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NOW A TOTAL O U S E /
GRAPHICS PA
FOR YOUR
COMMODORE
64/1 2 A T

11 I:WI L\

1.111CLEE
, T h i s  Commodore Mouse is a high resolution two  button mouse
featuring optical  counting, tef lon guides, microswitches,  rubber coated
ball and high quality inter lace.
• W h e n  combined with OCP Advanced Art Studio this graphics package is

quite simply the best system available. T h e  features are unmatched.. .
•  Crea te  an image - shrink it. expand it. move it. rotate It copy it, cutout it. etc.. etc.
•  S p r a y  patterns or shades, make elastic lines - stretch and manipulate shapes,
•  Z o o m  In to add detail in fine mode. •  Pultdown/lcon driven menus for ease of use.
•  Mouse  operation, plus Joystick and keyboard control.
•  1 6  pens. 8  sprays, 16 brushes - so flexible anyone can create supe.-b graphics easily.
•  F u l l  cut and paste facilities phi.- excellent printer support.

1,1k 11PM
• . P 1 '  , W 1 1 0

DATEL MID I  6 4  INTERFACE PLUS
ADVANCED M U S I C  S Y S T E M
ONLY E39.99

AVAILABLE ON DISK ONLY
•  T h e  A d v a n c e d  M u s i c
S y s t e m  m a y  b e  t h e  b e s t
PAIDPmusic p a c k a g e  p r o d u c e d
f o r  t h e  6 4 1 2 8  o f f e r i n g  a  h u g e
r a n g e  o f  m u s i c a l  c o m p o s i t i o n
f e a t u r e s  a  M I D I  c o m p a t i b i l i t y.
w i t h  t h e  D a t e l  M I D I
I n t e r l a c e  y o u  h a v e
t h e  T O TA L  M I D I
SOLUTION!

1541 MKII DISK DRIVE

getttettwea
L i m  I  1

The 1541 M k  l I e n  superb
q u a l i t y  D i s k  D r i v e  s p e c i a l l y
d e s i g n e d  t o r  t h e  C o m m o d o r e
6 - 4 1 2 8 ,

T O TA L  PA C K A G E  I N C L U D E S
6 GAMES

ONLY £149.99
ADD CS IF NEXT DAY COURISR

•  REDUINED

•  M a d e  possible by Daiel-s
unique colour printer driver -
now you can have a hardcopy
In up to 16 colours"
•  N o  more to buy.

ONLY£34.99
TOTAL PACKAGE

INCLUDES MOUSE;
M O U S E  M AT I H O L D E R
A N D  O C P  A D V A N C E D

A R T  S T U D I O
STATE IF YOU REQUIRE TAPE OR OISK

LC 200 L O U  P R I N T E R  PACKAGE
NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!
•  T h e  Star LC200 Colour Printer not only prints In Near Letter Quality for your regular Jobs but also
prints out your pictures from Art Studio. Action Replay, etc.. in generous colour!
•  L C 2 0 0  is a ful l  Centronics pr intor  so it works  wi th  o ther  computers (Amiga_ S T  e tc . )

PA C K A G E  I N C L U D E S  S T A R  L C 2 0 0  C O L O U R  P R I N T E R  R R P  E 3 4 5 . 0 0
S P R I N T  1 2 8  P R I N T E R  I N T E R F A C E  R R P  E 2 9 . 9 9

D AT E L  C O L O U R  P R I N T E R  D R I V E R  S O F T W A R E  R R P  E 1 9 . 9 9
NORMALLY E394.913

COMPLETE PACKAGE NOW ONLY £ 2 5 9 . 0 0
COLOUR PRINTER DRIVER AVAILABLE SEPARATELY O N L Y  £ 1 9 . 9 9
•  i t  .you alrv.idy llavc an LC 10 or LC 200 Colour Printer we can supply the Driver separately.
•  Wo r k s  with Serial Version of LC I 0, Parallel Port. Sprint 128, etc.

OTHER COMMODORE ACCESSORIES

•  3  addit ional  cartr idge slots
provided.
•  W e a r  and tear  on the
iori,gtrial connector reduced.
•  Switch provided for
selecting between game
cartridges rather than constant
unplugging.
•  Reset button built in.

ONLY £16.99

•  F u l l  feature Centronics
Printer Interface.
•  Connect your 64/  12/1 to a
range of full size Centronics
Parallel Printers.

•  E a s y  to use - supports
Commodore Graphics Set.
•  Onboard Microprocessor
Chip means no more programs
to load.

ONLY E29.99

H O W  T O  G E T  Y O U R  O R D E R  P A S T !
TELEPHONE [24Hrs]  0 7 8 2  7 4 4 7 0 7  C R E D I T  CARD ORDERS
ORDERS NORMALLY DISPATCHED WITHIN NI W s  Al  I CHEOUESPOSTAL OROCRS *FADE PAYABLE TO....

D A T E L  E L E C T R O N I C S  =
GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT,

S14 2RS, ENGLAND. FAX 0782 744292 TECHNIC/it...CUSTOMER SERVICE 0782 744324
C O M  M S E  4

-germ
OMMODOREMOUSE
ooSYSTEM

COMPLETE WITH

4%.
= - - L 1

FREE!
MOUSE MAT AND
MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

*
--101111

•  Qual i ty  Commodore
compatible Data Recorder_
•  Pause control.
•  Three digit position counter.
•  Counter  reset.
•  Comes complete - no more
to buy!

ONLY E29.99
DATEL LONDON SHOP
r I M I I C a )

222, TOTTENHAM COURT RD.
LONDON, Wl .  TEL:071 5806460
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I W O U l l s .

FREE

I.

T H E  A C T I O N  R E P L A Y  M K  V I
W I L L  L O A D  A  2 0 0  B L O C K
P R O G R A M  I N  U N D E R  6  S E C

IMEMINOMMIIIM I M P I M E V

MI. LVOV PIAVERFUL,
PACKED UTIUTY CARTR
•  TURBO LOADER - Load 202 block program in
under 6 seconds - world's fastest disk serial loader.
On-board RAM and ROM achieves high loading
speeds. Works  with 1541/1571/Oceanic1681.
•  INFINITE LIVES GENERATOR - Automatic infinite
lives!! Ve ry  easy to use, works with many programs.
No user knowledge required.
• P R O F  MACHINE CODE MONtTOR - Ful l  64K
Freezer Monitor - examine ALL memory, including
stack, 1,•0 area and registers in their frozen state.
Ideal for de-bugging or just for fun!
•  SPRITE CONTROL - Freeze the action and view the
sprites - watch the animation - customise your games -1,,,,kill sprite collisions.
•  FREEZER FACILITY N o w  you can make your old
slow loading programs load faster. S imp ly  freeze the
action and save to tape or disk to reload at superfast
speed - no more waiting for programs to load_
•  D ISK COPY E a s y  to use disktfile copier. M u c h
faster than conventional methods. Idea l  for backing
up data disks.

GRAPHICS SUPPORT UTILITIES DISK
SLIDE S H O W-  V i e w  your favourite screens in a slide show type

display
BLOW U P -  U n i q u e  uti l i ty al lows you to take  any part  of a picture

& "blow it  up" to  lull screen size
SPRITE EDITOR - A  complete  sprite editor helps you to  create  or

edit sprites
MESSAGE M A K E R .  A n y  screen captured with Action Replay or
created with a graphics package can be turned into a scrolling

screen message with music
ONLY E9.99

D FEATURE
C O N C E I V E D !  F O R  CBM 641128

TAPE TURBO - This feature will add Turbo
Reload to the programs that you save to tape - no
user knowledge required.
•  FA S T FORMAT F o r m a t  an entire disk in about
10 seconds - no more messing about.
•  PRINTER DUMP - Pr int  out your frozen screen to
printer - MPS 801, 803, Epson, Star, etc. - very
versatile.
•  CENTRONICS INTERFACE - For  parallel printers,
Star, Epson, etc. P r i n t  out listings with graphic
characters etc. (Cable required for parallel port
E12.99).
•  SCREEN EDITOR - Now you can edit the entire
frozen screen with this text editor - change names on
high scores, etc. Grea t  fun!!
•  EXTENDED TOOLKIT - Many single stroke
commands for Load, Save, Dir, etc. P l u s  range of
extra commands, i.e. Auto Number, Old, Delete,
Merge, Append, Linesave, etc.

4111k

o r t 1 1 H O W  T O  G E T  Y O U R  O R D E R  F A S T !A L L  C H E Q U E S  P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

L- A l  in_ 1 D AT E L ELECTRONICS
lectronIcs

THE REVIEWERS SAID—.
-I'm stunned, amazed and totally impressed. T h i s  is easily the

best value for money cartridge. T H E  CARTRIDGE KING f•
COMMODORE D ISK USER

WARNING 1 9 8 9  COPYRIGHT ACT WARNING
Derail E a c t r o n c s  Ltd., neither c o n e s  r,, awbonges  the obe a h r s  p rod i x i s  to,  the reprcd izeon ot

copsmighl miasmal
The backup taabbeS 01 INS prOduCt are designed to resesduce a , I y  sattware such es PutSiC D y n a n
material. the users awn programs or  scalwere where a...rms.-won le  me0a back4ps has been deem,

gegen.
r t e c h  $o make copies e w e r  Sot ed,ir cern use. at COPIrKlfr. rhahs,ei t h •  Oeor

Pere ldVan  of the c o p o r t  owner. Or Me t r a n c e e  t t •ane•

24 HOUR MAIL
popm, ORDER HOTLINE0782 744707

O R D E R S  N O R M A L L Y
D I S P A T C H E D  W I T H I N  4 8  H r s .

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292

I I m I T E D _  T E C H N I C  ALCUSTOMER SERVICE 0782 744324
R C A L L  A T  O U R  L O N  D O N  S H O P  2 2 2 , 1 • C ; ; ; F i E N H A S 4  C O U R T  R D ,  L O N D O N ,  W 1  T E L : 0 7 1  5 8 0  6 4 6 0

• A R V !  ti
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ABC 44,442
Memt*, ol IN? Avid Oweao ot C.wlelhor,

Oltw would also like to rescue; Leslie Ash
Cho would also like to rescue: Andre(w) Agassl
Treat would also like to rescue: Himself
Lie* would also like to rescue: The world economy
Dave would also like to rescue: Della Smith

DAVI SOLDER
PROD ED
O M  GUARD)
In keeping with our
SOS special this
month we
picked a
rescue theme.
Dave was
well chuffed
because it
gave him a
chance to boast
about his Beywatch
days as a life guard. "I
used to work at a pool in
Brighton. I once saved
this girl called Victoria.
Her husband Albert was
real impressed and it
got in all the papers."

Victoria? Albert? i t
doesn't sound much
like Baywatch•  Is that
the original costume?

scattered all over
the mountains
after Sly beat up--- ,  0 - -

Alternative
The Hulkster makes his movie debut on the C6-
The movie may only have been average, but th.
game's brilliant_ Hulkmania runs wild on p.56•

5 6  HULK HOGAN'S
SUBURBAN COMMANDO

6 0  PIRATES
Kixx XL

,
s u b u r b a n  C o m m a n d o . –

0 1 Y 8 2 0

The ageing MicroProse sea-dog
sail as a bugeteer. Can it
I rule the seven seas or IS.!

now the scourge of the
sette?

2  MERCS

1 = 1

't get even get mad as or
rice's super soldiers on

this isometric blast-•em-up. Can it
match the coin-'op? (Erm, no actually!)

6 4  TURBOCHARGE
Kixx
System 3's classy car racer cum shoot-'em-up
was hailed as the fastest ever game on the CEA
It may have hit the budget circuit but it still has
horsepower to spare!

C9mmodore Form
AIMEEmo — J L .

USA KILLART ASSISTANT
(MOUNTAINEER)
"Well, I needed
help after
seeing
Cliffhanger. A
friend said that  it
was based on real
life, so I Slatted off
to the US to see it I
could find any of
that cash that
should still be

that international
crim'. I climbed the north ridge and
it was going well  until I chipped one

of my nails. I swore, kicked the
mountain...and promptly fell off. They
had to call out the mountain rescue
unit and everything. Lordy me, how
embarrassing! I could have died.
Then I met their paramedic thorn..."

CLUR HOD' $ ;
STAFF WR

(SAIL& )
Clues m
person'h
people
rather
in peril h
but sh h
to be
once,
then

ry

m o o d s e m i
she
Aliet
Zeal

one o
that prot

minute she was
deck, the neat t
paddling in the I
happy. Mind ow •
better  when sht l eresponsible. Zut a
punch she's got k ,

411Ele
10 CHARTS

More pop-picker type nonsense with Clur, Mr
Gallup and the best-selling games.

13 NEWS
Gossip, facts and fiction a h  well, no fiction
at all, in fact, we made that bit up,

14  PREVIEWS
Match Of The Day meets a sideways (yes,
sideways) scrolling SELICK game!

16 THE ULTIMATE
BEAT...FE/1616UP
Hold on to your nunchakas. Clur's
been hunting down the great, the good
and the grossly inadequate in the
world of fighting games. Do you
wanna be in her gang? Then it's on
p.16, oh yeah!

19 EVERYTHING
YOU WANTED TO
KNOW ABOUT Wt . .
Once upon a time Commodore released a
portable C64! Known as the SX64 it allowed
you to compute while you commute, to game
away from, er, hame._. CF now re-discovers
the C64's tong-lost prodigal 2nd cousin.

p.56



C64.
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11111 he best cheat-sheet
the world just got

better. In a 13-page
extravaganza the most
popular. the trickiest and the
most down-right difficult C64 games in
existence all get the Andy Roberts'
Gamebusters treatment.
3 3 G B  I N T R O  Where to find which cheats
and how to use them.
3 4  L A S T  N I N J A  The full solution.
3 6  F U T U R E  W A R S  Cheat to the future!
3 7  I T ' S  W A R !  Arcade battlers get
blown away.
3 8  L A S T  N I N J A  2  Destroy Kunitoki's
evil plans, for the second time.
4 0  B E AT - / E M - U P S  Kick for victory.
41 B IG  SCREEN ACTION Superstar
celluloid cheats and tips.
4 2  L A S T  N I N J A  3  The final chapter!
4 4  C A R T O O N  T I M E  Cute made cuddly!
4 5  THE NEED FOR SPEED Drive taster
NOW! (And don't worry about crashing.)

SPEC,

21 LETTERS
The Mighty Brain has his say, about what
you say -  in a lettery kind of way.

2 5  LET'S MAKE
A MONSTER
Three months and counting! Mayhem In
Monsterland draws ever closer. Forget
Sonic, completely ignore Mario, this could

just be THE game of 93!

2 8  SUBSCRIPTIONS
Get Commodore Format delivered post-haste
(and blag a brill free gift too)!

2 9  GO SOUTH
YOUNG MAN
Stuck on an adventure? Do you keep
exiting when you should be inventorying?
Do you keep trying to carry the East?

Then relax, take a deep breath and read

N O o u r  specialist feature on the way to playadventures -  and enjoy them!

3 2  PD FORMAT
The Binary Zone PD top lives!

4 6  TECHIE TIPS
The best Inside Info in the world from Jason
Finch -  to whom tech stuffs a cinch!

4 9  SCHWING LOW
WINNERS
The hilarious results of our Gott clubs
competition. It's a bit course, but it's fun!

5 2  BUlt•A•RAMA
CFs equivalent of Exchange and Mart

5 4  MAIL ORDER
The Commodore Superstore is open, all hours.

6 6  NEXT MONTH
If it's September then it must be CF36.

al t9 the rAscuel
00(80N
WR TER

me the sort of
ho puts
peril

ham being
Peril herself,

ut ah' t has had
°  be ' escued

ce• and even
then - be was
tryirq t o  rescue
8..cm" thing else.
e.be V a s  down in
na l °  land,  New
Zeal n d ,  helping

one 0 [ those ships
Prc't 6ct the whales. One
was swabbing  the poop

oat s w a s  doggy-
the I t i n y.  Clur was not

dYOU,  sho felt a bit
n she c a u g h t  the guy

Zut d iors!  W h a t .
got on her!

111.0i
ur's rr
'son
ogle
the,

OWE ALDIRTON
ART EDITOR
(SHIPWRECKED)
011ie had a terrible exper ience on
his way to a gig. The Frantic

Elevators were  playing on the Isle
of Lundy. 011ie took the ferry,

but due to an excess of
'Lemonade he  fell

overboard. Washed up on
a beach,  he struggled for

weeks to eke out a
living. He  ate  raw
fish, raw plants and
drank raw water.
Imagine
what a
fool he t t k . •
felt
when h e ' I t  -
looked
over the
dune and
found
himself In
filinehead!

Tomperom WEBB
EDITOR
(ST BERNARD)
0kay, so it doesn't look

like a St Bernard, but
you try getting an
Alpine costume in A K E L
July (I managed it -
Lisa). The only reason
I didn't get to  be a
real rescuer is

because I 'm so hard * .
I never  need help
from no-one not
never (sob)... and

for.o.. why did you
dress me as a

dog? I could
have been a
Thunderbird.

What is it?
Do you all
hate me? '
(Er, yes! -

the crew).
"I'm leaving."

•••• S t

Three games,
one demo and
a full utility.
Just load it!

SPACE
ACADEMY
Side One

Tape count 000
16 testing sports, all set in

space! Space Academy
tests your waggling, nerve
and timing to the limit!

e r
1441;74.44111. AL41AWIT464 -

440 rziala&a.
4111' 4414WKal5

a a v f i r u n  1 0 11111.4...,,
.1411Mf. T n  STR$4.

IHOTAMIA 6
Side One Tape count 075
Play at Robinson Crusoe in
this space wreck epic.

HALLAX
Side Two Tape count 055
A brilliant PD clone of that
arcade star Breakout.

LE0
Side Two Count 000
A full playable demo of the
suicidal super-game.

REAL
WRITE
Side Two Tape count 085
A smart scrolly demo text
writer. Dead easy to use
and fun to watch

And another
great Odus
Hyperpack
offer too!
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to and find your-
self surrounded by
the destroyed
spaceship and hun-

POWERPACK

J H O T H A P I I  A

N -  Go north
W -  Go west.
X -  Examine.

Ygn osii •

t e n  b y  D a v i d  E d g a r ,
o d o r e  6 4  v e r s i o n  b y  A n t h o n y

t  l a s t ,  t h e  h o l i d a y s  a r r i v e d  a n
s t i m e  t o  g e t  a w a y .  Y o u  h a d  h e a r

p a c  e t i l e  w h i c h  t a k e s  y o u  o n  a  t o u
r o u n d  t h e  s o l a r  s y s t e m  a n d  d e c i d e
h i s  w a s  f o r  y o u .

p o n  n e a r i n g  t h e  p l a n e t  I h o t h a m i  a
i w e n t  o u t  o f  c o n t r o l  a n d

° w a r d s  t h e  p l a n e t .  L u c k -
t i c  e m e r g e n c y  c r a s h  a b

w o r k i n g  a n d  y o u  l a n d
P t .  E v e r y o n e  e l s e  d '

d a m a g e d .

QUICKSTART INFO
Side One • Tape Count 075 • Keyboard

Its a text adventure folks, so put
those joysticks down and get your
thinking heads on. Type in what
you want to do. Not sure what to
type? Here are a few all-purpose
handy instruction to try out:

S -  Go south.
E -  Go east.
I -  Check inventory.

Get (followed by name of object)
-  pick up that object and put it
in your inventory.
Look -  Examine the surround-

ing area, no less.
Press -  Press the thing In question (oo-er).
Shoot -  Wa-hay, we get to shoot someone!
Save -  Save game to tape (make sure you
don't save on to the Power Pack, have a
blank tape ready).

Ah uuumm, ahh
uummm. A dream
is reality turned
sane? Lemmings only wish to meet
their maker, these are the thoughts
for today my flock. Read on oh
knowledge seekers. Ah uuumm,
ahh uummm.

I s ' s  summer time and the weather is
sine, so you leave Earth and go for a tour
around the solar system (oh very logi-

cal -  Ed). Unfortunately while your cruise
ship is scooting past the planet
Jhotamia 6 the captain lost control of
the helm and you find yourself
hurtling at a particularly terrifying
speed towards the planet's sur-
face. Hours later you come

dreds of dead bodies that
were once the crew and other passen-
gers. What now? It's entirely up to you!

Okay, so if you're not used to them adven-
tures can be a little confusing, but never fear,
Galadrial's here. Well, actually she's on page
29. Y'see she's written this feature which should
give any novice adventurers all the advice they
need to get them started. But it you're the

do

'114 r e a d y  f o r  y c )tWEI  S A F Ec a n t .

T e l l  m e  w h a t  t o  d o
t I G E T  G L U E
O K .

T e l l  m e  w h a t  t o  d o
UK S A F E
T h e  s a f e  i s  m a d e  o
m e t a l .  O n  i t  a r e  f
o n e  t o  f i v e .

1 ° m  r e a d y  f o r  y o u r
! P U S H  3
T h e  s a f e  e x p l o d e s
Y o u  h a v e  t a k e n  1 2

A a A L I A M A N A
Do y o u  w a n t  t o  t r y  a g a i n ?011

1 r u c t c , r s

f  a  s t r o n g  b
A v e  b u t t o n s

i n s t r u c t i o n s .

a n d  k i l l s  y o u .
t u r n s .

l a s t  p r o o f
n u m b e r e d

impatient sort,
here are a couple of general
tips to get you started.

