVE O'N A

least she was. Mow Elvira has gone missing and

you're the only one who can save her. Search mEAsunE

the spooky, kooky, ooky (wrong game - Ed}) stu-
dios to find the Mistress of the Dark. Crammed lSMND c A ﬁf‘l | 5
Enigma Variations S

with creepy corpses and great gothic graphics,
“| say chaps, let's go to a treasure
: [

There's a Fuzzball demo for you, and on page 10 a
preview - gosh it rhymes! (But it doesn’t scan - Ed.)

it's a horror movie on your C&4. Will it be a Cert
18 or U, an Exorcist or Beach Party Horror? island and risk being hormibly killed when we
uncover some terrible plot to ruke the world!”

This evening's performance begins on p.60.
“Mo, George that's stupidly suicidal, let's stay at

home and play the spiffy full adventure on the
Powerpack instead.”

MATCHOF
THEDAY ULIJC

F ¥ e

_wToPIE
pr

- Zeppelin Premier
\ ’ ' In this classic cup tie, Rovers are leading Liverpool
I ) B ono one! Get into commentator mode when you
w’ E e load up Zeppelin's all-star soccer management sim
, penny on an Acme- ulation. We would have said it was Taylor-made, bt

Malter Transporter and still has to we couldn’t be that cruel.

find a way to power the darned thing.
Only then will he be able to reach COOI. cm
TWINS 0 M=
e

mmus Antopia, an ant megatropolis, and feast
Typical! ‘Batteries not included’! Nobby  himself stupid. And if you think that's
Arcade Masters
Punk and Funk strut their stuff on the Powerpack.

the Aardvark has silly, then check out the full review p.64
spent every last for some serious strangeness.
Upside-down platforms and reversing controls add
mayhem to this chaotic platform brain-blaster. See
y-:u later alligator! (well crocodile actually, but noth-
* *  ing rhymes with that! —Ed

29 .
Igpe ! UGH!

KINGSOFT e
_ d k " Stone Age high
A norse, a norse, my kingdom for a norse! is * altitude jinks with Ugh!
Hégar the Homible, Sun Viking and ex- Want a spiff disk T Cliora Bamboo RElicopieriaxi around s
Shkolar, hits the C64. Hagar and Helga show " i  your local cave-ing estate. Avoid the
out in a massive platform adventure. Is it ¢ dinosaurs, collect the fruit, pick up the
as horrible as the name suggests or » passengers and watch out for
« that roof. Take collective
. responsibility NOW!

all-

varsion of the
CF24 powerpack?
Then bop to p.9 for

does this gameplay raid pay big divi- < S
dends? Climb aboard the review a full spec’ on our
longship and set sail for smart tape-to-disk

p.62, transfer offer.



6 TAPE PAGES

Mo Joystick

Explore a treasure island! Foil smugglers!
Uncover a seething subculture of criminal
behaviour! Yes, you type in the text and the
characters do what you want! It's brilll

DEMOS
COOL CROC TWINS

Joystick in port 1
Control Punk and Funk in their unceasing
efforts to switch on a load of lights for their

true love, Daisy. It's fast, it's bouncy and it's

wall-to-wall non-stop arcade action.

MATCH OF THE DAY

Joystick in port 2
Make vital decisions! Take control of a foot-

ball club. Avoid making the calls which send

you to prison! You alone must take your
team to the top. Fill your diary with interest-
ing things to do and be that manager.

Joystick in port 2

Zap the fluffies and collect all the jewels. BuT
make sure you jump on the baddies when S8
they turn into little balls. It's a joystick-tester”

of the first order. It'll hone your reaction skills

as well, so be prepared!

Joystick in port 2

Call me a taxi. {You're a taxi — Ed). No, call
me a taxi driver. Because that's what you
have to do in Ligh! You must fly from plat-
form to platform, safely delivering folk and
avoiding the prehistoric menaces that
abound. Fab indeed.

1
~4  NoLOAD
" ZONE!

ui
o *ape

H
""h-.;? If your tape isn't load-
ing perhaps it's your

.'I
g m _;»-..*'f tape heads? Try loading

../ " some games you know
work, then adjusting the fiddly
little alignment screw (you know, the one
next to the flange widget). Still no luck?
Then just pop the dud tape into a jiffy
bag, slap in an SAE, seal it up and whack
it in the post to:

CF24 Tape Replacement
Ablex Audio Video Lid, Harcourt

Halesfield 14, Telford
Shropshire TF7 4QD

DO NOT send your knack'd tape to
Commodore Format. We feed any sent
here to Peter, one of Lisa's panthers.

ALL these games L

Hfght, class.
Sorry I’'m late.

= I ._1_“4:

Now open your textbooks at today’s lesson.
It’s CF24’s excellent Powerpack. Three demos
and two full games are waiting, so load them
up, read about them and no talking while I'm

in the Staff Room.

Enigma Variations
No joystick
Today's class is about
a text adventure, and it
will be in the exam, so
pay close attention. You play Julian, the un-
official leader of The Famous Five. By using
standard English words and simple phrases,
you must guide him (and
the other four as well)
around Kirrin, a trea-
sure island. To get
you started...
Listen, Wilkins —
this applies to you
as well. To get you
started, you must
type ‘Wait’ on the
train and then do just
that for a while until you get
to the station. Then type ‘Leave train' and
you'll get out and meet your Aunt Fanny.
You're supposed to be staying with her, so
keep close to her and go where she goes

IDENTICAL FORMAT September 1992

USEFUL
VOCABULARY FOR
ADVENTURERS

INVENTORY @ GET @ TAKE @
N,E.W,S @ UP & DOWN®
OPEN & EXAMINE @ UNLOCK &
USE @ WAIT @ TELL® TIE @
UNTIE & LOOK

Arcade Masters
Joystick in port 1
Okay class, settle down and pay
attention. In Cool Croc Twins you have
to rush around the outside of the
screen and bounce on to the platforms
in the centre. Tha reason you're doing
all this is to hit each of the lights on

these platforms three times to turn them off.
Waobbling around the screen are a couple
of baddies as well. Don't worry too’ much

{well, at first anyway, otherwise
later on in the game you could

J| well end up at a Women's
Institute jam making festival g

— a fate worse than death).

To move around, you type N, E,

S and W (or combinations like NE

or SW) — normally you'll be
told which options are

available to you. You'll
soon learn what
you're allowed to

do at each loca-

tion.

You can

pick up
objects,

use

Without
warning
J-clm

e
ﬂl-l l( &'
Prof. _-°~
Cyclax



about them. Just keep bouncing. You see, if
these fellows hit you when you're on the walls
or on a platform, you instantly lose a life. But if
f they collide with you when you're in the middle
of a bounce (in the air, in other words), they die
and you get a load of bonus points. You also
get the chance to pick up a floating bonus.
There are several varieties of these, but since
you're being so restless this afternoon, 3B, I'm
not going to tell you what they do; you'll
have to find out for yourselves.

As with most cute games nowa-
days, there's some sort of a plot
attached to it all. For those of you who
intend doing the Cool Croc Twins at A-level,
the plot goes something as follows:

Punk and Funk are the two crocs in
guestion. They are both in love with the
same girl. She's called... wake up,

Y Robinson! She's called Daisy
¢ ¥~ ' Crocette, and she's told the boys that
she won't marry them unless they

switch on a load of lights dotted around
the various screens in this game. Pay
attention, Cribbs. Do you want me to
J write a letter to your parents? Eh? No
sir. You don't, sir. Well listen, boy!
MNow, where was |, 3B? Oh

Kitliy,
gt es. The
while ddies iy o y
£l | ¥s
tu, i fﬂl‘ts it al frnm Worty, wou

50 stop Sarning Yo W
ghts fﬁr: them u

them, eat, buy, talk and do virtually
anything else that needs to be done. All you
need to remember is to keep the sentences
shart. For example;

@ Pick up torch.

® Open door with green key.

@ Inventory (lists what you'ra carrying)

@ Tell Dick to get the rope.

® Be Anne.
Yes, although you play Julian at the start of
the game, you can actually become any of
the other Famous Fivers.
Hopefully you'll be able to work out
what's going on from the text contained in
the program. The plot is simple enough.
‘You're on holiday, staying with Uncle

OUR FIVE HEROES

JULIAN is the leader. You start off by play-
ing him. He's the oldest and most sensible.
ANNE is, um, a girl (Ugh! - Roger).
She’s not very brave, not very sensible
and not very clever.
DICK is the hungry
one. He needs loads of
pop and sandwiches,

and Funk are cur-
rently appearing in the shoe
department of Harrods.

plot. Well for those of you who are plan-
ning to do the A-level syllabus, I'll tell
you what it is. What was that, Cribbs? &
Er, yes. | know I've told you already. But @
stupid people like you have to be told
over and over again.

Right. That's Cool Croc Twins.
There'll be a test on this excellent demo
next weelk, and in the meantime,
Masterson can tell us what he's been find- |
ing so funny during my lesson. Yes, you g
boy! Oh, you don't find anything funny? Well &
you're in detention along with \ at th®

Jenkins. Laugh at plocks o
that, bﬂ!l' the -u‘ ah-q'-
fuls
pounce t'hl" pead ¥*°
“a:,hlnﬂ' L o

Playing football with 4
a torch proved
rather expensive.
Quentin and :
Aunt Fanny at
their Kirrin cot- ™
tage. As you go
exploring, you will
find a treasure map
of the island which
gives you clues where to head next. But
don't worry if you don't find it straight away.
Keep exploring and you should be okay.

So that's The Famous Five. Lashings of
ginger beer, tons of jolly wheezes and tha
odd wizard scrape await you.

a lovely rogm "
ittty decent

TEE D B oFApAS

R T -

Right! That's it! You
shouldn't be in the girls’
bedroom. I'm calling the
police, the fire service
and Esther Rantzen!

The scene is set. How can
you fail to have a completely jolly
summer after reading this stuff?

just to keep him from chomping on
gateposts and unmetalled roads (and if you
don't know what that means, look it up).

GEORGE is a confusing one. He's
actually a girl (Ugh! - Roger). But she's
very much a tomboy with it. This means
that she is the bravest of the gang.

Finally there's TIMMY. He's a dog and
completely useless at anything other than

getting under everybody's feet.

THE FEPRODLS

CHUMMY FORMAT Seplember 1992




club running smoothly... and successfully, of
course. These include setting training ses-
sions, meeting with your talent scouts and
signing up new players.

Use the joystick to drag the icons on the
right across to the empty spaces in the diary
to indicate what you want to do at that time.
For example, if you drag the scout icon into
the Monday 11am slot, when the time rolls
round to 11am, you automatically get the
scout calling into your office. Easy and effec-
tive. So let's go over it again for the benefit of

Zeppelin Premier
Joystick in port 2
Good morning 2B. I'm Mr. Small. I'll be taking
you for this Match of the Day demo. | hope
we'll leam a lot and maybe have some fun
too. Right. Let's start. Whao likes football?
Hmm. A lot of you. Who watches Match of the
Day? Good. Then this should appeal to you
because what we have here is a manage-
ment game which gives you the chance to
take control of a Fourth Division team.

This demo, like the full game, let's you
control everything
using the joystick. The
main menu — that's M-

THOSE ICONS IN FULL (WELL, FULLISH)

Masterson who weren't
listening. You move the
icons from the right hand
side of the menu and put
them in the slots for each
day on the left. The lower
arrows allow you to scroll
up and down the week, and the
top arrow moves the time on by a couple of
hours. This is how you get things done.
What's missing from this demo are the
snazzy graphics of the
matches mentioned in the pre-
view last month. You did read

S MAKE SUPPORTERS CLUB ON-PITCH VIEWS INJURY DETAILS . , iz
-M- - - p ; ? 1
5]:*;‘:’}“}"3?:?;&45\2” DEALS You can't use thisin  You can't see these in Which idiots have rua:rp;:::z:;:}?l:;dﬂtl t::‘ner:‘-;:rs
M . i P ]
have to fill each day ‘l"n:a -:I::'ml:u_',,r the demo, so forget it. the demo either. Ha!  done their knees in. corectly. Er, and some of the
with the things you ::s her‘; :5 SCOUT REPORT menu options don't work,
need to do to get the ; He tells you what the  ither. But never mind. You'll
well as i
e other teams are up to.  just have to buy the full game
!: e : later, won't you? There’s
The avil p j'!l'ﬂ, 1 I'_! TRAINER REPORT enough here, though, to let you
trainer or 'Eﬁi Ff. i : g g Yy
_professor, A o Find out how i:_lapped get on and have a bit of a
adorid dom- § e PRNEINFER | outyourteamis. crack at playing and get a
ination, X J NEGOTIATIONS decent feel for the EkirHS the :
f | hee Credits Wheeling and dealing. 9ame demands. Don't worry i
e g and info you don't do too well, though,
:T“ f:., on Match  There isn't room to say what these do, for goodness’ sakes. 3B. You'll be more prepared
phe Oup of the Day. Work 'em out for yourselves. They're dead easy, honest. when it comes to the real

&

(played here by you).
He manages to invent a
N machine that flies by pedal
u‘ power. There's room for one pas-

- senger, s0 he sets up his taxi firm in
order to eam lots of dosh and impress
his girffriend. It's a touching
story of love and greed.

Each screen is one level,
and there are several plat-
forms dotted around. People
wander out of the caves on
to these platforms, and what
you have to do is land next
to them (not ON them,
Dwer). They will then tell

you which level they

Playbyte

Joystick in port 2

| Today, mes enfanis, we're

going to learn about taxis. Now ==

you may think you know an awful lot

about taxis, but | bet you didn't know how

the taxi business really started. Well, settle

down, open your workbooks and sharpen

your pencils because you're about to learn.
Uigh! chronicles the baginning of

the taxi service. Imagine, if

you will, a cave-

is still quite primitive and it takes a pilot of rare
skill to handle it. Add to this the danger of
crashing into pterodactyls, the hazards of
sharp cliff-faces and the worry of charging
dinosaurs and you'll see why running a taxi
service in prehistoric times was no joke.

One of the complete downers about the
game is when you knock a potential passen-

Hold
on! Stop
drowning and swim
over to the taxi, you fool! That's
if you can afford the fare plus a healthy tip
for saving your life.

CAVEMAN FORMAT Seplember 1992

axams in the summer.

ger off a plat-
form. If they
J land in the
water, you still
have a chance to save them. Dive into
the sea next to them, then wait for them to
swim towards you and climb in. Then con-
tinue your trip. You can usually get away
with this trick if you're fast. Dawdle too long
and the poor passenger drowns horribly.

If vou're quick with the taxi, it's possible
to get bonuses in the form of points multipli-
ers when you deliver your human cargo
safely. It's a bit like a tip, really.

All this flying around
really takes it
out of you, so at
some point to
have to pick up a
certain stone (the
little lumpy one
with two eyes) and
drop it on the tree.

want to go to, and climb h::‘ "Olling (You'll know which

into the flying machine. too_ "’"u i tay one,as there's only
What you have to do dh‘ h:‘h“fﬁct :ﬂ of brac. one on each level).

then is take them there. Er, well, “INg Steaq P* quig, FTUIt bounces out,

it's not that simple, actually. You see, the taxi B ""‘In:r. 2 which you have to col-

lect to get your energy
levels back up. As you only lose energy
when you're in the air, so that's another
incentive to get to your passengers to their
destinations as speedily as possible.

Finally, try dropping the stone on the ptero-

dactyl or the dinosaur for a bit of light relief.
You can get away with a lot if you're careful!

e 4



dies, it's time to collect all
the gems. This isn't easy in
itself, though, and involves

some complicated manoeuvres.

are the strongest sort.
They chase you, and take thou-
sands of hits to die, so you may
as well give up and start again.

System 3
Joystick in port 2

| know you're excited, 3B, but settle down. If
you don't stop chattering I'm not going to let
you play this demo, Jenkinson. There's
always one that spoils it for the rest.

Anyway, this is the plot. You are a wiz-
ard's apprentice, living in a huge and
mysterious castle. One day, whilst wandering
around the eerie rooms in one of the
deserted towers, you find a large oak chest.
Instead of leaving it alone and going to watch
some telly (like any sane person) you star
tampering with the chest, using the
magic skills you've been learn-
ing. And to your great
surprise, the spells you've
memaorised are powerful
enough. The chest opens
and hundreds of
fuzzballs pour out.

It's a complete night-
mare. As you watch,
horrified, still more fluffy
balls fly out, land and start
growing into, er, larger
fluffy balls. And on top of
this, you can hear the wizard
coming back!

So what do you
do? You quickly try
and get a spell
together which will
send the fuzzballs
back into the chest. But it
goes wrong. It goes so badly wrong that you
end up turning yourself into a fuzzball. Sort of
poetic justice, if you like.

If you're a bit bored with
this totally fic-

titious story, tough.
There's still more to
get through. Next, the °
wizard finds you,
susses out what's hap-
pened (he's clever like
that, you see) and refuses to
change you back into a human being as pun-
ishment. Instead, he leaves you to wander
round the castle, level by level, zapping all
the balls wherever you find them... And if
that's chewing gum you're passing
around, Masterson, you're
going to be on report for
the rest of the term.
This is where
you take up the
challenge. This
totally wonder-
ful demo gives
you the chance
to have a go at
two tough lev-
gls. In order to
beat them, you've |
got to wipe out all
the enemy fuzzballs
and collect all the gems,
What makes Fuzzball particularly

challenging is the fact that you have to

hit each baddie several

times. Once you've

done this, it will tum
into a small bouncing

sphere. You've got to bounce on top of
this sphere with your fuzzball as quickly as
possible to kill it. If you don’t do it fast enough,
the sphere tums into an even nastier
species of fuzzball. These

At the end of side 2 of your inim-
itable CF24 Powerpack, you'll find
two small programs. One is called
Header Reader, the other is called
Tape Catalogue. For more details
about these ever-so-useful pro-
grams, turn at once to page 42,
and have a peek at the second

part of our outrageously
good tape feature.

are a couple of
platforms have been cleared
already. It's time to use the old ‘jumping up
and blasting’ ploy to get the others.

jump, fire, then leap on to
the platform and run over the bounc-
ing balls that are left. Otherwise you're in
serious trouble cos they turn dead nasty.

When the baddies are hit they turn into balls
like the one you probably can't quite see

here. This is when you've got to collide with
them to kill

harder and generally much more
dangerous, and they come looking
for you — they're obviously not very
happy about being zapped. So the trick is to
blast them then bounce them into obliteration
whilst they're still dazed.

So basically, it's down to you to be fast
with the fire button and accurate with the old
jumps. For example, once you've cleared the
baddies off the top bit of the first level, you
have to drop down and collect a gem which
is on a little platform
on its

On
Iml two, you'll
— huulndnﬂutul‘himphﬂ
ua: nml firing quickly before you fall.

own. The only way you can do this is by
plummeting vertically and then dodging side-
ways at exactly the right moment. Dead
tricky, | think you'll find.

Right, 3B. I've told you what's expected
of you. As long as you do your homework
with this demo thoroughly, you should have
no problems when the the full game is
released in a month or two. And if things get
a bit too much for you, simply hit RUN/STOP
to pause the game. Good luck, 3B. Oh,
and Parnham, you're in
detention again.

the nasties have, er, multiplied
again (um, are you sure these grabs in the
right order, Ollie? - confused Prod Ed).
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FUZZY THINGS

* 1 THE POLICE

. Being picked up by the fuzz was a very
painful occupational hazard for criminals in
the old days (before they became The Bill).

2 FUZZY FELT™

This completely brilliant kids 2D toy
involves sticking weirdly-shaped ‘things on
to a board in an effort to create a sort of
montage effect. Still available from Smiths.

3 TELEVISION RECEPTION

If you throw pebbles at your neighbours’
. TV aerials, damaging them, their pictures
. will often go fuzzy, making it hard to read

the subtities on Oracle page 888 when

they're watching Highway.

4 REMMINGTON FUZZ AWAY™

Not content with inventing a pink razor for
girls, Victor Kiam went one further and
invented Fuzz Away™ , a black and grey
razor for jumpers. Apparently it's for
removing those bobbles which add so
much character to furry clothing.
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5 FUZZBOX.

Proper name ‘We've
Got A Fuzzbox And
We're Gonna Use It’,
this Brummie band,
has a lead singer
called Vicky, and,
according to Dave,
did an incredible a
cappella version
of Bohemian
Rhapsody.
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A pop group and a kids' gameT Why are they

on this page? My memory’s gone all fuzzy!

% DO YOU KNOW THE
* COLOUR OF YOUR ENEMY?

Good question, that. The meanie fuzzies go through four different

stages of colours. When you shoot them they have a brief bouncing-

. up-and-down stage in which you can kill them and then they mutate

into even nastier, and more dangerous, fuzzballs:

1 Green — This is the colour they start off. Worth 2,000 points, these

are pretty simple to kill, and they don't follow you around.

2 Purple - You get 4,000 points for killing these. They have the ability

to chase you around, and they take a lot of punishment.

3 Black - 6,000 points for a pot-shot, these are very fast and dead

hard. They also chase you around, It’s a nightmare, | tell you.

4 Red - The final colour change. If you get to these, I'd just give up on

the whole thing. Luckily, though, if you do shoot them enough times,

they die straight away. Whether you want to risk letting them get to
this stage for the points you can rack up is up to you to decide.

Station, (0 'égenerated, meaner fuffy that can take more

3 ~ because System 3 are building in to the

It's all a matter of timing your jumps - a well-
timed leap and you can do more damage
than four pounds of Semtex in a china shop.

JUST WHO DO
SYSTEM 3 THINK
THEY ARE?

The self-styled ‘Kings of the C64’,
System 3 hit the games circuit hard.
Why? Because they can get away with it,
that's why. Since the early days of the
C64 they've churned out a seemingly
endless stream of classics and there
appears to be little chance of them mend-
ing their ways now. They created the
legendary Last Ninja and 1K+, while more
recent masterpieces include
Turbocharge and Last Ninja 3.

Why though, do they insist on releas-
ing so few titles? The reason is simple
and makes sense. Not every game writ-
ten is a classic (If it was I'd have a major
problem! — James) and the System 3
boys — and girls — prefer to wait until a
real winner comes along before they get
serious. For example System 3 have only
released three games in 24 issues of CF.
The few there have been, however, are
exceptions to the software rule = Ninja
Re-Mix notched up 92 per cent way back
in CF3, Last Ninfa 3 racked up 97 per
cent in CF6 and Turbocharge rev'd up a
massive 93 per cent in CF13!

But since Turbocharge screeched to a
halt in CF13, the Systems have been
quiet, as they re-aligned themselves in the
current console-crazy computer games
world. They've not forgotten their roots,
though, and all this time have been work-

ably annoyed. Well, more than considerably
- he’'s livid, seething and furious. So he
~ refuses to turn you back into a human until

‘you've sorted the mess out by killing all the
fluffies infesting his abode.

There you go. More plot than a year's
worth of Eastenders. And what it all means is
that you've got to clear 50 levels of the trou-
blesome fluffy fellows.

As you'll know if you're been playing the
Powerpack demo, there's a series of platforms
per level to clear. You do this by repeatedly
shooting the enemy fluffies. Each takes a cer-
tain amount of punishment before turning into a
small bouncing ball. Once it does, though, you
have to move quickly and collide with it. If you
don't get to it in time, things get very unpleas-
ant; the bouncing ball regenerates back into a

punishment, move faster and can jump
between levels. Some even chase you around.
This is where the skill comes in. Instead of
just destroying the baddies from a distance,
using the in-built weapon you've got, you must
be in a position to swoop in and catch the little
bouncing balls. A tough prospect if there are
more than one or two.
You've also got to collect all the gems
from each level before you finish it. This
. will test your platform skills to the full,

game a large amount of controllability for
your character. For example, it's possible to
steer your
Fuzzball in
mid-air, so

you can get p ing, getting Fuzzball right!
to those T - If the game can live
hard-to- 2 peah up to its early
o &y promise — and noth-
platforms 1 2 ing short or meteor
to pick up - storms and earth-
the gems & qh::hea se:m tu::

%! able stop that - then
ﬁsnm' apming iy System 3 look like

Open |

amount "™, yourre
of controllability
makes it worth using up the time
limit to see if you can discover any hidden

rooms. These can be found by shooting cer-
tain blocks in the scenery which might allow
you to skip levels (if you're lucky).

Fuzzball looks like it'll take the gaming
world by storm. Decide for yourself — you've
got the demao with this month’s Powerpack!
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Fuzzball
- System 3
- September
£08.99 disk, £15.99 cass
- D81 864 8212 -

FPublisher

Release
Price
Contact
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don't sit in front of the
telly during a grand
prix and make car-
engine noises? We all
do, let's face it. Trenton does a fine V10
under acceleration, James makes an
excellent brake-squealing sound and
Lisa can sound like a 600bhp Lotus when
she wants (not surprising, this — Lisa actu-
ally owns a couple of Lotuses).

So Slicks, being about motor racing,

should be nght up our street (if you'll pardon

the bril-

«fnd there's a wicked free-for-all through
the chicane. It's a bit like the M3 near
Staines on a Monday moming, really (only
without those unpleasant hand-gestures).