Always make a map of the game as you go
along -  without that you'll just end up getting lost
in the middle of some dank, dark jungle with no
food or water. And most important of all, don't
give up at the first tricky obstacle you come to -

sit and think about it for a while, the answer will
probably come to you in time_

And here are a couple more spe-
cific clues for Jhotamia (so close your

eyes if you don't want to see). The
instructions on the small box refer
to the main aircraft door and the
first door you come to ought to be
examined carefully -  you never
know what you might find.

tth, oh. Dead again. Ah wel l ,
better luck next  t ime.

VITAL STATISTIX
GAME
ORIGINAL LABEL
PROGRAMMED BY
GENRE
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Jhotamia 6
The Guild

Anthony Collins
Text adventure

DIFFICULTY I t  should be easier once
you've read the feature on page 29.

Reed the intro
-  I r e f u l l y  fo r

Jr •



STOP YOUR
TAPE

The Lemmings demo came to
us just too late to be converted

to our usual loading system.
Because of this you'll have to
stop the tape as soon as it's
loaded to be at the correct

position to load MOLL
Side Two • Tape Count OXIO •

O r -  Joystick port 1
Get the lemmings safely to the door on
the right. Use the joystick to control the
cursor and the top layer of keys on your
keyboard to select the attributes.

OLIKKEriurr
INFO

T h e s e  are not just
your normal everyday
small mammals we

are dealing with here.
Lemmings aren't ordinary
dumb creatures, They're
dumber than that. I'd go so tar as
to say they're very, very stupid indeed.
They're so lacking in the old grey
matter you have to take control of
their every move, otherwise
they'll just keep on walking
until they tall to their deaths.

In this demo you have
to save 85 per cent of the
25 lemmings. Hit Fire and
you're taken straight in to
the Beast 2 level from the
finished game. The lemmings
will soon start to fall from the
trap door in the sky. The best thing
to do now is to pause the game (Shift
Lock) and scroll around the level to get an idea
of what you're up against. The little door on the
far right of the level is the place where you
need to get your lemmings.

Fewer braoncells between
thorn than a bathtub.

Form a strategy in you
mind before starling to play
and remember that a lem-
ming can only fall so far
without spieling dead on the
floor, he'll always walk in the

direction he's facing and he'll only
turn around d he hits a solid

object or a blocker. Once
you've got a plan in your mind
scroll back to the beginning,
unpause the game and get
those lemmings home.

Lemmings might be thick but they can be taught certain simple skil ls very swiftly. To give
a lemming a skill you use the numeric keys at the top of your keyboard; which key gives
which skill is detailed below. Next you move the cursor (using your joystick) over the tem-
ming you want to give the skill to. Press Fire and watch that mammal go.

-

•  CLIMBER (1 ) -  A climber will crawl up walls that other lemmings can't get over. Once a 1111lemming is a climber he's a cl imber for life (well that level anyway).
•  FLOATER (2) A  floater takes an umbrella wherever he goes so that he can fall from high
places safely using his brolly as a parachute. Like climbing, floating is a permanent skill.
•  EXPLODER (3) -  Make a lemming an exploder and a big number five will appear above
his head and start counting down. When the number reaches zero Mr Lemming will
explode. A great way of getting rid of blockers or creating holes in platforms.
•  BLOCKER (4) -  A blocker does as his name says; he stands still, sticking his arms out
and stopping any other lemmings from passing him.
•  BUILDER (5) -  Another way of stopping lemmings from walking off cliffs is to bridge
gaps. A builder will lay 12 steps, stop, shrug his shoulders, then carry on walking.
•  BASHER (6) -  There are three types of diggers. A basher digs horizontally...
•  MINER ( 7 ) -  A miner digs diagonally downwards...
•  DIGGER (8) -  And a digger will dig vertically down (down doobery down)
The other items in the menu bar are controlled by keyboard presses too:
•  Nuke -  Hit delete twice; blows up all the lemmings at lets you restart the level.
•  Pause -  Shift/Shift lock

10'
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To get you on the right track here are the
first f  u  should do:

Lock
want

on the key-

When tho first lemming reaches the cur-
sor, hit  Fire to h i m  into a blacker.
Pause the ga

010 O U  _
ILO N B  e n  i i i p . A s— L 4 112,.

•I  k e l
1331 I D  C D  t E r  O n _  i n  „L-14-11 i 1  -

Move the cursor to underneath the trap
door and press '1 on  the keyboard.  Then
unpause the game and turn the next  lam-
ming to come along into a c l imber.

That  I
that 's  •
up and over the
to you to figure

and •
Now I t s  up

VITAL STATISTIX
Game
Original Release
Programmer
Original Label
Genre
Difficulty

Lemmings
Sept/Oct '93

Alter Developments
Psygnosis

Er, well It's Lemmings
Tough-ish



1 -  Waggle. Waggle l ike you've
waggled before. Waggle as if your
pended on it!

VEIL 5
H

LEVEL 2 -
Move your Jo
order to keep
completely red.

LEVEL 4 - T h i s  Is another test of balance.
Keep the bar in the centre the same as in
level two  but this t ime you have to duck
under and leap over twiddles that  come at
you from all sides.

a a test  of balance.
from side-to-side in

green bar from turning

LEVEL 6 -  Get to the other side as fast as
pose'. Hi t  Fire to Jump and thump a dan-
gling switch that  turns on the next
platform along. Pull down to duck.

a. You'll  run automatically", V E L  7  - G e t  to the end of this h•zardous
ju o v e r  the obstacles. The n e l .  Fire to duck for a moment  to avoid

down this Fire button, the -  small flying things. Pulling down wil l  make
further your recruit will Jump. y o u r  recruit  I le on the floor.

LEVEL S -  Upsidey-downy monkey bars.
Waggle l ike mad to start  with,  then, when
the bar  hits the red section, hit  Fire to
move on one rung of the ladder.  Then wag-
gle, then Fire, waggle  then Fire.. .

8 POWERPACK

T h e  blurb on the original box to this
game goes on for ages about some
galactic war a few generations from

now, but to tell you the truth it's all pretty irrele-
vant. So I'll spare you most of it apart from the
fact that you're at space school and to make
your grades, you have to pass each test with
flying colours. But this is like one of those infa-
mous American High Schools where
intelligence takes second place to being able to
throw a football a couple of hundred feet; if
you're good at sports then they'll fix your aca-
demic grades for you.

The school is split in two, each part at a
separate location. At the Junior school you sim-
ply build up your speed and stamina to an
acceptable level. Until you have completed all
the tasks in the first section you can't move on
to the exciting stuff, like weapons training -  it's

aulacsuurr INFO
Side One • Tape Count CHX• • Joystick port 1

* D O W N

I i  W A G G L E

•  F I R E

•  S PA C E  BAR

Duck/lie down/stop.

The faster you waggle
the joystick the faster

you go.

Jump/duck head/tire,

Pause/unpause•

VITAL STATISTIX
•
1  G A M E

ORIGINAL LABEL
GENRE
DIFFICULTY

Space Academy
Elite

Sports
Wrist bustin'

WEAPONS 'RAINING
Ha ha, fooled you. Bet you thought I was
going to tell you haw to do this bit too.
Well I'm not, 'cos working it out is half the
fun. Use your brain, work it out for your-
self like I had to. Most of the skills you
need for the weapons training have been
learnt as part of the fitness training.

•  COMMODORE FITNESS 3 5  August 1 9 9 3

a bit like being kept
down a grade.

Each game is
simply a test of

hand eye co-
ordination using

different controls
every time to get
through a number

of assauft
courses. All the

. q 1 1 1 . 1 0 1 0 1 " 4 0 1 - r . .

games are controlled via the joystick: your best
bet is to experiment and you'll soon get the
hang of the jumping and ducking.

The main stumbling block to success is a
clock in the bottom left-hand corner of the
screen. It counts down while you're playing and
halts when you pause the game or die,
whichever comes first. But if that clock hits zero
you've had it. kaput, it's back to kindergarten
and egg and spoon races for this recruit So get
started on that training now.



1
F i r s t  there was Breakout. Then there was

Arkanoid. And now there's Ha!lax. The
aim of each of the 10 levels is to get rid

of all the blocks by destroying them with the
ball. Each level starts with the ball resting on
the paddle at the bottom of the screen. Move
the paddle from left to right with the joystick and
press Fire when you're ready to release the
bail. The skill comes in stopping the ball from
falling off the bottom of the screen by manoeu-
vring the paddle to knock it back into play.- ,---1FtETom :dillM

I M a k e  a hole,then get up " U W  I I

1 t h r o u g h  it

to bounce
around on

• Ithe top. i n

•  •  •

twor0C111coLcickiki

D e s p i t e  how the name sounds, Real Writer is not a word processor. Yes,
you write things with it but Its main purpose in life is aesthetic. You can
type in any message, record it and have it visually played back to you -

mistakes, cursor movements, deletes and all. It doesn't care whether you've put
your I's before your es  or not. Basically it's for writing messages that look dead
Impressive on your monitor. It can also write large demo-styley scrolling messages
(impress your mates by pretending you've learnt how to code demos over night!).
All the instructions are on-screen; all you need to remember is that everything you type
will be in the finished message, so if you make a mistake you have to start all over again.

)DUS C. E S  OFFER I S  •;FFER
Real Writer is preceded by an offer from those great lads at Odus. Take a look at Real
Writer from the Odus Hyperpack 2 and try before you buy (which we're sure you will).

NO LOAD ZONE
Sometimes even I have trouble loading
my Power Packs. You know how it is.
You've done your best, you've tried all
the options but even re-aligning the
tape head won't work. That's when I
turn to Ablex for their expert help.
They offer a truly excellent tape
replacement service, for those times
when only the best will do. If you too
suffer from the same embarrassing
problem, then pop the tape in a jiffy

bag, along with a stamped addressed
envelope and send it to:

CF35 Tape Replacement
Ablex Audio Video
Harcourt. Telford
Shropshire, TF7 400

Don't send your tapes to us here at CF.
If you do they'll invariably get lost
under the masses of other post we
have to sift through every month. So
folks, for quick service, send your
faulty tapes to Ablex!

Most blocks take just one hit to destroy;
others take more.To make things even more

interesting there are a number of power-ups that
fall downwards. Catch them on your paddle and
you might find that your paddle doubles in width.
becomes magnetic or develops firepower.

The smart thing about Hanel( is that it's got
a built-in screen editor. Hit F3 to enter the edit-
ing mode from the intro screen. Use the plus
and minus keys to select which screen you
want to edit, and use the F5 and F7 keys to
choose the kind of block you want to insert.
Select the block you want to change with the
joystick and hit Fire to do the swapping. Once
you're pleased with what you've done hit F3 to
go back to the intro screen, then hit Fire to start
playing your newly-designed level.

1The higheri n i e M  " O M  I

1

the level,
the more
complex
it gets.

Wert;

J.g1t=

cb 1 PO WERPACK 9

QUICKSTART INFO
Side Two • Tape Count 055 • Joystick port 1

•
•

LEFT

RIGHT

FIRE

Ft

F3

Move paddle left.

Move paddle right.
Release ball/Fire

swap between one- and
two-player mode.
Enter screen editor.

VITAL STATISTIX
Game
Original Release
Programmers
Original label
Genre
Difficulty

Ha/lax
Binary Zone PD

Relax Designs
PD

Breakout Clone
Tougher than it looks

ff f i r - '  A R Z T E R

IPMESEMTEM WV T M E  fi.ONICOUSTIESS S O  —  'i 1- -  - - - - -  - - - -  - -

At0 M E T E  L E T T C R
1 A  C O R T. N R E I T S O CA A orsrmet,
' 4 1  C R O , S E T  1
'SA M U S I C  1
'SA moms* i- 1 ,  MOSTE SCROLL TESTS.

Reol INOW 1 1 1  S C R O L L  COLOR 1 ., 41 S O U E .

MC! . .  . A  , 4 c  -
CO

GET YOUR PD 'ERE...
LUVERLY FRESH PD
Hallax is bought to you courtesy of
Binary Zone PD. If you'd like to know
more about them turn to PD Format on

GOT A DISK DRIVE?
Let's face it, slipping a disk smoothly
Into a drive is a lot easier than having
to fiddle around with a head alignment
screw. If you're lucky enough to own a
disk drive for your 64, then this service
was designed especially for you. For a
small fee (to cover postage and dupli-
cation costs) our mates at Ablex will
send you a Power Pack lovingly trans-
ferred on to 5.25-inches of floppy disk.

Getting hold of your disk is easier
than Tony Slattery spotting. Simply cut
out the coupon from the tape inlay card,
pop it in an envelope along with your
name, address and a cheque for E1.50
(made payable to Ablex Audio Video),
and send the whole kit'n-kabbodie to:

CF35 Tape-to-Disk
Ablex Audio Video
Harcourt, Telford
Shropshire, TF7 40D.

PP'
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1 0 C H A R T S

—*-
STREET FIGHTER 2

WWF WRESTIEMANIA NEW

,  T H E  SIMPSONS

JAMES POND 2:
4 • R O B O C O D  N E W

TEST MASTER 2. NEW

Action 16 E3.99

RODLAND
Klux £ 3 . 9 9

• C O M B AT  PACK 3  NEW

TOP 110 WEEKEND
SUBURBAN
PASTIMES

1 Waxing the Volvo.

2  Combing the front lawn.

3  Tutting at people who don't
comb their front lawn.

4  Walking the three
pedigree Red Setters.

5  Meeting with the interior
designer over lunch.

6  Weeding the rockery.

7  Feeding the coy carp.

8 Having tea with the vicar.

9  Driving the kids to their
riding school.

1 0  Dusting the the garage.

1st Di
ers)

(Ocean)

(Kixx)

2  2-Hot 2-Handle

3  3D Pool

4  4-Most World Sports
(Alternative)

5  500cc Grand Prix (Microids)

6  Smash 16 ( H i t
Squad)

7  720 Degrees

8  System 8

9  Ciphoid 9

1 0  10

(Kixx)

(CDS)

(Monarch)

(Firebird)

US GOLD 11 2 . 9 9

Hit Squad E 3 . 9 9

Nit Squad E3.99

CodeMasters 1 3 . 9 9

Hit Squad E 3 . 9 9

Klux E 3 . 9 9

EAJ E3.99

Zeppelin E3.99

CF29 806/0

CF33 88%

0 3 0  726/s

0 1 7  916/s

CF32 926/s

CF33 9 3 %

NOT REVIEWED

CF34 8 9 %

In this m o n t h s  0 6 4  Top 40
software chart  there are:

0  Games  that  costmore than a fiver.

0  Tennis games -Wintbeidon mania lives or

0  Wrest l ing games.

1 Z  0 6 4  games.

,:}tH , C H I K

;1;\ V L
.;\ c_lj- \ET?

EISPA <

PENGUIN
i CHARTS. EZITIRE,M4r,



1CITIZEN PRINTERS
FROM SILICA SYSTEMS

• FREE DELIVERY
Nee tie,, Al-verve in et un

FFIEE STARFER KOt INCLUDES:
• 3:1' Omit vide 4migra Prue Meaner
•  ,311•" Drat erre Widows 3 1 Ortry
•  1.4 Metro Avail& Pnroter Cat*
•  200 Sheets et Cceeteenees Paper
•  lele Conseems Tractor Fete

AdoWss LabilE

•  5 C00.0,4441 Eneeiepes are
reader Feed

•  WINDOWS 3.1
free wmee.s , x e r  en- 9..e,e,

•  2 YEAR WARRANTY •  FREE NELPLINE
kricluene Ile es 'tetra cower Real T e c h r r o e  semen dunes Moo Sou, •

•  F R E E  S T A R T E R  K I T  With Celan dun main, proles nc, 1.-

Iraw. •.

FREE! STARTER KIT
WORTH 117.58

AMIGA PAINT MANAGES V2.01 •
,nr w r i n g  hyn ppe amp, wtowe,
new  are NM * m o m  kettio Hot

durg• •  mod ee e r n e  Stew *I
Totes newt
•  kpamed Pmat Smarm') •  Orem k..10co

•  IliewroSPav Ccencaat •  L'acm r
•  Roa.tmlapmems Eatdc•

KIT
VALUE C 4 9

vAc.,

PERIPHERALS & ACCESSORIES
SHEET FEEDERS

PRA 1201 •2C04....... 3 8
ert• 122 l a w s  cle.13
PRA 1221 124B724Ull al Cs biros i42,08

SERIAL INTERFACES
11e0 1203. E 5 8  45

P9Al209 gone 9.90 24a724 E 3 2 2 5
PRA 1709 Slat 21•2tra012107240 E i e  38

32K MEMORY EXPN
PRA 1 753 224,5eg 24•2124a E •  4 45

PRINTER STAND
PRA 1274 Smelt/Ern/5211'741, L H  95

ORIGINAL RIBBONS
RIB 352g 1 200•Soill 9,3C Bac% 1 2  91
Alt 3949 SrAPT ,  • • •  •• • r 7 1 5
RS 3924 124Mere 24700240 tact E420
ea 3036 224.Ser se024,2401400s. £15.83
A6 3248 PI448 Sack Stabe r 2 . 8 1
RS3341 Pen Mull Selo C 3 . 6 1

COLOUR KITS
IRA 1236 2245aril 9.1012400024 E3525
PRA 1240 Seel St,244 S . ' 4 5 . 2 5

PN48 ACCESSORIES
pFul l imoyz tater,- ! , . 4 6 . 7 8
PRA 1155 N48 ,7atie E nr f  23 37
PRA 1152 Pl41,3 gar Adaptor

STAND OFFER
PAINTER

INC Luis!

1ZEN PRINTER
STAND

For Swift 9, 90, 24, 24e,
200. 240 and 224 Printers

•  1-MaP3 MVO ;one wit Ceden Pmts.' s
Poweltla covet hoc•ne

•  %Wet 4 Obrab0 Cce,severien
•  Srms space AV  pralacts contmoup

M e o w ) .  Paco dust art, &Maga
•  CaoMafthid o.11'. 112tc”.9(KI rear k w '

AAP

k.

£19
m33. pna 1242

INKJET 3150cps 80 coLooN
•  Ca,zei PnNer

rnicier -  8 0  C0konn
•  360cps

T20cAS A l t a

•  50 M o a k  Head
Whisper &vet 4.7d864)

•  8K Prentee Better
•  RAM Card OpPoos
•  3 Fonts Budt-en

•  Opreonal HP
Compattbe k o t
Cards

•  Parahe) and Sara,
Interface

•  GraoNc•S ArscOution
300x 300dpi

•  HP Deskyd Plus
Enuiahan

•  2  y a ,  Lipp r•SCIv

RP . .  •  E406
TOTAL VALDE ECM

SAWN8 E2I
Sri (CA PRICE: E279

E279
0,'AI•El1, 81 • P91

CITIZEN PRINTERS
WITH 2  Y E A R  W A R R A N T Y

24 PIN 270 cps 80 COLUMN
2

Y E A R
WARRANTY •

CITIZEN

/

f O t e A
'51 O N

•  Cam Set 200 -24 pet - 80 column
•  270cps SD frleai, 216 cps Dratt, 72cps L0
•  8K Printer Butter *  6 LO Foots
•  ParaPel Interface
•  Graphics Resolatioz 360 x 360 dpi
•  Epson, &  NEC P20 Emotabons
•  Quartet Planing 3130 Auto Set Facility
•  orra Oyler Mode - 43,d6p1,1
•  Caltletr KII - 0 0 0 0  Extra (See 8elow1
•  FREE Silica Pnoter Sutter Kit

—  •
SWIFT 2 0 0

RAP £ 2 5 9
51110A STARTER Pt f i g

TOME M O P  O N
SA Vtta 2 9

SkiCA POKE Elle

E179
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•  Anil, Se F•:Atp • B.O;rectOul

Sun Emoaterillewrant
•  Comma 1.4e iV Nu ,  CdAVD, Peel
•  4102 ape  Mvde - 4262,A1
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Cola, knew; Opens, • nelr 243
•  3Rff5.Ir.  Pnet, S1202,Wd

SWIFT 240 MONO
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STARTER MT _ Eat
PPM M E W  1341
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SWIFT 240C COLOUR
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•  J92c,os Draft 64ces NLO
•  89. Pnreer Beet 4  Feces
•  Parallel )nterliece
•  arapincs Resolution 360 x 36040,
•  Epson a i d  anti NEC P6 EmLeabere
•  Cotour Option Avairabee
•  MEE Sete Pnater Starter Kit
RaP . . . . . . .  1.411
WM% IThRTEa MT CIS

TOTAL VALUE- BM
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MICA P0CE

E299
•ssi•m• s) RItS

9 PIN -144 cps 80 COLUMN

•  . t r i e r )  12001 -
•  1440ps Draf t  3 0 c p s  N L O
•  4K Printer Buffer •  2  FOOS
• Parallel or Serial Interlace
•  Graphocs Resolution 240 x 216doi
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•  FREE Slloca Pnntar StallO, Kit
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• SILICA SYSTEMS OFFER YOU
•  FREE OVERNIGHT DELIVERY; On ell hardware orders shipped in the UK mainland.
•  TECHNICAL S U P P O R T  HELPLINE:  Team ot Technical experts at your service
•  P R I C E  M AT C H ;  We  normally match competitors on a -Sarre product - Same prce" basis.
•  E S TA B L I S H E D  1 4  Y E A R S  Proven  trade record in pit4eSSiOnal computer saies
•  £12 MILLION TURNOVER (with 60 Staff Solid, reliable and draftable.
•  BUSINESS E D U C AT I O N  *  GOVERNMENT; Volume discounts available 081-308 0888.
•  SHOWROOMS,  Demonstration and training facilities at all our Share&
•  T H E  F U L L S T O C K  R A N G E :  Al l  01' your ream-WM(11s tom one supplier.
•  FREE CATALOGUES WA be malted to you with Mere sottware and peripheat details.
•  PAY M E N T:  Meow credit cards, cash, cheque or monthly terms ,41,111 29.8% • ...Men gums cr, recp•rk
B e i m  you decide *Pen to buy your new onnler. we suggest you The* von,. carefully &beat WHERE you
buy it Conwder what It vat be like a tekt months after you have made your purchase, when you may
require arkaboral peripherals Erni accessones. of help and advice And, t h e  company you buy born
contact you with details ot new products' A l  SIICS SySSemS we  enstre that you M I  have nothing to
worry about. We Nave been established for almost 14 yearn and, with out  unrivalled experience and
expertise. w e  can MAW dam, to meet our customers' requirements with an  underStantitng whEch
second to none Bur don't toSt take our word tor it. C o m p * *  and return the coupon now tor our latest
FREE literature anti bowl to experience the 'Sacs Systems Seoece-,
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C64 Repair

A COLOUR

C64 Power Pack £19.75
1541/C128 Repair. £40.00 C2N Datasette £29.99
64 aniline Case £7.99 Parallel Converter £19.99
64 Mouse £14.99 Printer + Converter £149.99
Mini Office 2 £17.75 C64 Manual 1-4,99
Sound Expander £9.99 Sound Studio 1,4.99
Chips R O A 1541 11 Drive £12999
Reset Cartridge £6.99 100x51/4- Disks 1.35, 00

2md A COLOUR
PRIZE MONITOR

3rd
PRIZE A PRINTER

4 t h
PRIZE A DISK DRIVE

12 MONTHS FREE
5th SUBSCRIPTION TOPRIZE COMMODORE

FORMAT MAGAZINE

C R A C K
ATHElleat FA C W O r
THE EPIC GRAPHIC AND TEXT ADVENTURE - BY TONY ROME

A GAME OF LATERAL THINKING TO
tgri-TratITZ WW1,

0908
379550 i i

SOFTWARE
71-

ybr
ragcr

, )(Met-
:,erning Wing
Klas

Robot r o r s
Sala,
State

A n y  F i v e  f o r  1 E 4 - 9 1 9  ( w h i l s t  s t a c k s  t e s t ;
A n y  T i e r s  f o r  E  6  • 9 9  ( w h i l s t  s t c o c k s  l a s t s

ME, . 0 0  am. , m , , , , m • - • • • • • • • • • = - M - M - I M I - I M M 1 = - M - M O .  • • • •

Toki
Battle Comnsand

Navy Seals
Shadow of the Beast

Chase HO 2

ECT All Prices
Inc. VAT

P&P Free
in UK

A t
c r e e l l i D i d e

r r i c e S t q l l
5 -py  W r i t ]  L a V e d  M eStun Runner

Teenage Mutant Turtles 2
Vindicators

The Vindicator
Xybots

U I
nonocop 3 o n l y

onlE8yo. En9o8y E.9.91:9791P9breic

o n i y o n f V 8 9 . 9 9
only £8 .99

B u y  A n y  T i a r a  a r i a  C h o o s e ,  l a n e  F r e c ! ! ! !
NAME
ADDRESS
POSTCODE
ITEM
ITEM
TEM
TEM

ALL psiCES INC VAT

T E L E P H O N E
CREDIT CARD NO

TOTAL

CARD EXPIRY DATE:
SIGNATURE-
TEL: 0908 379550 M A K E  CHEQUES
PAYABLE TO. DIRECT SOFTWARE LTD.

UNIT 3, CROSS KEYS SHOPPING MALL, S T  NEOTS, CAMBRIDGESHIRE PE19 2AU

1

(CF11

VISA

X

2152 AD: An  incriminating piece of  film had reached the Earth Space Council with
damaging effect. Valdira had cleverly impersonated you with a Halvian Simulator and
had sent your fleet to its doom. You were held responsible arid left to roam the galaxy
alone. To  add to  your misery was the loss o f  your long standing companion -  Lt.
Anikra a  woman of  extraordinary talent who had assisted your escape, only to be
captured herself. 2155 AD 3  years had passed when a  faint coded message had
reached your ship from a small planet t h e  code you instantly recognise .ANIKRA!
With fresh hope you head towards Argonial
W I N N E R S  W I L L  B E  P U B L I S H E D  I N  C O M M O D O R E  F O R M A T  M A G A Z I N E

C64 TAPE LOADING PROBLEMS?

For a speedy repair send computer and covering letter.
3 month warranty included. T o  order any of the above

send a cheque/P.O. or phone credit card number,

Omnidale Supplies (Dept. C.F.)
23 Curzon Street. Derby DE1 2E8

Te l :  0 3 3 2  2 9 1 2 1 9

fL,E

A

Have you ever purchased a game only to find i t  Vd On t load I i  he most
common reason fo r  loading dif f icult ies i s  caused by the tape head
being out of alignment.
The AZ IMUTH TAPE H E A D  A L I G N M E N T  K I T  enables you to re-align
your tape head simply and quickly. N o  technical skills are required.
Step s t e p  picture guide. Te s t  and re-alignment may be carried out
In  m i n u t e s  !

The kit  contains:- A Z I M U T H  TAPE ALIGNMENT CASSETTE, SPECIAL
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS.

Alignment k i ts  also avai lable f o r  Amstrad  CPC 464 ,  a n d  Spectrum
+242A Computers. Please state which computer when ordering !

REPAIRS A N D SPARES

A I E

Price £9 .99  Inc. p o s t a g e  A pack ing  and VAT
All orders sent  by return, ChequoNisa lAccess

TRADING POST, Victoria Road,
Shitrial, Shropshire TF11 OAF

Te l / F a x :  ( 0 9 5 2 )  4 6 2 1 3 5
011"

VISA COMMODORE C64 REPAIRS Just £24.00 Inc
• Commodore registered.
▪ Over 10 years experience with Commodore computers.
* Up to 20 qualified technician engineers at your disposal,
• We will undertake to repair your Commodore 64

computer for just E24.00 including parts, labour,
VA.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.
• Free Commodore CM Sound Studio with every CM repair
* Commodore C+4 repairs E.25. With every +4 repair you will

receive a free cartridge. CF 0/./TS reserve the right to refuse machines that in our
no•nion are beyond reasonaule repair. Full charge app6eOl

* How to take advantage of this exceptional offer:
Simply send or hand deliver your machine to the workshop
address below, enclosing payment and this advert, and we
will do the rest. (Please include a daytime telephone number
and fault description).
• If  you require 24 hour courier to your door, please add E5.
else your computer will be sent back by contract parcel post.

*  Collection Service available

VVTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (4 lines)
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, we re doing it again. The last Future
ainment show was so tab that we're
to do another one later this year, from

November 11M to 14th to be exact_ It'll be
brighter than least year's
erwill be recording their

progra •  f rom the show and Radio•
One wi r e  with the Roadshow. There's
so mu a n d  do, it's going to be even
better than a day trip to Afton Towers. Laser
Quest will be there too -  that's a tabby war

with laser guns played inside a bouncy
e And to top it all there'll be the finals of

the National Games Championship. All this
plus all the very latest games for you to try
out. How can you afford to miss out? Watch
out lor more details soon.

Nobby's

Here's the news in rainbow hues (yeuch! -  Ed).

NEWS

IFS - Rip
No, it's not some sad anagram comp°. it's
the blubberful news that Your Sinclair, our
beloved sister mag. is about to close the
doors to the shed (from whence it was pro-
duced) after almost 10 years in service.
Including its 21 issues under the
pseudonym of Your Spectrum it will have
topped up a total of (drum roll please,
Dave) 114 issues. To celebrate the last
ever issue's going to be a mega-huge 68-
pager (twice its normal size) at the bargain
price of an outrageous £2.95. A small price
to pay for a large chunk of Personal
Computer history. Help to make it an
impressive farewell. Get down the shops
on the 3rd August and buy,
bye, bye!

WHO'S NOBBY, THEN?
Right the good news first. The superb, 92 per cent
Corker-winning Nobby The Aardvark is now avail-
able at knock down prices on both tape and disk
only from Commodore Format (check out Mail
Order, page 54). Er...
now on to the other bit.
Apple-ogles go out to
David Clarke. Last
issue we incorrectly
stated that John
Ferrari coded the
tabby Nobby The
Aardvark. In tact it
was David that was
the brain behind the
masterpiece. Sorry
about that faux pas. g o i n g  cheap on page 54.

EARLY WARNING SCANNER
Your at-a-glance guide to upcoming releases. The nearer a game is to the
middle of the scanner, the nearer it is to release. Keep watching the skies.

KEY:
ORIGINAL RE
BUDGET RE-RE
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CLAREY
You all know by now that if con-

fronted by our Clur then the best
thing to do is stay perfectly still
and hope that she won't notice
you. After eight months of
treading on eggshells, both
Trent and Dave have decided

that it's too much to cope with.
"They just couldn't hack

the tough world of computer
journalism." said Clur at
lunchtime today.

"We couldn't stand being
hacked down by Clur everyday," said Trent.

Trent joined the mag with issue 18 while
Dave's been ligging it since issue 23. Now
issue 35 is their joint last.

Apparently, the powers that be (ie. Colin
the Pub) have found someone brave enough
to replace our beloved (Ptah! -  Clur) editor.
Well, whoever he is. he can't
be much worse than Trent
was, can he?

Dave's off as well, so
there'll probably be a cele•
bratory  meat  in his honour,

ik

Our very own
Jean-Luc
Picard is
boldly going.

1 9 9 3



A Shoot-'Em-Up Construction Kit game with
a difference? You'd better believe it. The
concept hasn't so much been turned on

its head as on its side.
------------ Clur checks out

the game that
could change the
way we wash our
whites forever.The view is from the

side and yet, gasp, this
Is a  Shoot• I lat-t to
Construction Kit game.

ne of the problems with
Shoot-Ern-Up Construction
Kit games is that they're all so
clamed predictable. Finding
SEUCK games that offer

something new or inovahve is almost as rare as
Dave likes his steaks. But now somebody has
given SEUCK a new twist quite literally.

Jon Wells, the man who wrote Sceptre Of
Baghdad, has found a way to use SEUCK to
program horizontally scrolling shoot-'em-
ups. Yes that's horizontally-
scrolling Not  vertically-scrolling,
but horizontally scrolling.
That's from side-to-side.
Just in case you haven't got
the idea yet With a hori-
zontally-scrolling
shoot-'em-up
you gel a

much

feel for the action; it's not like you're
just crawling along the floor.

Jon's so proud of his first venture
into this realm that he's decided to
release the game through his own
software label, Phoenix. It's called
Breakthrough and from what we've seen it
promises to be a hit. There'll be five levels in
the finished version and Jon will be selling it
at the bargain knock-down price of E2 for
both the tape and disk versions. Keep
an eye out for a review of
the finished game soon.

Yes, I am in thopiccie,
just. Clur took this
one. She usually cuts
people's heads off.

A t t e r  months of cogitation anddeliberation Jon Wells has
managed to beat The Sceptre of Baghdad

into submission and
it's finally
ready to hit
the streets
(or the mail
order ads
pages, at
least). There's
now a full
Intro screen in

the style of a
scrolling
demo, and a

Wonder
What
this
could
be?

Your green mean
machine is menaced
by giant  cat 's  paws.

Is that any way to
greet an old friend?
Okay, so we've never
met before.., be picky.
why don't you?

Some days you feel
you just can't go on.
The days when you
meet a dirty great
wall for example.

snazzy ne
outro scr
too. as w
some redesigned in-game graphics.
(You'll be glad to know that the
Caliph no longer looks like one of
Michael Bentine's Potty Time
people -  don't tell me you've never
heard of them?).

If you want to know more you can
contact Psytronic Software for more info
at 34 Portland Road, Droitwitch,
Worcestershire. WR9 70W.
11' 0905 779274.
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xactly a year ago today James sat
down at this very desk and played
Match Of The Day for the first time.
To celebrate this awesome anniver-
sary Zeppelin will be releasing the

footle management game on cassette for
than a fiver less man its original price.

James admittedly was quite nice about it, but he
always was a bit of a softie when it came to
anything regarding football (he has to be.
he supports Rovers' -  Glut). I've just
read through his original piece and it
does sound impressive. but I'd like
to reserve judgement until I've
played it a little more

What you're supposed to do
is take a scummy

TEMPI t

O r  E  H U D G I N So r  0  B E A T
OK L  S H A N K S
o r  K  ! I N : W O : M O M

L P I N K L E - u
l i r  O O P M E LPar 0 ortuistroam or icoorm ir
All% IN J O H N S
FM 0  w o o " .
SO A  H A L  O N  •
s o  P I  C A P H  SON

E T o m E L L
0PPIXPK5

Choose a t•arn like the
pros - names in a hat.

mo. scLEctEc.

It's not
funny!

Wow, Rochdale, Barnet, Gillingham,
Maidstone and Blackpool! Yes, Zeppelin's
TV too tie management sim features all the
top soccer teams! With a transfer to the
budget league imminent, we  sent Clur

down to check out Des and
Jimmy's

little Fourth Division team up the ranks
and finally win the First Division League
Championship (I remember when football
was football, when you could pass back to the
goalie, when level meant offside._ -
Whether you make it that far without being
thrown out by the clubs owner is down to
how well you manage your daily routines

The game is set up in the form of
an appointments diary, with

spaces for five appointments
a - , „ „ . . .  o n  each day. By the side

1

. 1 . _  of the diary is a set oficons representing all
/ f ro-  t h e  different things you can.
-•-•7 g e t  up to in your busy day

, •  a s  a football team manager.
You can set up meet-

ings with loads of people
including the team physic),

the fan club or your scout.
But no matter how well you pre-

pare your team, when it comes to
three o'clock on a Saturday after-
noon they're out on their own. The
most you can do is sit on the sidelines
grimacing every time your star
attacker misses that header. You're

0  l e f t  to watch the highlights ontelly like everybody else, with
Mr Chinny and Mr Chubby
doing the commentary.

I know that you're dying to
ask what I think of Match Of The
Day but I didn't have much of a

g r e  to play it this month. Ifcan just hang on until next
month. I'll let you know whether

• i t  plays better than the
1 England lads have this
, season (cant be

worse -  °flee).

PREVIEW

Saturday at
3pm - get out of pub fast.

P U P  i  I J A E S L E  S E S S I O N S  t x x x x x r .
Keep 'am oft the alcohol

and on the the training schedule (it's tricky).

GAME M A T C H  OF TPN DAY
PUBLISHER Z E P P E L I N
CONTACT NUMBER 0 9 1  3 E 5  7 7 5 5
PRICE  E 3 . 9 9
AVAILABLE L A T E  AUGUST
OTHER INFO D E M O  ON C /24
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ave you
ever seen The Magnificent
Seven? A Mexican town is
threatened by a bunch of ban-
dits, so they hire Yul Blynner. to

collect together a band of the toughest, meanest
guns for hire to protect the town. Well, this fea-
ture's going to be like that. Yep, I'm taking on the
Yul Blynner role (but I'm not shaving my head for
anyone) and collecting together the hardest.
meanest bunch of C64 fighters in the biz. I'll be
going down the darkest alleyways. into the seedi-
est gyms and even down the sewers in my quest
to bring together all the elements that'd make the

PSYCHO-MANIA
They say madness runs in the family, so
why my Mum and Dad are so normal I'll
never know. Anyway here are a few fami-
lies of fighting games that definitely
inherited something weird in their genes.

Barbarian was launched in 1987. caus-
ing a storm in the charts -  although the
press at the time weren't too convinced.
Then, just over a year later, the sequel
went down a storm too (probably because
of the scantily clad woman you can
choose to play -  Ea). The eponymous
hero is one of the most vicious fighters
ever, too. To quote Trent: "You'll love
Barbarian, Clur. He's as mad as a small
copse and twice as violent"... Personally I
think he could do with seeing a psy-
chotherapist; anyone with that much anger

SE FO I A T  3 5  August 1 9 9 3

I f  you were going to do a feature
about creating the hardest
beata5em-up ever in your mag,
who would you pick to write It?
Someone well  known for their

psychotic tendencies? Yep,
we went for the obvious

as well. Go to it Clur,
knock 'em dead.

ultimate beat-4em-up, the
kind of game that can protect us

from the evils that are Final Fight and
International Nola Rabbits.

WHO'S WHO?
There's a Saying if all of us
were the same this world
would be a very dull place
indeed, and it's certainly true
for beat-'em-ups. All but one
of my favourite slug-tests give
you a choice of characters to
play. One of the reasons the

inside him needs to talk about it to a
good and unbiased listener. (You seem to
know a lot about it Clur E d . )

Arguments have raged for centuries
(well, years) about how good the Last Ninja
series really is. Personally I'd rather stick
my snoz into one of Trent's shoes than play
any of them. But as Mother used to say:
each to his own, the world would be a dull
place... blah, blah... Actually my psychother-
apist blames my Mother for all my problems
(a-ha.' -  Ed).

The Renegade saga confused
everyone by not
calling the sec-
ond in the series
Renegade 2, but
fancying it up and
calling it Target
Renegade. Then

onyirldl Sheet Fighter was so nail was that you
had no choice but to play Ryu. The one game I
like in which you have to like your character or
lump him (excuse me? -  Ed) is IK+, but it does
have an excuse -  the only difference between
the three players is the colour of their gi, so it
really doesn t mailer that you can't choose
which one to play.

But when the fighters have different skills
you feel a little miffed when you can't try out
that wacky upside-downy-tumy thing that your
opponent can use. Freedom is all about choice,
and I hold my freedom dear to my heart.

etki* 1 k n i r S ,  -Mg
S Y O K Osmor,.... 3 roam

What's needed is a wide range of fighters, each
specialising in a particular field I t 's  no use
being a Jack of all trades if Jack's the one who
gets beaten to pulp all the time. So if I was

putting together the hardest bunch of fight-
ers I'd have to include a few of the

SF2 mob for their superb long-
range fighting abilities. plus

some martial arts experts
from IK+ and Lichi Mata for
their precision and speed,

chuck in Barbanan and
his missus too, to add a bit

of brute force to the pro-
ceedings and a sprinkle of

the fancy panted WVVF stars

going back to the traditional way of
doing things with Renegade 3. So what if
they're numerically illiterate? They're still
darned fine games... Mr Berm, as he likes
me to call him, says that all I need to do to
get better is get rid of those darned Ed
comments from my copy. Anyway I can,
he says... It's the only way... Then I'll
be a more balanced person. (Erm... you
are joking aren't you, Clur...? This is
all just one big gag, isn't it? -

Let's skip the
Double Dragon
stuff, shall we?
(Anything you
say, your word
is...urghhhht
Eeeeurrghht
H...e...L..pf -  Ed).

SPECIAL



'cos they're
pretty... big.

Now. I may
have a reputa-
tion for getting a
little vicious when
things don't quite go
my way, but put me
up against a Shaolin
Kung RI expert and I
wouldn't have a clue
He'd have me flat on
the floor before I even
had chance to say,
-maybe we could solve
this problem with a
chat over a nice cup of.. -  You see, even I need
a helping hand sometimes. You need to be pre-
pared for absolutely anything in this game

ONE CHUMP
OR TWO?

a a

SCROLLING
AROUND TOGETHER

•  •  111 •
Red Heat -
not too hot.

= p i s  ipr

In fact ,  it's 2 2 P i t i f f
rubbish. , , r

i r s r  s o l i m  eolgImo s t  no

• n o g o o n s e e

You have to admit that even the most appalling
fighting games suddenly become a lot more fun
in two-player mode Probably something to do
with the naturally violent instinct that lies deep
inside all of us (except Mary Whitehouse -  E .
Even when the two-player mode means that
you're fighting together
for the same cause it Even the most appalling
dds certain something

to the value of a game. f i g h t i n g  g a m e s  s u d d e n l yTwice the players can
mean a lot more than
twice the fun -  WWF

three players on screen at
European Rampage was a t w o - p l a y e r  m o d e .  a l l  times: it can be two-playerclassic case of this in action.

but there's always a computer
player there to put a spanner in the works. But
take this principle too far and you'll end up with
a disaster of a game like the two-on-two Pit-
Fighter which is just a mess.

Bashing a mate can be very therapeutic.
and nobody ever gets hurt. Not only that but
you'll probably end up having so much fun that
you'll forget all about that argument you were
having about who was going to ask out that
cute redhead in your maths class.

The question now is: do you take your fighters
on a quest for a bit of the old ultra-violence or
do you stick it out and wait for someone to
come and find you/ Both scrollers and non-
scrollers have their advantages. A scrolling
game can have more variety, and not only in
terms of the backgrounds; it can introduce pick-
ups such as weapons along the way, for
example. M i t e s  was excellent in this respect.

On the other hand some non-scrollers have
such fancy

ta comet
gimbal • -  •1111688111

OOOOOOO •  •  l i n e d '

1- OOOO ''' 0000000000 •.• ••111 SS: _„44,1
.• •  OOOOO

backgrounds that there's
no way to see what you're

doing: Street Fighter, Street
Fighter 2 and Fist Fighter all
suffer from this to a greater
or lesser extent.