B L CASINLLET

ho can honestly say they 4

iﬂppﬂl can be an incredibly humlﬂat.
Inil npu-lmu to go through. Just ask any
bowl of cat’s milk if you don't believe me.

b

-
:m-

liant driving gag). It's
a top-down viewed affair, sort of like
Supercars. You start off by being given a
Formula One racing team to drive for. At first
it'll be someone like Benetton. A good team,
but not a truly greaf team.
So you've got a team. Now you need
a fast car (otherwise the whole plan
sort of falls down). Luckily the one
they give you goes 198mph. You
can practise driving at this sort of
speead around one of six tracks dot-
ted around the world. Once you're
happy with your ability to at least stay on the
track for a complete lap while travelling at a
decent speed (tootling around at the speed of
a milk float trying to deliver milk to the cafe at
the top of Snowdon doesn't prove anything,
50 give it some welly), you can enter a grand

CORNERING FORMAT = Sepfember 1992

CHALLENGE HTHNLR

CHALLENRGE LOSER

Jody's a girl, and so can't possibly win. But,
er, she has. There's obviously a bug in the
game. | hope it gets ironed out soon.

prix season. This takes you
through the six circuits. Each time
you have to qualify if you don't want
to be last on the grid, and there are

/ five other cars to race against.

The fun parts are the challenges. In

/ these, you simply select a computer car
and challenge the driver. If you beat him in

the race, he's forced to give you his car —

q | which will always be better. But, | hear you
| ask, how can you win if everybody's got a

better car than you?

This is where Slicks
comes into its own. As you
drive, you can barge into the
other cars and you can cut
the corners. As long as you
don't hit anything solid, you
can belt over grass, con-

crete, sand, carparks,
swamps or whatever. So if you
time your departure from the track just right,

Two player mode - those little lights at the
bottom right show who's ahead on points.
The green car is about to go off the screen
(and lose a point to the bluey).

you can miss out some of the nastier chi-
canes entirely, and get yourself in the lead.
And, as with all the best racing games,
there's the most storming two-player mode.
When you select this, it's just you and the other
guy (in identical cars). Instead of tatfing around
with split screens and stuff like that, you race
on the same screen, and the screen is always
centred on the car in front. If a gap opens and
the car behind goes off the screen because it
can't keep up, then the leader is awarded a
point and the cars start off again side-by-side.
Sounds weird, | know, but it works incred-
ibly well. In fact it's this two-player thing that
could make the game a total and utter corker.

Game Slicks
Fublisher CodeMasters
Release  September
Price £3.99 cassette
Contact 0926 814132




afterncon rolls round,
you get whisked to the
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stage in the

You know how in Zeppelin's Match of the Day
you see a diary? (You should do, it's on this
month's Powerpack.) Well in 75t Division
Manager you get to see an
entire desk, complete with PC,
mouse, telephone and expen-
sive chrome executive toy.
Clicking your cursor on the
PC will bring up data on your
team including injuries,
strengths, skills, morale,
amount of naff jewsliry worn

game's development, it looks like you won't be
able to influence the play as it's going on. So
you'll have to sit on the sideline and sweat.
But the selections you make at
: the PC matter a great deal. Fit play-
= ers run faster than fat slobs and
| p l . skillful guys have more ball control
¢ and do more intelligent things than
hl.l.l.l.-l.hi"s.:‘ thlﬂk, thalEll'ltﬂi‘.i IWBI'FIS
There'll probably be loads of
e o Sour GHIGE: vous PO other things we haven't been able
* to mention here because the pro-
and so on. This is the basis of Yur mmm"‘:‘ma grammers haven't written them
all the managementy bits. But  gyecutive decisions or 'll  yet. But don't fret — you'll be the
it you click on the telephone you take it all off you again. first to know (after us, obviously).

Rl TER CERFLCLE

b i
A Bebbks

Unstoppable Bradford
—=2 gtorm to another majes-
tic victory over the unknown
and talentless Leeds Utd [ but meanwhile,
back in the real world... Ed).

tion or possibly a fish-finger factory. Anything,
in fact, to halt the Hun's beastly war effort,
It looks a lot of fun, does this 'un. Okay,

Chocks away, Ginger
old fellow. Good luck!

The year is 1918 and the world of chocks,

props, bogies and silly moustaches is yours talking 3D
to explore. Blue Baron is a sideways-scrolling  VECIOr 256 B i
shoot-'em-up in the old tradition, and you've ~ cofour e e
got to blast other biplanes, balloons and detail, but
ground targets, whilst avoiding the return fire  We could
from the people who don't want you doing all ~ be talking
this damage to their military equipment. about the
You control the speed, height and direc- ~ Sortof
game you

tion of your plane, and can undo some of the
damage caused by colliding with the enemy
by collecting the bonuses that fall out when
you shoot the other craft.

Each migsion has an objec-
tive. You must destroy a bridge,
a power sta-

can't leave alone 'til you've reached that elusive
next level. There'll be a review ‘Somme’- where
in the next issue.

=

SHOWING OFF

Commeodore Format publishers Future are =
heolding the biggest computer games show &
around! It's happening this November,
from the 5th 'til the Bth. All the leading
lights in the computer games world will be
unveiling their Christmas biggies at the
mega-tastic Future Entertainment Show.
Every major software house and manufac-
turer will be at Earls Court for this four day
pixel-fest. so make a note in your diary so
that you can be there too! For more infor-
mation check out next month's CF which
will have a money-saving ticket offer that
would make even Roger grin. :

As an extra attraction, the FES will also
teature the final of the National Computer
Games Championship. And you could be a
competitor! For full details of how you can
compete on your machine, sée next month's
CF. Oh, and make a date in your diary to go
to the Show. It'll be brilliant and we'll be
there... but don't let that put you off.

CLUB LIGHT

Light. the mag-on-a-disk, is undergoing a
few changes. To reflect the club atmo-
sphere that's sprung up amongst its
regular readers it will be known as Club
Light from the September issue. The price
has also been dropped to £2.20 and there

is now only one disk — but it will still be
packed to the directories with smart techie
talk, tips and topical discussions. Backing

~ this up will be a quarterly ‘best of' compila-

tion that will gather together all the very
best new programs on the C64 scene.

For more details send an SAE to Club
Light, Datasphere Publications. 7
Fallowfield Close, Norwich, NR1 4NW.

ENDANGERED
SPECIES?

. After the sad demise of Hi-TEC, the

Sheffield-based softie, we have heard the
good news that CodeMasters have got the
rights to Turbo the Tortoise. TTT was an
excellent game, and the Codies assure us
that it'll be appearing both as a single
£3.99 game and on a compilation entitled
Cartoon Crackers at Christmas. Also on
Cartoon Crackers will be Capt Dynamo,
DJ Puff's Volcanic Caper, Steg the Siug
and Fantasy World Dizzy.

As if that wasn't enough, around the
same time, CodeMasters will be releasing
two other compilations. One will be titled
Super Sports Challenge, and will feature
Slicks, 1st Division Manager, Wacky
Wrestling, Cue Boy and possibly Wacky
Darts. The other compilation will be called
Seymour Superstar, and, of course, will
be a collection of all the games featuring
the white lard-ball - Seymour Goes To
Hollywood, Seymour Saves the Planet,
Wild West Seymour, Seymour Cyber Cop
and Seymour Stuntman.
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“Hasta La Vista - everybody!™
Amie beats off all-comers and
retains his hold on the top spot.
Gun-toting megadeath is obvi-
ously as popular as ever!

Can he be more canny than
Kenny? Graeme Souness takes
control of Liverpool and you
take contrel of him! Will you be
able to put them in the Leed?

The wonders of Wimbledon!
Leap that net; sign that sponsor-
ship deal, swear at the umpire,
grunt a bit and, erm, play some
tennis on the Pro Tour!

Remember when we all thought
England had a chance (or even a
half-decent football team)? Sob!
Denmark have obviously been
playing Euro Footie Champ!

Don't look, Amnasty
International! Clyde and his
fuzzy friends are having Torture
Trouble at number 18 - still it's
probably for the breath...

CF’S TOP 80 GAMES

ARNIE >

Zeppelin £3.99

RAINBOW ISLANDS »

Hit Squad £3.99

GRAEME SOUNESS SOCCER A

MANAGER Zeppelin £3.99
o IMALIA '90 Vv

Tronix £3.99

DIZZY DOWN THE RAPIDS A

CodeMasters £3.99

CHAMPIONSHIP WRESTLING A

Kixx £3.99

SUPER OFF ROAD V

Tronix £3.99
0 PRO TENNIS TOUR NEW

- Hit Squad £3.99

o F-16 COMBAT PILOT A

Action 16 £3.99

GOLDEN AXE V

Tronix £3.99
11 Multimi 1 Golf Kl £4.09 48 American 30 Pool Zeppelin  £300
12 Custiro Megasiars CodeMastors £3.99 47 Stuni Car Racer Kiex £199
12 Bubbie Bobble Hil Squed  £3.59 48 Magicland Dizxy CodeMasters £3.99

27 Manchester United GBH £388 62 Multimixx 4 Kk et ]
8 Summer Camp i £390 &3 Tokl Doean E14.09
0 The Simpsons Ocean E1080 64 Scooby-DooScrappy-Doo  HIi-TEC cige

GOING
DOWN

STANDING
STILL

ENTRY
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The Thing is, the Addams Family
get left in the Lurch. It happens
on Wednesday when they Go(mez)
down to the Morticia(ns). (That's
Munsterously bad - EdY)

Still panda'ing to the tastes of
millions, the spangly-tights and
limited-vocabulary WWF brigade
get hurled out of the top ten ring
and down to row 21!

Did you know that superstar
Lisa Simpson is rumoured to be
a cruel parody of CF's own resi-
dent mega-star Lisa Nicholls?
Or that's what James said...

Lay down your fishing rods -
have 20 seconds to comply!
James Pond 2: RoboCod looks
sat to be the future of fish
enforcement as we know it.

Gene-stealers are nasty crea-
tures. They bust into your game,
shoot your Space Crusaders and
then make off with your custom
denims whilst whistling 60s hits!
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FREE CATALOGUE [pem Vi AN

COMPLETE & RETURN THE COUPON BELOW - an | / /
FOR A FREE 64 PAGE COLOUR AMIGA CATALOGUE S e T BT

L e AMIGA 500 )
"o P g et | [ WITH BUILT-IN
I ol | A il |(NUMERIC KEYPAD)

® 512K AMIGA 500 COMPUTER
R A R TR T @ BUILT-IN 1Mb DRIVE
e et ol S b
S it s FoEE 0 Jastror eremot, /@ A520 TV MODULATOR
. MCIL | BNTAI o amee B e 51 Ef
ard prociciviy pogams. Trese e gits CHESS FLAYER 21502022 | @ MOUSE CONTROLLER

will infrocuce you to the word of computing
and help you 1o get off to a fying stan with HEJEEH'}ET DIE - £19.99

................ £24.99
your new Amiga. Plus, with v g8 from
Sikca we will gve you 16 nights FREE holiday E:Ei .S‘i:IGﬁEHDUE Eig PL“S‘!

ey s atnoma o abrses ) BOCK W oL ... 21998 | EREE FROM SILICA:
16 NIGHTE HnLIDAY TRIVIAL F'U-HSUlT £19.85
HOTEL ACCOMMODATION PRODUCTIVITY: ® PHOTON PAINT 2.0

Every Amiga 500 and 50O from Shica comes
LT LT S 2T peoTon paNT 20, w0 | @ ARGADE ACTION GAMES PACK
sty 40 10 & toal of 16 nights in any of 250 howis. GFA BASIC V3.5 £50.00

e T ™ N rorat vaLve: Tsovs | @ GFA BASIC INTERPRETER V3.5
o
H’E?AHJF{ £360' :.%{'éf";gegﬁﬂgﬁmn [ INC VAT & DELIVERY REF: AMC 0550 |

[CARTOON CLASSICS INEW] /AMIGA 60o gy /Gory DRIVE |

-/ TNGA A0D-ON)
FOR ASOD & J’lﬁﬂ'ﬂ

Commodane hawve announced thee new COTV drives for the Amiga 500 and 600
computers. Simply plug tha drive ondo your Amiga @nd you have ihe power ia.
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TOTAL! The ONLY magazine

dedicated to Nintendo gamers, full
of reviews and tips for the NES,
Game Boy and Super NES! Grmmen

You sayin’ these cars |

There’s only one Nintendo mag to buy, TR Moo pwakas! A3

and only one logo to look out for!

i.::eg:hjer 1992 .
| Issue 9
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NINTENDO =

A totally indepeqdept mag
from Future Publishing

™~ vROOOM!

Burning rubber on the
baby Nintendo comes
World Circuit Series - a
Formula One racer
which can handle up to
four players!

™~ SCREEEECH! /
We’ve got a whole
bunch of NES racing
games, with Micro
Machines, Ferrari GP,
Rad Racer and Turbo
Racing. Blimey!

~. BROOOM!

Top Gear breaks all the
rules on the Super
Nintendo. It's fast,
rapid, speedy, swift
and just a tad nippy -
even in two-player
mode! Er... we've got
RPM Racing as well. But
let's not mention that.

Stuffed what? A whacking great what?! Free book! Yes, mini-reviews and tips
(You’d better buy an issue and find out!) of 42 Game Boy and 42 NES games!

Got a Nintendo? Then get TOTAL!
Issue nine is on sale right NOW!




CJ IN THE USA
(CODEMASTERS)

Robert Brown steps into the limelight for the
last time to bring you the solutions for the final
two levels of this stars 'n’ stripes, Ma’s
apple pie extravaganza.

LEVEL 3

Fall down to the left, avoid
the spikes, and kill the
cloud and the two KKK
members (in their threa-
piece suits). Use the two
moving platforms to get to
the crocodile, kill it, then
fall down the hole into
the waterfall. Kill the
KKK beastie and
P the rat, then
head left
and down to rescue ele-
phant #7. Hoorah!

Go right, kill the crocodile,
then go down and left. Kill the
rat and keep heading left, then
kill the KKK bloke and fall down
again. Kill the gangster, then go
right and up on to the bridge and
kill the American footballer and the
cloud. Head right, killing the cop, the
KKK chap, and the crocodile on your
way. Catch the moving platform and kill
the American footballer, then head up and
right — jump right and you should land on the
bridge. Dispose of the KKK peep and the
American footballer, go right and up, then kill

Problems with POKEs and listings? Can't
get one of our cheats to work? Then drop

us a line at Dear Gamebusters, Commodore
Format, 30 Monmouth Street, Bath, Avon
BA1 2BW. This month's enguiry comes from
Mr J Paterson of Glasgow...

“After buying a C64 for my daughter, |
have taken an interest myself. | buy your
magazine, and look forward to the games
tips and POKEs. In CF16 a POKE was given
for the cartridge Flimbo's Quest. | have tried
everything but have failed to enter the POKE
into the C64 once the cartridge has loaded.
Can you explain how to do it, please.”

N S =0\

Before: Arrgghh! No! You rotters. Oh, not again!
After: Take that! Ha-hah! Die suckers. You too

could have a complete makeover thanks to
Andy Roberts’ hints, tips and cheats treatment.

the snake and the KKK-type per-
son. Go on to that platform

and drop down to save ele-
phant #8. Simply
dumbo-tabulous!

Go back up to the
left, go up and drop
down the gap, then
continue up the next
part and fall down
the next tube’. Go
down again and head
right, killing the snake
and the crocodile as you
progress. Now go up and
left and kill the yellow guy,
then head up and right and kill
the dogs you encounter. Continue
climbing then head left and catch the lift.
Jump left from the lift, and continue until you
reach elephant #9.

Go as far right as possible until you reach
the highest platform. Jump to the right, kill the
rat, the KKK chappie and the gangster. Now
head to the right and kill the dog, then make
your descent to reach the end of the level.

LEVEL4

Jump on to the first moving platform, and
then on to the second. Now jump on to the
blocks, from there on to the next moving plat-
form and then to the right. Fall down the gap,
kill the cloud, then jump on to the moving
platform. Head left and up using the blocks,
then jump left from here to land between
some spikes. Go up, left, and then down
through the gap at the bottom. Kill the

This is an example of the many letters |
have received concerning cartridge games
and POKEs. Let me make one thing
patently clear: YOU CANNOT POKE A CAR-
TRIDGE GAME! The only way to cheat on
such games is to use the cheat mode, but,
alas, not every cartridge game has one.
The POKE you refer to was part of a
Cartridge POKEs Frenzy feature, and all of
the listed POKEs require an Action Replay
cartridge to implement. Cartridge POKEs
are for use with Action Replay cartridges -
they are not for use on cartridge games (no
matter how hard you try).

FREE
SOFTWARE
ALERT!

This month's lucky blighter is Hasse
Hansen, and he'll shortly be receiving
one of our much sought-after software

vouchers for sending in his handy
Action Replay POKEs. Fancy a slice of  paller, then go right again
the action? Then send your maps, tips,
POKEs and cheats to; Gamebusters,
Commodore Format, 30
Monmouth Street, Bath,
Avon BA1 2BW.

American footballer and the snake, then head
right and up until you reach some floating
spikes. Go right, kill the crocodile, then go
right up the steps. Walk right, disposing of the
American footballer and the rat as you
progress. Get on the moving platform, then
off again at the top. Kill the crocodile, go left
and down, then continue left and go to the
tower. Get on the lift and jump right just
before the spikes to save elephant #10.
Jump right from this platform to land (just
about) on a step. Go right and down, kill the
American footballer and the two cops, then
go right and down the hole. Go down, avoid-
ing the spikes as before, and kill the
crocodile, the dog, and any other enemies
around. Go right, kill the astronaut and the
caveman, then go up, left, and up again -
you should be near the Space Shuttle.
Head upwards and kill the rat and
the crocodile, then walk right
and hop on to the moving
platform. Get off at the top,
head left, then shoot the
dog and climb up using
the two platforms. Kill the
three gangsters, go right,
kill the American foot-

and kersplat the snake.
Keep going right until you
reach the highest block, jump
right and kill the two astro-
nauts, then save elephant #11.
Fall down the gap at the right-
hand side of the screen, then walk left to
save the last elephant. All you have to do
now is fall down the gap to the left to face the
final guardian (bomb his crates for bonus
points) and hopefully complete the gamel

INTO INFINITY

Here's another bumper stash of Action
Replay POKEs, courtesy of Danish hacker
Hasse Hansen. To use the POKEs simply
freeze the game, press ‘E’ to enter the
POKEs, and then restart the game using F3.
Poketabulous, poke-pickers!

AUGIE DOGGIE & DOGGIE DADDY
(HI-TEC)

PCEKE 3015,173
POKE 35525,173

Infinite lives
Infinite time

WACKY RACES
(HI-TEC)

PCOKE 6£3095,173
POEE 20484,173 - Infinite energy
POEE 26773,173 — Infinite time

- Infinite lives

SPACE GUN

(OCEAN)

POKE 12243,165

POKE 12258,165 - Infinite energy
POKE 14683,165 - Infinite credits
POKE 6£221,181 Infinite weaponry

INDY HEAT
(STORM)

POEE 18739,189 -
POEE 13086,189 -

Infinite credits
Infinite turbo,
player 1
Infinite turbo,
player 2

POKE 13194,189 -



There are 13 different Alien Event Cards.
They come into play at the beginning of each
of the aliens’ moves and most of them work
against you. But there are a few which can
make or break the mission, so here's a quick
run-down of the ones to look out for. ..

® ANDROID FAULT - No androids or
Dreadnoughts may move during the next
turn, which is handy if you've just tried to kill
the Dreadnought.

® MASTER CONTROLS - This is more use-
ful than you may at first think = ANY of your
marines can open and close ANY number of
doors on their turn, and beaar in mind that any-
thing stood in a doorway will be killed instantly
if that door is closed... Are you getting the pic-
ture? Let me make things a bit clearer for the
slower amongst you = if a Dreadnought ends
its turn standing in a doorway, simply close the
door. It works beautifully.

® PSYCHIC ATTACK — No Gretchins or
Orks may move on the next turn if this card
appears. This is useful if there are a load of
the beasties in close
proximity — just
shoot em or
run like

thing that is. But unless you have a hi-tech

armoury in your shed and a few aliens

invading your street, Space

?"y Crusade is the best alternative

you’re going to get. Cadet train-

ing officer Andy Roberts takes you

through the first part of our compre-

hensive guide to crusading survival.

‘ 'I'\. 1-_| & .i-'_' :'-:‘__ Xy ﬁ _\g'p-

T :I" 1™
® BOLT PISTOL (TWO
LIGHT WEAPONS DICE)
This weapon, and let's be
fair to it, is utter rubbish.
Although it has quite an extensive
range, the light weapons dice prevent it from
doing any real damage. The real pity is that
the blokes who carry the heavy weapons get
killed off first! If you need someone to send
ahead of the pack, choose this fella. Oh, and
never attempt to use this on the Dreadnought.

® ASSAULT CAMNNON
{(TWO HEAVY WEAPONS
DICE) - From Mission
Two onwards, this
weapon can be vital to your
marine chapter's survival. The number rolled
on the dice can be split up and used to
dispose of any visible aliens,
which is especially handy
when the room is seething
with other life-forms. It's
also guite effective when
fired at the dread-
nought, provided you
roll high enough.

® MISSILE LAUNCHER {(TWO HEAVY

WEAPONS DICE) — This can also destroy
multiple targets, as long as they are con-

fined in a three-by-three block. Again, this

is extremely effective when the room

bacomes a little ‘crowded’ (espeacially when
Mr Dreadnought appears). The blast area
of the weapon can be pretty dangerous —
providing you roll high enough, any of
your marines caught in this blast area will
be killed as well, so be sure to check

before you fire.

® PLASMA GUN { TWO
HEAVY WEAPONS DICE)
This is an extremaly use-
ful weapon to have, so it's
a good idea to make sure that you have
at least one of them. Its ability to destroy sev-
eral aliens with one blast can be life-saving,
especially in long corridors, but it is particu-
larly effective on the Dreadnought {(you can
shoot at both of its guns).

o ] - = ...;ﬁ F Al IERIE
THE CAST OF ALIENS

RUBBLE

Armour Value: 0
Comment: Mot exactly the most
deadly of opponents, but it's often
necessary to blast the odd boulder or two
when the path ahead is blocked. In the heat
of the battle, use your Bolt Pistol to remove
them (in order to consarve your
heavy weapons for any real dan-
gers that might be lurking).

EGGS

Armour Value: 0
Comment:
These can spell

disaster if they are left
to hatch, as they release Soul
Suckers at the most alarming
rate. Waste no time in disposing of
them and if you can spare the moves,
destroy them BEFORE you attempt to com-
plete the Primary Mission,

GRETCHIN

Armour Value: 0

Movement: B

Firepower: 2LWD

Hand-to-Hand: 1LWD
Comment: Although he has a light

weapon, the Gretchin will always attack

hand-to-hand (and usually fails dismally).

Destroy them if necessary, but don't go out of

your way to do so.

:HM_ COMMODORE FORMAT September 1992 - Armed and ready




e, ;
I."t".{ Armour Value: 1
ﬁ‘( Movement: &
1: Firepower: 2LWD

Hand-to-Hand: 2LWD

Comment: This chap also prefers hand-to-
hand combat, but occasionally shoots when
there are many marines close together. He
has a high movement range, so kill him as
opposad o runnlng awa-;.

nrmaur Value: 2

Movement: 4

r"."d.'} Firepower: 3LWD

tg’ .(‘ Hand-to-Hand: 2ZHWD
Comment: This is one real
mean dude, so watch out! If the

room is crowded, he will opt for hand-to-hand

combat. Otherwise, dispose of the artificial

adversary as soon as possible, as he shoots

at close range and frequently kills.

E_ e

?!5‘

Armour Value: 2

Movement: 6 (4 with heavy

weapon)

Firepower: 2LWD

Hand-to-Hand: 2LWD
Comment: Not as tough as the Chaos

Commander, but don't reckon that they're the

lowest form of marine life — they often appear

in groups, and attack in hand-to-hand combat

with alarming consequences.

B B %

Armour Value: 2
Movement: 6
Firepower: ZHWD
Hand-to-Hand: 2LWD

Comment: These tend to appear

when you least expect it, and will

stop at nothing to destroy all of
your heavy weapon-bearing
marines. Use your

Commander to destroy him,
as he has less chance of bit-
ing the dust

Flrepnwer None
Hand-to-Hand: 2HWD
Comment: Tricky and
tormidable opponents, these will always
attempt hand-to-hand combat. Careful posi-
tioning of your men may prevent this, but try
to dispose of them betore they get they get
the opportunity {(see EGGS).

This information should help

i/ CYCLOPEDIA
< GUIDE TO

*‘" anrdgm;huwhnnnrmmﬂhrmny
years. Indeed, some probably date from
the last century. Monopoly™ is a famous
game which was initially based in i
Atlantic City, New Jersey. Of course, you
and somewhere in Germany as well.

Armour Value: 4
Movement: 4

Firepower: ; well.

2 x 2LWD & 2HWD ~ Space Crusade, from MB Games isa

Hand-to-Hand: mﬂﬁﬂﬂlmm Hﬂ‘!‘ﬂﬂm
2HWD & 2LWD trol a team of space-based marines,

Comment: This is one MEAN dude!
Although he cannot move very far, his awe-
some firepower maore than compensates for
this. Only your Commander should engage in
hand-to-hand combat (provided he has some
decent hand-to-hand weapons), and only as o
a last resort. There is an easy way of killing it. i
though, so see ALIEN EVENT CARDS for
more information

FURTHER BRIEFING

you out if you
are just starting the game, a r'rJ at our

second briefing next month we will be

going into even greater detail, and
studying some top secret
maps that we have -
pieced together from
information

gleaned by our
spies. See you
there.

wear collection
for Space
Crusaders
was shown in
Paris this
month and
mat with
acclaim from
the Uranian
fashion
critics.