Another thing to take into
account is whether you want to
fight against or mate or not. If
you don't want to collaborate
then the game has to be set on
one screen. You can't have one
player skulking off to Timbuktu in
the middle of the crucial third
round now, can you?

HOW MANY
CHACKS CAN A
NUNCHACK CHACK?

become a lot more fun in

One thing that makes scrolling games boring is
facing hordes of the same old enemies again
and again, as they attack in pretty indistinguish-
able waves. I prefer beatem-ups when you
lace just one really mean opponent at a time,
each one having different characteristics. A
one-on-one combatant needs to use a more
tactical approach than someone who's just try-
ing to damage as many people as possible.

Compare Red Heat to
SF2 it you want to see
what I mean.

As always the
exception proves the
rule. /K+ is a game with

ARE YOU TOUGH
ENOUGH?
It's not much cop going on a rumble
and just picking on the little kids. It
may be fun at first but you'll soon
get bored and wish you could
battle with their big bruvs
instead. What I'm saying is
that it you make a game too
easy no-one's going to give it
a second look.

The same applies for games
that are just far too tough. You've
just got to go on gut feeling here to
get a good balance but the perfect game
difficulty level would sit right in the middle of
the just-a-bit-too-easy SF2 and the slightly-too
tough W W 2 .  Your enemies need to threaten
but not be infallible

Let's face It weapons can add to the fun. The
only redeeming feature of Double Dragon is

Well I can ' t  see
any golden axes,
but he's a pretty
mean dragon.

He's supposed to be a Fist l I E  EL04;1•
Fighter not a knee-to-face fighter.

that you get to use some nifty weapons. When
integrated properly into a game they can make
a beat-'em-up really stand out from the crowd.
Who hasn't gone 'Cod' when you get to ride on
the dragons in Golden Axe? (Er, anyone who
hasn't played it, for a start -  Ed.) Even Pit-
Fighter becomes slightly more enjoyable when
your player gets hold of a drainpipe to whack
people about the head with (but I am talking rel-
atively, of course). Even the special moves in
Street Fighter 2 are essentially weapons, and
let's be honest, Street
Fighter 2 would be
pretty clamed lame
without them.

Weapons are
great so long as
they don't enable
you to totally
overpower your
opponents, 'cos
then you'd be left
with something as bor-
ing as when you get hold
of the scaffolding in Final Fight.

TACTICAL
MANOEUVRES
The thing that gives Street Fighter 2 its edge is
the combination of special moves that each
character has. So why don't we rip it off merci-
lessly and give each of our fighters a different
special move to help them along their way.
Then no matter what we're faced with we can
always find someone who can do that one thing
better than his opponent as long as he's given
the chance (I have to mention the best special
move of all time here: the pants down move in
114: I laughed 1111 my knicker elastic burst).

I SAID JUMP!
bound men who just won't do as they're

told. If you press Pore and move the
joystick up then left, you want

your player to do a spinning
kick there and then. You

1 1 . 0 " d o n ' t  want him to hang. a r o u n d  looking stupid
for five minutes.
while someone gives
him a kick up the
butt, before he actu-
ally makes his move.

One thing that Pit
Fighter tails down on

W e r e  not
quite sure
what  this
manoeuvre's
called.

August 1993

T h e y  s a y  y o u
shouldn't look at the sun

directly, so Chun Li, being
a sensible Street  Fighter

her  e y e s .
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Is that it s lust too difficult to get your player to
do anything. What was dead handy was the
feature in the original WWF where you had on-
screen prompts to remind you what you were
supposed to be doing and when you were sup-
posed to be doing it

Altered Beast A c t i v i e l o n May 91 * * * Freddie Hardest I m a g i n e Feb 88 * * Ninia Warriors V i r g i n Jan 90 * * * *

American Tag Team Wrestling Golden Axe V i r g i n Nov 90 Pit Fighter D o m a r k Sep 91 * *
US Gold Jul 87 Human PONAng Machine Papaya 3 A l t e r n a t i v e Nov 92 * * * *

Bangkok Knights A g a i n  Again Dec 87 US Gold May 89 * * Pro BOXing Simulator Codeklesters Jul 90 * * *

Barbarian P a l a c e Jul 137 * * * * IK+ H i t  Squad Apr 90 Red Heel O c e a n Sep 89 * * *
Barbarian 2 P a l a c e Aug 88 international Karate System 3 Jun 85 Renegade I m a g i n e Now 87

Barry McGuigan's World Chomp Boxing International Mink* Rabbits Renegade 3 - The Final Chapter
Activision Oct 65 Microvalue Pair 92 * * Ocean May /19

Budakan E l e c t r o n i c  Arts May 92 * * * Karate Champ A m e r i c a n a Jul 87 •  * Rock 'N wrestle M e l b o r n e  House Ala 86 * a *
Bushtdo F i r e b i r d Feb 90 * • * * Kamm, E l e c t r i c  Dreams Jul 88 Running Man G r a n d s l a m Sep 89 * *

By Fair 1144011* or FoLii Kendo Warrior B y t e  Back Nov 89 * * * * SP! C a p c o r n Aug 66 * *

Superior Software Jan 90 t i t  sr Kendo Warrior B y t e  Back Nov 89 * * * * SF2 U S  Gold Feb 93 * * * *

Champ, The L i n e ! Mar 90 * * * * Knight Games E n g l i s h  Software Sep 86 Shoo-Line Road T h e  Edge May 87 * * *

Championship Wrestling Knight Games 2 E n g l i s h  Software Apr 88 * * * Street Hassle M e l b o u r n e  House Dec 67 o * * *
Kiss Mar 92 * * • * Last Ninja S y s t e m  3 Aug 87 * * * * Target Renegade H i t  Squad Jun 88 * * * *

Double Dragon M e l b o u r n e  House Feb 89 Last Rini' 2 S y s t e m  3 sap se a * * * Turtles Coin-Op V i v i d  Image Nov 91

Double Dragon 2 V i r g i n Jan 90 * * * Last hilMa 3 S y s t e m  3 Mar 91 * * i t * Licht Mate Judo M a d e c h Dec 86 •  * *

Double Dragon 3 S t o r m Jan 92 * * * * Microteague Wrestling Vendetta S y s t e m  3 Feb 90

Dragon Nutla I m a g i n e Mar 89 * * s * MicroProse Jun 88 * * Vigilante U S  Gold Nov 89 *it

Fight Night U S  Gold Feb 86 Muncher G r e m l i n  (PP 27) Jun * * * * Way of the Exploding Fist
Final Fight O c e a n Mar 92 Ninfa E n t e r t a i n m e o t  USA Nov 86 • Melborne House Aug 85
PS! Fighter Z e p p e l i n May 93 * * * * Ninfa Commando Z e p p e l i n Aug 89 * * * * Way of the Tiger G r e m l i n Sep 86 t • t r
Fist It ! W e l b o r n .  House Dec 86 * * Minh, Nernst*" C A L Feb 88 •  * WW1. O c e a n Jan 92

Frank Bruno a Boxing Nubia Master F i r e b i r d Sep 86 WWF2 O c e a n Feb 93 * e t
Elite Dec 85 * * * Nino Spirits A c t i v i s i o n May 90 Tie Ar Ktmg-Fu I m a g i n e Apr Se * * * *

WHAT A BIG BOY
Even if you've got your droogs to do what you
want them to it's no darned good unless you
can see what you're doing. If you're so small
that every move looks like the last (ever played
Dragon Nonja9) damaging your opponent is
more a matter of luck than skill. On the other
hand if your opponent is so big he doesn't tit

AN EYE FOR AN EYE
Oooh, I do love this bit. It might upset the
taint-hearted and cause Mary
Whitehouse's knickers to bunch up, but
in my book a little bit of gore goes a very
long way. If when you beat someone to
pulp they Just go, puttff! in a cloud of
smoke, that's not much of a reward for
all your hard work.

Okay. I wouldn't go as tar to say that
we want to see blood (I dunno, though),
but some indication that you've hurt 'em
helps make all that waggling and Jab-
bing seem worthwhile. I love it in
Barbarian 2 when you get to chop the
nestles' heads oft, and in Target
Renegade you can bash 'em when
they're down -  that's what we want.

Wow,  That Mar iana Is certainly some
woman. She knocks the pants off her
m a n ,  t h e  B a r b a r i a n .
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on the screen... Well, have I mentioned how
sad a game Red Heat is yet? You Only get to
see the sprites from the waist up and they're so
bulky they're about as manoeuvrable as Giant
Haystacks in a telephone box.

The combatants should have an average
height of two to three inches; that way you get
decent detail in the sprites as well as the agility
you need to win. The smallest you can really
get away with is the size of the spntes in
Dragon Noma. but that's at a push

COULDN'T FIGHT
THEIR WAY OUT
OF A PAPER BAG
Before I let you know which fighters I reckon
should be in my group of super desperados, I
think I'll let you in on some of the games that
wouldn't even make it into the ring let alone last
a round. So here they are, the sort of beat-'em-
ups that would always get picked last for the
school footle teams, and then be put in defence
where they couldn't do much damage:
•  Double Dragon -  this is really one of the
most awful games I have ever played. It's not
even worth giving to your youngest sister as a
chnssy pressie for a joke. Minuscule, uncontrol-
lable sprites make it unplayable.
•  Tag Team Wrestling - Slower than a slug on
crutches and more boring than, well, any other
wrestling game actually.
•  Final Fight - Yeuch, training a cat to bark

on command would be easier than getting to
grips with the slow responses of Final Fight.

JUST DO IT
Okay then, I think it's time to introduce you to
Clur's super fighters 1993:
•  Ken and Dhalsim, from the dead hard Street
Fighter 2. bought along for their long-range
fighting abilities.
•  Michaelangelo. Mutant Turtle, 'cos I lust
lunde his nunchakas.
•  Chun Li, from Street Fighter 2 too, for her
fighting speed.
•  Mariana of Barbarian 2 tame and Tyris Flare
from Golden Axe for their womanly charms.
•  I've got the LIcho Mate gang for their precision
fighting and Barbarian for his inquisitive adven-
turing nature.
•  All three of the Karate Kids from ik-o- can take
their places in the ultimate street gang. as long
as they wear their boxer shorts.
•  And the Pot Fighter guys have been invited
too 'cos they've got all the weapons.
•  A couple of sequels next: the rest of the
SF2 posse because their special moves are
dead impressive and the
painted WWF2 players
'cos they look good
and have enor-
mous chests.
•  The main
dude from
Dragon Nonja
gets a look

- owing to his
sheer agility
•  The bloke from
Target Ronogade
because he's so violent.
•  And, last but never least, the Last Ninja, the
Last But One Ninja and the other Last Nonja (all
three of them) purely for causing more fights
over how good they are rather than
how well they hold up in a bash

Anyone wanna argue?

M i c b e a l a n g e l o  o n  a  q u e s t
r e s c u e  A p r i l  i n  Tu r t l e s  The

- C o i n  Op.-
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A rel ic  from the days
when portable meant
you needed to at tach
wheels  to IL

EV 4 r rH i l  N'G
W
Al t  U T  SX

ta4,11:01,

RAM
ROM
Display

64K
16K
24 lines of 40 characters
on a 54nch screen (the
same as a normal C64)

Keyboard 6 2  keys in a casing that
turns into a lid when you
pack the SX away.

Graphics E i g h t  sprites plus on-key
character graphics.
Programmable and multi-
colour graphics, 300 x
200 pixel resolution in
hi-res mode (again the
same as the C64).

Sound T h r e e  channels, four
waveforms (hey, this is a
mini C64),

Ports P a r a l l e l  user port, serial
Interface, two joystick
ports, cartridge port and
monitor/sound port (so
that it can be connected

to a full-sized monitor).

r

Andy Payne's a C64
fanatic who bought his
SX so that  he could play
his vast col lect ion of
games at  INCII*. Hang
on, I  thought only
games.testers and
journos were  al lowed
to play games at
work! Where's my
union representat ive?

...But didn't ask because you
hadn't got a clue what an SX
was i t  was, in fact, a
portable C64 which was
launched in 1984, bought by
about five people and
promptly vanished into the pea-
souper fog of history. And Dave
managed to track
one down...

igue Sigue
Sputnik. The
Borgia& TVAM.
Betamax. BMX's.
The Black Death.

The Sinclair C5. The Sinclair
Calculator. The Sinclair Z88.
Anything by Clive Sinclair, actu-
ally. All of them came out in the
early 80s amidst a blare of public-
ity, and then... er, well, nobody
seems to know. They just seemed
to mysteriously vanish like crew
members in a particularly cheap
episode of Star Trek. Something
else which had the same fate was
the SX64. The what? The SX64, which was
(now don't laugh) the portable C64.

Yep, back in 1984 Commodore unleashed
the SX64 on to an unsuspecting world. And
99.99 recurring per cent of the world still
doesn't suspect a thing. It's fair to say that the
machine wasn't a hit. It was aimed at
the business market, and marketed
rather like an early version of a
laptop PC. But stick this not-
so-little baby on your lap and
you'd cut off blood circula-
tion to your toes — at
25.6Ibs it wasn't light (and
if you're having trouble

I t s  that dynamic over4he•
shoulder shot of Andy in
action on his SX64.

imagining how heavy that
is check Out our handy Weighty Problems
box just over the page). And the business
market showed about as much interest in it
as the English cricket selectors do in win-
ning matches — zilch.

But the machine does have a few loyal
fans. Believe it or not there are people out

there who still regularly use their
SX64s. Even stranger, there are

still people out there who
want to buy SX645.

Don't take my word
for it, listen to this:

1 advertised for
one for quite a few
months in Micromart,"

admits unashamed
SX-user Andy Payne.

"And other' people got in
contact with me to find out

had any success. And if I

Do you recognise
this machine?

Probably
not
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SPECIAL cl"

•  inches the scrimm is bigger t
Boy's and it's in colour, but t

rest of the machine is 20 times as big.
found more than one
they wanted me to let them know so that they
could try to get hold of the other ones."

Andy, a long-time 64 fan who's name has
appeared on the letters and games tips pages
of many a 64 magazine over the past few
years, has had two SX64s_ He decided he
needed a new one
because his original
SX had keys missing
and a cracked casing.
His new one is in

sion had just one plus Li hole marked
'storage'. Very useful, as long as you don't store
disks in there; the magnetic fields generated by
the SX64's drive tend to wipe them clean or cor-
rupt them at the very least. Nice piece of design.

Andy isn't some kind of vintage computer
collector, though. He

E v e n 8 t r e u t r e s  t h e r e  a r t ,  b o u g h t  his SX for a veryw I J g o o d .  practical reason.

s t i l l  p e o p l e  w h o  m o d  t o  He 's  got a massive collec-tion of C64 games which he
almost pristine condition. He

b u y  s x 6 4 8 ,  wan ted  to be able to play at work, and,bought it for 280. He sold his tatty c h u n k y  though the SX might be, it is a
old one for 2160. Good profit margin, d a r n e d  sight more portable than carrying a C64

"They generally sell for about 2150 to 2160.
The guy who I bought the new one off didn't
know what he had. He picked it up at an auc-
tion_ When they originally came out they cost
about MOO."

So how many people does he reckon still
have working SX64s today?

-Not many. But I do know a guy in America
who's got two DX64s."

Ah. the DX. That was the American version
which had two disk drives. Our European ver-

plus monitor to and from work.
"I'm a network messaging operator here in

Basingstoke and I do quite a lot of shift work,"
Andy explains, "and the SX is really handy for
taking in with me."

Er, and his boss won't mind him admitting
that he spends his
time at work

WEIGHTY PROBLEM
At 25.61bs the SX weighs the same as:
•  11 bags of sugar
•  A tat labrador
•  A badger in early spring
•  Quads
•  8 human brains
•  60 copies of Commodore Forme

(with cover tape)
•  Three womerfs shot puts

•  Five house bricks
•  7.5 C64s (without monitor)
•  The combined weight in pasta that the

CF crew ate on their last team meal (half
of it accounted for by Dave)

Did
the
we
wild,

sides (in

$ largest
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playing games? Andy just smiles wryly:1 don't
think he reads Commodore Format."

Ah, well, I suppose there are some strange
people who don't. Just don't take the ish in to
show your mates. Andy, just in case. Anyway,
back to business. Don't you think the screen's a
tad small at 5-inches?

"It's very clear, actually. Most games look
fine on i t  But Creatures is not so good because
the graphics are so complex."

Yep, I'll vouch for that. The picture was
incredibly sharp and colourful, and the games I
saw displayed on it were completely playable,
even though some of the writing was a bit illegi-
ble. What about the sound?

"The chip's the same as the one in the
C64C. It actually sounds a bit dull. I thought that
might be the speakers, but I've played the

sound through my hi-li on a filter setting and
it still sounds dull."

Another drawback with the
machine is that there's no port for a

datassette so you can't play tape
games on it. Which means that
Andy has to have all his favourite
games -  such as IK+ and The
Great Giana Sisters - on disk
But then, Andy's the kind of C64

enthusiast who'd rather have all
his games on disk anyway, so that

doesn't bother him. Nope, he's reet
chuffed with his SX; it's reliable and

suits his purposes.
And I must admit I was quite

impressed, too. Despite being cumbersome and
heavy, it does have a certain charm, and looks
a lot less dated and ugly than some of its con-
temporaries. But one last question:
why's it called an SX?

-I don't know." Thanks. cm

1



LET'S
GET
READY TO
RULIUDIJIMIRMIYIBLLEI
Dear TMB.
I am a mighty fan of beat-'em-up games, so
please answer these questions for me.
1 Which is the best sideways scrolling
beat-'em-up?
2 Which is the best beat-'em-up where you
stay on the same screen throughout a fight
(eg, Street Fighter 2)?
3 Which is the best beat-'em-up on the C64?
4 Which is the best beat-'em-up ever seen
on any console/computer/arcade?

You can get a shoot-'em-up construction
kit (sure can, from GBH T M B )  but can you
get a beat-'em-up construction kit?
6 in CP33. p27 you said that it was unlikely
that we would ever see Streets Of Rage 2 on
the C64. Any chance of the original Streets
Of Rage being released on the C64?
Ben Jones, Birkenhead.
PS In CP24, Nobby the Aardvark was
reviewed and it scored 92 per cent, but
in CP31 you had a small reminder
review and it scored 96 per cent!

For millions of  years mankind
has struggled in the dark depths

of ignorance, scrabbling around for
a few  precious facts. What  a waste  of  time!
They could have just asked The Mighty Brain.
You can! For a free supply of enlightenment
drop the grey one a line to TA4By Commodore
Format, 30  Monmouth Street,  Avon, BA1 2BW.

1 You'll be wanting to turn to p16 then!
2  Look, get to The Ultimate Beat-'Em-Up fea-
ture on p.16 will you?!
3  If you don't get to p.16 now, s h o w  you a
real beat-'em-up,
4  The best fighting game ever written has to be
the Hyper Fighting Edition of Street Fighter 2 in
the arcades. It takes the genre to new heights.
5  Sorry, no, You could always get SEUCK and
then thrash it soundly with a stick!
6  'Fraid not, for much the same reason as the

first game has never been released on
the C64. These

HouDoeir SNAPS
Well folks, I've chosen my spot. I now
know where I'm going to go for my
holidays this year. I got out all the
astronomical charts, flicked
through all the brochures and
watched all the holiday shows.
Normally, I go to a small, unspoilt
Greek island somewhere in the Crab
Nebula, but this year I fancied a change. So I, The
Mighty Brain, am going to Cromer, which legend has it, is the
'Gem of the Nodolk Coast'.

So If you happen to be in the area between 9th and 15th of Aug
for me. I've heard that The Wellington (Cromer), Village Inn (West R
Hood (Sheringtiam) are particulady good, so I'll probably pop in there

console folk are so protective about their
games. It's Sega's cart' and they don't want to
let anyone else play! I M B
PS This is what's known in the trade as an
error. 011ie (who designed the page) uses a
DTP technique known as 'cut and paste' to
attach the scores to their boxes. Here he
'pasted' in 96 per cent for both games and then
intended to change Nobbys score to 92 per
cent before it went to the printers.
Unfortunately, in the mad rush that is deadline
week, it was overlooked. We didn't make a song
and dance about it, because we felt that four per
cent wasn't that catastrophic a difference in
scores N o b b y ' s  an stunningly good game and
96 per cent isn't overstating its case at all.

SHEER INTELLIGENCE
Dear Mighty Brain,
I am writ ing with comments that you have
probably heard before, but I feel that they
must be re-iterated.
1 When will people realise that reviews are
opinions and not laws written in stone?
2 Why don't you lay off Clur? She's my kind
of woman: intell igent and sexy!
3 I must admit to being a recent convert to
the C64 and that I am impressed by the
sheer intelligence of your magazine.
4  On the subject of the C64 vs Sega and

Nintendo, may I lust say that the consoles >

CROMER FORMAT 3 5  August 1 9 9 3



22  L E T T E R S

are toys, the C64 is not. It is a programmable
machine that constitutes a true computer.
Jim Foy, Glasgow.

Well said Jim. Our reviews are the consid-
ered opinions of our reviewing staff. We try to
be as fair as possible, but obviously views do
differ occasionally. Besides if we wrote our
reviews in stone, the mag would be way too
heavy (©- Eric and Emie's Big Boys Book of
Masonry Gags 1972).
2  She may be your kind of woman, but she's
my idea of a migraine. And seeing as I'm
entirely brain-matter, she really hurts!
3  It's all down to the crews average 10, you
see. If you add them up -  there's TMB
Clur (126), Dave (133), 011ie (125.5). Lisa (146)
and Trenton (23) -  and then divide the result by

C I O i f f n
But is it art? Well no actually, it's the bft
of the letters section where we print your
Top 10s. This month's first chart rundown
comes from Marc Sheermohamed of
Breda in the Netherlands, who tells us, "I
love racing games so instead of making a
boring top 10 I've made a grid."

Slicks
(Team: Codies)

2: Stunt Car Racer
(Team: MicroProse)

3: Revs
(Team: Firebird)

4: Racing
Destruction Set
(Team: Electronic Arts)

5: Super Monaco Grand Prix
(Team: Kisx)

6: Super Off Road
(Team: Tronix)

7: Turbo OutRun
(Team: Kim)

9: Kikstart
(Team: Tronix)

8: Pitstop 2
(Team: Kixx)

10: Scalextric
(Team: Leisure Genius)

And here's Owen A Badman (a seriously
brilliant name) with his games top 10:
1 Myth K i s s
2 Crystal Kingdom Dizzy C o d e Masters
3 Ghouls G h o s t s  K i m (
4  Ghosts 'n- Goblins E n c o r e
5 Robocod K b u t
6  The Simpsons H i t  Squad
7 Street Fighter 2 U S  Gold
8 Magicland Dizzy C o d e Masters
9 Fantasy World Dizzy C o d e Masters
10 Turtles the Coin Op I m a g e  Works

srEirs
M U S H

Well said, sir. You obviously like gameplay and
have little tolerance for hype Good man'
i  Further proof of your obvious taste, Thrust

R U L E S  o l u t y  m a y  look like it was coded circa 214 BC. but it
To the Mighty Brain, still plays like a dream..in

l i t  H o w  dare anyone with a 2  I was aware of this 'indiscretion' and decided

L S N E S  or Mega Drive take the t o  ask Mr Douglas for some kind of justificationey out of the CM? I'd prefer
a bout of Turrican 2, Creatures or Flimbo's H e  said: 'To take issue with a particularlyunsound part of your argument, you can't get
Quest to Sonic or Mario any time, t h e  same game that you'd fond on a SNES or
ll Thrust !  What a game! This might be the M e g a  Drive for EIS on the C64. Instead of cut-
grandaddy of all shoot-'em-ups, but it can t i n g  edge cartoon-quality Mode 7 backgrounds
still compare well with the other games that w i t h  pixel-perfect parallax scrolling. stunning
I've got (all 65 of them)! s o u n d s  and exquisitely tuned gameplay, you
21 have read GamesMaster since the very g e t  some sad old Robotron clone full of Llamas
first issue and I thought that it was an excel- w i t h  graphics that look like a page of Ceefax,
lent magazine until issue three where on the w h i c h  take ages to load. Thank you for calling'
letters page a CM owner was put down and B e f o r e  you go around to his house carrying
Insulted in SackJo Corner. I'll tell you who's b a s e b a l l  bats, fragmentation grenades and
sad, Mr Jim Douglas the editor of that piece l a r g e  calibre fire-arms, bear this in mind He is
of bog-paper and not Michael McMillan. He's a  magazine professional and has to tailor his
Sad because he spends E60 on a game that r e s p o n s e s  to amuse and amaze folk who've
he can get for between E3 and E l&  S h e l l e d  out 1600 for an FM Townes I f  you'd

Why didn't James Leach stick up for s p e n t  that money you wouldn't want to read
the C64? Because he's a wimp, that's why! t h a t  your machine is actually bettered by the
Long live Trent, 011ie, Clur. Lisa, Dave, m i g h t y  C64, would you? I3esides. Mr D did add,
Andy Roberts and the rest of the CFcrew. - A c t u a l l y  I quite like the C64, but there ws go."
3  Why isn't there a Leicester City FC game? 3  When they get promoted to the Premiliir
They're the best, going up, going up... L e a g u e .  Oh, sorry I didn't mean to rub salt into
4  Titte this letter 'Steve Walsh Rules okay', t h e  beaten-by-Swindon-Town wounds there.
Mark 'Hamster' Wilkins, Leicester, 4  Your command is my wish (or something
PS The cheese-shaped things are called l i k e  that). You'll be glad to know that I set the
Danish Blues. Hope you like the goldfish, f i s h y  f ree in the Avon. T A ! W N W ' S

Jim •Saddo
Douglas.
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six, the result is
pretty impressive.
4  I cannot tell a lie•
you are quite right.
Sir. Oh yeah, and
while we're confess-
ing, you know that
cherry tree... T M B

POSTAL
VOTES
Dear TMEI.

In CF33. you
mentioned something
called a Wargames
Construction Kit,
Could you tell me
where I can get it?
2  Will there be another
Dizzy game like Crystal
Kingdom Dizzy?
Doodle (Doodle? -
TMB), St Annes on Sea.
PS Just in case you
didn't receive my tele-
pathic message for your
poll in issue 33 my vote
goes to Classic Star
Trek 0123456789.

This is what's known as an
'old package*. It is also what's know as 'com-

mercially unavailable'. If you want to
use our new small ads ser-

vice Oust flip over to

•11111e• '111111r

COMIC RELIEF
Dear Mighty Brain Thingy (MAT),
I  Wi l l  you be giving away SELICK (Shoot-'Em-Lip-Construction-
Kit) as a second Power Pack?
2 Is there a good Judge Dredd computer game?
3 Why doesn't someone make superhero games like
Superman. iron Man or the Punished
4  How can I enter your fabulous competit ions when I get CF
two months late?
Scott Vandervalk, Victoria, Australia.

Gremlin are unlikely to let us have SELICK for the Power Pack
while it's selling so well.
2  No. There's an appalling Judge Dredd game...
3  There was a Superman game once upon a time from Tynesolt but
it was very average. A Punisher game was planned by a company
called The Edge but it never came to pass. Bearing in mind the past
record of superhero games it may not be a
good, idea if we do see more. Only Batman
(with three excellent games to his
credit) seems able to escape the
duff game trap. Spiderman?
Slugman, more like.
4  Simple. Guess the
questions seven weeks
in advance and then
send in answers
before the issue
reaches your
shores! 1 7 A 8

p.24 for details -  Dave), though, one of our
readers may be able to help you locate a copy.
2  Dizzy's pretty resilient, so the tough old bird
(egg, bird, geddit?) will probably be back, but
there's no firm news from CodeMasters just yet.

TMB
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Brill
Love 'em
Okay section
No probs
No probs
Same as Inside Info
Brillo
As above
Fab

Now the complaints. There's no poster,
adventure section or PD section.
Luke Crolis, Sheerness.

BLEAKLEY IS CLEVER
Dear Sir Brain.
Why has Trenton or whoever changed the
'It's a Corker' symbol? Oh, and
why, oh why, did you ruin the
ratings system and bring in
all that graphics, sound
and impact rubbish.
William Bell, Bangor, N I
PS Could you please call
this letter J Bleakley is thick!

We changed the Corker logo because
we thought that a) after 33 issues it was time for
a change and b) the new one looked dead smart.
As for the score boxes, we took a lot of flak
when we changed to from the 'old' style (CPI
27) with people saying the new ones were
lame. So we changed them (in CF33) to what
they are now -  indisputably the best score k
boxes going. They are a lot more informative,
concise and look great, as well. F M B
PS I could but it would probably be what's ' O A
known in the trade as libellous. For fear of legal
penalties I have decided against it.

SCORES OF MISTAKES!
Dear Mighty  (no need to get familiar- T MB).
Its me again from CF32! I've decided to give
you a survey of your new look. Here goes:
1 Power Packs T r y  two tapes N k  83%
2 Pages M a k e  them wider
3 Charts B r i n g  back the Top 100 83%
4 Snippets B i g g e r  and better 9 8 %

1 Why take two tapes into your datassette? We
endeavour to make full use of the single tape
and fill it to capacity. Am Ito take it that you
want more programs?
2 I thought I was supposed to be the telepathic
one around here! You've obviously read our
thoughts because from the issue 37 we will
indeed have wider pages.
3 We would, but Gallup Only let us have the top
50. We could guess the rest but that really
wouldn't be fair.
4  Couldn't agree more.
5 Why, thank you.
6 Aw, shucks!
7 What do you mean okay? Use it now!
8 That's more like it.
9  Good.
10 Argh, you spotted our cunning ruse!
11 As per usual.
12  Cheers.

The new
retly gooil too.

99%
100%
ow ye

100'6
10090

9596
10090
10090
100%

1 3  You'll be buying something. then?
We dropped the poster because when we
asked about it in the survey the majority of you

said that you didn't use it.
You have us banged to righ
Mlud, on the adventure sec-

tion -  we don't have one.
This is a question of style.
Namely we haven't man-

aged to conjure up a good
formula for the page. The

normal adventure columns -
those found in many other mags -  just

tend to be highly selective tips and reviews that
are of use to very few folk. We want to give
value. As for Public Domain software -  what do
think p.32 is all about'? T M e

M E  ULTIMATE MREAT?
Dear The Mighty Brain,
You'd better answer my questions or I'll get
Clur to kiss you! (NO! NO! -  TMB)
1 Was there a Mario I ,  2, 3 or 4 for the C64?
2 Is US Gold's Street Fighter 2 better than

the original Street Fighter?

GO OH, RUB IT IN,
Dear TME1 (The Midget Brain),
1 Why do you all hate Roger Frames? I like
him. When I'm feeling a bit down I read his
section and take great pleasure from his
misfortune and then I think, "my life can't
be that bad," and carry on as happy as
Larry (that legendarily happy Scot -  TMB).
2  Which football team do you support? I
like Glasgow Rangers FC.
3  In M O  there is a Creatures listing. When
I first tried it, no problems. Then I had to re-
align my heads and it didn't work any more.
My friend John typed it into his computer
and it worked straight away. Why is this?
4  Why did you give Robin Hood Legend
Quest 73 per cent? It's a truly magnificent
game. It deserves a Corker at least.
5  I think Gamebusters is getting a little bit
worse. For instance in CF27 you devoted
the whole of Gamebusters to Creatures 2.
Surely could have spread it over a few
months? Some people may not have had
the pleasure of owning Creatures 2. So be
more considerate next time!
6  If you are so brainy can you work out 7C
to 43 decimal places?
7 USA 2, England O. Ha! Ha! Now you can't
laugh at us Scots for getting beaten 5-0 by
Portugal (who are a much better side than
the United States). Taylor Out!
Kevin Davies, Up North.

I  Looked at from that perspective, I can see
your point. But then, I rather miss the chap -
now he's 3.000 miles away.
2  Once again (to keep that fool Trenton
cheery) Bristol Rovers F a  I'd rather support
Rangers as they know how to win things likes
cups, leagues and even matches!
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3  Is WWF Wrestiemania a budget game?
4  What is your favourite football team?
Christopher Lindon, Sunderland.

1 Yes, Mario Bros released by Ocean shortly
before the last Ice Age.
2  Yes. Street Fighter 2 is flawed but playable.
Street Fighter is just flawed.
3  Yes, it's available from The Hit Squad (ti 061
832 6633) for the price of £3.99.
4  Under duress, I'm forced to say Bristol
Rovers, There, Mr Webb, are you happy? T M B

HOLLOW MREAT
Dear Brainy One,
If you don't answer my letter I will always
read Roger's section of the mag before
yours... what am I saying?!
1 I  have just finished reading CF33 and I
think that you have made it better than it
was before. You all deserve a big pat on the
back for all the improvements.
211 you know everything then you will know
what questions people want to ask before
you even receive their letters. Therefore you

could just print the

WHY DON'T YOU?
3  Do you type it in each time or is it saved on
tape? If you have a copy on tape then I can
only imagine that you saved the original listing
with misaligned heads. This means when you
try to load it back in the code is corrupted.
4  Dave found the control system somewhat
bizarre and the testing lax -  if you hadn't col-
lected exactly the right kit you could end up
terminally stuck. It was a great fun game, if
you had a cheat.

5  This was an experiment We could either
clog Gamebusters up for six months (at about
three pages pbr month) or get it all out of the
way in one go. Besides Creatures 2 was one of
the best-selling C64 games of recent years, so
we felt it safe to assume that large
number of readers had it.
6  Yes. But I'm not going to
reveal the secret lives of cir-
cles here. They've been
having their privacy invaded
for over 2,000 years and I
think it's time they got an
even break.
7  It I was
English
would
indeed
have been
ashamed. America
played well
above them-
selves and
England
didn't. All I
will say is
Trevor
Francis in!

late
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answers on your page without anybody
having to bother writing in at all!
3  It says on the Next Month page in CF33
that the next issue will have more pages; is
this Just a one-off or will CF always be big-
ger in the future?
Paul, Clacton-On-Sea.

I  Cheers me old plate.
2  Of course I could, but surely a list of answers
with no questions would make for pretty dull
reading? Besides its good to get direct feed-
back in the mag.
3  Yes, CP34 was an 64-page spectacular.
Unfortunately, as you can see, it was for one
month only. We'll try and con our new publisher
(Colin Campbell. remember him?) into giving us
more pages over the next few months. T M B

GOTCHA!
Dear The Mighty Brain,
I've worked you Out. In Commodore Format
32 you said Bristol Rovers FC are the best
football team. Trenton Webb is the only per-
son that could possibly be dumb enough to
support Bristol Rovers FC. So Trenton
Webb answers the letters in your column.
Try and make a smart excuse for that. Hall!

By the way I think that the new CF is bet-
ter than the old one. Right, now I've settled
that, I'll ask TRENTON some questions.

Why do you hate Roger Frames? I think
he's brilliant! •
2  What Power Rating would you give
Mayhem in Monster/and so far?
3  What is the best flight sim for the CM?
4  TRENTON, what do you think is the best
game written for the C54?
5  What's the price of a 128 TRENTON?
6  Will there be a demo of Mayhem in
Monster/and on the Power Pack?
Andrew Go Isle Of Brute.

Hmm, so you don't plan to visit Bnstol in the
near future, then? It seems that with an average

FREE ADS! YES WE SAID F R E E  ADS!
Bargains! Don't you just love 'em? But
from this very issue (on page 52 in tact —
don't ask why the forms her and the page
is there is just one of those magazine-
type oddities that crop up every now and
then) you won't find the best bargains
amongst the ads in Uncle Dave's Buy-A-
Rama, 'cos THE BEST BARGAINS ARE
NOW THE ADS THEMSELVES! Yap, all
small ads now cost nothing, zilch and
completely zero pence. Not bad, eh? So
now, If you want to:
•  Sell or buy second-hand C64 hardware
•  Sell or buy second-hand C64 games
•  Advertise a user group
•  Get in touch with pen pals
•  Rediscover lost instructions
•  Send birthday messages

•  Pass on official state secrets in coded
messages to the government of the CIS
...now you can advertise for tree in
CF.  But there are a few rules:

We will not print any ads which
appear to support piracy.
2  Include your address in case we
have a query about your ad.
3  This service is for private individ-
uals only, so, sorry, mail order
companies and PD libraries can't
advertise for tree.
4  We reserve the right not to run
an ad if it appears to contravene
the spirit of the section.

So, it you want to advertise
anything remotely C64-related CF
is the place to be.
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gate of 5,000 there
must be at least
4,999 other people
'dumb enough to
support Rovers_
Besides, I said that
to keep Trenton
from blubbing. The
poor dear has had
a hard year so I
decided to do him
a favour.
1 Because he
was there!
2  We've never
actually seen a
moving demo,
just the pics we
print in the mag.
The Rowlands
want it this way
precisely so we
won't get too
close to the
game and
pre-judge it,
3  I like Chuck
Yeager's
Advanced Flight Trainer. There's loads of
choice and none of that pointless killing.
4  I asked him and he said MicroProse Soccer
on the Power Play 64 cartridge from UBI Sof t
5  A 128 TRENTON would cost you about £125.
They're in short supply, I've only ever seen one!
6  Yes, the demo will feature on the Power Pack
the same issue as the review, hopefully (if the
everything goes to the Rowlands Boyz' plans)
in about three month's time. For more news on
Mayhem check out page 25. T M B

PERSEVERANCE

1 Easy. If you pop the tape in a Jiffy
bag and send it to CP31
Tape Replacement Ablex
Audio Video, Harcourt,
Teiford. Shropshire, TF7 40D
then a new tape will be sent to
you as soon as possible.

2  No. Every month were going
to change nearly all the words
and the pictures. What a revolu-
tionary concept!

3  I bet you thought I was going to
make a gag about Caesium. But I'm
noll The sensible answer is, well, to
be honest, no-one. 011ie is partial to
the odd thrash-punk tune and Trenton
owns every record that the Cuff have
ever made, but that's about it. We do
like it LOUD, though.

Dear TMB (Totally Mean Brain),
I've written to you tour times without an
answer. This is my fifth attempt (yes, that

Dear TMB.TASTE REMOVAL MACHINE

I bought Power Pack 31 (and the magazine along with it, I  hope — TM)and some of the games don't load. What can I do?

2  I have just found out by reading CP33 that some things have changed
always going to be like this?in this issue For example Gamebusters is further on in the mag. Is it

3  How many people on the team like heavy metal?
Your biggest heavy metal fan ever,
Richard Connor, Cumbria.

BUY-A-RAMA ORDER FORM
NAME

ADDRESS

TELEPHONE

nodui

and the;  cc?, no pt even vaelitapour t band,di. t a

does seem to make sense — TMB). If you
don't answer this one
Paul Boland, Waterford

Er... sorry, Paul. but we've run out of room. I'll
see if I can fit you in next month. T M B

ME END
I hate long goodbyes. So let's just say so
long. If you need me all you have to do is
whistle. You know how to whistle don't
you? Oh! Well in that case you better
write to TMB, Commodore Format, 30
Monmouth Street, Bath, Avon BA1 2BW.
Please don't send any SAEs though as
TMB cannot reply in person (because he
hasn't got one, basically).

Classtlicabon Tick box; L i  For sale J  Wanted 1:1 Services J  User groups J o te'
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THE snmy so FAL..
How do you top Creatures t h e n ?  With
Mayhem M Monsteriand 2 .  that's how, The
brains behind both games, John and Steve
Rowlands. aka Apex, reckon that Mayhem isnot Only going to be the most

pu a m a z i n g  sliceOf software ever on the C64, but its also
going to t  console games to shame . It's aPlatform stomperama

 is all t h a t  so far has been

dashes about
10 IllOnthS in the making. Basically, the plot

about a monster called Mayhem who
Monsterland trying to make it a

befter plac l i v e  in by  switching off all the
televisionse to  whenever Eamonn Holmes comes
on... (you just made that up — Ea).

onsterland's
resident monsters can't
just wander around aim-
lessly. When you see the
final game it might look

i.ke they do, but they don't. We've had to tell
each and every one exactly where and how they
should move about the screen. So this month
we've added or adjusted three major direction
routines, In fact, a better tern , would be 'direc-
tion-dependency' routines because the way a
monster moves will depend on other factors; for
example, we can tell it where to head in relation
to Mayhem's position, or how it should animate
at any given point along its path.

As we mentioned last month, we're forever
adjusting Mayhem In Monsterland in our mis-

A% AI 06 j &

SPECIAL

Forget Jurassic Park. This year's biggest dim,.
smash is going to be Mayhem In Monsteriand
and the Apex Boyz reckon it's going

atT rtitto be the greatest game ever on
the C64. They keep going on
about it. We can't stop °ern. Uh,
oh... here they go again...
sion to create the perfect C64 game (as perfect
as any game can get). The adjustments made
this month have made a big difference to the
gameplay. It feels more interactive than before,
with some monsters not moving along set pat-
terns but appearing to have intelligence. The
game just keeps on getting better.

MONSTROUS MAY
WEEK 1
JOHN Mobile monsters need a movement
pattern. This will tell the monster what route
to take, and what it should look like at each
point along its travels. For example, if there's
a monster walking left and right on a platform,
his movement pattern tells him to- walk left to
the edge of the platform; pause; walk right to
the other edge; pause; then start again. His ani-
mation pattern tells him to: animate monster
using walk left frames: stop and face forward
(pause); animate using walking right frames;
stop and face forward: then start again

The movement and animation patterns
have to be timed so that they coincide at every
stage throughout the sequence (otherwise you

could get a monster
moving left but looking
like it's walking right — moon-
walking monsters, Inmmmm). This process is
what I hate most about creating monsters. So
for Mayhem In Monstenand I've come up with a
new animation system — directional animation

As its name suggests it animates
my monsters depending on the
direction in which they're film-
. mg. So waving a fond farewell

my timing-out blues, my
monster animator now

' checks each monster's direc-
tion 25 times a second and calculates

what animations are required. Yol

STEIN After a great deal of thought about how
we're going to market the finished version of
Mayhem In Monsterland we've decided to
release it as a mail order only game. This has a
number of advantages:
1 The C64 shelf space in many software shops
is currently decreasing. This means that loads
of you simply won't be able to buy the game

'ifs)

1

2 5
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from high street shops, and specialist retailers
are difficult to track down. C64 magazines,
however, are generally available, so if we stick
an advert in them, then the vast majority of C64
users will have access to the game
2  When you see a game in the shops the money
you pay for it is divided by several parties A  big
chunk goes to the shops and the distributors of
the game. By using a mail order system we can
sell the game more cheaply by cutting out the
middle men. That's better for you because you're
getting a quality game for less dosh, and better
for us because the lower price tag should
encourage more people to buy the game.