ONLY POOLS AND HORSES

* C I u b I I G H I * LTITYYRMEETTEEIT The ONLY pools program wrilen by a GENUINE EXPERT
! o has employed as such by Littlewoods. He KNOWS how to help you win. He can't
: ua.ramm ou'll bacome a rnllmn-alra if ha could he'd be one himsall) but he can GREATLY
TH E NEW CLUB FOH 064#' ‘I 28 OWNEHS PROVE YOUR CHANCES OF WINNING ON THE POOLS OR FI){E 0DDS * The ram
congistently lorecasts 50% more draws than would be ax chanca® .. AP
. : Magazine. A RECORD UNMATCHED BY ANY OTHER PR HAM R POOLS EKPEFIT
On a monthly chock-full double-sided disk B L g Lt "™ iy asch. Goines Toaoni &
; : = SUPER LAV LTH:8 THE BEST PERM GUIDE OF ALL TIME. Details of OVER 400
For just £2.20 per month, or £23.40 if you join for a year, ENTRIES of LIT, V- and newspaper perms. All CHECKED IN SECONDS by your computer,
L TN Aas: 0] Fast and profitable. “Cuite remarkable results.. strike rate of
C| UbLlGHT offers you: &4.5% averaging 31 per winner” .. G.S E magazine. Price includes HANDICAP WINNER
> 1000 winners every year - 25% at 5/1 or batter
Many informative articles Rrpm‘ts of recent developments GGG AIETT) £19.95 for one: £29.95 any two: £39.95 all three
f . . HIGES, (tape or dis ;
ke ar elep T el« N Y00 Football Boxform, Super Planner, Littlewookd Block Parms
X Language tutorials jT lashback, news of yesterye RTe &3 e ek Sk o, EIE08
e advertisements * 'Steal the Limelight’ - soapbox Y YELT R FIMAR Racing Boxform plus § further programs which enable you to keep
'U.mquz Bulletin Board service -]f’aﬂmm- Mhere and How to's your own records, produce and amend form and time ratings., work out almost any bet £34.95
:T ree technical help and support * Contact addresses Please make cheques or Postal orders payable to BOXOFT (CF),
* Members letters pages ¥ PD - Geos - Demos E 65 Allans Hud?rwl,.ﬂgss:nn, 5;;;2 Wirral L64 9S5Q =
* Hardware and software reviews ’ Computer Pen-pal feature i

Plus much much more

The ClubLIGHT disk is managed by a sophisticated operating
system allowing quick and easy access to all information, features
and articles stored upon the disk. You are able to output all the

material to a compatible prmterl, page numhered and indexed. ﬁlfsn. | #4 Parallel Comrverter

every quarter we produce a disk filled with programs and utilities J || C64 Power Supply Vic-20 Modulator

specifically designed for all aspects of the C64/128. || 64/128 Sound EIPHﬂdfT *£9, 99 64 Instruction manual

et e i ' g‘iﬁm 5“&’ i Commodore 64 Chips ...

Wesl | want to join ClubLIGHT. | enclose £2.20 single/£23.40 C2N (64) s 64 Reset Cartridge

yearly - Please make payable to DataSphere Publications. C3N (+4) Datasette : 801,/803/LC10 Ribbons.. £5.99
64 Slimline Case Mini Office 2 (64 disk] ....£20.99

MAME C64 Disk Drive
BLOCK CAPS
ADDRESS

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

PRENER
P.CODE ' 23 Curzon Street, Derby, DE1 2ES,
Send your order to: DATASPHERE PUBLICATIONS (CL1/F)

_Tel: 0332 201219

7 FALLOWFIELD CLOSE, VALLEY DRIVE, NORWICH NR1 4NW

COMMODORE \ Commodore 64 Power Supplies................ £24.99
64 Commodore 64 Compatible Data Recorders .£29.99
Software Hire Club We have over Commodore Tape Head Alignment kit ........ £9.99
Send S.A.E. for 200 disks containing 1000's Data Cassette Head Demagnetizer ............. £9.99
dEIEills.tc; of Public .DDI'"”;‘F" programs Commodore 64 Light Guns and games.....£29.99
iInciuding Commodore 64 Handbooks........................ £6.99
C. STATHAM Games, Utilities, Commodore R.F. Leads .........cccccevuerreriunnen £3.99
§ Applications, Music, i .
3 Briarbank Ave otc, elc. Prices include VAT, postage and packing.
Nottingham
F FREE Catal .
NG3 6JU A EaE All orders sent by return: Cheque/Visa/Access
Tel: 0602 581635 A Trade-in-Post, Victoria Road,
YDA l \cs1ikt COUPUTER SERVICES Shifnal, Shropshire TF11 8AF
software piracy. ettt g Y22 Tel/Fax (0952) 462135 A

)
VISA

T COMMODORE C64 REPAIRS Just £29.00inc ES

* Commodore registered. * How to take advantage of this exceptional offer:
* Over 10 years experience with Simply send or hand deliver your machine to the workshop
Commodore computers. address below, enclosing payment and this advert, and we

will do the rest. (Please include a daytime telephone number
and fault description).

* Up to 20 qualified technician engineers
at your disposal.

* We will undertake to repair your
Commodore 64 computer for just
£29.00 including parts, labour,

V.A.T. and post and packing.

* Some computers can be repaired
within 24 hours.

* Prices include full service check,
overhaul and soak-test.

* All repairs covered by a 90 day warranty.

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

(WTS reserve the right to refuse machines that in our
opinion are bayond reasonable repair. Full charge applied).

WTS Electronics Ltd, Studio Master House, ,
Chaul End Lane, Luton, Beds LU4 8EZ
(0582) 491949 - (4 lines)




THE SOLUTION - PART ONE

It may not be acceptable in certain social cir-
cles (especially the ones Lisa moves in) but
bloody senseless killing is what Vendetta is
all about. So if you want to boost the body
count, Andy Roberts presents the surefire for-
mula for ultimate devastation.

LEVEL 1 - DOCKLAND
WAREHOUSE

The first point to bear in mind is combat;
most of the enemies on this level are
unarmed, so use your knife to its full advan-
tage. Don't be tempted to use the
Kalashnikov/Uzi on unarmed men — it's
often better to use the knife and conserve
ammo for the armed adversaries. Those are
the general tips, so let's get down to details:
At the very start of the level the first things
you need to do is collect the WIRE CUTTERS
then kick the door to open it. Go through the
door, collect the KALASHNIKOV, the AMMLU-
MNITION and the three GRENADES. Leave the
room, select the KALASHMNIKOV, then take
the right-hand exit. Kill the armed terrorist, go

right into the next screen, then switch to
FISTS and climb up the ladder.

Kick the door open as before and go into
the next room. Collect the RED VIDEQ, the
MAFP and the FLOPPY DISK, then take the
right-hand door into the next room. Collect
the BLUE VIDEO and COMPUTER MAN-
UAL, then walk up to the computer on the
desk. Activate the COMPUTER MANUAL,
then press fire (next to the computer) to bring
up a binary code; note this down. Now acti-
vate the FLOPPY DISK and press fire again
and enter the binary code you noted down;
this secures you the WEAPONS CARD
you're going to need for the driving sections.

Take the right-hand exit and collect the
UIZI, then take the right-hand door again into
the next room. Top up your ammunition here

« FIST — The weakest of all, this
should only be used for picking
.. up objects, using objects and
B2 kicking doors open (don't ask -
just accept that that's the way things are in
this game). Hand-to-hand combat is tricky,

tiresome and potentially lethal; use the
knife instead.

moooamm  KNIFE — When you've run out

A of ammunition, the knife is by

s far the best method of killing
======2 terrorists. It has a higher dam-
age rating than fists, so always use it
when fighting hand-to-hand. And if you
need to fillet a haddock in an emergency,
it's a godsend.

GREMNADES - Ironically, there
is only one situation in the
game which actually requires

the use of grenades (the
bunker in level three, to be precise). Don't

GETNNG pOWN TO SOME
SERIOUS DAMAGE

The weapons you've got and how to use them...

try to use them on any other armed terror-
ists — grenades move very slowly, and
you'll probably get shot to pieces before
they get a chance to explode!

; i KALASHNIKOV — Devastating to
say the least. Use this to dis-
pose of any armed guards you
encounter, switching to the UZI
only when you run out ammo or meet a
particularly tough bloke (see below). Apart
from that, reload whenever possible and
use ammo sparingly.

- s UZI 9MM - This is particularly

I =—gaey| handy for disposing of the

RSttty harder-than-usual terrorists

’ | which hang around at the end
of levels. It tends to eat up the

ammo at a voracious rate (matched only by

James in a chinese takeaway) so only

shoot when shot at. Again, top up your

ammo supply at every opportunity.

WITT Sspab

¥ n——

23

VENDETTA

(if necessary), then collect the CAR KEYS.
Activate the RED VIDEOTAPE and stick it in
the video player, then repeat the process with
the BLUE one. The red tape will display a
System 3 logo, the other a girl's face; this is
vital evidence. (Trust me, I'm a journalist...
oh, well, trust me anyway.)

Go through the right door with your UZ| at
the ready, blast the terrorist and collect the
NECKLACE from beside the mattress. Now
work your way back through the rooms until
you are on the balcony again. Switch to
FISTS, climb down the ladder, then select the
KALASHNIKOV and take the right-hand exit,
When the terrorist appears blast the living
daylights (whatever they are) out of him, then
collect the BODY ARMOUR. Activate the
CAR KEYS and walk up to the Ferrari F40 -
press fire to roar off to...

LEVEL 2 - DRIVING
SECTION

The driving sections are very, very difficult at
first, so thorough practice is recommended.
The only threat is the time limit, but if you
play the adventure sections properly you
should have plenty of time to complete the
game. Keep your speed down initially, espe-
cially when going around bends — it's all too
easy to skid off the road.

On the whole, keep the ground missiles
selected, as there are more cars than heli-
copters (and the helicopters' missiles are
easily dodged anyway). If you get caught by
the police, simply select the item which he
asks you for in your inventory (you DID collect
all the necessary objects, didn't you?) and he'll
leave you alone. Above all, enjoy the ride — it's
going to get a heck of a lot more difficult!

LEVEL 3 - ARMY
BARRACKS

The action is hotting up a little now, and virtu-
ally every terrorist is armed, so top up your
ammo at every opportunity. Here we go:

Kick the door open and enter the building.
Pick up the RANSOM NOTE from the table
with the PC on it, then collect the HANDBAG
from the upper-left table. (Note — these
objects may already be in your inventory,
owing to a bug in the program, so check
before you try to collect them). Finally, collect
the MAP from the filing cabinet.

Leave the room, take the right-hand path
into the next screen, then follow the path
around, blast the terrorist and enter the next
screen (don't enter the building). Here you
meet a guy in a bunker; the safest way to kill
him is to stand in the shadows and lob a
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grenade in his direction. When safe, collect (although you can enter the building and col- That's all for this month, but don’t worry if

the ammo from the barrels, then follow the lect the ammo if you want to). Kill the terrorist you only last 10 seconds after this point

path and exit to the right with the UZI at the and enter the silo, blast the guy inside and bacause we'll be back next issue with a stack

ready. Run towards the terrorist and shoot collect the SHOES from beside the mattress of maps and tips for the final challenging lev-

him repeatedly (you CANNOT run off the {again, these may already be in your inven- els. Keep "em peeled ('cos we've got a great

screen until he is dead). Climb up the ladder tory). Leave the silo, then take the top-left exit  recipe for garlic and Pepsi crisps coming up)

and collect the ammo if necessary, then take back to the start screen. Activate the KEYS and look out for Vendetta — The Solution Part

the upper-left exit. and approach the Ferrari F40 as before to Two coming in just 2,678,400 seconds (or Cc
From here go right into the next screen complete the level. thereabouts). m

LEVEL 1 - DOCKLAND WAREHOUSE Red video Floppy disk

Map

Ammunition
Kalashnikov

Body armour
Floor Ladder y

cutters

LEVEL 3 - ARMY BARRACKS

Ransom note

——

Terrorist in
bunker

Handbag
START

Path Armed
terrorist

COMMODORE FORMAT Sepftember 1992 - Urban gorillas!
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there have be
cropping upn
here the Gane
Clair Raynoic

up of thosel:

(OCEAN)

If the maps and tips we gave you for this
excellent shoot-'em-up in CA17 weren't
enough, try this brilliant listing for infinite
lives, unlimited use of weapons, and perm
nent invincibility to boot. Smashin’.

(US GOLD)
Choices, choices, and more choices — this
listing supplies you with healthy stacks of
the things, making Shadow Dancer a verita-
ble pushover. Note that if you choose
invincibility and infinite magic together you
will only get invincibility.

DANCER CHEAT BY M PUGH
575:READ Y:C=C+Y: PUKE

) REM SHADOW
1 FOR X=525 TO
X, Y :NEXT

2 POR X=65472 TO 65492:READ
¥:C=C+Y:POKE X, Y :NEXT

1 IF 8836 THENM PRINT *DATA ERROR":EMND
4 INPUT “INFINITE LIVES Y/N*
B

\5="Y* THEN POKE 65474141

sAS: 11

=
W™ B5
~
L
T 3 .
ksl
NAE TEG 174 11 NEE ARG
g3, 163, Vet 41,086,009
41,088,00%9,076,016,008

a 169 046
g L, U

:
2 1 P
‘2 Foad Uio, 1
DATA 076,128,0
R e i 0 5
17 DATA 174,129,0359,1 ;
18 DATA 028,174,123,084,173,03

Find a settee to stuff it down the back of.

TERMINATOR 2 (ocean)

Proving a bit tricky for you, this one, isn't it?
So if you were found wanting on Judgement
Day, this listing should save you from purga-
tory. Type it in and RUN it for infinite energy.

0 REM TERMINATOR 2 CHEAT BY M PUGH

1 FOR X=516 TO 583:READ Y:C=C+Y¥:POKE

X, Y NEXT

2 IF ©7249 THEN PRINT *DATA ERROR*:END
3 POKE 157,128:8YS 516

10 DATA 032,086,245,169,021,141,249,003
11 DATA 169,002,141,250,003,096,072,077
12 DATA 080,169,034,141,037,004,169,002
13 DATA 141,038,004,076,007,004,169,059
14 DATA 141,132,193,169,002,141,137,193
15 DATA 076,000,192,169,063,133,033,133
16 DATA 034,133,035,189,047,240, 096,169
17 DATA 022,141,241,224,165,002, 141,243
18 DATA 224,076,000,016

TOTAL faz
RECALL |
N\

Sorry, where was L..7

PUSHING ARNIE AS HARD AS YOU LIKE

TOTAL RECALL (ocean)

Another Ocean/Arnie game causing more
than its fair share of anguish is Tofal
Recall, which is why this menu listing
should come in very handy. Oh, and by the
way, the CHEAT MODE option activates
the... er... cheat mode (printed in CF186).

0 REM TOTAL RECALL CHEAT BY M PUGH

1 FOR X=346 TO 419:READ Y:C=C+Y:FOKE

X, ¥ :NEXT

2 IF CB452 THEN PRINT “DATA ERROR®:END
1 INPUT “CHEAT MODE Y/N*";AS:IF A$="Y"
THEN POKE 385,141

4 INPUT *INFINITE CONTINUES Y/N";B$:IF
BS="y* THEN POKE 390,141

5 INDUT *INFINITE TIME ¥/N®;C$:IF CS="Y"
THEN POKE 393,141

6 INPUT *INVINCIBILITY ¥/N*;D§:IF DS="Y"
THEN POKE 412,112

7 POKE 157,128:5YS 346

10 DATA 032,086,245,169,032,141,186,003
11 DATA 169,155,141,187,003,169,001,141
12 DATA 188,003,096,072,077,080,169,032
13 DATA 141,114,044,169,143,141,115,044
14 DATA 169,001,141,116,044,169,001,174
15 DATA 225,046,169,173,174,173,048,174
16 DATA 221,045,076,018,001,169,014, 141
17 DATA 130,060,141,131,060,173,213,046
18 DATA 096,169,127,141,212,009,238,032
19 DATA 208,096
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Either the games are
getting tougher or you lot
are getting older and
your reflexes are slowing
down. We’ll give you the

GAMES 1p$ 2

benefit of the doubt, 'cos
e béen certain games that have been
up in your letters again and again. So
Ganjyebusters team refreshes the parts
nor cannot reach in a bumper round-
0se laxing toughies.

HOLY INVINCIBILITY
- LISTED CAPERS

(HIT SQUAD)
Holy low down cheats, Batman (© Clichéd

rather splendid arcade adventure, which
works on both the Penguin and Joker plots.

{ REM BAT BLOKE CHEAT BY M FUGH

1 FOR X=B8192 TO 8318:READ Y:C=C4+Y¥:POKE

X, Y :NEXT

2 -FOR X=400 TO 420:BEAD ¥:C=C+Y:POKE

X, Y :NEXT

3 IF CLT7R7E THEN PRINT "DATA ERROR* :BEMD
4 POME 157,128:9v5 8192

10 DaTA 032,086,245,16%,017,141, 215,002
11 DATA 169,032,141, 216,002,096,072,077
12 DATA 080,169,030,141,120,193,169,032
13 DATA 141,121,193,076,000,192,072,169
14 DATA 045,141,128,192,16%,032,141,129
15 DATA 192,104,076,130,192,047,032,072
16 DATA 165,173,201,196,240,004,104,108
17 DATR 172.000,169,076,141,026,196,169
18 -DATR 096,141 ,027,196,169,032,141, 028
19 DATR 196,169,172, 141,128,192,169, 000
20 DATR 141,129,192,169,130,141,120,193
21 DATA 169,192,141,121,193,108,172,000
22 DATA 169,112,141;158,196,169,032,141
23 DATA 159,196,120, 165,047,076, 029, 195
24 DATA 114.032,169,144,141,092, 001,169
25 DATA 001,141,90593,001, 108,121,000, 162
26 DATA 181,173,159,125,201, 214,208, 006
27 DATH 142,159,125,076,032,006,142,210
28 DATA 126,076,032,006

Batman Intros 1968). Here's an ‘infinite every-
thing’ POKE for the re-release version of this

i I'm not mistaken Robin, then
I must be Miss Tanzanier 1932,

o

BATMAN THE MOVIE
(HIT SQUAD) i ;
And for the re-release of this corking cowl
caper, type in this listing and RUN itfora
variety of cheats (but you can still be killed
by falling from a great height — so don't).

 REM BATMAN MOWIE CHEAT BY M PUGH

1 FOR X=345 TO 400:READ ¥ :C=C+Y: POEE

X, Y NEXT . :

2 IF C5682 THEN PRINT “DATA ERROR*:END
3 INFUT *INFINITE LIVES ¥/N";AS:IF
AS="Y" THEN POKE 379,141

4 INEUT *INFINITE TIME ¥/N";BS:IF BS="¥*
THEN POKE 382,141

2 INPUT "INVINCIBILITY Y/N";C5:IF CS="Y"
THEN POFKE 385.141:POEE 390,141

6 POKE 157,128:5YS 345

10 DATA 032,086,245,169,032, 141, 064,003
11 DATA 141,156,020,169,001,141,086,003
12 pATA 141,158,020,169,120,141, 085,003
13 paTA 141,157,020,0%6,072, 077,080,072
14 DATA 169,173,172,131,018,172,069,019
15 DATA 172,071,018,169,096,172,013,249
16 DATA 032,092,001,104,173,032,208,096

NARC

(OCEAN)

Winners don't use drugs, but they do use the
odd infinite credits and ammunition listing.

0 REM NARC CHEAT BY WAZ

1 FOR X=336 TO 386:READ Y:C=C+Y:PCOKI
XY :NEXT

2 IF C4751 THEM PRINT "DATA ERFOR” :END
3 INPUT *INFINITE CREDITS Y/N";AS:IF

AS="N*" THEN PCKE 369,147

4 INFUT *INFINITE BULLETS ¥/N";BS:IF
B5="N* THEN POKE 377,92

5 POEE 157,128:5Y5 336

10 DATA 032,104,225,169,099,141,115,008
11 DATA 169,001,141,116, 008,076, 016,008
12 DATA 087,065,090,169,112,141, 050,049
13 DATA 169,001,141,051, 049,076, 048,008
14 DATA 169,240,141,135,063,141, 046,064
15 DATA 169,093,141,206,055,141,032, 084

16 DATA 076,013,008

Life, the universe and CC

“If you don't stop drying your neck with
that rare elephant-eating python I'm
reporting you to the RSPCA.”

FINAL FIGHT
(US GOLD)
Rescuing your girlfriend from the

then RUNM it for infinite lives and time.

£

What's that burning smell? | don't know
whether Armalyte, but it sure looks like
something's burning on that ship.

ARMALYTE

(THALAMUS/KIXX)

Probably the best shoot-'em-up ever to
grace the humbl . and also one of the
mast difficult. If it's infinite lives you're after
(for BOTH players), give this petite but
potent listing a whirl.
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€ GAMES 11pS

: STEP 1: Set up
::::unh EVETER 27811 SASIL EVELE VLI y'DLII' GE4 as
usual, and
have a blank
cassette and a
copy of
Fowerpack 22
at the ready
(the inane grin is
optional).
When you
switch on
the C64,
you'll be
faced with
this screen
— you are now
ready to type
in the listing.
James has
decided to
enter the
Hover Bovver
listing, but the
general guide-
lines apply to
any listing you
choose.

STEP 2: Begin
typing in the
Hover Bovver list-
ing printed on the
Framebusters
page, pressing
RETURN at the
end of each pro-
gram line. Some of the lines printed in the
magazine are split into two (line 1 for exam-
ple). This is because the columns of text in
the magazine aren't wide enough for the
longer lines in the listings. DON'T enter the
two bits separately — instead type them in as
them as one continuous line.

Y AT I FURH

— James has
reached the
edge of the
screen and
hasn't a clue
what to do next.
Does he press RETURN and then continue
typing the rest on the next line? Does he just

STEP 3: Oh dear

continue typing? Does he scream, shout,
switch off the C64 and make a cup of tea?
Can we end any more sentences with a
guestion mark? Only one person... erm...
thing knows the answer...

STEP 4: TMB
Interrupts...

| “When you reach
the edge of the
screen, don't
worry = just con-
tinue typing the
rest of line 1. The
cursor will automatically move down as you
type. Only press return when you've typed
the entire line (in other words, when you're
ready to type line 2). If you are still unsure,
check out the screenshot above; see where
the cursor is? THAT'S when you press
RETURN. Humans... tsk."

1@(?‘

e STEP 5: Flushed
sl s with the success
of this, James

| types in the rest
of the listing,
treating lines 2, 3
and 4 in exactly
the same way as

COMMODORE FORMAT September 1992

Our listings just get better and
better, but loads of people are
still unsure how to use them.
CF’s head dweeb James
Leach attempis to mas-
ter the art of listing

entry under the
watchful gaze
of TMB...

line 1. Pay particular attention to the DATA
lines, as a mistake in one of the numbers will
cause a DATA ERROR. To help him with this
tricky task, James has enlisted the help of
CF's art supremo (don't tell Ollie that) — Lisa
meticulously reads out the DATA statements
as James types them in.

m STEP 6: When

4 the whole listing
has been entered,
insert your blank
cassette and

i type:

SAVE*HOVER
PCEKE", 1,1

and press RETURN. Press record & play on
the cassette recorder, and your precious list-
ing will be saved for future use (this will take
a few moments, so be patient!). You don't
have to use the name *HOVER FOKE* —you
can specify any name you wish, up to a maxi-
mum of 16 characters,

STEP 7: When
the computer has
finished, the
READY prompt will
appear. Remove
the cassette on to
which you saved
your listing and




insert the Powerpack AT THE CORRECT
POSITION (ie, after the RoboCod demo).
Try not to stir your tea with the cassette, as...
er... ch... too late.

understand. Sad, isn't it?

STEP 9: If, however,
you are confronted with
a DATA ERROR, type
LIST (followed by
RETURN) and check all
of the DATA statements
for errors. Any other
type of error message
means that you've mis-

typed one of the lines —

again, check the listing
STEP 8: Now thoroughly. Once cor-
type RUN, then rected, SAVE the listing
press RETURN, again (see step 6) and
and if all is well then RUN it. Oh, and
you should be when you want to load
confronted with your listing in again,
the option type LOAD“HOVER

S £2.99
AT 190
# - - Grell & Fella... .M £3.99
Gunship ... . Mew £3.99
Heroas ol IhEl Lnn-m Maw £3.99
Hong Kang Phooey.............. £2.99
%ﬁnﬁm ... Indiana Jones « The Last
The ADDAMS FAMILY... Crusade . o Mo £3.99
Chat ARBEH —..._......ccoicee Imernationa Football E399
Dizry Canmons . Internationa loe Hmkﬂy Mew £3.99
Dizry Coliection ities Ceclinoutt Iresrmation Seooer Manngar Maw £3.99
Dizzy's Excallent Advantures ... ... italy 1990 . " MNaw £3.99
Fun Sencot S Range. . Fes Juck Nicklaus Goll . New £3.99
Fun School 4 Aange ga._.Elzga  Jimmy Soccer MMBW Maw £3.99
Lineker Colaction .. T Jonny Cuest .. New £3.99
Match of the Day £11.89 ... .. Maw £3.99
mmmmmm 3 ssnkasi 5‘; Lasti MNinja 2...................Naw E w8
ighbours..... ¥ Letus Espiit Turto Challange. Maw £3.99
Narye Caleclion : :: Magiciand DIZEY....................]
H;"fgﬁ';"’"' & "M Manchester United
Rolling Rlonn “aih Mega Hot (0 iles) .
Rughy - Tha 0.50
Shadow Dancer M
Enoe Pecple N
Smash T 10.50
e i
=) Fus: -
Smmul. o N
Tesmrinabar 2 0.50
The Hits 2......... L]
The SIMpeons ....... .50
Too Hof 1o Handia MNiA
. MA
050
Mew £3.99
E3.00 Hew £3.59
“New £3.59 i e
MW E3.09 :
Mew £3.99 ..E209
Crichet Master______.... £2.09 New £3.00
Lot ot T T New £3.60
Devastating Blow.......... New £3.89 New £3.59
Dizzy down the Rapids, New £3.99 New £3.69
Dizzy Pamc.. wMew £3.595 New £5.09
DJ's Valcanic I:El.p-urs £3.09 . MNew £3.589
Double Dragon I e B389 oo .£3.59
Dragons ol = i Mew 3,80
Elragon Sﬂ'g'mﬁ m |3|1 ..Mew £3.89 Mew £3.90
m: Pl
the Fcbo Monsiers Now 3.8
F-16 Combat Pilot..... aen
Sl gy oo iy chorsd ey Spike in Transylvania £3.00
Cablomia Games . First Past the Posi ... Soccer Louble 2. L
Castia Master .. s 95 Foomwaller Of The Year . Soccer Double 2 Mo 1.0
Championship Galf . L£3.93 Fun School 2 Aange. . New £3.g9  Socter Pinbal, New C3.89
Championship Wresting Now £3 59 g.vnlabla Sapt) Soocet Rivals HE""" EB-W
Chamgionship 30 Snooker New £3.90 Ghouls & Ghosts ... Mew £3.99 ST Dvagen . ew £3.59

FOKE",1,1 then
press RETURN.
Do NOT use
SHIFT/RUN-
STOP! James
managed to enter
the listing without
any problems, and spends the rest of the day

INVINCIBILITY Y/N? TypeY or N (for Yes trying to clock the game. Jammy devil!
or Mo) followed by RETURN, then repeat this ;
for the TUREC MODE option. When the PRESS
PLAY ON TAPE message appears, do just
that, and the game should load automatically
with your chosen cheats. James has opted
for invincibility, but not the turbo mode - the
game is already too fast for his brain to

USE YOUR |
X VOICE I

T0 :
*; ﬂU'{r?iiéﬂw ;
DSED* GUNFIGHTER
aLlvE WIN BIG |
* CASH PEIII:'S

1k

2t

Ll

s
|

ae — I T £ o I

fmu::e.r-:lr—rI!Twsulmmmlmwmo‘mmmmmbl. h\cxo:sr:drdmmc-.e-
160 Al Other Times. INFODRAL PO Box 36 151 4T Col charges 3p Per Min Cheap 48 Per Min Al Cther Tmes

399 PRICEBUSTER ex-chart, ex-juke bax
98 One for 99p - three for £1.99 (+Hp pép)
% Please fick boxes as required and lorsand 10 the address below, togethar with
: your cheque, postal order or cradit cand number
gg Tick Bex
qo  Everythisg | D2 Bymadms L1 Pride Clivilis & Cele 1D
cg g Beaity & The Beast  Caling Dion & Pasbo (e the name of love)
£3.99 Bryson O High Lure (W]
1= - shakespeans Sl A o kvow e Aitri 2
Tha Gamas, Winber Ediian .. £3.99 MY . o hhﬂﬁm: O L
Tha Mabck . Mew £3.00 Thought [ddiedasd  Bryan Adams [ Change Lis Stanshisd [0
The Nasional... —New E3.599 Dona ] Heaves Wy Girl The Temphasons [
Top Gun....... P i N Sl P i & o
Toeal Recall . o Mew 399 Al Righl How Froez | Boddiight Gt Wt Wil el
Pgﬁu;hmw nD'H'f o g g Liveyour Lile B Froe  Balinch Carlisle 1)) ‘Wesalher with you Crowded Howse [
Trum':ﬂmi-,l:?,?u"s" 2 NB:' 5_-'3'99 Tears in Heavwen Eric Chplon ' Dessply Dipgy Right Sad Fresd 0
TR i o Ew S99 ke 1 on iy cem Mison Limerick [ Hareg Richard Man a
Turrican B........ Naw £3.98 & R
Tuskar .............. o Mew £3.99  When aman loves a MichaelBalion [J Dodiome Ligred Aifchie ]
tr-lman& Golf ... m E g Woman Sove Ihe besi for laxl Vanessa Williams 1L
Viz r ] Maw £4.99 Botemian Rhapsody Queen L1 Aemermber the ime Michasl Jacksan [
Wembley Greyhounds E3.99  ars gel rocked Dl Legppaared L ok on my Haart Genesis [m]
e e New 03.99 o claiveRang  CeCePemison [ DepsolPeaySpecer Macamond L
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Donllel hesuage  Geoige Michasl & Heste Campaign J
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HOVER BOVVER

Here we have a brilliant listing. Not only
can you opt for invincibility — always
handy - there's also a hilarious ‘turbo’
mode! (Well, it made us laugh when
James tried it out!)

AGENT ORANGE

For infinite lives and/or seeds on this inva-
sion-of-the-space-vegetables game, type in

the following listing, SAVE it, then RUN it.

“Right, I've had it with ‘flob-a-dob" The
next person to mention Little Weed gets
the same treatment as Bill and Ben."

Success requires determination, skill and hard
work... or knowing the right LISTINGS POKEs.
And that’s where we can help you out.

TURBOCHARGE (pisk)
(SYSTEM 3)

To complement the tape cheat printed in M
CF20, here's the disk equivalent offering such
delights as infinite time, fuel and damage. ﬁ

E DISK CHEAT BY WAZ 22 DATA 049,084,043

MULTIHACK DATALINES

Yet another bucket-load of datalines for use
with last month's Multihack Listing. (What d'ya
mean, you missed it? Turn to our back issues
service on page 52 now if you did.) Simply add
the required dataline(g) and cheat on!

GRAND PRIX SIMULATOR —

Other two players pever qualify

16485 : READ

Z 14! | 3, Ld
e bl A GHAND PRIX SIMULATOR 2 - Infinite time
168, 141,194, 008,169, 048,141 ~ <0 DATA 165,032,141,177;139, 165,085, 141
008,076,024 . 008, 1¢ 032 141 21 ' ' PRI ] 1
18,169, 160,141,175, 22 DATH 224,000, 240,003, 222,092,014,
141 176. 018, 162. 000 096,
60, 018 GUARDIAN ANGEL - Infinite lives
Q0,03 20 DATA 169,173,141.170,024,096
, 208,018 KAMIKAZE - Infinite lives
' 3,141, 20 DATA 169,173,141,139,028,141, 128,035

104,238 21 DATA DO¢

ek RO i S R B0 B KGB SUPERSPY - Infinite lives
GAUNTLET 3 (pisk) 21 DATA 096
(US GOLD) KWIK SNAX — Infinite lives
A simply gorgeous game, but by no means 20 DATA 169 173,141 245%. 146,096,
an easy one, so why not try this disk listing SR
for — would you believe — infinite energy? LAZEH FPHCE Fnlllmte iz
20 DaTA 169,1 3,141 123, 3. U3k,
b . - e LITTLE PUFF - No collision
169,169,141,147,155,141,163,156
49,155,141,165,156,141,171
MAGICLAND DIZ?_‘l" Infinite lives and energy
20 DATA 165,173,141 ,132,038,141,051,054

i MIAMI CHASE ~ Infinite lives

1 TR AOT 1eT 11 e N1 A 39 e DATR 169,076,141,097,134,169,142,141
3 DATA 002,162,113,160, 001, 032, 189, 255 AR
" 3 A1 DERTA 038,134,162, 186,141,033, 134,
4 DF 0,1 128 9,008,133,129 f r
96 . -1
DATA 169,.000,032,213,255, ey

More datalines next month.

i COMMODORE FORMAT Svddenly September 1992




The CF crew haven’t always worked on the
World’s biggest-selling 64 mag, you know. Far
from it. In fact, each has a strange and
slightly amusing tale to tell about their previ-
ous jobs. And, by a curious coincidence, here
they are with those very stories lined up...

beige crash-test

welded girders. But |
was poached by

the idea, | painted a reali
tic face on the front of my plastic head and
joined the CF team. And nobody's noticed!”

JAMES LEACH

“l was in the film business.

You know the bit in

Batman Returns where

Catwoman first
appears? Well | was
the guy wearing the
lightweight travelling
hat in the background.
You can't miss me. I'm
waving and holding up a
card with ‘Hi Mum, love James’ on it. | hope

they haven't cut it from the finished version.”

“Jobs? Don't talk to me

Dad offered me £2 to
cut the lawn. But |

enough to connect to
the mower so | had to
use the scissors on my
Swiss army knife. It took

so | had to do it all over again.”

ANDY ROBERTS

Andy used to be an accoun-

tant with a successfu
firm in Lowestoft.

“| was doing well there,

but one day they
called me into the
office and said | was
being replaced. |
asked who by and they
were dead vague. The
head accountant said something about it

being a ‘'mobile glob of porridge’. Weird, eh?"

dummy. It wasn't dan-
gerous cos they make
those cars out of huge

Reliant, who wanted me
to test Robins. Terrified by

about jobs. Last week

couldn't find a lead long

16 hours and when I'd fin-
ished, the first bit I'd started had grown again

the bass player in a

punk band. “It was
called Ed Banger and
the Nosebleeds. We
played Guildford Civic
Centre but the gig went
sour when we tried to
force two eggs up the
Mayor's nostrils on stage.
We were banned from playing in Surrey and
our glittering show-biz career was over.”

LISA NICHOLLS

Lisa didn't really under-

stand the question.

“Jobs? Yes, all my ser-
vants have jobs. The
chauffeur, the maids
who clean my 70-
bedroom flat in Chelsea
and even the snake-han-
dler who looks after my
python, Aristotle.

“And me, | have a job organising huge

parties, getting up late and buying Ferraris.”

DAVE GOLDER

Dave’s a strange one
indeed. He went to
Japan to teach

Japanese - to the

Japanese! Let Dave tell.

“It was stupid. They

could speak better

Japanese than me! I'd

only had three lessons

when | went there, but the
people in my class had been living in Japan
for over 20 years. So | came home.”

THE MIGHTY BRAIN

“Being omni-dimensional, |
don’t have jobs like you
3D Earth folk. But | once

went for an interview at a

creative mathematics
firm on your planet.

Accounts, | believe you

call them. Of course, my
immense intelligence got

me the job and | laughed
when | saw the poor figure of the mere
human I'd replaced walking off, blubbing.”

E-

|
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Rowing's an
add sport.
You try to go
as fast as
you can
without look-
ing where
you're going!

Qe =
@,

he Olympic games have got a
lot to answer for. Apart from
shunting M"A"S"H mercilessly

around the TV schedules, forcing

Russian shot putters to change sex
and expecting us to believe that supposedly
superfit athletes will spend the whole time guz-
zling Coke, wearing Seiko watchesposing for
Kodak photo's and knocking back Mars Bars,
they have also spawned lots of money making
manoeuvres from software companies. What
better way to celebrate in Olympics year than
by bunging together loads of old sports sims
and re-releasing them in one huge bumper
package? It certainly beats selling plastic flags
on the streets of Barcelona.

Strangely enough, that's exactly what US
Gold thought. The result: a whopping great
compilation of 38 sports culled from the near-
legendary Epyx Games series. A hefty chunk
of the games date from as far back as 1984,
so don't expect anything startling, stun-
ning or, even stupendnus
in terms of
graphics
or game-
play (but
do expect
to see a
couple of
countries
that have
since ceased
to exist in the Just
selection tables
- USSR, West Germany, etc). But though by
today's standards some of the games are

not among the most popular sports intro-
duced in the Winter Games that year.

A couple of

tech-
nically
S0 ropey
you could
rig a ship with
them, there are
plenty that,
despite, or perhaps
because, of their simplicity, are great fun, and
incredibly addictive. And what a barg when
each game works out at just under 40p (or 53p

if you buy them on disk).
One of

The collections

‘t that make

223:'"8‘“““8

Sports are Summer

Games 1, Summer Games 2, The Games
Summer Edition, The Games Winter Edition
and Winter Games. Each contains a set of
events that can be played as a tournament
against other players. But don't worry if all

Doing handstands nmght
impress the Ukranian judges in
~ the lloor exercises, but

a isn't much good in
the 100m dash

O P TN L

thousand years ago some poor bloke
ran 26 miles just to deliver a
pizza (or something) and this
year the event is, for some
strange reason, being
marked by the release numerous
sporty software compilations for
armchair athletes. Dave Golder
works up a slight sweat load-
ing up all 38 games in the
Mega Sports collection.

! dlffe thj‘nss about mation are no great shakes,
5 ¥ ent nllmberm the Richter scale, but there are tons

games. The pole vaulter leaps in
tlons joy after a successful jump, the hot

your friends have been abducted by aliens,
because you can either practise each sport or
take part in tournaments on your own. But
don't expect the computer to provide an oppo-
nent; the only challenge is to beat your own
personal best, which is a shame, because
sports games are all about competing.
Okay, so the graphics and ani-

probably registering about 0.00001

of nice little touches which add
humour and character to the

doggers and ski jumpers land with their
heads in thé snow and skis all over the place
if you don't get the manouevres right and,
best of all, the hammer thrower goes flying
after the hammer if you don't press the fire
button soon enough. The Bobsled run is
anather highlight, combining the best ele-

TTERAAERE
3 EA i



plain dull and the diving event on Summer
Games 1 is dreadful. Not only is it impossible
to control, but you seem to score more
points for a belly flop. The same
collection’s pole vaulting is
also not a patch on the

ments of the collection. It's dead simple to
play, fast, the screen is clearly laid out with
all the info you need and you just keep
going back to try and finish the

course just that little bit
rmore quickly.

One of the version found on The
best things about Games Summer
Mega Sports is Collection. A
the number of dif- couple of

ferent waggling, firing and
yanking combinations you i
need to master. Whereas
the 100m dash is joystick 3,
waggling at its purest and
most exciting, other events,
such as the Downhill Skiing, Hot
Dogging and Skeet Shooting,
require timing and co-ordination.
Really, some of the events are
ridiculously good fun considering
how primi-
tive the
whole
thing is

other sports %
2 are also dou- oq.*b
a bled up — figure
& skating and ski jumping
<" — which is a bit annoying, but
at least the versions on offer
*® are very different both in terms of
controls and graphics.
The manual is pretty hopeless too. With
so many games an index of what can be
found where on the tapes or disks would
seem essential. Essential to everybody apart
from the people who wrote the manual that
is. Also, some of the instructions are too
complicated for their own good - the ones for

Rig flame =

(but then the Uneven Parallel Bars have to be seen to
they are clas- be believed. A couple of the other events
sics - Ed)! also suffer from over-complicated instructions

and’control systems, but more often than not
more fun can be had by just waggling like
mad in all directions and hoping for the best.
And then there's the multiload. | mean, be
realistic — 38 games is going to mean a hell

Of course, there
are some turkeys.
Figure Skating is
stupidly complicated,
Cross Country Skiing is just

D

THE COMPLETE MEGA SPORTS MEDAL TABLE

Sport Difficulty Fun factor Sport Difficulty Fun factor
& SUMMER GAMES 1 Velodrome Cycling @@ L
‘Pole Vault L X X ] @ *Hammer Throw 2es T X ] ]
*Diving asee @ *Pole Vault seee o900
4x400m Relay eee o & Rings soeee® #69
*100m Dash ® L T X X *Uneven ParalielBars #0880 00808
Gymnastics (Bench) @@ e8eS
KNG Fiey - et ® THE GAMES WINTER EDITION
100m Freestyle & & L X 1] The L s eoee
*Skeet Shooting T1 eeoe R RO
Figure Skating (T Y XN X
® SUMMER GAMES 2 Speed Skating s T e
; Downhill Skiing 000 S80S
NG g RN Slalom eee eooe
Rowing [ X [ T X T ) 5
; *Ski Jump ea90d® oSO P
Kayaking ee0® S9ed Cross Country Skiing ® @ g
Javelin o0 see i
High Jump ee® a0
Fencing e00 5000 @ WINTER GAMES
Cycling e oe® *Figure Skating XYY’ L
Equestrian ee0® S000® Free Skating LR LA
Speed Skating ® 'Y
® THE GAMES *Hot Dog Aerials a8 L T X X T
SUMMER EDITION *Ski Jump a9 aeae
Archery (L X X &80 Biathlon ad aee
Diving d008 2600 *Bobsled *o LL LA
Hurdles eees oo00® *More details in main text.

OT TO DO IF YOU WANT TO WIN A GOLD...

There are various

ways of cheating.

You can take

drygs, or you can

fluje your oppo- E i
i

The Robin-reliant
axle-grease poste-
rior spin is a new
move introduced by
the Danish skater
which was espe-
cially admired the
New Zealand judge.

nent's hands to
tha hammer.

of a%
lot of
disk swap-
ping or tape
searching. Patience
is not so much a virtue
as a prerequisite. But at least
there's a good gameplay payoff 4%

after the wait!

In theory, Mega Sports should be about as
exciting as an Open University lecture on The
Development of the Computer Game 1884 fo
1988 shown at two in the moming. But it's not.
Quite simply, it's excellent fun. Sure, there is
some fun to be had at the expense of the
steam train sound effects and naive graphics,
but the Epyx Games series was a clas-
sic, and, like a retrospective series of _<
Laurel and Hardy films on BBC2, _°
Mega Sports shows why.

DAVE GOLDER

Mega Sports
Us Gold
£14.99
£19.99

Now

021 625 3388

Game
Publisher
Cassetle
Disk
Release
Contact

POWER RATING

B Multi-load nightmare!
H Irritating sound and music.
B Disastrously unhelpful manual.

H What a barg! What value!

B A wide variety of events
that challenge every conceiv-
able joystick technigque.

B Some great little pieces of
animation, especially when
things go disastrously wrong,
that add real character and
fun to the events.

B Some of the events are so
incredibly addictive, you'll
spend ages trying to better
your personal bests.

B A piece of computer games
history you really should own!
H Tournaments with mates
can get very heated.

It’s not the winning it’s the sponsorship that counts - COMMODORE FORMAT September 1992
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--.AS | was saying Guv, | had that Trenton
geezer in the back of me cab the other day.
Lordy me, no conversation or what? All he’d
talk about was that new game Ugh! Said it’d
be right up my
street. Gawd,
you’d think it
was good or
something.
So, where to,
Mr Webb?

s names go Ugh!is pretty daft.
But as that's about all the
human race was capable of say-
ing at the point in time in which this
game is set it had to be every-
body's name. Still, that didn't stop Ugh, our
hero, falling in love with Ugh, our heroine.

earned by
reaching the tar-
get levels quickly.

.. You even get
Ugh wants to impress Ugh with his civilised tipped by t%le pas-
approach to life, and so goes into business sengers for

to prove his worth.

Curiously, the company Ugh sets up is a
flying taxi service. And although the heli-
copter wasn't even
invented until
the 20th
century
(don't forget

especially speady
journies; this comes in
the form of a points
multiplier bonus.

Man, and espe-
cially Ugh, cannot live
by bonus multipliers
alone. He needs
cherries, apples and
rather neat-looking
slices of water-
melon to keep him
going. Strangely there aren't any super-
markets around for him to buy fruit in (1 told
you there didn't seem to be much he could
spend his money on), so he has to hunt it out.

Fruit that can be picked from trees and
bushes, however, seems to have been a
fairly recent quirk of evolution. In prehistoric
times the only way to get it was by dropping a
large rock on the tree in which it's hiding.

" There are two problems involved in this
A Cﬂﬁl ha process; dropping the rock on tar-
cona Qg get and then collecting the

corkscrew for IIIIISt a—‘ld c fruit that jumps out

which he drew up the
plans in the late 15th century before it k
—TMBY) for the purposes of this game we are disappears. If ﬁpt at all timcs
are supposed to believe that he swoops Ugh can nab it, though, it earns him

around the early days of pre-history giving e R e e e

DR Ligies SI5 WET BNV 8- e, Mow being a cabby isn't all, “Gor blimey,

Ugh'is a transport test. In order_ to earn _ Guv!" and appearances on Mastermind,
cash — although what young Ugh will spend it especially in this day and age! For starters

on isn't clear — he ferries people from cave 10 o 1o 1 build their caves wher-
cave. They pop out from their doors and ever they could find them; so
whistle — you know how to whistle don't you? there’s no apparent logic to the
—to summon Ugh to their level. He has to arrangement of houses. The
carefully land, picli-c them up and then fly them result is an intricate network of
to the |E‘-’EI| of their Ehﬂ'ﬂ?- ; caves that's artistically pleas-
Each ride I_'las a maximum fare, which ing to look at but a nightmare
starts decreasing the second the punter steps fly through.
in the cab. The amount remaining when you Ugh can't just fly madly
touchdown at their destination is what you get . (oo oo his wood
paid so more money and points can be

COLLECTIVE FORMAT September 1992
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and palm leaf heli-
copter is a real fragile
bird. Too many hits on
too many cave walls
will send his whirly-
bird plummeting to its
doom. So cautious flying
has to prac-
tised at all
times — an
approach made
even more nec-
essary by your
helicopter's ten-
dency to kill
customers; if you
so much as clip one
of your waiting pas-
sengers while
landing, they tumble to
the lake at the bottom
of the screen.

Lighs are fragile
folk and cannot swim
that well — if at all. So any who are

pushed into the pond will swiftly
drown. Once in the water they will
yell the level that they want to
reach once only, and if you don’t
dive into the lake quickly they'll give up
any effort to evolve and regress to water
breathing — or at least
give it a fair old try.
Further problems are
caused for would-be fly-
boy by the local
dinosaurs. The tricer-
atopses and pterodactyls
don't like helicopters, it
seems, and will attack
Ugh's cab at every oppor-

.

both in the
air and on the ground, so it
pays not to dally around the thunder lizards.
The fascinating thing about Ugh!is that
the flying adheres to real physical laws.
Pushing up on the stick has little initial effect.
Keep pushing, though, and the necessary lift
is generated. If you now lay off of the power
you'll glide gently upwards. Keep pushing
and the chopper suddenly gains momentum
and screams skyward.
Ugh!s a touch game. Play requires fine
tweaks of the stick to guide
your chopper. The
bird must be
eased around
the sky,
squeezed and
not forced
through gaps. If
you wang the




]
r

LT TR

Gawd, it's non-stop work in
the hectic Iife of a cabbie.
You meet the rich, the

famous and slightly poorly.

| A passen ﬁer

just
as well because
chop- some of the plat-
per about you'll smash forms that Ugh's

into rocks and knack’ your rotor blades, clients want to
which isn't a smart move as they are the only reach are on the
thing holding you in the air! other side of large
Such sweet controls have to be learnad. lakes and the only
For the first tew games you wheel about the way to reach them
sky crashing into all and sundry, losing heli- is by plunging the

Duptaf Ia‘HEr halicapt?r to heavy 1andings Ang hEIICDpter. NEa The taxi works reasonably straight forwardly. What makes life tough
bad flying. Just the right amount of pressure pond at high-speed, . living next to the lake. Lose that reck and it's game over!

has to be applied to get the then trying to fly

whirly-bird maoving, but not underwater!

moving enough to send Bearing in mind g thing 3b0ut
that this is impossi- Th in? tiﬂ

ble, the machine e fﬂ.SC N

you spinning skywards.
Landings can be rapid
— and often have to ba — performs admirably.
but never uncontrolled. ( ) The water stiffens iS that th
A quick ‘flare’ of the resistance to joystick con-
blades is needed before trols and the chopper requires 0 r e al
landing can be attempted. greater joystick force to direct. On
Forget to give your top of this comes the small problem of being
blades that vital bit of underwater in a buoyant craft — you have this
boost before you hit the annoying tendency to float. This reverses the
dirt and that's just what normal gravity and threatens to take you
you'll do — real hard. speedily to the surface, which is fine unless
More physics come out Quick Compo! -

o play wherever a 1 B e e s

v u
large amount of one of the large (rotor-blade-mangling) rocks.
water. It seems that TR 13 i And just when you thought you'd seen it
Ugh isn't happy . : ———— = all, Ugh! manages to spring a few more sur-
inventing the heli- e ke _ prises. How about simultaneous two player
copter a couple of action?! Here with a stick lodged firmly in
millennium early but he & each port two Ugh cabbies have to
has had a fair attempt & save the same number of people, to
at putting a submarine b take the same risks and use twice the
together too! Which is amount of energy as usual. There's
¥ still the same amount of food, but the lit-

tle peddlers use up twice as much power.
One Ugh has to go on kitchen duties,
hovering around the tree with their rock ready
to drop, while the other scoots about search-

d 's I'Int, and so far, only hand-held l'ullbopter "I‘hougn ing for passengers. Good team work and
£ -w and the Sikorsky ﬂam! Gear this versa- timing is essential or you'll end up starved
and a life down on the deal. This adds an

interesting extra slant to the whole affair, as
one Ugh is forced to take a rest as the
_ % other uses up the last few ounces of
e it continually induced air sickness in T g N . . energy in a bid for food.
(You're makir _TM! e b : ©  Asit's your girlfriend you're trying to
impress it pays to pay extra attention to
# any caveladies who happen to pop out
and ask for a taxi. It may be her, it may not
— who can tell, when the peeps are only five
pixels high? — but even if it isn't you can rack up
some extra jealousy points by nabbing her fare.
Some levels rely on you picking up, and safely
delivering, the lady of the level. But just remem-
ber that while the women seem stronger
swimmers this doesn't mean you can turn the
lady of the level into the lady of the lake!
b Graphically, Ugh! really works hard. The
brilliant water effects and moody cave back-
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drops give the game gloss. Only the main sprite Pick up that fare
lets the show down. Sure it's brilliantly ani- and save the day,
mated — check out our Powerpack demo and :'n::;;'::;'t':
you'll see Ugh's little legs peddling like a good impress your
‘un — but he's been drawn in very similar girlie, Ms Ugh!
colours to the backgrounds. You can see him,

and after a long game he becomes quite dis-

tinct, but for the first few plays he has a

tendency to blend in.