JOHN Andy Roberts was down again this
week. playtesting the game most of the time. At

one point he collected a whop;
ping great 8,700 stars! He was
awarded 87 lives but only 125,000
points. This isn't really
enough, so I multiplied all
the star scores by 10
(remember, stars give
Mayhem different scores
depending on how fast
they are rotating when
he collects them).

Well, my little mon-
sters are still
screaming for atten-
tion (you're begin
to sound like
Christopher Lee -
their movement routines. A s  l' d i r e c -
tional animation why not go a step a n d

put in directional movement? This is more
complicated than directional anima-

tion, though The monsters have

I t o  move in relation to Mayhem
following him left and right

cross the screen. However,

Mayhem In
Monsteriand has three 'Follow-U9

monsters. Using directional animation they
ii animate correctly, too, whether they're walk-

left or right or standing still.

STEVE The first part of this week has been
spent enhancing Spottyland with all the water
and underwater slopes. Much like the
slopes with control charac-
ters we mentioned back in t r u r a r b e r f i l i r

•  $

few flow •  d e t e c t i o n  routine so
ails and I t s  g o n e  a l l  w i b b l y  w o b -  that Mayhem can only

Week k i l l  (or be killed by)
er, and i n s t e a d  o f  g r a t e y  monsters that are on the

issue 33 the water surface

also needs characters that '  a
control Mayhem's sub-aqua ,o.miboo

0 1 1 . 6movements which will be

more sluggish than his 1 1 1 1 v .mal movements. When ' ,
I t '

whist epeobeoemiorMayhem falls through the
surface of the water the con-
trol characters will detect this
and switch the controls over
to underwater mode w e l l ,  in theory, at least. I
expect that in reality we'll have problems when
John starts to code it and finds some major

scrapey.

J O H N  As Steve men-
honed a few months ago,

Mayhem not only walks in front of background
objects, he can also walk behind them.
Spottyland has trees which Mayhem can
charge behind, giving the impression of depth.
The enemy monsters can also appear in front
or behind objects, giving an even greater feel-
ing of depth_ But I've just modified my collision

esign faults we didn't think of: it h
opened before, more than onc

Now the water charade

m o i i •  I are finished I have to notet w h i c h  ones will be used

control table. John's
code will check a

character under
Mayhem every 50th of

a second wherever his
is on the level. If a

character from my table
is found there then

•Mayhem's gone diving.

same plane as him. That's_
y that if Mayhem is behind

he can only interact with mon-
sters or bonuses that are also behind the trees -
he doesn't touch any monsters that are in front

I then went one step further (there's no
stopping me this month) and made it possible

for the monsters to
toggle their priority
with the background
while they're moving
For instance, I cre-
ated a monster that
walked left in front
of a tree trunk.
Then, as he turns
to walk back right,
he switches his pri-
ority so that he

goes behind the trees (this
switch is invisible as he isn't over the tree when
it occurs). Then he walks back behind the trunk
finally switching in front to walk again. All this
gives the impression that he's walking around

mOPIPTER
Your names? John and Steve Rowlands.
Your occupation? Programmers.
Your specialist subject? The making of
Mayhem In Monsterland1992-11393.
And your questions start... in three
months time, in issue 38, actually.
That's because we haven't set the
questions yet. Or rather, you haven't.
Y'see, this is your chance to ask Steve
and John any questions you've got
about Mayhem. If there's anything you
want to know about the game, some-
thing you haven't quite understood in
this series of features or you'd like their
advice on the best rap albums to buy,
send your questions to Monstermind,
Commodore Format, 30 Monmouth
Street, Bath Avon B M  2BW.
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the trunk. On top of this, with the detection I put
In earlier, Mayhem must time it so that he
sneaks past behind the tree when the monsters
walking in front of it.

STEVE Now the water graphics are
complete I'm going to sort out the water
sound effects. First of all the
skid effect which uses the tri-
angle waveform instead of
the noise waveform. For
those of you who don't
know what I'm on
about its gone
all wibbly wob-
bly instead
gratey scrapey
ler, yes, that's
perfectly clear -

EcI) T h e

John a ._
W W 1  A n ;  S t e l i e

Sitalybe.. . ,_/ ,  R o b e r t s

••••aYlearet.

next new effect to do is
Mayhem's jump which is now
a cute echoed bubble-burst- W
mg sound. Last but not least i

is his charge sound la t .11
which, just like the 111 P,
others, is similar to its

111-
original counterpart,
but underwatenfied
Towards the end of this
week I started doing some
happy monsters most of which are

one sprite, but I'm now working on the -
multi-sprite ones. On the whole the

ideas were drawn on paper first.
as with a lot of graphics, then put
into spines and animated. I've lust
created a diplodocus (the one with

the fat body and the long neck)
using three vertically-expanded
spntes. I've animated him so
that he plods around slowly
(which is what a diplodocus
would do -  I'd imagine) I 'm

planning to do a big charg-
ing dinosaur next

WEEK 4
O H N  The time has come

to introduce Mayhem to
another hazard -  monster
bullets. A bullet can appear
in loads of different forms
ranging from a small flash-
ing star to a baby version of
the monster that fires it (if
you know what I mean).
Whereas most games' bul-
lets just have a direction to
fire in and a speed,
Mayhem In Monsterfand
has bullet patterns. This
enables us to adjust their
speed and direction as they
move, making them look
much more realistic (as
realislic as a baby-mon-
ster-shaped bullet can
look. anyway).

Enhancing my bullet
routine even further, I
decided to put in direc-
tional firing (well, I had to

I R
0 0 3 0

so som r e c t i o n a l  this
a bullet to fire in the direction in
ster's moving (left or right). So if
monster the bullet will always fir
Mayhem because the monster
walking towards him

U W E  Its charging monster time, using what
looks a tad like a triceratops This is also a ver-
tically-expanded monster but it's only two
sprites wide, the way it's animated reminds me
of something out of Mr Senn. A few of the small
nestles are based on dinosaurs but others are
turning out like the monsters in Creatures (ie.
blobby thingles with big eyes and feet), the
main difference being that Mayhem In
Monster/ends monsters look even better.

So far on the one-sprite aliens list I have a
plump tyrannosaurus with no neck: a spikey,
shelled monster: a cute hopping blobby thing
and a flying wotsit I've also been sketching
more large monsters: two of my favountes are a
giant spikey cucumber with a big mouth, tongue
and eyes. Then there's a big monster called
Blum who sits and shoots at Mayhem. looking
pretty disgusting in the process. I sup- Elpose we'd better decide where we're
going to stick them all next.

Po 1 1
•sn ' t  the

of place
d q o u n

' y o u r  hots
no Speeches,
bars, bikinis
or b
But i t  Wee
very blue,
and cheap-

n-.
ollow-11

ys be

ttY hicoNstER hipPING
In the grab below there are various one-sprite monsters
Steve has created for the game. Running along the bottom
of this feature is the complete map of Cherryland. So the
choice is yours. You can either simply admire the artwork or
you can take advantage of this unique, once-in-a-lifetime
experience -  yes, you can be a Rowlands! Just cut out the
sprites and stick them on to Cherryiand to create your very

own monster map! Yeah, right!

Gea-
g s ) 7

ra cea o
41 (et-i

-

NEXrANIOW
Join us for June when we see the cre-
ation of THE editor -  the editor's
editor, the one and only (drum roll)
Mayhem Monster Editor. This Invalu-
able tool lets us map our monsters
on to Monsterland. We lust hope it

works, otherwise the game could end
up being called Mayhem In Land.
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PLUS A

TEENAGE MUTANT
HERO TURTLES -  THE
COIN-OP
Imageworks (Cassette)
10 levels of top-notch beat-'em-up may-
hem with the heroes in two shells (four
shells).We gave it a mighty 89 per cent
when we reviewed It! RRP C10•99

nds
eras

well as
razor-sharp

reflexes.
P E10.99

CRIB
GET

COPY
MIS

BUG
JOYSTI
Wondedully w •  ly won-

erful, the Bug Is a revel onary
stick that's taken the computer
rid by storm! (And Clur likes it a lot,

as well- Ed). Those in the know whit-
ter on about ergonomics and it'll
change the way you play your games
forever. Get your computer bugged
NOW!!! RRP £14.991

FIRST
SAMURAI
UBI Soft (Disk or cas-
sette -  please
sPecitY)
If you like beat-
'em-ups you'll
love this.
Heck, if you
hate beat-
'em-ups
you'll love this.
First Samurai
looks great and
plays even
better. mars why we
gave it a massive -96
per cent - twice!
RRP E9.99

AND GE
2 SUPERB

FREE GIFTS'111
All new sobscribers to the mutt/verse's greatest

_CoMModore magazine will get a copy of Turtles -
rho Coln-Op plus a choice of one of the other spitto

O s  On this Page. And check otrt the other benefits:•  12 issues delivered to your door'
•  An

 • Increases exclusive subs letter Nil of news snippets' in cover
 • p r i c e  won't affect you!

All for the same price you would pay atthe newsagent - just

£2995!

PLEASE ENTER M Y SUBSCRIPTION for 12  issues of COMMODORE F O R M AT  TICK AS APPROPRIATE TOTAL PAYMENT E

12 ISSUES U K  £29.95 ,-, EUROPE £43.95 R E S T  OF THE WORLD £55.95
To 0112411r0 you receive your magazine and tepe quickly and undamaged, all overseas subscriptions are pant Ahr Mail
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dventures, it
has to be
admitted, are
not universally
popular. A bit

like football management sims, you
either love 'em or loath 'em, and the
loathers are definitely in the majority.
Which is a shame. because a good
adventure can be like a good book.
something you can really get your teeth
into, with the added bonus that
your actions affect the plot -

Part of the reason people are put oft
adventures is because they seem to be very
complex games -  you actually have to type
in commands, for a start! For
gameplayers who find typing in the
loading instructions a bit of a strain
this can seem a real chore,
especially because it's not always
obvious what you need to type. It's
not like using a joystick where there are
only a limited number of actions you
can try; the number of different
commands you can possibly type in
are infinite -  that's quite a few.

But it's not that daunting
really. There are certain
rules and tricks which
apply to the vast majority
of adventures. Once
you've got the hang of them, you can stop
worrying about the mechanics of adventur-
ing and immerse yourself in the game.

SO, for all adventuring novices, CF
here reveals the tricks of the
trade. To make things a bit cletirer,
we've used Corya, which was •
on Power Packs 32, 33 and 34, as the
main example throughout this feature,
because it's the one adventure most of you
should have (and if not, why not? There's no
excuse. Turn to our back issues ordering service
on page 52, now).

• 0 7 , 0 0ME ART OF
OBSERVATION
One of the prime rules in any adventure is:
EXAMINE EVERYTHING! It's rare for The
location descriptions to mention things that
have no bearing on the game, even if it's just a

red herring. So study
everything that is

pointed Out in
the location
descriptions
to find out if
there's any-

thing there that
can be
examined
which might
provide you with

a clue or reveal something
else of interest.
At the start of Corya you're at

the top of the hill_ Reading the
location description reveals that

you're surrounded by bushes.
EXAMINE

BUSH brings
the response

THE LEAFLESS
BRANCHES ARE
THIN AND COVERED
IN SHARP THORNS.
EXAMINE THORNS
brings the response
CORYA SAW
NOTHING SPECIAL.
Now you know there's
nothing further to be
gained here.

If you type
INVENTORY you'll be
told that you're carrying a
spellbook, a damaged
sword and clothing.
Typing READ

"You enter
a smal l

bedroom.
To the East

there is a
C64 and a monitor. The  C64

is running an adventure.
You are hopeless a t

adventures. To the wes t
is a copy of CF." Type:

OPEN CF. "Inside is a
feature by Galadrial

telling you all  about how to
play adventures.. ."

SPELLBOOK reveals a list of useful
Countdown to

odoir was based s p e l l s  you'll need to note for future useDo
on the ( s e e  the section later on about TAKING

taflyuinc: gRaomoDer.sNOTES). DOWN lakes you to the valley
floor, EAST to the outskirts of the village and
EAST once more to the village centre. NORTH
leads to the deserted smithy where there's an
anvil and some useless tools and weapons,
Since you have a broken sword that needs to be
fixed it's a pity that there's no blacksmith about.

The Meeting Hall seems a logical place to
check out, so go SOUTH and EAST to get
there. When you enter the hall you discover that
the villagers, frightened by recent events, are
ready to attack anything strange -  including
you! But having read the spellbook carefully
you'll know that one of the spells will calm them,
so CAST CHERISH AT VILLAGERS and lo and
behold they become much more friendly
towards you. They mention that nobody has
seen anything of the blacksmith since the f ire_
NB, THIS IS A CLUE! It's the sort of thing you
need be alert for in adventures.

After a lengthy exchange with
the villagers you find yourself back
in the centre of the village. EAST
takes you back inside the hall and
the location description reveals
that you can see a ROPE. Rope's
always a handy item in an
adventure_ so TAKE ROPE and
go WEST (or W) outside once
more. EXAMINE MEETING
HALL gives you a more detailed
description of the building. Note
that the programmer has made
a point of mentioning that Ihe
doorway is still intact -  THIS IS
ANOTHER CLUE! When
something pretty mundane
gets a major mention in any
sort of descriptive passage,
it's well worth investigating it

further. So, in this case, you'd be a fool not to

CATCH FISH W M 4  POLE 3 5  August 1 9 9 3 *



type in EXAMINE DOORWAY, because if you
do it reveals that a number of beams are
stacked beside it. They could be handy (this is
an adventure: you can bet they'll be handy -  Eci)
so type in TAKE BEAM

SOUTH and takes you to a new location -  a
burned hovel. There's a great description of
how the place is about to collapse and you're
told that there's a pile of wood on the floor. You
can also hear a faint murmuring. LISTEN
reveals that someone is buried under the wood.
You can't move the wood as it would cause the
ceiling to collapse so, as you're carrying a stout
beam, type PROP RAFTER. Now it's safe to
MOVE WOOD. Underneath you discover the
badly burned body of a man. You drag him out
just in time as the roof collapses. The poor man
is in a bad way. so CAST HEAL AT MAN. In a
flash he's hale and hearty and. luckily for you, it
turns out to be the missing blacksmith_ Lucky
because when you want your sword repaired
later on, he's just the man to do it,

The moral of this story is. it you hadn't
looked carefully at the hall then you wouldn't
have seen the stout beam and the blacksmith
would have died... or something like that.

GOOD'N'STUCK
Part of the fun of adventures starts is getting
stuck... er, that sounds a bit odd but bear with
me. There are times when you seem to come to
an impasse like in Corya when you encounter a
party of hunters dragging a captive along with

cr)
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them. To reveal yourself
would result in you getting
killed or being captured.

Try to think of
something that you'd do
if you were faced with
that situation in real life
(if happens everyday on
the way to the office -
EC). They don't look
like very nice people
so you'd want to
conceal yourself from
them, wouldn't you?
So HIDE is the
obvious input. But it'd
be handy to know
where they're going so
FOLLOW would be the next logical input.
You're told in Corya that you follow the crowd
until you see them congregating beside a large
rock. You're also told that they're talking to one
another so it'd be nice to eavesdrop, wouldn't
it? So LISTEN and you hear the leader give the
secret word AJAR which opens the rock and
you watch them all vanish inside.

Now you've discovered what you need to

do when you want to enter the rock. Not all i t ts ,
problems are so easily solved. When you ' re ' )faced with what seems like an impossible
obstacle remember to examine every object
you have with you (and any objects that you
found and discarded earlier) as the response

might just provide that
vital clue which you've
been looking for.

In ALL adventure
games there are some
basic rules:
•  A rusty door, hinge, lock
or gate usually means that
it needs to be oiled so if
you found a puddle of oil
somewhere you know what
you have to do.
•  Tiny weedy plants could
always do with watering.
•  Dark places should
always be illuminated.
•  Trees and ladders should
always be climbed.

•  Books should always be read,
After playing a few adventures you will soon get
into the swing of things and start making up
your own set of rules.

PARSER PROBLEMS
You'll often hear reviewers cursing about the
dreaded 'parser'. Basically a parser is the part
of the program that scans your input from the
keyboard and checks whether there's a
matching word in its verbs or nouns list and, if
so, takes the appropriate action and prints the
correct response.

A good parser is one in which the
programmer has packed as many synonyms as

MAPPING, a KMVI IT MAKES SENSE
What do you reckon are the essential items
for all adventurers. then? A sword? Nope. A
spellbook? Nope. A silly name? It helps but
nope. What all adventurers must have are a
pen and a few sheets of paper, preferably
graph paper. You see, unless you make
some sort of map of the locations you visit
you'll soon end up completely lost.

The best way to map is to draw boxes
on a sheet of graph paper. Each box will be

a location and you write in a brief
description of the location at the top of the
box and underneath make a note of any
objects you find there. You can then draw
lines between the locations to show where
they are in relation to each other. The first
few locations you map in Corya should
look the map we've got here.

At the start of Corya you find yourself
at the top of the hill. You then move DOWN

Top of
Hill

Outside
Vi l lage

DOWN

Val ley
Floor

Smithy

SWORD

Hovel

MAN

Path

Centre

BEAM

Meeting
Hall

ROPE

O N O  ka,

Near
Water

Forest
Path

Here's an example of how to
map. I t ' . .  bit neat'n'tkty, isn't
it? That's 'coo we got Dille to do
it and ha's trained In that sort of
thing. Tho best way for you to
map is to use graph paper.

to the valley floor and EAST to the
outskirts of the village. EAST once more
takes you to the village centre where you'll
find a beam. And so it goes on. You won't
want to pick up every object you find
because in most adventures you can only
carry a certain amount of things, so if you
don't pick something up note down where
you found it so that you can get back to it
easily if you find out later on that you need

it. Similarly, if you
drop an object, note
down where you
dropped it.

Mapping might
sound a bit laborious,
but unless you've got
a photographic
memory, it's essential
if you don't want to
spend hours
wandering around
aimlessly. Orientation
is the name of the
game (I thought It
was Corya -  Ed).

Clearing
LOGS



possible to take care of as many possible inputs
from the player. Of course, if you're playing an
adventure game which accepts only two words
(a verb followed by a noun), such as LIGHT
LANTERN, things can get problematic if the
player decides to input TURN ON LANTERN or
SWITCH ON LANTERN or even ON
LANTERN. A good parser will recognise the
words ON in connection with the LANTERN and
will have alternatives to LANTERN, such as
LIGHT or LAMP which it will also accept.

Some more advanced adventures will •-'
accept such complicated inputs as PLANT IPPLANT IN PLANT POT. But these are few and -
tar between. I spent ages once trying to turn on
a light only to discover that the appropriate
input was SWITCH SWITCH. On another
occasion I was trying desperately to free a
bound prisoner using a knife; it was hours
before I discovered that the necessary input
was CUT BONDS BLADE! That, on the part of
the programmer, was quite unforgivable.

If you find that you're up against a
fussy parser
and you know
exactly what you
need to do it's a
good idea to
write down your
sentence in plain
English on a
piece of paper
and then try to
input as many
Combinations of
two words from that
sentence as
possible. Eventually
you should come up
with the input the
parser is waiting for,
An example of this is
in the adventure
Mural. I knew I had to
get a coupon from a
newspaper so I wrote down CUT THE
COUPON OUT OF THE NEWSPAPER. After a
few failed attempts such as CUT COUPON and
CUT OUT I eventually came up with the

required input which was,

don't worry, I don't think you'll find
too many parsers with such an

l•appalling grasp of grammar.

TAKING
NOTES

ye it or not, COUPON OUT. But

In most adventures
you'll find various
clues about the place, in books,
On scraps of paper, inscriptions
on walls, information that
characters in the adventure may
provide when you talk to them, etc. It's a good
idea to have a pad and pencil handy in order to
jot down these clues. It isn't always possible to
go back and question a character again if
you've forgotten exactly what it was they said to
you, and ifs extremely irritating to not be able to
think of the magic word which will open the
secret door when you know you were told it

somewhere along the line.

find it again is to
have to restart the
game from
scratch. Having a
pad and pencil
handy is also

,Aesgspors-Amillisl".-" y o u  and you only had a
couple of moves before death -  and you forgot
what the spell was! If you had to waste time
typing GET SPELLBOOK, READ SPELLBOOK,
you could be dead before you knew it. If you'd
wntten down the spells on a piece of paper and
had it handy then your problem would be solved.

dratted Troll
jumps out and kills you and

you have to either start from
scratch or go way back to your last save which
was p r o b e *  the previous evening's.

Most adventures allow you to save to either
The only recourse if you can't t a p e  or disk and, in the case of tape saves,

E x  m  y  v  r y t h  u  r e m e m b e r  to wind ony  t h e  leaderlape a little

m e n t i o n e d  i n .  b e f o r e  typing SAVE, incase the tape starts

I o ' a l i o i i th),3r111)110113 trying to saveinstantly and half the

f o r  113(2 . j  c h l e 3 ,  d a t a  is lost while the
useful if you S .
 come across coded l e a d e r  tape winds through.
messages and you can put the
game on pause. if necessary,
while you quietly work out
what the message is.