Ultimately, Ugh! sails above these minor

problems. The quality of code and the slick

"stick skill required makes it a Corker. Ugh!is

as frustrating as you can imagine, annoying the

legs off you when it kills you time after time. It

gets away with this because the reason for fail-  Take it easy on the throt-

ure is always a slight slip on the playing front — :':i:: t';“:?ﬂ:':;ﬁ':’:

it's your fault, not the game's. A cool hand and orange wreckage!

calm head must be kept at all times.

Lighlis finely-balanced. You're always

just short of energy, so one run to the tree is

always needed. The dinosaurs aren't a major

threat but they can keep you hovering for just

too long and running you out of energy while

you wait to swoop in for a customer or

munch. The fragility of the helicopter forces

you to take care when flying, so many levels

are set up specifically to smash your chopper

to bits with overhangs, underwater powar-

dives and snoring dinosaurs. The reverse

gravity effects of the lakes at the base of

each level give you a hard time, requiring far

more stick pressure and forcing you to aban-

don all the rules you've learnt when for PR e S

flying normally and discover a G et s ol

whole new set. It's just very, very biy killed by the charging

good — although personally | can dinosaur!

think of safer ways to travel.

TRENTON WEBB

Game UGH!
What a Publisher Playbyte
nNightmare! a't at Cassette £11.99
— ard on e 167 SOCCL , iswurbs NN Disk £15.99
e 5, HOW ':',:, e flig Release End August

e ¥ ai a ' "
| ianiget, = ir, making S50 ally. Contact 0462 851007

" cﬂ‘l-llﬂ b'E'
Worse jt
could be ' POWER RATING

the M2s)
THE DOWNERS...

W Very frustrating on the later levels.

B A sweet, sweel, sweet,
touch game.

B A puzzie and dexterity test
that's up there with the best
of them.

B Masses of levels and three
difficulty settings.

B Silly, but original concept.
B Excellent control system
makes Ugh! really fly.

B Smart water effects make
later levels look good and
play well.

B Fine balance between cau-
tion, haste, food and
monsters - tense stuff.

B Password feature allows
you to restart at any stage.

--.AND THE UPPERS

% ] R ot 2 LS
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Where am I?
“In the Inside Info
pages.” What do
you want?
“Information.” You
won’t get it! “By hook
or by crook we will.” Who are you? “Um,
Jason Finch actually. Hello.” Who is Number
One? (I am actually, and I reckon it’s time to
prove it - GET ON WITH ANSWERING THOSE
TECHIE QUESTIONS, FINCH! - Ed.)

uws l’"l 2) With your programs, there is no need
whatsoever to ask permission from the
+ 3N STUFF writers of the compiler before you sell a
Dear Inside Info, program compiled using their utility, not
1) | know that it so far as I'm aware anyway. It
i would be quite would strike me as very silly if
: \ long, but that were the case; far bet-

could you please print a pro- b, ter is for you just to make
gram for listing directories

on a 1541 disk drive? |
havetried but all | got
were my program names
covering the screen —
very messy!

2) | have a Basic compiler
and find it very useful for
converting my programs,
but I'd like to know whether
or not | need to ask parmission
from the author before | sell my
programs to make sure that | don't
break any laws.

3) Could you please add a Basic compiler to
the cover tape? | know a lot of paople who
want one. I'd also like to see many more pro-
grams for the C64 in Inside Info, please, as
my friends write appalling programs! I've
added one of mine to this letter which | have
had in my mind for ages but could never be
bothered to send before.

4) Also, I've written a program called
Armageddon — which is a utility package —
and would like to know where and how | need
to get it copyrighted.

where in the program,
perhaps on an intro-
ductory screen,
saying that the pro-
| gram was written by

using whatever com-
piler you use.
3) Additions to the
cover tape are made at
the Ed's discretion and I'm
not in a position to control
what does or does not see the light of
day on the cover tape. But it's a good sug-
gestion. I'll publish in Inside Info any
worthwhile programs that we get, so long
as they are short enough to fit into a rea-
sonable space... whatever that may be.
4) Thanks a lot for your program — make
sure you SAVE it before you RUN it
because the program will erase itself if
you don't get the password right - it's
“LETMEIN". Here’'s the program:
10 REM **"PRSSCODE STARS * &
20 FRINT ~ENTER ‘BRSSO

. p : 3 = 6: READ L§; ‘08 (N)=LSY NEXT
5) Finally, which computers, if any, can the 20 ma e T v
40 FOR J=0 TO &
Co4 emulate? g e L
E ik ki P (i 50 GET AS: IF AL= THEN 50
uke Jenkins, Penge, London. 60 BRINT =44
70 IF AS=C5(J) THEN X=1: GOTO 50
Quite a mixed bag there. Here we go: 80 X=0
1) Regarding the directory listing routine -  ,, ...,
would you be looking for a Basic version 100 IF ¥=0 THEN NEW

or a machine code version? Could you
write back and let me know, and then I'll
hunt down a suitable little proggie for you.

110 PRINT *¥CU MAY PASS WITH HAFPINESE®
120 REM ** REST OF PROGRAM **
500 DATA L,E,T,M,E,I,HN

There is no hard and fast way to
copyright a program. There are sen-
sible guidelines, though. Put a
message in the program saying that it is
Copyright Luke Jenkins 1992. That shows
people that you don’t wish it to be copied
or altered and then resold. Then put a
copy of it in an envelope, stored on a
cassette or disk, together with anything
else relating to it, such as development
notes or instructions. Then stick your
name and address on the envelope, seal it
and sign your name across the seals.
Finally, put a few stamps on it and bung it
in your nearest post box.

It may seem ridiculous but then your
package will be sent back to you, and it
will have had the date stamped on it by
the Post Office. Assuming you don't open
the packet or break the seal, you can, If
the need arises, take it to a solicitor and
prove that the contents werae put in there
on whatever date is stamped on the front.
You should then be able to prove you had
the program and idea before anyone else.
That is the essence of Copyright on some-
thing like a program — just being able to
prove that you had the original idea and
had stated within the original that you
wished the program to be copyrighted. Or
at least that is what people tell me!

5) On your last point, the only computer
that | have seen the C64 emulate is the
old Speccy 48K. I've seen an Amiga emu-
late a C64 and a PC emulate a C64, but
not vice versa.

techies that you print this

. letter. Upon reading Leea
Ccﬂdnugh 5 letter in CF22 conceming disk
drive manuals | noticed that you were unable
to give Lee a very positive response. This is
where | come to the rescue. If Lee, or anyone
else come to think of it, is still after a 1541
disk drive manual they are available from:
CPC Plc, PO Box 158, Praston, Lancs, PR1
1¥J. Simply ask for 'User Manual, Part
Number CM1540037-03" and enclose a
cheque or postal order for £7.83. Mind you, it
might be wise to check with them for avail-
ability first on 0772 555034. They stock all
sorts of C64 spares tool Plug... plug... plug...
Chris Hughes, Suffolk.

No need for a new Number One when there’s COMMODORE FORMAT September 1992
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Who are you? The Managing Director of
the company? Even though the last bit
does turn your letter into a blatant adver-
tisement | thought it useful enough to
publish it. The details have been entered
into my little black book of useful
addresses for future reference. Thanks a
lot for the information.

! A

~\ COMING

Dear Inside Info,

k' ’ | have had a C64 for about

N d’a \ eight years and have
RS | learnt to program in Basic

reascnably well. | am starting to write my

own game and have found several problems

that | need some help with.

1) | have written a simple Basic program to

display pictures drawn on the Image System

art package (the one that comes with the T2

pack for the C64C). How ¢an | cut the loading

time for each picture down as it takes up to

five minutes per pictura?

2) How can | cut the loading time down for

normal Basic programs?

3) How do you get a flashy border when the

program is loading, like you see on some

commercial software?

4) Is there any way of altering the RESTORE

command to restore data to a certain place

instead of the beginning?

5) | have recently bought a CB4C (the newish

version of the C64). What are the differences

between the C64 and the C84C7?

6) How can | link my two C6&4s together and

send text or programs from one to the other?

7).1 made one of those reset switches that fits

in‘the serial port. It works on my C&4 but not

“The 9.15am to Waterloo will be delayed
because we've got an image to live up to.”

on my CE4C. Why?
8) Is the TIB disk drive really any good?
9) Where can | buy a C128 and how much
should | expect to pay for it?

Finally, | have some handy POKEs:
To stop programs listing: POKE 774,0.
To put the listing back to normal: POKE 774,26.
To lock the computer up when LIST is typed:
POKE 774,0:PCKE 775,0.
To reset the computer instead of turning off
and then on again: SYS64738.
Richard Pemberton, Crewe.

Thanks very much for the useful POKEs.
I'll attempt to answer a few of your ques-
tions as a return favour (though | don’t
have to be bribed - | get paid for this you
know). ( That's what you think - Ed.)

pointers in the memory to point to your

They've already used the Fuzzbox and Fuzzy
Felts in the Fuzzball review so | get stuck
with the tenuous 70s police reference.

Dear Inside Info,

| have a short listing that you
should take a good look at. It

Ml allows a music tape to be run

_ through your C64 with a bit of
fumnass (and some pretty colours). Just copy out
the listing, SAVE i, and then RUN it. Put a music
tape of your choice in the C2N Datassette unit and
press the PLAY button. Be amazed — well, a little bit.
That's it, chaps. Please print this letter as it is the letter
that'll set me on the road mega stardom. Ta very much.
Dave Da Bubble, Bubbleland.

Okay then, I'll print this one. It's quite a novel little
piece of machine code that | must admit | have
never come across before in my time using the
C64. However, when | demonstrated it to my dad
he couldn't tell the difference between the Utah
Saints and the Pet Shop Boys. Your ‘bit’ of
fuzziness is a slight understatement -

but the idea is there and | really do like

it. Here goes then:

10 C=0: FOR L=49152 TO 49198

20 READ A: POKE L,A: C=C+A: NEXT

30 IF C5424 THEN PRINT *CHECK DATA!!": END

40 5YS 49152

50 DATA 120,165,1,41,159,133,1,162,0, 142,17,208,138,157,0,212

60 DATA 232,224,24,208,248,160,15,162, 0,173,13,220,41,16,208,6

70 DATA 140,24,212,76,25,192,142,24, 212,238,32,208,76,25,192

And I'll keep your original letter so | can sell it at Sotheby's when you've become famous.

1) You can’t cut it down without a lot of
hassle. You would need to compress the
information that makes up the picture
which is tricky. Alternatively, you could
fork out £30-odd or so and buy an Action
Replay cartridge which has a tape turbo
built into it that will make your piccies
load in a matter of seconds,
4 assuming they have been
saved out to tape using the
same tape turbo system.
2) Erm, in the same way as
with your pictures. You need
a turbo loader.
3) To get a flashy border you
have to write a piece of
machine code that changes
the border colour first of all.
M Then you have to write a
program, probably in BASIC,
that changes a couple of

puter worked a little better, Also a few
changes were made to the VIC Il graphics
chip, but there are no major differences.
6) This is a very complicated process that
requires you to make a cable that con-
nects one user port to another. You then
manipulate input and output addresses in
the memory to control what is sent by one
and received by the other. It really needs a
large article to explain it clearly. Sorry |
can't help with that one in detail.

7) Probably because your C64 is broken —
I've never heard of a reset switch that
works via the serial port and if it does,
then there is something seriously wrong
with the internal workings of your C64.
Assuming you mean the expansion port
or user port, there is no reason why it
shouldn't work with your new CB4C. As |
made clear in the last answer, there were
no major changes to the wiring.

8) Erm, controversial, this one. In my opin-
ion, at the moment it is not worth buying
one really. There is no sofiware of any
quality that supports the drive. And if you
want to load your pictures from the drive,
you won't be able to do it from within
another program because of the way the
drive plugs into the computer.

9) You could try Cavendish Commeodore in
Leicester. Their telephone number is 0533
510066 and a C128, if they have them, will
set you back no more than about a £100.

MYSTERY
COMPO

machine code routine. Then you load your
program and set the pointers back to what
they were beforehand. It's a bit compli-
cated = I'll try. and summeon up a program
for next time, okay?

4) Yes, but | don’t know how, unfortu-
nately. It needs a piece of machine code
to be written — you can't actually use the
RESTORE command to do it. Perhaps
some other readers can help out where |
have failed so dismally (sob)? (Save the
amateur dramatics for the football field —
Ed.) Send in your solutions.

5) The newer version basically looks more
like a computer than the old-style shoe-

box design and a few of the errors and
problems with the old ROM (the com-
puter's internal operating code) were
sorted out and changed so that the com-

COMMODORE FORMAT September 1992 - Expanding your horizons

Dear Inside Info,
Recently, while looking
through previous copies of
CF, | came across a com-
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petition. It was in CF16 and it was about
putting text and pictures on the screen whilst
loading was taking place. Then | looked
throtigh the rest of my issues of CF and
couldn't find any solution to it. So
please can you print it.

And PLEASE print this
because last time | sent
something in to you it didn't
get published.

Mark Dyer, Suffolk.

Awww, you poor thing.
Sorry | didn't answer your
last letter but | thought you
must be related to Andy
Dyer, a strange, fearsome
being that once worked for this
magazine, and that put me off.
As to the solution to the competition, |
plead innocence seeing as how | didn't
come on the scene until after its launch.
I'm sure that if a suitable solution ever
reaches the office it will get published,
but, of course, all that is up to the great
king that sits snugly in his leather execu-
tive chair all day, otherwise known as ‘Ed’".
(Actually, | wasn't around when the com-
petition appeared in the magazine, either.
My predecessor, that curious Campbell fel-
low, a being even more feared than the
dreaded Dyer, was in charge at the time. |
can only assume that no one actually sent
in a printable solution! — The Reigning Ed.)

K NO, |
-\ WON'T!

Dear Inside Info,
First of all, congratulations
& on Inside Info - it's a most
Pla==>"c | excellent section of the
mag. Not that all the other parts like,
Gamebusters, The Mighty Brain, and so on,
aren’'t superb as well. Enough... | wondered if
you, or someone else of equal cleverability,
could help me. I'm making a game with the
3D Construction Kit and | want to put a pic-
ture on it. The only art package | have is
Vidcom, so | need to move it to memaory
address $3800. I've got an Action Replay Mk
VI so can you please tell me how to do this?
Keep up the good work and keep begging
for more pages — and a lower price! We want
more Inside Info! One more thing... be a
naughty boy and title this letter God Gave
Rock'n’Roll To You please!
Kiss fan, Rockville,

Tut tut, you are pushing your luck, aren’t
you? You want an answer AND a title of
your own choosing. Noooo — it wouldn't fit
anyway. And with respect to the begging...
Trenton, love, please, please, please give
me more pages. ( Your wish is my com-
mand, Jason. You shall have another
page! - Ed). (Actually this last Ed’s com-
ment was not written by me at all — Finch
wrote it himself. | decided to leave it in to
show you what a strange, deluded crea-
ture he is. He actually came begging to me
on bended knees with stories about a dog
and two stick insects to support, and
needing the extra money. It was really

YOU'RE MY
LAST HOPE

now tough
do his d:

embarrassing! And by the way, Jason,
don’t call me love! — The real Ed)

But to get down to your problem. | pre-
sume you want the picture moved
to $3800 in memory... erm,
why? You cannot display a
picture if it is positioned
at $3800 — only a charac-
were. No mat- ter set can be
displayed at that loca-
tion. But anyway, I'll
give you a few brief
words and you can
take it from there (pre-

Action Replay you enter the monitor and
give the command M XOOOX YYYY 2277/
where XXXX and YYYY represent the start
and end addresses (in hex) of the block of
memory you want to move, and ZZZZ rep-
resents the address you want it moved to.
For example, M 6000 7F40 4000 would
move the memory at $6000-$7F40 to
$4000, or rather it would copy it to there. |
hope that helps to get you started.

By the way, while we're on the subject
of paint packages, as we vaguely were,
there's no need for any of you to have
inferior art programs after next month

Avon BA1 2B

because CF will be proudly carrying
Saracen Paint on the cover. Worth £13, it
was awarded a corker in this very mag
when we reviewed it just seven month
ago. So all you budding computer artists
are on to a winner. (Thanks for the plug,
Jason. You get to keep you job — Ed.)

Be seaing you.

suming you can take it
anywhere — drop me a
line and tell me what
exactly you're trying to do).
Vidcom saves piccies out with
the actual picture at $6000-$7F40, screen
information is at $5C00-$5FE8 and colour
data at $5800-§5BE8. To move stuff using

BOXED IN
Dear Inside Info, .
Following the request for more information in CF22, this program,
which is used with Basic, allows a box to be drawn anywhere on the
—3 screen. This could be useful for menus, headers and so forth. The box

¥ + 352/ SNl can be any size (providing it fits on the screen), any colour and can
also be reversed. There are no limits to the number of boxes you can draw, so multiple
boxes can be defined. To position a box, certain values need to be defined. You should
enter a command something like:

o sher LoD oo bl "SRV B, ~ P o
The letters should be replaced by numeric values, where:

X is 0-24

y is 0-38

1 is the length of the box 0-24

w is the width 0-38

r is the reverse flag and is either a 0 (zero) for off, or a 1 for on

¢ is the colour of the box 0-15
So to place a red, reversed box at co-ordinate 1,1 with the length 10 and width 5 you

s'ﬁs“ﬁiz;z.l,z. 10,5,1,2

1 hope a few of you will find this routine useful. You should just type In the Basic
loader program, SAVE it and then enter RUN to initialise the machine code.
Andrew Coombs, Colchester.

I'm sure plenty of people will find the routine very useful indeed. You could incorpo-
rate the Basic loader into your own programs so that the data is read in first, aliowing
your own programs to display the boxes simply. Thanks for the listing, Andrew.

10 FOR X=49152 TO 45334

20 READ Y: BEE X,Y: C=C+Y: HNEXT

30 IF Ce>30226 THEN PRINT “DATA ERROR!*: END
1000 DATA 173,134,2,141,183,192,32,241,183,134
1010 DATA 251,32,241,183,134,252,32,241, 183,134
1020 DATR 253,32,241,183,134,254,32,241,183,142
1030 DATA 184,192,32,241,183,142,134,2,166,251
1040 DATA 164,252,134,214,132,211,32,108,229,174 GJ F G

1050 DATA 184,192,224,1,208,5,169,18,32,210

1050 DAT2 255,169,176,32,210,255,162,0,163,192
1070 DATA 32,310,255,232,228,3254, 208, 246,163,174
1080 DATA 32,210,255,166,251,232,134,214,162,0

1090 DATA 134.251,164,252,132,211,32,108,229,16% [l

1100 DRTA 221,32,210,255,160,.0,169, 32,32,210

1110 DATA 255,200,196, 254,208,246,169,221,32,210

1120 DATA 25%5,230,214,32,108,229,166,251,232,134

1130 DATA 251,228,253,208,213,164,252,132,211,32

1140 DATA 108,229,169,173,32,210,2585,162,0,169

1150 DATAR 192,32,210,255,232,228,254, 208, 246, 169

1160 DATA 189,32,210,255,174,184,192,224,1, 208 Why make one type of box

1170 DATA 5,169, 146,32,210,255,173,183,192,141 when you can make two?

1180 DATA 134,2,96 Just cut, fold, stick and
ignore the letters.

COMMODORE INFORMANT September 1992
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here's an ancient Himalayan proverb
that says, “There's more to using a
datassette than bunging in a tape,
pressing the F.FWD button and wait-
ing for your game to load.” And
those old Tibetan Lamas were extremely wise
men (and obviously blessed with amazing pow-
ers of prescience), because if you're prepared
to put in a litthe effort in the old programming
side of things (yes, you actually have to get
your hands dirty and type in a few commands)
you can use your trusty tape machine to
achieve many wondrous and handy things.

Like what? Well, we've already revealed
a few last issue (and if you missed it what are
you waiting for? Turn to page 52 and order your
back issue now!) and because we're such nice
people, we're going to tell you some more. So
read on to find out how to get a list of every
program on a cassette, how to automatically
load a program from anywhere on a cassette
and much, much more. Hold on to your fedo-
ras, it's going to be a not-too-gently
undulating ride...

whirr, click. Is that it? Is
that how you think of your datassette?
Just some utilitarian device for loading up
your games? That’s very sad when you and
your tape machine can have a full, meaning-
ful, two-way relationship that could be so
much more rewarding. Want to find out how?
Then Bones is your counsellor for this second
session on making the most of your datassette.

Y

CREATING A LIST OF
CASSETTE CONTENTS

We are just so good to you. Guess what
we've done now. Well, y’see there's this great
little program that will print to screen a list of
the contents of a tape, and to save you typing
it in we've included it on this month’s cover-
tape under the name Header Reader. This
program will check through any cassette tape
and read the file/program header information
of each file or program contained on the tape.
When it finds a program it will pause allowing
you to make a note of;

(A) the tape counter.

(B) what type of file it is — whether it's
ABSOLUTE (non-relocatable machine
code), RELATIVE (relocatable
Basic) or FILE (data).

(C) the size of the header
in kilobytes — these are usually
around 0.9k.

(D) the start and...

(E) ...the end memory
addresses of the header file in
the cassette buffer.

(F) ...the file name of the
program.
_ When the tape reaches
Y the end all you need to do is
o to press the RUN/STOP key
" which will display the screen
= and the files listed (note — if the
- tape contained numerous files
£ then some may have scrolled off the top
of the screen).

| TAKE A PEEK ™"

" Using the PEEK instruction during the
~ course of file management allows you to
~ read out a filename, but often, perhaps
. because you have wound the tape back

Ma

too far, for example, the computer throws up
a 7FILE NOT FOUND message, which can
be very annoying after a long search through
the tape. However, it is possible to get the
computer to let you know what file it has
found each time it reaches one.

Assuming you know the order the files
are in, then you will easily know whether to
wind the tape on a bit or go back to an earlier
position. The following lines of code will force
the computer to display the name of every file
that it encounters:

100 INPUT “FILE MAME";FNS$

110 L=LEN(FN$)

120 FXS=""

130 OPEN 4,1,0,FX3

140 FOR I=0 TO

15:FX5=FX$+CHRS (PEEK(B33+41) ; HNEXT

150 PRINT" [DOWN]...FOUND ":FX$

160 IF

LEFTS (FX$, L) <>LEFTS (FNS, L) THEN

CLOSE4 1 GOSUB200: GOTO120

170 PRINT” [DOWN]...FILE BEING

LOADED"™

200 POKE 198, 0:WAIT198,1210

RETUBRN
Because the OPENM instruction in line 130 has
no name this will cause the computer to load

every header into a buffer. In
lines 140-160, by means of the
PEEK instruction, the data, or
file name, is loaded from the
buffer into the string FX3§. If a
BN negative result is found dur-
Bk} ing the comparison of the
B file name held in FX$ with

Played all the way
through your
Powerpack yet? Well,
if you have you'll have
found two small programs tucked on
the end of side two. Calalog and Header
Reader are their names and if you want to
know exactly how they work then you're
going to have to read this feature. Suffice to
say if you fast forward to the end of side

two, rewind about 50 tape counter units,
ioad them in the usual way, they'll change
your datassette’s life (probably)!

€30, €60, C90, GO! FORMAT September 1992



We were going to print the listing

for Headar Reader and lat you type

it in, but this Bones is a nice guy

and he's already done it! ('

the original file name being 1
searched for in FN$, the the search

is continued, otherwise the pro-

gram loads the file into memory.

APPENDING
BASIC
PROGRAMS

Commodore Basic is, well,
basic! How often have you
wanted to load in several files
and then link them together
in a cain? Files such as
often-used sub-routines in a
program you might be creat- |
ing, or the data for sprite R "
images, or user-defined A
character sets, for example.
Well, by utilising the Basic Pointers, 43,
44, 45 and 46 this is not only possible but
also fairly easy to do. Here's how:
Load the first program and set the start
address by typing:
PRINT PEEK(43), PEEK(44)
and make a note of the values. Now enter:
POKE43, (PEEK (45)+256*PEEK (46) -
2)AND255 <returns>
FOFE44, (PEEE (45)+256*PEEK (46) -
2) /256 <return>
MB: Bacause there are always two zero bytes
at the end of a Basic program acting as the
program end markers (as explained last
issue), then the end vector must be sub-
tracted by two. If you now do a LIST it
appears that there is no longer a program in
memory — of course, the original
program you loaded is still
there, but since
you've just

.

P

dﬂ't.l'o",‘ o =

changed the Basic Start Pointers the
program is below them.)

You can now load the second pro-
gram, and if you LIST it, once loaded,
only this program's listing will be
printed on the screen. Now write back
the original values you noted into loca-
tions 43 and 44

POKE 43,N: POKE 44,N
Mow perform a LIST and Hey Presto
you have appended one program on to
another. There's just one important
point to remember. Ensure that the
program line numbers of the first pro-
gram are lower than those of the
second program, otherwise you'll dis-
cover problems (ie, neither will run)! So

make sure that the program
o~ you are

Lo

: 3

n‘w* wh. .I. =l b \
tirg Madg op _ 50mg i
bitg of

adding has higher
line numbers — this way you can
load in a whole series of routines.

There is a much more eloquent method of
creating such a program but it requires
machine language to achieve, and program-
ming in machine code is another article
altogther (Is this a hint or something? — Ed).
Howaever, if enough of you write to that nice
chap Trenton, the aditor, (Yes, he's buttering
me up now, so it must have been a hint! -
Ed) asking him for a Machine Code Append
program, I'll be more than happy to write one
for the Powerpack tape!

PROGRAM CONTROL
OF THE DATASSETTE

One of the rather funky things we showed
you how to do last issue was how to auto-
matically start and stop your datassette
through program control every time you
load up a program. This is a very useful
function that you can exploit even fur-
ther, and, you guessed it, we're going
to show you how. Here's a rundown of
the various memory locations that enable you

"‘f"cuﬂb,.__u

to control the motor, and check to see if a key
on the datassette has been pressed:

Address Value Function
1 AND 223 motor on
1 OR 32 motor off
192 0 motor on
192 1 motor off
1 16 key prassed

Also handy is the following simple instruction
which will make a program wait until a key is
pressed on the datassette:

WAIT 1,16,16

AUTOMATIC LOADING

So armed with this knowledge, what little
tricks can you achieve? Well, wouldn't it be
handy if you could name a specific program
on a tape full of programs and then get the
datassette to automatically
T locate the pro-

2 oW wire, m k“‘*-M,

& -
gram you've Ty thingy,
specified, and then load it? Of

course it would, and, what's more, we've
handily included a program on this month's
Powerpack that lets you do just that.

All you have to do is save Tape
Catalogue at the beginning of an empty
tape, then save a series of programs follow-
ing it, leaving a short gap of about 10
seconds between each one. Tape
Catalogue will store timing information and
each program name as data statements.
The timed information is the time it takes to
wind from the end of the Tape Catalogue
program to the beginning of each of the pro-
grams stored on the cassette tape.

So, after loading “TAPE CATALOGUE"
place a blank tape into your datassette and
then save “TAPE CATALOGUE". Once
you've done this let the tape run for about 10
seconds (you don't have to sit there with a
stopwatch, though — a rough estimate is fing)
then store the the first of your programs.
Leave another 10-second-or-so gap then

Fast forward - COMMODORE FORMAT September 1992
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save the next program and so on until you
have stored all the programs you want on to
the tape (unfortunately there’s a limit of eight
but it's better than a slap in the teeth with a
wet haddock). Note down somewhere the
starting numbers on the tape counter
together with the file name of each program
as you save it. Once you've done this rewind
the tape to its start, reset the tape counter
then load and run Tape Catalogue.

You will now be presented with a menu
containing three options:

1. CREATE NEW CATALOGUE

2. LOAD FROM CATALOGUE

3. READ INSTRUCTIONS
Choosing Create Catalogue “C" you will then
be asked to input each of the file names of
the programs on the cassette (in the
correct order, of course). When
you have entered each file
name finish by entering the

symbol which acts as a
terminator. You will now
be instructed to press
the F.FWD key on the
datassette. You can
start or stop the datas-
sette motor by pressing
any key.

So by pressing any
key a prompt will tell you
to stop at the start of a par-
ticular file name, using the
tape counter positions you noted
down previously (and don't say we
didn't give you plenty of warning). Press any

key to stop the motor at that point. Now press

any key again and the motor will start and
you will be asked to stop it at

the baginning B ake L
to use
50 easy

READY FOR NEXT PROGRAM HIT

he
Listing® into *

5
%
?‘

of the
next file name,
and so on until you have
entered each program on the cassette.
When the program finds the last entry, it
will inform you of the proposed data
statements that it is about to
create, and then will print a
message telling you to
wind back the tape to the
beginning, and to re-
save Tape Catalogue
over the first version;,
now it contains the
data you need. When
you want to load a pro-
gram from your tape,
simply set the tape
counter to zero, load Tape
Catalogue, Run it, then
select option 2 from the menu:
LOAD FROM CATALOGUE.
This will print a requester to the
screen, which tells you that the F1 key will
move the pointer up the catalogue list, while
the F3 key will move the pointer down the list
and RETURN will search for, and load, the
selected file. Prass any key to display a list
of the programs on the tape, make your

told to press the F.FWD key on the datas-

£
E sette. The program will now start to search

through the tape until it locates the start of
o the selected program. You are then
8 prompted to press the PLAY key on the
% Jatassette, followed by the SPACEBAR.
a The program will now be loaded into
= memory. Simple!
2 Maybe not the end of multi-load
= nightmares as we know it, but certainly
a great step in the right direction.

Header Reader looks through your cassette,
examines what it finds and then tells you
about it in more detail than a person could
eat - well quite a bit, anyway!

ANY KLY
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selaction, hit RETURN, and then you will be

Ol

TEN

THINGS

YOU'RE
EXTREMELY
UNLIKELY TO
KNOW ABOUT
YOUR DATASSETTE

1. A datassette can't load anything from
disk. Any attempt to do so will reveal that
these disks should really be called ‘foldy’
and not ‘floppy’!

2. Datassettes are nearly all made in
Taiwan, a country previously known as
Formosa — spooky huh?

3. No external power is needed to run
your datassette. There are two major the-
ories concerning its power source. One
is that it draws energy from the continual
shifting of stars, the other is that it nicks
some from your 64. One of these theories
is badly flawed.

4. The little red lights that show when
you are saving to tape are also used on
Boeing jets to show when the bathroom
is in use! (Are you sure — Ed?)

5. One datassetie was a BBC superstar.
Painted silver it appeared in Doctor Who
as a Tri-corder. Resprayed gold it
appeared in Blake's 7 as a super-com-
puter and in its natural dull cream mode
it featured in Star Cops as a spaceship.
So far none have appeared in Red Dwarf
as the effects team there prefers to use
Remmington Fuzz Aways.

The famous Ocelot 6 as seen in episdoe
eight of Blake's Seven! Convincing eh?

6. Datassette is actually an anagram of
A date states.

7. A datassette is NOT waterproof - we
found this out conclusively when James
dropped his in the bath (don't ask why).

8. The orange tab that lives behind the
little window on the cassette is actually
Panatone™ Orange number 1375.

9. If you play a Danni Minogue tape
backwards through your datassette,
some small fragments of machine code
can be loaded. Yet the same tape played
forwards in a ghetto blaster reveals no
fragments of music whatsoever!

10. Uuh that's it...
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'/ The Mighty

);,,. ,.’F {:\—J Brain is set to
TR, |4l unleash his unstoppable
brain pawers on the people of Earth - only you

can save the planet! Distract him by writing
to TMB, Commodore Format, 30 Monmouth
Street, Bath, Avon BA1 2BW. It’s a long shol,
but who knows, it might just work!

MARCUS IS
COMPUTER CRAZY
(APPARENTLY -
TMB!)

Dear TMB
1) What's do you reckon is the
best C64 budget football game
and where can | get hold of it?
2) Have there ever been any
CE4 games that have scored
100 per cent in CF?

3) Will you ever put an adven-
ture {text only) on future
Powerpacks?

4} What's the best art program
out on cassette or cartridge for 4
the C647

5) When will Liverpool be
out on the C647
Thomas ‘Dudfey Cool’
Bradfield, Kings Lynn.

1) Choosing the best budget
footie game is a toss-up
between MicroProse Soccer
and Emiyn Hughes
International Soccer.
MicroProse Soccer is the faster
of the two games, using a verti-
cally scrolling arcade approach.
Emlyn Hughes is a little slower
and views the game from a
weird perspective. Emiyn,

Terrier-like defender David Burrows
gets ready for the Grandslam (but
that's Rugby - James!)

Crazy Horse's computer kick-
about is one of the best; and
now it's a budgie!

though, in my opinion, has R

greater scope for skill devel- |
opment. MicroProse Soccer P
is available through Kixx e
(021 625 3388) and Emiyn
Hughes through
Touchdown (0268
541126). Both cost
a mere £3.99.

2) Nope.
\ That
AN would

h)\ indicate TSNS
that the g T
game was perfect — and
no game can claim that
title yet. Some have come
close; Last Ninja 3 and Exile
both scored 97 per cent.
Besides, if we gave a game 100
! per cent then what would hap-
pen when a game came along
. that was even better — what
score would we give that?
3) No, no, never in a mil-

Well, since you asked so
nicely, all right then — look on
Y the cover of this very issue!

? 4) | personally like Saracen
Paint (which comes on tape and
disk). To get hold of a copy either
give The Software Business a ring on
0480 496497 or see page 53 for a rather
smart CF subscription offer! But then |
would say that wouldn't I?

HORROR BEYOND BELIEF!

lion, billion, years. Oh. Um.

YOUR LETTERS

5) Grandslam are work- mx
ing their little fingers to

the bone trying to get it ready as soon as
possible, but you know how tough it is
programming with bony fingers!

™B

MR MAD

Dear TMB,

TMEB = How hideously deformed mighty

brains can grow limbs with brain power.

Roger Frames — How to grow rich while you

are asleep by Stingy Smith.

lan Cyclopedia — Encyclopedia Britannica
story book and cassette.

James Heaton,

Sherbome.

As mighty as | may
be, I'm not entirely
sure quite what
you're on about!
TMB

Dear TMB
MNow, oh great grey blob of
! o8t  super intelligent matter, |

E know that you are extremely

wiC busy but | have a couple of
computer-related questions

that | would like to ask you.
1) Are computer games made with their cheat
modes, listing pokes, etc, installed?
2) If so how do you and the CF crew go about
finding them out?
Wayne Hay, Reading.

1) Yes, games are often made with cheats
built in. These tend to be of the ‘keypress’
variety and are used by programmers dur-
ing the testing process. Obviously, if they
have written a huge arcade challenge they
don’'t want to start playtesting without infi-
nite lives or invulnerability.

Listing pokes, on the other hand, are
actually small programs that subvert the
original game code. Basically, they find
the part of the program that counts lives
or energy levels and disable it.

2) We give them to Andy Roberts — who
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gets Martin Pugh and Warren Pilkington to
help! Keyboard cheats are often publi-
cised by the games’ publishers a few
months after release, or people just stum-
ble on them. Listing cheats are discovered
by monitoring the game program as it
runs and seeing what numbers change
when you lose a life or unit of energy. This
part the program can then be tweaked
with a short listing = which is usually writ-
ten for a specific game.

T™MB

Lookalikes - have any CF readers noticed
the startling similarity between The A
Team's Face and Battlestar Galactica's
Starbuck? Are they, by any chance, related?

QUANTUM LEAP

Dear The Mighty Brain

1) Will there be a Star Trek game coming out
or is there one available already?

2) Could you please tell my brother the fact
that Final Fight was only awarded 19 per cent
and not 91 per cent. He thinks that you just
made a printing mistake.

3) Why does Dirk Benedict (the bloke who
plays ‘Face’ on the A Team) look so much
like Scott Bakula, the bloke who plays Sam
Beckett of Quantum Leap?

Peter Durston, Plymouth.

1) Yes there was Star Trek: The
Promethean Prophecy (MGA
SoftCat/Simon and Schuster) and Star
Trek from

“The cap-
tions
canna’
take
much
more. IF17%
write any |
more
she'll
blow!™

Firebird. Both of them were released
about four years ago.

2) Read my lips, no new taxes —
sorry must stop beating about the
Bush! Read my lips, we did not
make a mistake; Final Fight only
scored 19 per cent.

3) Probably because they have sim-
ilar shaped faces and bodies!
However, have you noticed how much that
one from The A Team looks like that
Starbuck chappie in Battlestar Galactica?
TMB

A FAST ONE

Dear Squidgy Blob
4 | have some guestions to tease
your intelligence.

1) Which do you think is the
best Dizzy game?
2) What do you think of the
Kempston Quickshot joystick (I
think it's brill)?
3) Have you got a quick cheat for
: Bubble Dizzy you could tell me?
4) When you Powertest games do you review
the tape or the disk version?
Christopher Loftus, Warkworth.

1) Call me an old fool, call me a bit of
dinosaur (you foolish old stegosaurus -
Ed) but | liked the original Dizzy best, sim-
ply because it was original! These new
whippersnapper Codies games can try to
recapture that old magic, but you know,
when they wrote that one they broke the
mould. They don’t write "em like that any-
more, in today’s games you can’t hear the
words... (oh stop wittering — Ed!)
2) 1 think therefore it is!
3) Yes, so you'd better get ready... sorry
too slow, you missed it!
4) The CFteam Powertest from both disk
and tape. Wherever possible we will have
a look at both formats before making up
our minds about the score. However,
owing to the time pressures and costs
involved, this is not always possible. Rest
assured, though, if we can
only get the game on
disk we always, always,
always bear the tape
user in mind and are
wary of the dreaded
multi-load.

™BE

A Cephalopod! But how big and bad?
Read on to find out.

OCTI-PLUS?

Dear TMB

The main reason I'm writing in is
about the multi-load icon (the
octopus). | think it would be
maore informative to the reader
to include a score from one to ten
next to the octopus icon. This would
indicate how good or bad the multi-load
is on that particular game. For example a one
or two would be for the really good ones like
Robocop (no reloading the whole game/level
after losing all your lives) and nine or ten
could be really dire like R-Type or Budokan.
T. Dann, Winscombe.

A neat idea but hopefully — well definitely
— this information will be in the review
itself. This way the octopus should alert
you to the fact that we are reviewing a
multi-load game, then in the review it
should be made pretty explicit just how
good, bad or ugly the multi-load is.

™T™EBE

EDUTAINMENT

Dear TMB

Please answer a few of my guestions or I'll
set Kylie Minogue on you.

1) What, in your opinion, is the best joystick
available for the C&47

2} You're a fraud!!! Considering that the
human race has never found any evidence of
life on other planets, and the most intelligent
species on the planet earth is MAN this
means that you are a human brain — as that
is the most intelligent. So there.

3) What have the group KLF and games
hippy Jeff Minter got in commaon?

4) Why do full-price games cost so much? £4
is enough for any game no matter how good.
Andrew McCombe, Cannock.

1) The best joystick has to be the Bug
from Cheetah (= 0222 867777). It looks
good, works well and comes in any colour
you want — as long as it's black!

2) Honestly, your species never ceases to
amaze me! Your logic does suffer some-
what from hubris. For instance, how do
you know that mankind is the most intelli-
gent species on the planet? Dolphins,
whales and wildebeest all have massive
brains but, just because they haven't
developed motorised transport (apart
from wildebeest, that is) they are consid-
ered ‘inferior’'! Besides, | am real and if
you keep saying I'm not, I'll cry!

3) They are both carbonoid life forms with
a penchant for pyramids!

4) Full-price games cost £10 plus because
of the investment needed to develop
them. Big licences like Bafman cost a
vast amount to arrange and this has to be
reflected in the price. Then comes the
cost of hiring a good team of program-
mers for months at a stretch. There is also
the cost of mastering thousands of tapes
and disks, and getting the snazzy boxes
printed. All this adds up to some major
moolah, but if the game is good, a la
Hudson Hawk, then it's definitely worth it.
TMB
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CROSSWITS
Dear Mighty Brain

1) Is it true that my much-loved Datassette
is becoming redundant?

2} Bat you didn't know that the longest word
in the English language is Pneumonoultram-
icroscopicsilicovolcaniconiosis?

3) Joke: What's green and goes ‘putt putt'?
An outboard pickle!

Alistair Anonymous.

1) No. It's far too flexible and too popular
a format to become ‘redundant’. It's true
that disks are faster, but cassettes are far,
tar cheaper and can hold vast amounts of
information and code.

2) Yes | did (I watch Catchword too!) - it is
a disease suffered by miners and is
caused by constant inhalation of tiny
quartz particles.

3) That's not a joke, this is a joke. | say, |
say, | say, what's black on white and sits
at the bottom of letters being abstract?
Question 3!

TMB

Dear TMB

Aaarrrggghhh! | just had to sit through six
hours of boring science and maths exams. |
now have an aching butt. Those tacky green
chairs are real cripplers. Did you know that us
14-year olds are being used as guinea pigs?
Oh, it gets me so madl|

1) What has happened to the PD column?
2) Is the GAC booklet still available? As | am
stuck in the middle of my mega, brilliant,
tremendous, but decidedly average adven-
ture, Why didn’t you print the second part of
the GAC feature?

3) How come you never answer your ques-
tions properly? I've noticed a change in your
answers since the old CF team left. Gosh, is
there a thought that you are not real?
Heavens nol

4) How come you don't have a section
devoted to us ACME DIY BBQ owners?

5) | bet you don't print this because because
it's too long and VERY LOUD.

Stuart Sams, Newport Pagnall,

Sir, you are as mad as a balloon in Mid-
Hampshire, that's singing Jerusalem with
all the lights on! Anyway, Mr Sams, I'll do
my best to help you out.

1) We have tried to cover all the best from
PD in our round-ups of games, utilities
and demos over the last few months. As

e A
- ine um, - - k.
< lungs. — n. a medicine for lung diseases. — ns.
pneumani tis pneumonia; pnes monoultramicroscopic-
sil'icovolcanoconio’sis a form of pneumoconiosis
caused by very fine silicate or quartz dust; pneumo-
 tho'rax (med.) the existence, or introduction of, air
berween the lung and ~ka= ~allapse result-

ing from the =) jn doubt check it out.
¢ EVIY =27 wWhenever stumped for a word
humans can turn to dictionaries.
Mighty Brains, though, just have to acti-
vaie an extra 0.0003 per cent of their mind
to remember every word ever invented.
page space is limited we are always
forced to choose between the software we
review, so it seemed better to do occa-
sional round-ups rather than run a regular
page. Is this the right decision or do you
want a monthly column?
2) We did run the second part of the fea-
ture in CF19. Sorry it wasn't as sequential
as we would have hoped, but lay the
blame at the feet of that Ed chap. As for
the GAC booklets, we still have a few left
at our mail order branch. They cost £2.99
and are available by writing to GAC book-
let offer, c/o Commodore Format,
Somerton TA11 7BR. Just to ensure
you're not disappointed give them a ring
on 0458 74011 beforehand.
3) | do not evade questions! When was the
last time | dodged an issue? As for the
change in the tone of my answers, that's
obvious. You see that Steve Jarratt ruled
CF with an iron fist whereas this new
Webb person is nothing more than an old
hippie! | can get away with murder. You
see, he trusts me...
4) Because that would be silly!
5) NOT HALF AS LOUD AS THIS, PAL!
T™B

THE END

TMB's getting a bit flabby — help get the

grey one back in shape by writing in
with your toughest questions to TMB,
Commodore Format, Future Publishing,
30 Monmouth Street, Bath, Avon BA1
2BW. TMB stalks the mail sack every
month, hunting down the best letters
for the the hardest hitting, fastest talk-
ing and generally rather good letters
section ever! (But please DON'T send
any SAEs as TMB cannot guarantee to
send out personal replies.) /

Ohand by the way,  :/
Lord Reginald Popeye 3
Scrutton lil, the answer to
your question is

Ouagadougou, population [T
441,514 (approx’).

A couple of months ago | asked you to
include the names of your favourite bands
in your letters, so that | could get an idea
of what music and which bands you like.
This month's faves are:

1) METALLICA
2) BOOGIE DOWN PRODUGTIONS
3) KLF

4) REM

5) PUBLIC ENEMY

6) ERASURE

7) BABES IN TOYLAND

8) JAMES BROWN

9) ACTIV-8

10) SONIC YOUTH

Keep writing in with info on your current
faves, it makes interesting reading. The
chart positions reflect the order in which
the letters were opened, not artistic merit!

Hey what's this? It's got a good beat!
Time for some serious ‘dad dancing!'
Swing those arms... ;



There’s bound to be trouble when Roger reviews Total Recall in the
same issue as two tennis sims. But this time the stingy cheapskate
seems to have lost his mind entirely.

International 3D Tennis
and Pro Tennis Tour gave
me the urge to take to
the court, so off | popped
to my local club, which
was doing two tennis
lessons for the price of
one. | simply put my name
down, didn’t turn up (or
pay for) for the first les-
son, and claimed my
second free lesson.
Brilliant, eh?
By shouting, scream-

ing and waving my arms,
| distracted the pro
enough to actually take a
point off him. Overcome
with glee, | vaulted over
the net, Becker-style. My
toe snagged and | col-
lided very painfully with
the ground.

And when | awoke, |
couldn’'t remember a
thing. 1 feit like a differ-
ant parson. | had this weird memory
that I'd been on Mars. | remembered a girl
with blonde hair and a vicious smile. | knew |
must get in touch with her again...

SUPER CARS

GBH £3.99 cassette
Contact 0742 753423
Yes, it's time for the sort of high-speed mega-
dangerous racing that everyone can afford
(especially if they've got £3.99 they don’t

but then again I'm not really sure how much
heat-seeking missiles really cost (our local
- stockist had sold out
when | visited). Anyway,
it's probably best to
refrain from spending
any dosh and just rely
on your driving skills.
The idea is that you
race around 27 circuits,
barging, shunting and
weaving to get past the
guys in front, it's
% smooth, fast and very
playable. So, because |
recently celebrated my
birthday and in a good
mood (lots of dosh and tokens, you see) I'm
going to award it a massive great Corker,
and I'll fight any man who says otherwise
(unless he's bigger and stronger than me, or
carries a powerful handgun).

And by a curious coin-
cidence, | might just
have that sort of
money knocking
around (heh heh). :

MNow listen up cos |
it's quite simple. You
start with a standard
litthe car and $20,000. &8
You must modify the o 3
car with missiles, tur- = ara  iss
bos and other groovy, Argh! Stop gaining on me! Just cos you
go-fast stuff so that ~ spent loads on turbos and | wisely invested
when it's time to step I" under-bed shosboxes.
fearlessly out on to the track, you can go with
your head held high, like a true Frames (or a
true whatever-your-name-happens-to-be),
knowing you can't lose.

The price of these add-ons is a bit steep,

KUATO FORMAT September 1992

Read on for a slightly amusing tale
of interplanetary amnesia...

SUPER CARS

Better than becoming chums with the
Queen and getting loads of cash and fine
art off her in return for being witty and
claver in front of visiting heads of state.

FRAME RATE 91%

&4 4 &8

The trouble with modern military firepower
is that it's so flippin’ expensive. | mean, in
my day you could buy a fleet of battleships
and still have change out of £3.2m.

GUNSHIP

Kixx £3.99 cassette

Contact 021 625 3388

| made a quick phone call to McDonnell
Douglas in the USA and found out how much
Apache helicopters would set you back, $42
million, apparently, so if you want to go on
one, have a look at Gunship. It's safer and far
more reasonably-priced.

It's just as complicated as the real thing,
though. You've got thousands of controls to
work out, as well as sorting out the how to
operate the weapons selection system, what
you had for lunch, how old the President of
Tunisia is and where the enemies are. A tall
order, most certainly.

So let's assume that you're a girly swot
and you've learned to fly this monster. What



then, eh? What then? Well, you get to buzz
low over a load of hills, roads and towns,
blowing stuff up. It's completely brilliant.
Whenever enemy planes, tanks, hamburger
stands or small mammals drift into your
sights, it's time to open fire and do lots of
damage. And don't forget, this is a chopper
that's got a fair bit of firepowaer.

For a 3D game, it's dead quick and luckily
you can select all sorts of simplification
modes which take most of the strain off you.
50 | reckon it comes down to a toss-up
between $42 million and £3.99. Both are con-
siderable amounts of money, but at the end
of the day, when all's said and done, when
the cows have finally come home, when the
credits role, when (get on with it! — Ed)
Gunship is the better value for money. Buy it
and learn how to fly it. Or better still, get
someonea else to buy it and get them to learn
how to fly it for you.

Imagine how amusing it would be if you
could control all the traffic lights in your
town. Playing Gunship is more compli-
cated and about as much fun nas
watching the near misses.

FRAME RATE 88%
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NARCO POLICE

GBH £3.99 cassette/£5.99 disk
Contact 0742 753 423
The year is 2003 in this game. Sounds good,
cos I'll be 25 and probably earming twice as
much as that Richard Branson. | can't wait! I'll
have a swimming pool, a sports car, a... (Not
on the money we pay you, you won't — Ed).