In Corya you're provided
with a spellbook which you
can read as often as you
want to refresh your
memory, but suppose you
needed a spell instantly
when someone attacked

CAREFUL SAVING
II might seem obvious to save your position at
the end of each playing session so that you can

continue from the
same point the
next time you
load up. But its
sumnsing how
many people
actually forget to
save their
position regularly
during each
adventuring
session and
suddenly that

Five was one ofThe Famousest games we'vethe tricki
t h e  p o w e r  P a c kever put on

But where should you save? As a general
rule I save every half hour or so in case I come
across a sudden death situation. More
importantly a good adventurer alway saves his
position BEFORE they step on to that rickety
bridge suspended over a chasm. before they
decide to press that bright red button, before
trying to climb down that rope attached to the
wobbly hook, before... you get the idea.

It's also a good idea to save before eating or
drinking any food you come across -  not just
because you might find that it's poisoned, but
because that tasty morsel might be just the thing
you need later to feed the snaring bear Ar
that's standing astride the only exit,

ARII INN moor
FOR MORE ?
Were you a non-believer before this
article and now you're a convert? Then
give Jhotamie 6 on this month's Power
Pack a blast and see how you do. If
you're still having problems then write
in and tell us why you're getting stuck.

Or maybe you're an old adventuring
hack hankering alter a more In-depth
feature? if you are then drop us line
telling us what you want. If you want to
see a regular adventuring feature in CF
tell us what you'd like to see In it.

Send your letters to he Further
Adventures of Commodore Format, 30
Monmouth Street, Bath, Avon B M  2BW.
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Who are they? Why
are they? Where are
they? This month's
featured
PD library
reveals
BINARYswim(
Library: Binary Zone PD
Address: 34 Portland Road,
Droitwich, Worcester WR9 70W.
Software available on: Tape and disk.
Price per tape: E6 for a 90 minute compilation.
Price per disk: E1.50 (single-sided), E2
(double-sided).

Some of the best
C64 art around is
available from
Binary Zone.

What Binary
Zone's good at
and why: We
provide a fast.

friendly and froopy (what? -  Ed)
PD service for C64 users which has now
been running for three years. There are
now over 3,000 Binary Zone members
spread in 20 different countries. We spe-
cialise in demos but we also have an

excellent range of PD games and
utilities. Currently in the

planning stages are
more support for

tape users plus
Our new
GOLD range
in which the
programmers

of GOLD soft-
ware receive a

small payment for
each copy of their work that gets

sold (which is similar to the licenceware

SAMPLER ZONE
it you want to find out what kind of stuff Binary
Zone has to offer then look no farther than this

month's Power Pack. The game Ha/lax
(number four in the Binary Zone games

chart below) is a stonking example
of PD software.

system which has been used for ST and
Amiga PD for some years -  Ed),

We don't include any old trash in our cata-
logue, only the very best PD around. For more
info send us your name and address along
with two first class stamps to the address
above. State whether you're interested in

tape or disk

J A R G O N B U S I N N G
•  PUBLIC DOMAIN software
(or PO) is written by C64
enthusiasts and released with

no copyright restrictions. PD
software is also free -  sort of.

You can copy a PD program from
someone quite legally. But PD software is more
usually obtained from PD libraries, like Binary
Zone, who will charge you a minimal fee to
cover duplication, disk and postage costs.
•  DEMOS, in the PD sense, are a  mixture of
snazzy visual effects, scrolling messages
and music. Many of them stretch the C64 to
its graphical and aural limits and are dead
Impressive Basically, they're a chancefor the programmers
to show off.

ICOP cNI GAMES
ANTIFRICTION -
Catalogue No: BZ0081

A gorgeous shoot-'em-up with parallax
scrolling, excellent graphics and great
music -  the whole works really.Al_SSION PAONDAY

' I l t a l o g u e  No: BZGOO4
This is an Army Moves-style game by
the legendary Ash and Dave. Great fun.

CHAOS
Catalogue No: B Z 6 0 0 4

Take no prisoners in this frantic
ter which features a variety of

adversaries.

.HALL

Nó BZGOO1
Relieve your frus-
trations by smash-
ing up a wall in this
nifty Breakout-style game.

TERMINAL CITY
Catalogue No: 5ZD037

This is based on the walkabout section of
Pars flax and was coded by Ash and Dave.

•

10P IFIVE COWS
4  DUTCH BREEZE (Blackmail)

Catalogue No: BZD200
A graphically and sonically superb
release by One of the best demo groups.
AGERED STORM

(Triad) CatalogueNo: BZD225
Probably the most Amiga-
esque demo ever on the
C64. Plenty of amazing
effects which include 'morphing'.

3 SPIRITUAL DREAMS(Spirit)
Catalogue No: BZ0208
Begins with an amazing intro which
contains scrolling mountains in a
lightening storm. Splendid!

A  WONDERLAND 9 (Censor!
' ,Catalogue No: BZD226
Great graphics, great music and a
huge picture of Eddie for all you IronMaiden fans.

5 ELYSION (Origo)
Catalogue No: BZD2111

A superb release which loads data
continuously off the disk while

showing you each effect for a lengthydemo experience.

lice gm MinE5
Di MASTER
Catalogue No: BZUCK)1

An absolute must for disk users as it
allows you to sort, change and enhance
the directories on all your disks.

USA MUSIC
ASSEMBLER

talogue B Z U 0 0 9
Create commercial-quality tunes with
this superb music program. Comes
with built-in Help screen.

DEMO DEMON
Catalogue No: BZU003

This allows you to create your own
demos with music, rasters, your own
pictures, sprites, etc.

, F U T U R E  w a r m  2
Catalogue No B Z U 0 0 2

Write massive disk-notes and add
music and effects With this rather

ty note-writer.
ROCKNIONITOR
Catalogue Not 5ZU008

This sequencer may be old and tricky
to use but it's still popular and can
chum out some nice digi-tunes.
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V i r ° l o o m s  to a rather spe-

cial Gamebusters -  a
13-page (including this
one) Samaritan's
Corner e r ,  sorry,

SOS Special (ifs hard to keep up with all these
changes) SOS is by far the most popular sec-
tion in Gamebusters, and when we asked you
to write in with your queries for this special
the response was utterly amazing. So much
so, there just wasn't enough space to cram in
everything we would have liked to. So, if you
wrote in for help but can't find a reply over
the next 12 pages, rest assured that your
plea will be answered in a future SOS -
we keep every request on He until it is
printed in the magazine (no matter how
long that takes).

Dizzy games proved as popular as
ever, and no doubt any avid fans of the ovoid
one will be a little disappointed not to find a
single Dtzzy cheat in this special. Don't despair,
however, just keep reading CF - we've got
something rather exciting in the pipeline for
all you egg-freaks.

Andy Capp A4
ARNIE .37
Back To The Future 2 41
Creatures 44
Double Dragon 40
Double Dragon 2 40
Double Dragon 3 40
Dragon Ninla 40
Elite 36
Nawkeye 36
Last Ninia 34
Last Ninia 2 38
Last Ninpt 3 42
Monty On The Run 44
Navy SEALS 37
Nemesis 36
Platoon 37
Predator 41
Predator 2 41
Rambo 3 37
Rodiand 44
Shadow Warrlora 40
Shinobi 40
Short Circuit 41
Steg The Slug 44
SWIV 37
Terminator 2 41
Top Cat 44
Turricsn 36
Turrican 2 38
Turtles 41
Wonderboy 44

DISTRESS SIGNALS!
If there's a game you're stuck on that
we haven't covered in this special,
never fear! SOS lives on. Send us
details of the game you're stuck on
(including the name of the publisher
and the type of cheat you'd prefer) to
SOS, Gamebusters, Commodore
Format, 30 Monmouth Street. Bath,
Avon BA1 28W.

CHEATIPIPAND HOW TO USE THEM
Experienced cheaters can turn the page
right now, but if you're new to cheats,
POKEs and listings, digest the following
Information carefully...
CHEAT MODES These are special tricks
and secrets built-in by the games' pro-
grammers and as a result not every game
will have a cheat mode. Many cheat
modes require you to type in a word or
phrase, usually on the title screen or
high score table. You need no additional
hardware to use a cheat mode (or 'key-
board cheat'); just follow the
Instructions carefully.
W I T  POKES A reset POKE usually
has two elements; a POKE statement
(followed by a value), and an SYS state-
ment. For example, POKE 4444,44
followed by 8Y34444. The actual POKE

It's been a mammoth task
putting these pages together,
and I must thank Warren
Pilkington and Martin Pugh for
their sterling efforts in the list-
ing department (hope your
lingers have cooled down by

now). So, sit back with a cool
drink and enjoy' A N D Y

Five— F. T h r e e - .
Two.- One— Gantabustows le Cla.

On a secret Island In the o r  the Sliver
Avon, The CP crew, aka intornalkmai Rescue. are
math to solve eM your gamlig probe.

changes a location in the computer's mem-
ory, usually adjusting the amount of lives
left. The SYS number is the machine-code
equivalent of RUN, and Is needed to restart
the game. To use a reset POKE, you MUST
have an additional piece of hardware called
a reset switch. You simply reset the machine
and enter the POKE or POKE. followed by
the SYS call to get things running again.
Acr ioN RIPULY POKES You need an
Action Replay cartridge to use these. Freeze
the game with the cartridge, select the
POKES option from the menu, enter the
desired POKE or POKEs, then press the
restart key. No SYS number is needed
because the cartridge restarts the game auto-
matically. As a result, reset pokes can be
entered by Action Replay owners, but reset
switch owners CANNOT use AR POKE,.

LISTINGS Listings can be used by anyone,
as they require no additional hardware. A
listing Is a BASIC program that must be
typed in exactly as it's printed in the mag-
azine. You need to press RETURN at the
end of every program line to enter It. For
example, you would start the ARNIE list-
ing with line 0, typing; o RZN ARNIE
CHAPer BY I C U  fol lowed by RETURN.
Enter every line in this manner, and
when you finish the program SAVE it to
cassette or disk for future use. Now
RUN the listing. If all is well, the mes-
sage PRESS PLAY ON TAPE will appear;
you can now load the game. However,
you may be confronted with DATA
ERROR, in which case you should check
the DATA lines you have typed in. The list-
ings are lasted thoroughly, so any errors
are likely to be have happened during the
typing In stage.

GAMES TIPS

SOS
Here it comes -
12 pages of the
cheats, tips,

POKEs, solutions
and listings that you
specifically asked
for. Your lifeguard
for this SOS Special
is Andy Roberts...
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3 4  G A M E S  TIPS-Th• E n

You're all rubbish at Last Ninja, aren't
you? We had more letters begging for
help with all three games in the series
than for virtually any other game. So, the
SOS spesh' presents a guide to the entire
series starting with, logically, Last Ninja -  or
should that be Second-From-Last Ninja?
LEVEL 1
THE WILDERNESS
If you're the cowardly sort then take note -
it isn't essential to kill any enemies until you
have collected a decent weapon -  it's often
possible to sneak past them unscathed.
From the start screen: take the bottom-right
exit into the next screen, then follow the path
and take the 50-horn-left exit. Follow the path
into the nee, screen, then stand in front of the
rock and collect the SWORD. Go back the way
you came to the start s e e n  (lust hollow the
path), thee-lake the top-right path. Take the
top-right exit again, then Carry straight on and
take the upper-right \

•••

V I I :  •  •

path at the T-junc-
lion. Follow the path around, taking the top-left
exit, then collect the POUCH from the tree in the
next screen.

Take the top-right path, have a quick pray in
the temple it you're that way inclined, then take
the top-right exit again (popular choice this lop
right exit E d ) .  Collect the KEY from the post
(which can be a little fiddly), continue right into -
the next screen, then get the NUNCHAKAS
from the dead man's bell.

Go back the way ycei came to the T-junc-
tine, then take the top-left path. Collect the
SMOKE BOMBS from behind the hufle rock.
then carefully cross over the swamp (this is eas-
ier it you aren't holding any weapons). Once

August 1993

LEVEL 2

across, take the right exit,
then follow the path and
take the lop-right path
again. Or the next
screen, take the bot-
tom-right path at the
T-junction, then collect
the APPLE frOM the
tree. Take the right-hand
exit into the next screen,
collect the SHUIRIKENS, then
go back the way you came to the T-einctiori

Take the top-right-pa t o p - r i g h t  t h e n  the top-right exit and follow the path around
exit to arrive at the dragon screen Hold' h e  a n d  exit to-the right. Take the lop-right exit

smoke bombs, stand at the position \  a g a i n ,  then ruirromage around in the reeds urtil
shown in the screenshot to the left -  lob a'. y o u  find the STAFF (it's at the right of the reed

bilmtilQ, send the i-.kagon to-'sleep. Now '  cluster) Now take the bottom-right exit into the
exit top4ight, follow the path araind. and s t a t u e s  screen -  if the ninja magic is still work-
walk off thaeright to finish the level. m g  you can safely run past them and finish the

level. It not, you'll have to go back and collect
- -Tewte  more (which is very, very difficult).

M E  WASTELAND
From the start screen: collect the
CLAW from the right-hand lion, then
exit to the right. Take the nght-hand
exit again, follow the path, and take
the top-right path into the cliff screen.

Holding the CLAW, push against the cliff
face until the ninja starts to climb it -(stand
roughly in the centre of the path to do this).
Walk right into the next screen, take the right-
hand eke again, then take a big run up and jump
the gaping chasm.

Exit to the right, then follow the path and
take the right exit again On the next
screen collect the APPLE from •  ge!-L-7-:71-P7-7,.. -
inside the cave to the extreme right f i r• ,,, 1 -  • •- :-then take the right-hand eXil•
Holding only the CLAW, geddy walk
backwards towards the wall, keep-
ing as far right as possible -  the
ninja should climb down with
ease. Exit to the right, take the
top-right path, then juirtrratfeluliy

LEVEL 3

•- ••

aCross the
4nd exit top-r

Take the bot-
tom-right patt, at
the Tatinction,
follow the path
round, then take
the bottom-left

exit. Take the bottom-left path again, then collect
the GLOVE from the next screen Take the top-
right exit, continue right and take the top-right

---erit-Necw collect the NINA MAGIC hidden
behind\the massive rock -  the ninja wili start to

flash, and you now have limited time te
reach the exit before the magic wears off
(unless you use the Action Rentay POKE
given below). Oh, arid use SHURIKENS
to kill any enemies you meet i t  s
quicker (and so much more humane).

Take the top-left exit, then the left-
hand path. then jump across the river

again and exit bottom-left. Take the top-left
exit at the T-junction, then jump across the
swamp Once across, take the right-hand path,

PALACE GARDENS
Note that some of the enemies from this level
onwards will re-appear when you enter the
screen. Oh. arid they're also getting a little
faster too. From the start screen: take the too-
right exit, then the bottom-right exit, then the
top-right path again. Follow the path and take the
right-hand exit, then take the top-right exit yet
Jump carefully across the river, lake the right-hand
exit, then follow the path and exit to the right

Collect the AMULET from the statue's neck,
then go back the way you came to the river,

Cross the river as before take the

— n •

s•••

•

•



botto e l i
exit, the o l -
low the pat
around and,
exit to the left.
Make your way
around the
screen, take
the bottom-left exit,
then the bottom-left
pat y e t  a g a i r l o w
take t o p - l e f t
oath, fol-
lowed by.—
the top-
right path
then (you
guessed it)

top-right path 4:.•
aga E x i t
to the op-
right, t en  continue right into the next
screen Making sure that
you're holding
the GL1OVE, ccl-
led IhE ROSE
(othe s e  the

ninia yyill die -
what O wimp!).

Take the top-
Tight exit, the right-hand exit agdin then th
top-right path. Follow the path arourwt and
theiop-left exit, then the top-right exit. Continue
right...alto the next screen, take the right-hand
exit, then lump across the river and exit top-
right Take the top-right path from this screen,
then, holding only the AMULET, pray in front of
the golden statue to finish the level.

LP REOLIESIEO WC Scortialt.HE S t e v e n
nee Carney, Michael l

Awidarson. Chris

Hodgson, Manch, Loodhe Nicholas
Alistair Ehogess• Michael Payne. JarniCS
Jogialitian Thacker and Lea 114010n.

'LEVEL  4
THE DUNGEONS
The best weapon to use on this level is the
staff as it enables you to kill the skeletons
without getting dangerously close to them.
From the start screen: go right into the next
screen, defeat the guard and run right to
descend into the dungeons. Take the right-hand
exit, follow the path around and take the right-
and path again. Collect the ROPE from the

A t  exit to the right. then take the bottom-right
oathANow take the bottom-left path, then the
too-right path. Collect the APPLE from the taLle
ther• eiit top-right. Take the bottom-left path,
then bottom-left again at the 'crossroads', Take
the bottom-right exit, then go straight across
and take the bottom-right path again Take t h e —

A r P / 1 7 1
SOLUTION

bottom
exit, then the
bottom-left eta and follow the path

und, finally t m g  the bottom-right
exit Now you ca e i t h e r  take the bot-
tom-lelt path int t h e  next screen, or go
bottom-rig-it to neet  a HUGE SP,IpERI I know
whithrOute I pre er -  but you can glo on to the
next screen if yo4 want

Now taVe the' bottom-left exit into the final
screen; hem you should hold the rope and
push up against the ladder to climb out of the

dungeons and complete the level.

•

LE'ir
It L O W E R  C E

From the start screen: take the
'no-right Ont. top-right again, then continue

right mit° tri-e-eilt screen. Follow the patharound an t a k e  the right-hand exit,
then collect the APPLE on the

next screen. Holding the KEY,
walk up to the doors to

enter the palace. Take
the bottom-right exit.
then the bottom-right
path again. To get past

the statue, move as
close to it as poss a n d

forward VERY slowly -
ny luck the

ed
with

nal wil l mizs y
rot, keep t m g ) .

Nov take the top-r

u (if

ght

"ilitan.7741 :• ;  ,  " A Vhoe 4,44,- I s t i r N A
'.11•0•0 V ' e F e )

path end collect the

NINJA M.).1%Feff from the-'.."--big grey caul ron  -  the
mile will turn green. Go
back in tk  the previous
screen, then take the bot-

\
tom-right path into e  final screen, Defeat the
guard if you want, th W S  a quick dash up the
stain l to complete the level.

Action Replay owners might like to dig into
this handsome bunch of POKEs:

POKE 3 0 8 5 5 , 1 6 5  — in f in i te  l i ves
POKE 2 2 0 8 5 . 1 9 7  — Infinite ninja magic
POKE 1018,255 — Loads of smoke bombs
POKE 1019. 255 - Loads of shurikens

However, if you don't own an Action
Replay, type in this listing, SAVE it, then
RUN it for infinite lives (and it works on
both the original and re-release versions).
o REM LAST MIMJA CHEAT
1 FOR Am579 TO 640:READ Y:C=C-ONPOKE
X.Y:MEKT

4--

LEVEL 6
INNER SANCTUM
From the start screen: gf,
screen (take the top-rhlht exit ti
through the telescope f  you wa
bottom-right exit. then nottom-right again,
then the bOttom-right path yet again Now lake
the top-right ;iath and collect Iti,e basting
POTION. Go back intc the preinous room and
take the top-left ent
-  -Take the top-right door, then go right

through the door in the next room to arrive at
M a t  1.oeV.s. ll,ce a dead end Holding the ROSE,
touch the um in the corner th open a se e t
door. Holding the potion, go thmush the
then lob the potion at the dog when it runs
towards you I f  it d n ' t  fall asleep. leave e
room, then come bac a n d  try g a i n  Once e ' s
asleep, go right through the top boor, then s e
your 'pick up' motion on the dots on he II
the ninja will turn red ard you can walk saf l y
past the archer zAatuektiow r i g h t  into th

next room, n  take
top-left potl, to meet th
Shogun I f  you have trAfinite
lives, stay and fignt. If not,
keep bashing him and leav-

e room. Oncelia:s
d e a d , e  ninia will be tele-
ported to a mystery
Ictcatyon Holding the
paich, JUMP on to the

centre square and pick up the scrolls

to finish he  game.. but  the leger \s„  -
continues on page 38.

AND AS IF THAT WASN'T ENOUGH HELP...
2 FOR X=31722 TO 31735:READ Y:C0C414:POKE
X,Y:NEXT
3 rtf. C<>8876 THEN PRINT "DATA ERROR":END
4 PORE 649,0:SYS 579
10
11
12
13
14
15
16
17
18
19

DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA
DATA

,IODE OF HONOUR FORq

t into the next
re and peep
t). Take the

or

198,157,078,041,003,169,000,162
001,168,032.186,255,032,189,255
032,213,255,120,136,140,021,003
169,128,141,237,002,238,119,244
238,120,244,169,166,141,020,003
108,020,003,162,121,142,178,003
206,179,003,076,081,003,169,197
141,135,120,076,191,003,012,000
000,169,049,141,159,002,169,234
141,160,002,096
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FUTURE WARS
SclaSeE M E 6 i
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• ' B r

de
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A long t ime ago in a galaxy far,  far
away,  the spaceships were  yukky colours.