Anyway, Narco Police isn't about me, as
such. It's about a load of cops who are on the
trail of some drug dealers. You are one of
these rozzers, and the sum total of your
dealer-catching activities seems to be run-
ning around in a network of tunnels, waiting
for something to appear so that you can fill it
full of lead (whatever it happens to be).

| could wibble on about you having an
amazing techno-weapon and body-
armour, but it's not really important
(and you're bound to have heard it all
before). What matters is that your reac-
tions are quick. You control a load of 7

.And | had the plan to meet her. | hap-
pily spent loads of monay on
full-price software, knowing
that it would lure her into my
clutcheas. | could then find out
from her what | had been
doing on Mars. | might have
been a research scientist
working on the oxygen filters
there. Or maybe | was editor
of The Martian Chronicle,
their daily newspaper.

All | knew was that this
strangely attractive yet
somehow cruel-looking
blonde baauty was the key to
my other identity. | simply
had to find out how, and I"d
pay any price (at least up to
£11.50) to find out.

Mo, the Channel

Tunnel isn't a
safe place to
be. Certainly not
when I'm down
there, spraying
bullets around.

cops, and the plan is to send them down in
teams, clearing out the corridors.

But once you've cleared a large chunk of
corridor, you might start getting a bit bored of
Narco Police. You see, the game is really a
bit samey. You go from player to player,
blasting anything that appears in front of your
guy. Er, and that's about it.

NARCO POLICE

Is it a stark vision of the drug-riddled
future? Or is it a not-bad-but-quite-boring
3D running-around game? The latter, |
think you'll find. So bear this in mind when
considering it as a purchase, or even as a
kind of makeshift plastic eye-protector.

FRAME RATE
70%

© 496 &

Ha! Eat fore-
hand smash,
puter tennis-
playing
prodigy! Mo

one beats
Bjorn Frames,
master of the
court and
impressive
tight-wad.

INTERNATIONAL
3D TENNIS

GBH £3.99 cass

Contact 0742 753 423

Ahh, tennis. The gentle thwack of willow on
leather. (Excuse me? — Ed.) The polite

BUDGEY rjp$ 42

applause when a home run is scored. (EhR? —
Ed.) The grace of a set-piece scrum. (Have
you been on the wine gums again, Frames?
— Ed.) Oh yes, it's a game of endless variety
and fulsome joviality.

And this comeas across well in
International 3D Tennis. Instead of the mus-
cular physique of that André Gassy fellow,
you get a couple of triangular stick men, who
move well but don't look like anything in par-

Oof! Ehhg! Ugh! Owf! Eeeeh! Right. That's
enough of the Monica Seles imperson-
ation. Can you guess who this is? Nii-gell
Mann-ssealll is in the lead!

ticular. But hold your horses for a mo.
{Horses? Hang on, are we talking about the
same sport here? —Ed.) Before we get into an
argument about the silly graphics, I've got to
say that the game is really jolly good fun to
play. The animation is very good, you can do
loads of snazzy moves, and the action is fast
enough to get a real sense of whacking the
ball around like the professionals.

The difficulty level is set just right as well.
The game draws you in right from the bagin-
ning — although you'll lose a lot at first — but
once you've had some practice you'll be able
to lob, smash, volley, spin and even twist
again (like we did last summer). It one of
those games where you are determined to
improve your performance.

Don't let the wire-frame graphics put you
off. This is a great tennis game. Of course,
like every bit of software with a competitive
edage, it's better in two-player mode, but you
can still get worked up about it when playing
the computer, which varies its style and
speed of play to stop things from becoming
predictable (which gives it an advantage over

most British tennis players).

To make the experience perfect, sim-
ply buy some mouldy strawberries
(they're the cheapest) and slosh some
milk on "em (cream is too expensive).
Eat the results quickly (because it'll taste
horrible) and have another match of
a ,/nternational 3D Tennis.

K

o INTERNATIONAL
NA ° 3D TENNIS

o This game compares
favourably to having a cash
machine going wrong and spew-

L ing out thousands of pounds in

used notes straight into your pockets. Not
that this ever happens (bah!).

FRAME

88%
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PRO TENNIS TOUR

The Hit Squad £3.99 cassette
Contact 061 832 6633
Corks! Jings! Yikes! Another tennis game!
And I've used up all my decent tennis gags
on that last review. Oh well. Bear with me
while | try and come up with some more...
Hmm. Well | won't be making quite such
a racket about Pro Tennis Tour because it
isn't as good as International 3D Tennis. If
memory sernves, it's slower and a bit more
jerky. So if you've got to net one or the other,
go for International 30D Tennis. It's certainly
more ace than this one. But that's not to say
that Pro Tennis Tour is packed with faults.
Mot at all. It's a nice little game, certainly

This is going to be a power-serve to rank
alongside Pat Cash's famous ‘net-shredder’
back in the '84 Upper Volta Open.

playable and fun, but you might not love it.
{Okay, Frames. That's enough. | think | pre-
ferred it when | didn't know what the deuce
you wera going on about — Ed.)

Right, well the main difference between
the two games is that Pro Tennis Tour has
got bigger, more solid sprites. This is cer-
tainly no bad thing, but sadly they don't move
as well as their 3D counterparts. It's difficult
to put my finger on the exact reason, but Pro
Tennis Tour doesn't feel quite right. Maybe
it's too sluggish, or maybe it's just too finicky
about where you've got to stand to hit the
ball, but either way it doesn't come across as
being quite up to scratch.

It'd be nice to finish off with a decent ten-
nis gag, but I'm afraid | can't think of one.
Hold on = how about this? Although you
won't be courting disaster with Pro Tennis
Tour, it's not up to the same standard as
international 30 Tennis. Not bad, eh? Oh
please yourselves.

PRO TENNIS TOUR

A great improvement on skinning both
your kneas while out skateboarding, but
not nearly as good as being picked to take
part in a Milky Way-eating competition for
Tyne Tees Television.

FRAME RATE
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TOTAL RECALL

The Hit Squad £3.99 cass

Contact 061 832 6633

I'd forgotten about this game when, suddenly
it all came flooding back. Total Recall, |
thought. It's an Arnie film which | wasn't old
enough to go and see. So that was some

8%

money saved. Anyway, the game is a multi-
level job with plenty of action. It starts with a
platformer, where you you have a time limit in
which you have to run around, puzzle stuff
out and kill loads of folk.

Mext is a driving section. It's a nightmare
ride on a ona-way street to oblivion. In other
words, it's fast and will make you sweat. After
that, there's another driving bit. This time
you've got to get through the crowds of bad-
dies towards the rebel hide-out.

Finally you have to deal with yet another
platformy-style beat-'em-up in which you, er,
go on loads of platforms
and beat people up.
Once you've done
that, you've won
the game.

Well, it's not
that simple.
There are a
couple of pretty
good games
linked together
here. The plat-
form-style affairs
are playabla,
tough and rather
pleasing to suss
out. The driving
bits are fairly
staightforward,
but they're fast
and well-coded.

So Tolal Recall is a decent budget buy.
There's plenty to see and do, and it’ll keep
you going for ages (cos it's not that easy, you
see). So if you want a big licence, go and buy
this 'un = for a change it's worth it.

Come and have a go (if you think you're hard
enough). No one gets between a Frames and
the nearest reddish planet in the same solar
system! No one, do you haar!

TOTAL RECALL

Forget about wrapping an old Hoover
round your legs and pretending to be
Selina Scott. It won't fool anyone, I'm
afraid. Instead, buy Total Recall, play the
game and use the box as an ineffective
terrapin restraint.

FRAME RATE
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NARC

The Hit Squad £3.99 cass

Contact 061 832 6633

Today is your lucky day. Yes, in the post this
moming you found a dot-matrix-printed invita-
tion to take part in a once in a lifetime chance

90%

COMMODORE FORMAT September 1992 - Memories are made of this

‘o infiltrate the Mr Big Corporation. Yes,

Later that day the mysterious blonde came
round. She said her name was “Veronica
MNolan” and, as | suspected, she'd been my
girlfriend when we'd both lived on Mars. As
we played my full-price games, she filled me
in on what I'd been like.

Apparently I'd been a generous, easy-
going person, always happy to buy chips,
pop and cinema tickets for my friends.
Veronica said I'd often bought her diamonds,
cars and the most expensive breathing
apparatus available. She said | should try
and be like that again, and | should start by
getting her a thick shake, burger and fries,
followed by several
items of very expan-o @ 3%

you and sewveral million other people will get
the chance to paint yourselves blue, put on
some dark glasses and go and fight in a
dingy part of New York.

So it's time to cue the viclence! And if it's
the vielence you are looking forward to, you
won't be disappointed. You start off by wan-
dering along a street, waving a gun around.
Loads of not-too-brilliantly drawn men come
walking up. They're also armed, so it's the
start of a shoot-out frenzy. But what | want to

Take that, Mr Average Commuter. You didn't
expect machine frenzy and punch-filled vio-
lence on the tube when you set off for work
this morning, eh?

know is, why is the main character bluea?
There must be some reason for this. Perhaps
he's cold. Or an alien. Or an extremaly cold
alien. Maybe we'll never know.

What is clear, though, is that you've got to
wander along to the right, blasting hordes of
not-very-tough paople out of the way.
Ultimately you're after the big bad boss him-
self. When you find him

Anyway, it's an all-action affair, is NARC.
| think it's a bit difficult, as well, but that might
just be me playing it badly. What it boils down
to is a sort of gluey paste (so don't try this at
home, kids). If you're after a game with more
shooting in it than you'll find on many a



grassy knoll in Dallas, NARC should be right
up your rifle barrel. But although it's pretty
quick and packed with action, it hasn't quite
got what it takes to keep your finger on the
fire buttan.

NARC

Mare shooting than on the set of a World
War Il movie. But will it open your mouth
and remove your fillings, before covering
your gums with a foul-smelling lotion?
Personally, | don't think so.

FRAME RATE
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WORLD CRICKET

Zeppelin £3.99

Contact 091 385 7755

Dad often says that cricket is the greatest
game in the world, and that nobody plays it
like the English. | take this to mean that
nobody else gets as few runs, gets caught
out or leaves the sport to as many fat old
men to play as the English.

Cricket isn't the greatest game in the
world, anyway. St Dragon or Rainbow [slands
is. The only time cricket gets exciting is when
one of the balls wallops an unsuspecting

67%

Why do these world-class players seem to
be afflicted with some sort of hideous
deforming disease? Possibly they've been
exposed to this game for too long. Let this
be a warning to you all.

pigeon. So there. I'm going home for my tea
now (Wait! You haven't finished the review
yet, Frames! — Ed).

Okay. World Cricket. Well, what we have
hare is a sort of managemeant sim, combined
with a captain-of-a-cricket-team sim. You
select a country to be (Pakistan would seem
to be the best bet at the moment) and then
choose your team (which will be made up of
real people on the world cricket circuit). Then
you decide what sort of a game it'll be (one
day, full test or whatever). You can also, joy
of joys, flip a coin and start the mateh.

And what you see is, er, a scoreboard.
You know, like the big confusing ones you
see at Lords or the Oval. As you watch, runs
are notched up and the wickets fall.
Interesting, eh? Well, er, no. Itisn't very inter-
esting at all. In fact it's downright boring. |
mean, the idea of a cricket game is to watch
the deliveries and to cheer when the ball is
dropped by any number of hopeless

Yorkshiremen on the boundary. This non-
sense continues whoever's batting or
bowling. It's completely boring and only just
preferable to being forced to make your bed.

If you're a cricket fan, run away, change
your name and live in another country for 30
years, pretending to grow carnations rather
than go within 200 yards of this game. I'm
sarry, but that's the way it is.

WORLD CRICKET

Rather than buying this game, tie several
strips of tin-foil to a Gloster Meteor and con-
vince the clergy to open a building society
account for you in the name of Jehovah.

FRAME RATE 20%
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| was very confused. Part of me couldn't
believe that I'd lived on Mars, spending tons
of dosh and going out with Veronica. But if
she sald so, then this must be true. There
was only one course of action open to me. |
must travel back to Mars. It would mean
building my own spaceship. Possible, but
tricky. I'd need a quarter pound of finest
quality plutonium, an ion thruster, a twin
laser cannon (purely for defence) and a
quartz lithium photon-adjuster. Mot even |
have that kind of money to hand, so Dad
might have to sell the car...

Into mountain biking? Get i

b, {3 Go fast - MBUK tells how to burn 'em off

| £3 The team look into their crystal ball at next year’s Shimano kit

{> Be dynamic - set up your own trials in the back garden

£ Tested: £400-500 bikes from Trek, Saracen, Research

Dynamics and Checker Pig

£} Plus — adventure in China, and touring along the north
east coast

This and loads more action for only £1.95

Mountain Britain’s best-selling
JUK bike magazine
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Back in the days of yore when the lead-
ing games programmers were
fteenagers working in their bedrooms,

text adventures were the staple
diet of home computers. Then,
like olde magick, they faded
away as the computer industry
grew up. But now they’re mak-
ing a comeback and once again
it’s the bedroom programmers

that are spearheading the
resurgence. Paul Rigby puts on his
cloak of investigationability.

ack in the early days, when the C64
wasn't even a VIC-20, the lone-wolf
was king. A lone-wolf was someane
who programmed and designed
their own games and, more than
likely, marketed and sold them as well. Then
new computers appeared in a blaze of glory
(and many vanished just as quickly), the soft
ware house became the dominant force and
tew people took much notice of the lone-wolf.

But the lone-wolf is now biting back, mainly
via the production of text and text/graphic
adventures, produced using long-established
utilities such as Incentive's GAC and Gilsoft's
Quill. New games are appearing from a variety
of homegrown companies; you can find
numarous adverts for them in all the fanzines.
But why the upsurge now?

One reason may be the age of the C64,
Where some software houses have stopped
making software, the lone-wolf has filled the
gap. Com-
petition
may be

another determining factor. Computers such
as the Amstrad CPC and Spectrum have seen
an upsurge in the amount of adventures pro
duced for them. Many homegrown outfits have
found it easy to convert these games to the CB4
while converting their Spectrum games to the
CPC, for example. But a major reasan for the
increase in adventure games is you, the C64
gamer. The letters pages of many fanzines
have been inundated with queries from frus
trated gamers asking why everyone else has
adventures to play while there's
next to nothing for the C64. The
lone-wolf pricks up his ears
at such cries for atten-
tion and springs
into action.
Of course,
we'd also ;
like to
think

JHEA

o

that it had something to do with the fact that
we gave away The Graphic Adventure Creator
(GAC) utility, with CF16. Previously sold at full-
price by Incentive, it is one of the most
common adventure creation utilities around

THE LONE WOLVES

The upsurge in adventure releases for the Co4
comes mainly from a core of parnt-time, home-
grown distributors/developers. Three such out-
fits are River Software, Atlas Software and The
Guild: each operates in a slightly different way.
Atlas, which is the software side of the
same team which produces the Adveniure
Probe tanzine, distribute and market adven-
tures by a variety of independent authors
including Walter Pooley {who's written five),
Dorothy Millard (who's written six). Atlas
advertises the games in their fanzine and do all
the packaging up and sending out. River actu-
ally develops all its own stuff as well as
handling the marketing and distribution.
The Guild's spaciality is converting
4 adventures from the other 8-bit machines:
they tend to either buy up the rights to old
adventures and pay the author a royalty for
each copy sold, or pay the author a flat rate.
But don't misread the set-up. It may sound
professional in its structure, but all the people
invalved
are doing
Y i itasa
V| hobby: the
reason for the
existence of
these distributors
i and developers is
fun’. Money is inci-
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But how do the developers go about designing  Speccie
a game? Jack Lockerby of River Software: adven-

“We tend to design the games individually,
and then have long talks over the setting of the
puzzles and the like. | would say that | am
more the ideas man and Roger (Roger Betts,
Jack's partner) is the programmer. In fact, he
much prefers to sit down and work out a rou-
tine to solve a problem that has me stumped,
rather than design and write a game.”

Roger agrees: "It takes me a long time to
completely create a game, mainly owing to my
other commitments. In fact only three titles
{Mutant, Lifeboat and Davy Jones' Locker) ara
actually mine, the rest are Jack's."

Humour is a feature that Roger always
tries to include in his games if he possibly can.
Mazes, on the other hand, are something he
vehemently avoids: *l hate them!” Which is as
good a reason as any not to include them.

Jack feels that his sense of humour is not
s0 lively so0 you
won't find it such a
prominent feature
in his games. "My

tures to the C64, to
cheers and champagne
corks a-popping.

So where did the
adventuring sage begin
his hobby? “It was back
in 1981," says Walter,
“when | borrowed a Texas TI-99/A. | started,
but never completed, Scott Adams’ Pirate
Adveniure on cartridge, although | wasn't dis-
couraged at all. The Dragon 32 was my first
computer. | bought a game for it from Dixons
called Biack Sanctum and then Scoft Adams’
Mission Impossible, which was later changed
to Secret Mission because of copyright prob-
lems with the TV series which was qguite
popular at the time."

Walter's first authored adventures were

Desert Island, then Castle Adventure, Mansion

Quest and Mission X. The Pyramid is his latest
work, completely produced on the Spectrum's
Quill but upgraded and tidied
for the C64.

the essential reading material. Normally

pet hate is ran- The subject mat-

dom death ter for the adventures

teatures. | is quite varied, so

would never where doas Walter get
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far as graph- fsland, | lifted the basic
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CUT-PRICE COMPLETE
GUIDE TO ADVENTURES

Whether you want to write your own adven
ir adventuring skills

CONVERTED

The Guild have made an appearance on the
64 adventuring scene within the last year,
although the names behind it — such as boss
Tony Collins — comprise adventuring veterans.
The Guild began life converting adventure
titles on the Amstrad CPC to the Spectrum.
“Then we got a Commeodore and started con-
verting the games o this as well. When we
began we only had three titles on the C&4.
Mow we've got 14 ready.”

Probably the most exciting piece of news is
that The Guild are locking to produce a wutility
that can convert Spectrum adventures, pro-
duced with the aid of Gilsoft's PAW (the most
popular adventure utility on the Spectrum), to
the C64. This really is
major news for Ce4 i
adventurers because, |“
as Tony Collins says, | v
with the aid of the | p
neaw utility, The Guild |
will have the potential |

I—* —— i ———— —

rehn;ced price of £4.20

inc P&P (it normally retails for £4.951).

The Secret Artis

rt gt the spec

t able tome

') made payable to Amazon Systems.
Remember to include a note of your name and

address and this coupon with your cheque/PO.

your copy just send a cheque or postal order for

1 your oraer
d, Lodge Hill
3RD.



pit of @ to have over 100
l CE4 adventure games on offer.

- The Guild are also looking to convert some of
their titles to the C64 using machine code
{making the games run extremely fast and
smoothly) and with full-screen graphics.

The Guild are on the up, it appears. They
were approached by a mail-order company,
with the possibility of publishing their Cé4
| adventures on a new label. A rags-to-riches
| story? Watch this space.

FANZINE FRENZY

The best source of homeagrown adventures is
via the few dedicated adventure fanzines.
These include a good sprinkling of reviews and

advertisements from developers. Of course,
| fanzines also provide hints and tips for those
| same adventuras. And here are a few of the
i superior offerings you can send away for..

 COMPUTER
ADVENTURES
- The Secret Art -

Gl Williamson

ADVENTURE
PROBE

This is one of the longest-
running fanzines around
and contains a variety of
reviews, features, hints
and tips, a personal col-

comprehensive solution and map service, a

list of kindly guys and gals who offer a tele

phone service for struggling adventurers

on the brink of suicide or digita

manslaughter, letters and countless

other adventuring-type stuff.

Probe is not only an adventure

= mag but a forum and friendly club for

; beginners and expert adventurers

alike. So, if you fancy a squint at the
mag, it costs £1.50. Write to

" Adventure Probe, 67 | loyd Straet,
Liandudno, Gwynedd LL30 2YP.

Back issues are available

RED HERRING

Red Herring covers all popular formats — includ-

ing 16-bit and B-bit computers. Produced with

the aid of professional DTP facilities, Hed

Herming contains adventure reviews, solutions

(from a database of over 800 solutions),

coded hints, feature articles, a letters col-

umn and, “...all the things you would

expect in an adventure magazine”
Red Herring is published bi-

monthly and includes a minimum of

B0 A5 pages. It costs £3.50

(£4.50 airmail) from Marion

Taylor (the co-editor), 504 Ben

Jonson House, Barbican.
London EC2Y BDL.

ADVENTURE

CODER

Adventure Coder is the
magazine for all

adventure

authors (new,

old and

prospective).

The mag con-

tains sections on individual

CONTACTS

& For more info on Walter
Pooley's adventures write to:
Atlas Adventure Software, Mandy
Rodrigues, 67 Lloyd Street,

Llandudno, Gwynedd LL30 2YP.
@ For River Software contact: River
Software, 44 Hyde Place, Aylesham,

Canterbury CT3 3AL.
@ For The Guild contact: The
Guild, 760 Tyburn Road,
Erdington, Birmingham
B24 aNX.

adventure utilities and more general
languages, articles on adventures, themes
for adventure plots, design, structure and so

on. Available for only £1.25 from Chris
¥ Hester, 3 West Lane, Baildon, Near
Shipley, West Yorkshire BD17 5HD.

. THE ADVENTURE

& STRATEGY CLUB
A bit of an oddity this one. A multi-
format mag, it covers adventures,
RPGs and strategy games. The Club

Commodore
Format, in
association

sends you a bi-manthly pack of
loose-leaf pages, with holes
already positioned in the

pages so that you can stick
them in binders (which can
also be bought from the Cilub).
The A&SC pages include

news, reviews, softographies of
software houses, mini-solutions
and a buy-and-sell section. The
Club also offers help-lines and
discount software.

A years membership
costs £24. Write to Hazel
Miller, 17 Sheridan Road,
Manor Park, London E12
80QT. Cheques/POs are
payable to The

Adventure and

Strategy Club.

with The Guild, is

giving away THREE
10-Pack adventures!

That's right, each pack

will include 10 adventures
from the files of The Guild.

Astounding value for the
price of the answers to the
following questions:

1. Which Walter Pooley adventure
originated as a type-in program?
2. Name the three adventures River
Software's Roger Betts calls, “my own™.
3. When The Guild began, how many C64
adventures did they have for sale?

Send your answers to Trenty and James'

Excellent Adventure Compo, Commodore
Format, Future Publishing, 29 Monmouth
Street, Bath, Avon BA1 2BL.

NOILILIdWOD
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Splatter
house 2

All graphics and no
gaemeplay? Check j3
out on PoOge 30

issue of Britain’s best-selling Sega magazine - in
the shops on Thursday 6 August
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cottish

legend

tells of a baby born

with the ability to

play phenomenal
football. Much worshipped
and revered, the baby, chris-
tened Gragme, soon became one
of tha best three-year-old strikers Galloway
had ever seen. He was soon picked for the
Scottish Under-Five Intemational squad and
his playing career took off.

Forty years later the boy genius is now
manager of Liverpool. He has a car, his own
bedsit and a bank account. By anyone’s stan-
dards he's landed on his feet and made a
success of things. And now he's received the
| ultimate accolade; a game from Zeppelin
with his name on the cover. And, by a

Another great save from the sapling-
like Wycombe keeper who, up until
yesterday, had never set foot
inside a tennis court in his life.

\EME SOUNESS

2 can be like him. Easy, he replies.

et a perm. Most high-street hair-

s can be persuaded to do you one
hese ‘under-the-counter’ as it were.

mention Graeme's name.

1 che. Don't grow one, buy one.

for the life-size Graeme Souness

_ fully washable model. If out of

 stock, try a Josef Stalin or a

| Nigel Mansell as an alternative.

_ 3. Shell suit. Only the best for
\‘our Graeme'. It'll cost you
£300 but when you hear
that high-quality swish-
| ing sound, you’ll be glad
you bought
Nylostretch™.

4. Talent. Tough
one this. Train dur-
ing the winter with
shaggy highland
cattle. You'll be as
hard as Graeme in
: no time (about 10
years). You'll also pick
up a gruff Scottish accent
{no bad thing in football).

5. Lastly, get a world class
footie team to make you
‘manager. If you've got the
above four things sussed,
somewhere like Yeovil
‘Town should take you on.
From there it's but a tiny

step to Liverpool, Real
Madrid and Pelé (eh? Ed).

— a

\

“Hmm, yes. It's got tas Wycombe. I'll tek
that team an’ poot it on the futballing map
of the wor-rid,” [says Graeme).

rermark-

able ER

coincidence, the game M
happens to be about the sport
‘our Graeme’ was bom into. Football.
Bung in the game, practise shouting
{you'll need to keep your team under control)
and get a load of that menu screen.
Well it's not bad. At least it's got
graphics and a cursor you can
move around. (Remember the
i old days when you had to
press keys and select stuff
¢ manually? Urgh!)
Of course, you can do all
the stuff you've come to expect
from soccer management sims.
Buy, sell, select, train, drop and gener-
ally muck around with your players to your
heart's content. And, when Saturday comes...
Er, you go and watch the match. Or
rather you watch edited highlights. You see a
goal, some milling folk and a ball. It either
goes in or it doesn't. Like real football, but
without the excitement, really.
| mustn't be unfair. It's nice to see moving
graphics of any sort in a management game
like this. And there's no way of knowing
whether the action you're watching is going to
end up with a scorching goal or a diving save.
But to be honest, the views won't have you
gasping in delight (unless you've just
upgraded from a Spectrum).
So how about a recap? Okay, on
the whole, Graeme Souness
Soccer Manager is a pretty good
game. It's fairly quick, it's nicely bal-
anced and it does work well. It's one
certainly worth having, at least if
you're a fan of such things.
JAMES LEACH

Graeme Souness
Soccer Manager
Zeppelin

£3.99

Not available
Out now

091 385 7755

Publisher
Cassetite
Disk
Release
Contact

THE DOWNERS...

W It's not greatly differant to any
other footy management game.

B The graphics are okay, but they
quickly get very baring.

W There are always loads of injuries.

B Total joystick control.
B There are at least some

animated graphics te go with v
the matches, which may or
may not add to the game's ol
playability factor.
H You can turn them off if -
they annoy you, too.
| B The whole thing runs with u
admirable speed. _—
B There are few annoying
interruptions to the flow. et

B There are five divisions and
Cup matches to play.

HOW TO TAKE CONTROL OF YOUR TEAM

ACCOUNTANT - Here
you balance the dosh
situation. Boring!

TAPE - Load
and save your
best teams.
Not so boring.

BUY OR SELL
players here,
Reasonably
interesting.

TUNNEL — Play matches by clicking
here. Very interesting indeed.

= COMMODORE FORMAT September 1992 - putting the boot in

FIRST AID -
Who's done their
knees in and stuff.
Dead boring.

PRINTER - Prints out leagues and fix-
tures. Mildly interesting.
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e ‘fQuestion: Where will you find |
» Commodore, Psygnosis,

~ Electronic Arts, Domark
9" and Commodore Format

¥ all under one roof?

Answer:

At last there is going
to see together in one

Show facts

When? November 5-8, 9.30am-5pm (4pm Sunday)

Where? Earls Court, heart of London

What? Amiga software and hardware plus Sega, Nintendo, PC, ST...
How much? £7 adults, £5 Under 14s (but see Save time and money)
Who? Everyone who's anyone including the Commodore Format team

Save time and money

Get smart. Getting on for 100,000 people are expected to attend the

Future Entertainment Show. You know what that means: Queue City.

So avoid all the foot-shuffling, hanging-around-for-ages start to the
Show by booking your tickets early. And you'll even save money! Bit of
a barg, really. Do it now, otherwise you'll only forget and then regret it
later when you're really cold and - (Snip! - Ed)

YES | would like to have my tickets early, avoid all the queues and save
£1.05 on every ticket, please. Adults £5.95, Under 14s £3.95.

HOTLINE 051 356 5085

to be a really
huge show with everything you could want

You've never seen anything like it before:

- - .:._.!. 1

lace!

: * Meet the CF team!
miss the best ever computer games show!

| would like to order advance tickets for the Future
Entertainment Show and save £1.05 per ticket.

CF/09

Please send me adult tickets at £5.95 each
Please send me under-14 tickets at £3.95

Total Payment £

Method of payment [1Visa
Please make all cheques L] Access
payable to: L Cheque
i FUTURE ENTERTAINMENT SHOW [ PO

Eﬁrdnumhersnlllllll|||||||

‘ ExpiryDate .. . .\
, Name
Address

Post code

Send this form to: FUTURE ENTERTAINMENT SHOW
PO Box 2, Ellesmere Port, South Wirral, L65 3EA
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The main studio gates. Unfortunately, even
getting past these isn't as easy as falling off
the proverbial section of tree-trunk.

She’s missing! Some
fiend has kidnapped
Elvira from her

own spooky stu-
dios. And which
dweeb is both
stupid and

lovesick

enough to go
looking for her?
Enter James Leach,
with a mission...

O&: 3T

ou'd think that Elvira would be able
to handle herself, wouldn't you? |
mean, she's five foot eight (but
over seven foot with heels and
hair), she's Mistrass of the Dark
and sha's got a couple of concealed weapons
too. Who's going to kidnap her? Well, that's
what you've got to find out.
The control system in Elvira Il is similar to
the one in the first Ehvira game (reviewed at 84
per cent in CFB).
You see

-9

COMMODORE FORMAT Se
r

As you'd expect, Elvira's got a serious set of
wheels. She's also got guite a nice car.
Let’'s search it for clues [and Tiger tokens).

A guard-house. I'll contact the FBl and hand
the whole thing over to the authorities. Not.
(Don't you dare use that expression - Ed.)

Don't mess with magic users.
Mot if you want to remain a
vaguely human shape,

anyway. Here's -
what hap- r""

pens if -

you do.

| say! Steady on there, my good man. Anyone would
think you were dead! Hello! Wake up! Oh my gosh. He
is dead. | must quickly go to South America.

Uh-oh. This guy looks
like he means serious
> business. Time to get
the old sword out and

pin’ and a-loppin’.

what's directly in front of you, and you can
swivel in the four directions of the compass.
To move you just click on where you want to
go either on a fairly fiddly icon or in the view-
ing window itself. Simple (ish).

To the sides of the main viewing window
there are displays telling you loads of other
stuff. For example, you've got a sort of heart-
beat thing which indicates your nervous state.
It's calm at the beginning of the game, but just
watch that sucker go after a couple of corpses
drop on you unexpectedly from above.

The game is an absolutely massive romp
through not one but two huge studios belong-
ing to Elvira. And the reason you're there is
because you're her boyfriend (which might be
annoying for any girls playing).

Okay. Get your thinking helmets on,
because this is going to be a tough nut to
crack. Probably the
best way to tackle it
is to get some
squared paper (for

start a bit of a-chop- g 2
mapping), some plain

'y 1992 - the horror, the horror

paper (for notes), some tissue paper (for wiping

off sweat) and some folding paper with pictures

of the Queen on (for

bribing MicroValue into

telling you how it's done).
You also need a big

book. This is to give you

something to read while

the disk

accesses. Yes,

that's the price you

pay for hav-

ing such a big 2

adventure. -

There .'-—m ‘- :&L

are
four

disks, making
Oh. Sorry to
barge in on
you, but I'm
looking
for...urgh...ahh...owww.
Stop firing magic at me!
| =aid | was sorry! 3

&
i
e -
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Which door? It's totally up to you. But
remember, you're life could depend on it.
I'm not putting any pressure on you, am I?

This is known in the acting trade as ‘huge
bat'. It flashes past your face incredibly
quickly and scares you half to death.
eight sides, and although they've tried to
make the disk swaps as infrequent as possi-
ble, there is still a large amount of
mungeing going on between many
of the locations.
As with all adventures,
you can pick things up,
examine them, throw them,
use them and so on. Here,
though, you don't have to
type any words in. Control
is all done with the joystick
and a cross-hair. This is a
bit slow at first, but you'll
pick it up no problem and it'll
become second nature.
As you wander around the
deserted studios, looking for your lass,
you should start piecing together the clues that
you'll find. The dead guard, the locked doors,
the squidgy stuff under the table, the unpleas-
ant smell in the loo. All will become clear.
The thing is, although you're on a film-set,
the dangers that lurk there are completely real
and totally deadly. It's quite possi-
S, Dle to die of shock in the
game (hence the
heart-beat) so you
must be careful.
| Oh, and if the
shocks don't kill
you, magical
creatures might.
And as you
search for the
poor girl, you
cannot fail
to be

This is the canteen, and that means... elec-

tronic surveillance equipment! (No. f means

barely edible food, actually - Ed.)

impressed by the graphics. Elvira Il is a stun-

ning-looking game. There are loads and

loads of brilliant locations, all drawn with style

and atmosphere. There are even
animations. For example, if
you thr:nw a stone

9;,1.

t‘r-' : e ‘;*ﬂi«@ﬂra that
re deadly

window
(bit of a clue thera)
you actually see it go through,
smashing the pane in a most real fashion
(not that | break many windows, you under-
stand). Other animations involve bodies, and
are too ghastly to describe here; get the
game to see them (and be ready with
the smelling salts).
If you're not an adventure
fan, don't be fooled into think-
ing that because there's no
typing needed, this might be
for you. It's a fully-blown
What's really weird is the
lack of normal people
around even though it is

night. Plenty of mutants
around, but no people...

CONTROLLING
YOUR MOSEYIHG

H'mt -
Keep this

a1 .
' slow.

. ——

Damage - 'Ilwhds
show up here.

mZ
=) 51 79
b s

T L

-.1.""1;3

P
Direction
movers -
just click
and go.

Spellsicom-
bat icons for

Examine/
when things
get heated Use options.

Main message/inventory window.
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There's no escaping her magnetic allures,
even in the lift. Bit of an advert, there, but
who cares? It looks good, anyway.
adventure game and no mistake. You'll have
to think logically, think hard and then, when
that doesn’t work, think weirdly. It's not
going to be an easy game to beat, espe-
cially as it's so huge.

This cuts both ways. If you've got the
time, you can really sink your teeth into Elvira
2 (if you know what | mean). But you'll need
patience, both for sorting out the puzzles and
for dealing with all the disk accessing. It's a
mammaoth undertaking.

And once you've beaten it, will you want
to go back to it? There will probably be bits
you haven't seen, but will you want to spend
all that time (and disk swapping) trying to get
to them? If you're a fan of won-
derful graphics, then
you almost certainly will.

JAMES LEACH

OOOPS.

Elvira 2

Flair

not available
£24.99
September
0661 860260

POWER RATING

B That disk drive never stops.
B And cassette users miss out.

Game
Publisher
Cassette
Disk
Release
Contact

B Absolutely stunning graph-
ics. Probably the best ever
seen on the 64,

B The game is twice as large
as a really large thing (mak-
ing it very big indeed).

B The puzzies and traps are
brilliantly thought out.

B There are some superb ani-
mation seguences.

B You can go anywhere you
want. There isn't a rigid
game structure in the way.

B Using the joystick for
everything is a great idea.

M it's easy to get the hang of.
B Excellent sound effects.

«-.AND THE UPPERS
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When James was caught reading The Sun in
the office he protested that he was just doing
some research. Ollie got excited because he
thought it would be for Elvira 11, but in fact,
the paper’s Viking comic strip star, Higar the
Horrible, has now got his own, humungous
\\platfnrm game.

Hégar -
Quite horrible, quite large and quite
often appearing in The Sun.

in favour. Being a Viking, it
would make sense to threaten her with a
millions of people who read (well per-  large club. But no. Even amo ngst these bar-

or the

haps not read exactly — it's usually barians that sort of behaviour isn't acceptable
Ha! Take that, end-of-level- more of a casual flick through) The (unless, for some reason, it's directed
baddie! Yes, beat this weedy-looking fellow Sun every day, that bearded cartoon towards people you aren't related to).
and you're well on the way to the next Viking, Hégar will be a familiar character. Bet Anyway, the first thing you'll notice is that
siand and the next set of shallenges. you never thought you'd see his jolly norse before you get on with the game itself, you
japes translated into a platform game, though have to direct a little Viking longship to one
— it's not something you tend to muse about of eight islands. Each island is a level, and
stuck in a jam-packed rush-hour train or over each level has a code, so that once you've
the egg and beaten one, you can write down the code of
marmite sal- eaﬂWhile the next so that you don't have to replay all
diers. But th the levels you've already got licked the next
that very 55 hard as e}"u time you play the game.
idle thought be So let's have a quick peep

must have struck someone at bashlﬂ, at the game
Kingsoft as they bit into their bacon y Qan g You itself. Right.

buttie, because the licence was snapped up For each level, Helga gives you an assign-

and Hagar has become a the star of his very  ment. You must collect a certain number of
& Sros own pillaging platform extravaganza. things from that level in order to please her.
Viking would have ':.u truck with a S As you'd expect, there's a rather invalved These objects include stuff like gems, hearts
mermaid, unless she was six feet tall an plot to get to grips with. It's funny, but when- and diamonds (although | suppose those
::'ﬂ:;':;:‘::n‘:':': :a :Im::‘n-’tnld.d battie-axe ever there's a licensed character in a game, could be counted as g%ms]l. =

y 3 there's always a really huge plot to try and But parading around each level are
get the most out of him or har. crows, knights, barbarians, people called
But instead of boring you with hours of Tom and those small mice from that weird

wibble about Hagar and the traumatic stress advert for slimming aids (although | might be
caused by his inter-personal relationships, it's  wrong about these) ( You are! — Ed). Because
Just easier to say that you're a big, hard Viking, you've got to kill
Hégar has fallen out the lot — you have got an image to keep
with his Missus, up, after all. And because you're a big,
Helga. Apparently well-armed Viking, you've got the

this is always hap- weaponry to do it. As well as a (rather

penning in the stumpy) sword, you've got a limited num-
cartoon strip (are you ber of knives, spears and axes. These
trying to pretend you are all for throwing, and you select

He's on top of don't read... sorry,
the world, so get him into action before he ‘casually flick
starts singing Carpenters songs centuries h' The S
before they were sven written, through', The Sun,
James? — Ed). What
you have to do is
get him
back

them by hitting the function keys,

which isn't as slick as it could be, and

means you've got to be ready with one
hand on the keyboard, especially
when you meet a new
and tough bad guy.

One of the
good points
about Higar
the Horrible
is that it isn't
a standard

walk-to-the-right

scroller. Here you
have to go in every
direction, including up
and down, in order to

collect the gems. It's a

much more interesting-

A weird barbarian steps into
view. Time to get out those trusty axelets
and practise the long-range throwing skills.

COMMODORE THOR-MAT September 1992



way of doing things, and certainly keeps you
wanting to explore further into the levels.

If you can find the key, you can enter
shops and transporters. As well as picking up
standard points for killing things, you collect
profit points for doing stuff. These are what
you spend in the shops on such essential
itemns as extra knives, axes and speaars as
well as food and magic (both of which keep

-
That looks
like a lethal
lilting flower
that knight's
got there!

Hard as you are, it would
make sense to avoid
those spiky things.
Because they're made
of metal, and are

miuch harder than

you'll ever be.

you alive longer and
make you meaner).

The transporters
are doorways which you

can walk into. You're
instantly, and impressively,
scrolled across to another
transporter somewhere else
on the level, where you
emerge and continue with

the game. They're useful Exira knives

Spears

and when Hagar jumps, he moves forwards
for the first half, before plummeting verti-
cally downwards. You get used to it, but it's
annoying until you do.

Another thing that | find annoying is the &

way you have to kill the baddies. Firing axes,

knives or spears at them from a distance is _ &~

fine, but otherwise you've got to let your
stand right next to them hacking away like
mad with your sword. They don't show
any ill-effects until they
finally die, so
you've got no
idea how
much dam-
age they
have taken.
Meanwhile
they'll be bashing you as hard as they can.
These moans aside, Hagaris an excel-
lent game. It's got eight huge levels, all
packed with rather weird surprises (German
programmers, you see). There's a lot to do,
and it's a game that's crying out for mapping
({Get Andy on the phone, now! — Ed).
Corker material? Well
not guite. The animation
doesn't feel quite right, Q
and the combat also has™
a strange sort of taste to
it. But the game works
much better than you
first think, so it's
not far off. And the
size of the thing is
=~ a mega plus-point.
JAMES LEACH

As well as phonecards and TV licence stamps the shops in Hagar
are also handy for picking up such vital viking artefacts as:

Axes Fire Potions Food

indeed, especially because
Hagar has got some very
large levels to get lost in.
The main sprite (Hagar
himself, cbviously) is pretty
large, as are many of the
baddies he meets.
Everything runs rather
smoothly as well. The anima-
tion could possibly have
been a little mare realistic,

\\\‘1//

Game
Publisher
Casseitle
Disk
Release
Contact

POWER RATING

Higar the Horrible
Kingsoft

£11.99

£15.99
September

0753 686000

Il The animation could do with
being a little more convincing.
W So could the combat.

W Exactly the sort of sound
effects you'd want in a car-
toon-character game.

B Huge, huge, huge levels.
B And there are eight of
them to get through.

B Tons of collectable good-
ies and plenty of other
objects to grab as well.

N Loads of baddies to do
battle with and a fair old
variety of them, too.

H You get at least four
weapons to use.

B The shops are a neat idea.
B So are the transporters.

-«-AND THE UPPERS




Well, whoaver the Atlanteans are, they've
certainly seen RoboCop. How else
do you explain this little
invention?

64 POWERTEST

The World’s most unlikely superstar is here.
He’s squat, he’s smelly and he hoovers up
ants. So we asked him to play Nobby the

Aardvark to see what he
thought of it. And
so it’s over
to James
Leach...

its worthless little life, baddies to kill or
blabbed to him about a mythical place avoid and even the
called Antopia. (MB: Let me just odd ant-hill to suck dry.
warn you that at this point that : If you beat level one,
things get even sillier. Tum you get to ride in a balloon.
over the page now if you If you remember the
don’t think you can playable demo on the
handle it — Ed.) cover of CF23, well

Nobby, sensing a this is it (only a heck
place packed with of a lot bigger). You b
billions of scrummy steer the little fellow
ants of every con- around the skies,
ceivable flavour, trying to get some
decides to build missiles. Grab
himself a ‘matter & them, then head off
transporter’ to get 9}' on an exploration.

[

aul

himself there. (Well, t's a fun section and
wouldn't this be the first ﬁq; contrasts nicely with
means of transport to % & thefirst level.

cross your mind?) This, as | % That's one of the bast
seem 1o say in every review, is "o on®  things about Nobby. Each

Trenton's where you come in. You've got to the final piec® ®" " level is different both in looks and

got an evil guide Mobby through the seven levels in in playing style to the others. Level three, for

sense of order to collect various bits of his matter example, has Nobby swimming in a frighten-

humour. Fancy comparing me to transponter. There's the thermo-nuclear ingly deep ocean. He must avoid all manner
an aardvark. I'm nothing like an aardvark. If flange coupling, the twin-phase particle accel-  of piscean interference, whilst trying to find a
I'm like any animal I'd compare myself to erator, a crypto-bionic plasma decelerator sub and hoping to stop his air running out. It's
something like a lion ( You mean and four HP7 batteries. almost like a different game.
you sleep 23 hours a day? Yes, | ‘1 IN€ sr aphi Level one has you in what Level four, and Nobby is in a little one-
can go along with that — Ed). a'll Thalamus claim is aardvark sub. He'’s off to explore Atlantis. On
Anyway, Nobby the Aardvarkis a al’e bOth st d America in the way, he must chug past the Titanic, which
large platform game on the is rather chucklesome. When he gets to
whgll:;le. It's a Ii:fl more than that, beSt thing gglj.ll p ayabili Atlantis, Nobby discards the sub and con-
though. It also includes a puzzle ut e tinues on foot. Everywhere he goes, he's
game, an underwater dodging game and a 1951. What 'E the greeted by totally different graphics, so
sort of ‘whizz-along-in-a-trolley’ game. it looks like is a sort gam although he's platforming on foot again, it

The plot, for those who are dying to know,  of prehistoric land with huge € doesn't feel at all like the first level.

is very silly. Well what would you expect of a ants, fountains, massive birds and other crea- For some reason level five is seton a Itypg
game called Nobby the Aardvark? But what tures wandering around. It's nifty, it's space station, possibly on Mars. Nobby is :;I"'ﬂ
seems to have happened is this: Nobby was colourful and it's a lot of fun to explore. There  dressed correctly for this environment, with an P
noshing a few ants, when one, pleading for are loads of platforms to negotiate, heaps of oxygen-filled g|355 bowl for his head. Once

Getting the jumps right is a pretty vital Nobby-related skill. As Ahal The final part of the Acme Matter Transporter™. Collect Fearless Nby
the game progresses, you'll suss out exactly what makes an this and you've completed both the level and the game. Now it's with an aligra
aardvark leap in such a precise and clearly-defined way. just one quick jaunt to Antopia and the feast of a lifetime. with firebal =
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IAN CYCLOPEDIA INVESTIGATES
#~ THE SIGNIFICANCE OF AARDVARKS
-~ IN 20TH CENTURY HISTORY

Fig. 1 - Gls operating in
Vietnam just wanted to
go home. It wasn't the
heat, the combat or the
unfamiliar terrain. It
was the sound of the
aardvark singing in the

The trick is to shower every morning.

recognise when Mobby is in
trouble. He's in trouble
here! Here! He's in

very BIG trou-

ble! Help

him!!

again

the graphics
have
changed
completely

so0 he has & i
to be pre- _ L around a load of squares, collecting

pared to . © M bonus points. Again, you see, nothing

meet (and 9 -. like the other levels.

kill) the weirdest Level seven (the last one) has Nobby

assortment of aliens. in a trolley rolling along the deserted tracks
Level six is set in the of an ore mine. He has to avoid all manner

deep vastness of space, of nasties, kill anything he can't avoid and

where nobody can eat ice generally keep on the rails as he

ey

cream. It's a puzzle sec-
tion done like a maze, and
you must rush

trundles towards the final bit of his
matter transporter.

All the levels are brilliant.

Each one is big enough to be a
challenge on its own, and two
would make an excellent, quality
budget game. Here you've got
saven to contend with.

The graphics and the playabil-
ity are both struggling to be the
best thing about Nobby the

Aardvark. Thera are some luscious
screens and the animation of all the
= creatures is superb to say the least.
Once again, we're talking about seri-
ous cartoon-style quality. But that ol’
«-\\_\ playability is still there, giving you
serious inner grief when you die and
making sure there's that ‘just-one-
more-go’ feeling.
So what | want to know is, why
aren't there more games like this? Okay,
50 it's frustrating to the point of driving you
round several dozen rather nasty hairpin
bends, but it looks so good and plays so
nicely, you can't hold this against it. Yes,
without doubt Nobby is excellent. Er, polished
is a good word for it too.

So the upshot is, buy it. You're guaran-
teed of a massive seven-laveller and the
graphics are great. Nobby is seriously cute,
and so are his chums (well, enemies, actu-
ally). There’s only one cloud on the
horizon; it's a multi-load. But
bearing in mind the quality of
the game in general, it's a

Nobby the Aardvark
Publisher Thalamus
Cassette £11.99
Disk £15.99
Release September
Contact 0734 817261

POWER RATING

THE DOWNERS...
B Fairly sizeable multi-load.

B Completely brilliant car-
toony graphics. The sort of
thing 64 owners deserve.
B Incredibly playable. The
collision detection and con-
trollability are flawless.

B There is tons of variety.
Each level has its own unique
feel and style of play.

B And they're all of an
exceptionally high quality.
B The sound is cheerful,
cartoony and, dare | say it,
atmospheric?

B Yes | dare say it.
Atmospheric. There.

8 Loads of baddies, loads
of action and even a bit of

---.AND THE UPPERS

pretty small pink fluffy cloud,
and easy to live with.
JAMES LEACH

ss N ) explores Mars where he comes into contact
alier race of anteaters capable of blowing his head off
ireballs - evolution hasn't baan so kind to Nobby.

; ’ COMESTIBLE FORMAT September 1992
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Your guarantee of value

This magazine comes from Future Publisheng, a comgany
founded just seven years ago, but whech now sells more com-
puter magazines than any other publisher in Britain. We offer

Better advice. Qur tithes are packed with tips, suggestons
and explanatory features, written by the best in the business.
Stronger reviews. We have a castiron poscy of editorial inde-
pendence, and our reviews give clear buying recommendations

Clearer design. You need solid information fast. 5o our
des=igners highlight key elements by using charts, diagrams,
simmary boxes, annotated photographs, ete

Greater relevance, At Future, editors operate under two
golden rules:

« Understand your readers’ needs.

= Satishy them.

More reader interaction. We draw strongly on reagers’ cor
tributions, resulting n the livebast letters pages and the best
reader tips. Buying one of our magazines is like joining a nabion-
wide USEr group.

Better value for money. More pages, batter quality: maga-
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PAINT BY NUMBERS!
The number in question is 25, CF25 to be
precise, and you'll be able to paint because
we're slapping Saracen Paint on a second
Powerpack! Released only seven months
ago, Saracen Paint earned an “It's a
Corker!"” award in its CF review. The best
art package that's available for the C64,
Saracen Paint gives your computer real
graphics power and you the tools to use it.

This isn't a demo or cut-down version,
this is the whole program! 5o we'll be
whacking another tape on the cover,
because we'll still be bringing you the
best demos and full games on our ‘regu-
lar' Powerpack too!

The two tapes do push the price up a
bit — CF will be £3.25 next month - but
with two tapes and a complete paint
package worth £13 I'm sure you'll agree,
it has to the biggest and best thing
that's happened for the C64 since
datassettes were invented! See you on
17 September.

Still struggling with last month’s literary
posers? Then struggle no more - the
authors who penned those books were:
JD Salinger, Michael Herr, Kurt Vonnegut,
Emily Bronté, William Gibson, Jonathan Swift
and that old scallywag William Golding.

This month our quezzies are all about actors

and the characters they portrayed. So who
played the Abominable Dr Phibes, Frank
Drebin, Snake Pliskin, Beetlejuice, Paul
Atredies and Boss Karl Grissom?
Don’t write in, this competi-
tion's just for fun.

CF25 - ACT THREE, SCENE ONE

r-----_“_—-—ﬂﬂﬂ---- H,Badgr“GFEq.pjaasaf

; Please Mister (or Missus) newsagent, kmm i Shopkeeper: Sorry, sold out!
-my copy of Commodore Format each month, starting 1 Reader 2: My reserved CF24!
with the October issue, on sale from Thursday 17th Shop: Here you are sir.

| September 1992. Cheers me OI' Plate! | Ro: Why thank you.

AR | shop: Just think if you hadn't

o | filled out that coupon (left) and

| MY ADDRESS | handed it to me last month |

1 ] would not have saved you a

| copy. Or called you sir!

| — [ R2: I'll reserve CF25 as well

Shop: Wise move, Miss Prue.
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Selected C64 and Spectrum titles now half price.

Available at larger Boots stores only.
While stocks last.
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