N E M E S I S  KOffaMi
On the title screen, press the SHIFT/LOCK key,
then press the Space bar repeatedly until a
strange block appears in the corner of the
screen. Press SHIFT/LOCK again, then start
the game as usual tar infinite lives.
•  Nemesis help requested by: David Fitzpatrick and A J Claws

TIIRRICAN us Golcukixx
Before: Dam it, dead again. After: Blam blam,
die you alien scum! If you're after infinite lives,
infinite time and infinite gyroscopes, look no fur-
ther than this armour-clad listing.
0 k m  TuRRIcAN CHEAT BY WAZ
1 FOR X.,-288 TO 119:READ
X,Y:NEXT

IF C-,..2926 THEN PRINT 'DATA ERROREND
I POKE 157,128:SYS288
1 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 4 8 , 1 4 1 , 1 2 2 , 0 0 8
5 DATA 1 6 9 , 0 0 1 , 1 4 1 , 1 2 3 , 0 0 8 , 0 7 6 , 0 1 8 , 0 0 8
6 DATA 169 ,000 ,1 .41 ,072 ,063 ,169 ,173 ,141

DATA 0 3 7 , 0 1 6 , 1 4 1 , 2 1 4 , 0 11 , 0 7 6 , 0 0 0 , 1 0 8

And for Action Replay owners:
POKE 3030, i7 3 -  Infinite lives
POKE 41.33, 173 -  Infinite gyroscopes
POKE 16365,0 -  Infinite weapon use
•  Turrkan help requested tvr, Daniel
Hatcher, Mark Whelan. Daniel Smith, K
Heaton. George Henry. Kevin Hollowed,
Garry Armstrong, ON Seetarth. Tony
Sands M  Dunn, Alex Lord Chris
Dorset. Raymond Mawhinney. Mithael
Patti Chnsiopher Belt& A BOOM, Lee
Green. Daniel Roach. J Giawl. A
Areskog. Raymond Moore. Stephen
0  &Akan. David Muir, marl Baker,
Steven Fyle. J Button, John Nichols,
Ged Ayres. T S Harris, Carol
Peebles. Wayne Ledstiam. Sean
Rivets David Tumor. Nick Stopple,
Wa d  Henderson. C Matthews,
Andrew McMahon. Chnstria Hanoox,
Soktidev Jocilla and John Amato.

TURRICJIN 2
US GoldtKixx
And for the sequel we have this intri-
cately crafted POKE, offering such top treats
as infinite lives, infinite energy. infinite time, and
unlimited use of power lines-
() REP( IltIRRIGNI 2  a l E AT  BY 1/47•,_,
1 FOR x-,2 BB TO 341 RE,AD

•  CARDASSIAN FORMAT 35  AUGUST 1993

r..!

•

And for AR-owning types:
OKE 19245,0 -  lives

POKE 19319, C energy
POKE 3085,1 • 4 -  time
POKE 19645,18 '1  -  power l ines
•  rurrican 2 help requested by; Davindier Kandola. Groggy
Rotolo. Mark Osborne Rorgei Mama. Richaid Thompson,
John Moore, Matthew Sampson Richard Jive, C Matthews. Lee
Green, Daniel Roach. Liam Dyson. Raymond Moore. Gaiy
Peter Hughes, Barry Paterson. Christopher Fell. Sloven Ruske,
David Muir. Richard Gould. Mark Dinning, Mark Tow, Anthony
(hake& Mark Walters. Andrew McComb°, Michael Cox, Wayne
Leckiham, Stephen Juity, Sean Rogers. Scott Grant, David
Turner, Nick Ship* .  Christina Hancox_ (Jam Wekion, Paul
Blackman, Joe Greiner. John Amato. Liam O'Hara, Dairen
Heath and Gary Ames.

N A W K E Y E  Thalamus/Kix*
It's sort of The Last of The Mohicans meets
Terminator, this one, and nothing to do with
MASH at all. Type VALSSPELER on the title
screen -  the Thalamus logos should begin to
flash, and infinite lives will be yours. This cheat
won't let you go beyond level nine (which is a
bit of a shame), but these Action Replay/Reset
POKEs (which is rather convenient) will.
! ,  -  Infinite lives

• -  Infinite weaponry
And a hefty t o  restart the game
•  illawireye help requested by: Chris Harrison, David
Garthwaile and Andrew Banks

,,,R• :END

• ,  1' •

Let's be honest -
that's NOT a hawk's eye

that he's got there.  I t  looks snore l ike one
of the head light off of a 1965  M o m s
Travel ler,  if you ask me.  And he hasn't
even spotted that  his gun's on fire yet .

E L I T E  Firebird
Climbing the ranks in this classic game can
take some time, but the task is made easier by
this listing POKE for infinite shields, infinite fuel
and less energy loss. And if you've never
played the game, shame on you.

HEN C H E A T  BY WA4
.1 FOR T O  618:READ Y:C=C4-Y:POKF
X,Y:NEXT
1 I F  Cc;.  1 r 5 6  THEN PRINT D A T A
ERROR ":END

POKE 157,128:SYS 512
10 DATA 0 3 2 , 0 4 4 , 2 4 7 , 0 5 6 , 1 6 9 , 0 1 6 , 1 4 1 , 0 6 2
11 DATA 0 0 3 , 1 6 9 , 0 1 7 , 1 4 1 , 0 6 4 . 0 0 3 , 0 3 2 , 0 , 4
12 DATA 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 6 8 , 0 1 7 , 1 6 9 , e ' ,
13 DATA 141 ,069 ,017 ,169 ,002 ,141 ,070 ,C . :
14 DATA 1 6 2 , 2 5 5 . 1 8 9 , 1 9 3 , 0 1 6 , 1 5 7 , 1 0 - ! , 0 : :
15 DATA 2 0 2 , 2 0 8 , 2 4 7 , 1 6 2 , 0 3 3 , 1 8 q , H ' . 0
16 DATA 157,159,002,202,208,24 • , , ,
17 DATA 0 0 3 , 0 7 2 , 2 0 6 , 0 3 2 , 2 0 8 , 0
)8 DATA 104,044,013,220,096,16.y,1:-',
19 DATA 0 5 2 , 0 2 9 , 1 6 9 , 0 0 2 , 1 4 1 , w , , , 4 , „
20 DATA 1 6 9 , 2 3 4 , 1 4 1 , 2 2 5 , 11 ' , , : 11 , : '  , •  !
-).1 DATA 141 ,227 ,115 ,169 ,2 !1 , , ,
22 DATA 141, -2.50, 1.23 , ,  ,  ! !  • ,

DATA 0 7 6 , 111 , 1
e  a l io  help requested by; Retard Perkins. M S Hall, Darren
Paul Gneflerv Luke Verona, Andrew Oxley. A Humphrey. Mat?
"v ies ,  Victor T h e ,  I West, Paul Fosterry. Hanel Mayal.
Gary Booth. Rion Wailer° Michael Smith and Jamie Abbott.

One thing's for
sure -  I  don't
want  to  meet
the spider that
managed to
spin that.

Elite was  one of our pick of the RPGs in last
month's Modern Classic pull-out.



R A M B O  3  Ocean/Hit  Squad
To fight war you have to become war... either
that or use this complete solution. And if you're
still having problems with the game don't panic
-  well be printing a listing POKE next month.
LEVEL 1 From the start: R e  DOOR •  U •  U •
DOOR •  R •  U •  L •  COLLECT GOGGLES
BATTERY •  U •  DOOR •  GET DETECTOR •  U
• U •  GET MEDIKIT •  D •  D •  DOOR • R •  R •
R • R •  U •  R&D •  D •  GET LIGHT KEY •  U •
LI • L&L) •  TOP DOOR •  L •  H11 SWITCH •  R •
D O O R • D • D • L • L • L • D • D • L • D O O R
•R • D • D O O R • U • U • G E T
ARROWS •  D •  DOOR •  D G E T
SILENCER •  U •  RIGHT DOOR •  D
• DOOR •  D •  LEFT DOOR L E F T
DOOR •  GET GOGGLES AND US
GOGGLES BATTERY •  RIGHT
DOOR •  RIGHT DOOR •  U •
RIGHT DOOR • D •  DOOR •  GET
GLOW TUBE (sounds honibly 70s -
Ea), RIGHT DOOR •  U •  DOOR •
LEFT DOOR • U •  R •  DOOR.

You are now o u t s i d e : U • U • U • U • L I •  L
•L • L • L i s L i • L • L i o U • U • U • U • U •
GET ANTI-PERSONNEL MINE •  U •  DOOR •  D
•0 • 0 • R • D • G E T D A R K K E Y . D • U S E
DARK KEY •  DOOR •  GET DETECTOR BAT-
TERY AND USE IT •  USE DARK KEY •  DOOR
L • U • U • U • U • D O O R . D •  HIT SWITCH •
U • D O O R • U • R • R • R • D •  HIT SWITCH •
U • L • L • D • D • D • R • D O O R • G E T R U B -
BER GLOVES •  DOOR •  R • R  •  U •  DOOR •
RIGHT DOOR •  GET MEDIKIT •  DOOR •  LEFT
DOOR • D •  R •  D •  GET PISTOL AND USE
SILENCER •  D •  USE LIGHT KEY •  DOOR.

You are outside again, D • R • R • U • U •
• U • U • U o D O O R • R . R . D O O R  •  D •

D • D • DOOR •  USE GLOW TUBE •  D •
DOOR D  •  GET UNIFORM •  U •  DOOR •  U
• DOOR • USE UNIFORM •  D •  D •  D •  USE
LIGHT KEY •  RIGHT DOOR •  U •  U •  GET
MEDIKIT • 0  •  D •  DOOR •  D •  D •  RIGHT
DOOR • D •  GET EXPLODING ARROWS •  U

DOOR • D • D • D • L • L i t  D O O R • U • U
• GET MACHINE GUN (UZI 9MM!) •  D •  D •
DOOR • U •  U •  U •  HIT SWITCH ON WALL

WITH EXPLODING ARROWS •  USE THE
LIGHT KEY •  DOOR •  and that's the first level
of the game completed.
LEVEL 2  From the start: R • R • U • U •  SET
B O M B • R • R • U • U • S E T B O M B • L • L • L
• L • L • L • I L • L • L •  L •  L •  D •  SET BOMB
• U •  R •  R •  BLAST DOOR AND GO
THROUGH •  R •  U •  SET BOMB •  D •  R •  A •
R . R • R • R • U • U • S E T B O M B  • L • L • U
•  GET MEDIKIT • R • R • U • L • B L A S T
DOOR AND GO THROUGH •  L •  L •  U •  GET
M E D I K I T • L • L • L • D • L • L • L • U • U & L •
SET BOMB •  U •  U •  U & R • R • R e S E T
BOMB •  R •  R •  U&R •  GET MEDIKIT •  R •  A
•D • D • R • R • B L A S T  DOOR AND GO
THROUGH •  SET BOMB •  L •  WALK UP TO
CHOPPER TO COMPLETE THE SECTION!

N .  To set a bomb just walk over it and blast the
doors using the exploding arrows. No tips for
level three, it's just an out'n'out shoot-'em-up.
•  Rambo W .  requesked by; Sieve Th3re C  Matthews. Geoff
Crow. Archie TiKfl.. tvlaik Kirby.  Caltiair McKenna, Michael
Henderson, Kad Hicks. S L Matthews, A h m e d _  ;lathe
Allan. Chris Balboa, W h o a  Sawn C o r e .  Christy

it control
e know,  Trent.  Shut •

mcstay, 34,1FT

You should now

S A M ,  Storm
Start a game, then press H to
pause it. Now press the
Commodore Key. 0,  the
Commodore Key again, and
then H to un-pause the game
have infinite lives. • • -661;•

•  Slir/V help requested by: John Logan anrt P  Roberts

Is that  expression supposed to be moody?
Looks more like he's constipated.

Infinite lives, infinite ammo, and invincibility.
C REm ARNIE CHEAT' 8Y W..17
2 FOR X=512 TO 612:READ Y:C,C-1-Y:PoKE
X,Y:NEXT
3 I F  C<>11184 THEN PRINT DATA
ERROR END

A R N I E  Zeppelin
We've had more pleas for help with this game
than any other, which is not surprising as it was
the most popular game of '92. Try this listing for 1 7  .tbATA

18 DATA
' 1 9  DATA

4 POKE 157,!28:.c!Yf-:
!r., DATA 032,044,247,056,169,016,141,06
-.1 DATA 003,169,017,141,064,003,032,108
12 DATA 245,169,032,141,068,017,169,057
13 DATA 141,069,017,169,002,141,070,017
14 DATA 162,255,189,193,016,157,193,002
15 DATA 202,208,247,162,033,189,159,016
16 DATA 157,159,002,202,208,247,076,120
17 DATA 003,072,206,032,208,032,069,002
18 DATA 104,044,013,220,096,169,173,141
19 DATA 214,051,141,198,052,169,169,141
20 DATA 035,053,169,001,141,036,053,169
21 DATA 234,141,037,053,141,038,053,169
22 DATA 231,141,039,053,096
•  M I M E  help requested by: (deep breath) Matthew
Edmondson. Michael Henderson. C Matthews. Tadho Nolan.
Nicholas Power, Date Wigley. Paul Roaster, Matt Baker, Roy
0•Lhea, Michael Moriarty. Mart WilSOn, J Quinn, David Whrie.
Daniel and Darren Merry. Jams§ Morton. Mochael Holland. J
Button. David Proudock, Jacob Sales. Anthony Leigh. Jon
Russ, David Downing, Retest, Sharma. David Hodgson. Gary
Boland. Gad Ayres. Tony Barry. Stephen Smith, Lee Tarbox.
Peter P o u i e P f l O e ,  A  Lloyd. Wayne BrKlgett, SD Lowe_
Paul B, J011 ,  Andrew Mason. Carl Gannon, Andrew
MCOkrie. Mark Jones, Ben Beatson. Lee Bailey. Kevin Tooke.
•  Rund le ,  Daniel Deeraing, Dan Hinton, Enc Gooclale and
Aden Higgins Phu* .

NAVY SEALS Ocean
Type BRAINDEAD on the high score table.
Now pause then un-pause the game, and you
should be able to skip levels by pressing the
left-arrow key (at the top-left of the keyboard).
Alternatively, type MAD CYRIL and you'll be
able to start on level tour.
•  NOwy SEALS help requested by John Mc Dowel
Mike 7agorst, Mark Osborne. David Fitzpatrick. Andrew
Hollmgworth, Niles Reynolds, N Hewitt Robert Rick_
Andrew Paterson arid Wilharn Wears

P L A T O O N  Ocean/Hit Squad
The first casualty of war is a broken joystick, so
for infinite morale and ammunition (on level one
only), type in this listing, SAVE it, then RUN it.
0 R a t  PLATOCG TAPE CHEAT
1 FOR X=547 TO 619:READ Y:C=C14:POKE
X,Y:NEXT
2 I F  C<>8403 THEN PRINT DATA ERROR':END
3 POKE 157,128:SYS 547
10 DATA 032,086,245,169,051,141,196,002
11 DATA 169,002,141,201,002,076,167,002
12 DATA 169,074,141,111,001,169,002,141

3 DATA 112,001,169,088,141,211,002,169
DATA 096,141,114,226,076,081,003,169

TA 081,141,196,002,169,003,141,201
TA 002,169,222,141,114,226,169,173

141,054,189,141.016,189,141,211
189,169,000,141,114,189,076,000
Of,4

•  Platoon help requested by: Jamie Baker. Archie Toms,
Robed Hail, Graham Wright, Richard Murray Mark Cuthbert.
Robert Buokeridge. Bud Anslow, Paul McDonald. Adam Dade,
Alan Leach. martin O'Donnell. J. Burton, W Smith, Martin
P..clvtahon and Gavin Overton_

COMMANDO FORMAT 35  August 1993  •



3 8 G A M E S  TIPS 111 I F314
It's the second part of the trilogy,
so prepare to chuck your nuns
with the best of 7em as
Andy Roberts trains you in
the ways of the ninja.LEVEL 'ICENTRAL PARK
As with the other two Last Ninja games, is
isn't necessary to kill every enemy you meet
until you get a decent weapon - you can
sneak past them quite easily. And so, armed
with that valuable piece of info, let's take It
from the start screen: go through the top exit
(through the curtain), then punch the flashing
yellow square on the far wall. Go back into the
start screen and drop through the hole. Collect
the KEY from behind the big bass drum, then go
through the door at the top-left _ Take the top-
flight exit, collect the HAMBURGER, then take
the lop-right path N ip  into the ladies' toilet (oo-
er) and collect the CHAIN, then take the top-left
exit. Take the bottom-right path, then the bot-
tom-right exit again. Enter the ladies toilet and
collect the CHAIN as before -  the two chains
combine to make the NUNCHAKAS.

Exit the screen, then take the left path. Take
the bottom-left exit again, somersault past the
juggler to avoid his knives, then exit bottom-left.
Collect the MAP on the next screen, climb up
the grating on to the ledge. then take the top-left
exit Jump carefully over the two gaps, collect
the STAFF at the far left, then go back the way
you came. Climb down the grating and go right
into the next screen.

Somersault past the juggler as before, then
exit top-right. Collect the SHURIKENS from the
litter bin, take the top-left exit, then hold the KEY
and use your 'pick up' motion on the gate to
open it Take the top-left

atOSAWA

exit, then use the boat to
cross the river. Take the bot-
tom-left exit, then quickly
run to the exit at the top
of the screen before the
bees kill you D o  a
huge jump oft the top
of the screen to land
on a small island in
the centre of the lake.
Use the STAFF to
prod the boat -
when it moves,
jump back into the
bee screen, then
take the middle-left exit.
Use the boat to jump across
the river (as before), then exit
top-left to complete the level.LEVEL 2ME STREETS
From the start screen: take the bottom-right
exit, cross the street (when the lights are green),
then take !he top-left exit. Kick open the door at
the top of the screen, and collect the SWORD
from the shop inside Leave the shop, take the
bottom-right exit, then take the bottom-right exit
again (when the lights are red). Avoid the plant-
pot thrower and take the bottom-right exit, then
take the bottom-right path. Collect the HAM-
BURGER, avoid the plant-pot thrower Men take
the bottom-right exit. Collect the BOTTLE
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OF METHS from the tramp on
the next screen, then cross the
street when the lights are green.
Take the top-left exit from the
next screen, then enter the
workman's hut and collect the
SEWER KEY. Take the bottom-
right exit, cross the street again,

then take the top-left exit from the tramp screen.
Avoid the plant pots and take the top-left exit,
then cross the street. Take the bottom-left exit,
then the bottom-right path. Take the bottom-

right path again, then use the SEWER

A l r i o

, K E Y  to open the manhole -  drop down
to finish the levelAO LEVEL 3THE SEWERS

From t• s t a r t  screen: take the right path into
the next screen, then go through the door at the
end. Go through the door in the next room, col-
lect the KEY from the far right. then go back into

The previous room. Jump the gap and take the
top-left exit. Jump the next gap, then edge
forward until a spider appears -  follow it into
the next screen. Use the KEY to open the
grate, then drop down the hole. Take the

right-hand exit, then go through the middle door
on the next screen.

Follow the path into the next screen, then go
through the left-most door. Jump over the rats,
take the top-right path (don't go through the
doors), then follow the path around, take the
right exit and go through the left-most door.
Holding only the bottle of meths, use your 'pick
up' motion on the torch to light the bottle (the
wick should turn red). Take the top-right exit.
then edge forwards until the alligator appears -
throw the meths at it to set the poor creature on
tire (if you miss, keep trying, as you have more
than one chance to get it right). Once it's dead.
run through the door to complete the level.

1
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LEVEL 4
THE BASEMENT
From the start screen: take the right-hand exit
(through the maze of boxes), then climb up the
ladder. Take the top-left exit, pick up the
CREDIT CARD, then go right into The previous
screen. Take the top-right exit, follow the path
then take the right exit. Continue right into the
next screen, then enter the door at the end.
Pick up the bowl of DOG FOOD, then go back
the way you came to the ladder -  climb down it.

Take the right exit, then go right again into
•„, the next screen. Jump over the railcars, then

the nght path. Follow the path and take
bottom-left exit, then jump over the rail lines

(they're electrified) Collect the HAMBURGER,
take the left exit, then follow the path and take
the bottom-right exit: jump carefully across the
crates. Once across, go right into the next
screen, then take the bottom-left exit.
Go through the room full of bot-
tles into the next room, then
take the bottom-right exit.
Holding the chicken leg,
use your 'pick up'
motion on the box of
white powder.

Go back the way
you came to the bottle
room. Take the middle-right

Holding the chicken, walk for-
rd until the panther sits up. Take one more

step, then USE your 'pick up' motion to lure The
panther to the chicken which it'll eat and then
die Take the right-hand exit, then use the
credit card in the slot by the door to open i t  Go
through to complete the level.

LEVEL 5 THE OFFICE
From the start screen: take the left-hand exit,
then go through the blue door on the next
screen. Walk up to the computer and use your
Vick up' motion -  note down

IF
COMP
SOLUTION

the num-
ber that appears.

Leave the room, take the left exit, then
go through the door at the top-left. Use your
'pick up' motion on the button on the table
(underneath the paintings), then go through the
door that appears, Climb up the ladder to the
next floor, then go through the door. Take the
top-left exit into the fan room. Stand as close to
the right wall as possible, then slowly edge for-
ward towards the back wall to get past the fan
safely. Use your 'pick up' motion on the grate to
open it, then go through it.

Jump across the gap on the ledge and go
left, then follow the ledge around and into the
next screen. Climb up the ladder, take the top-
left exit, then jump off the top-right of the
screen when the helicopter flies away.

LEVEL 6

MAN,roSmItOdhoewNntatoro p  from thertd

THE
s s c r e e n :  pull

DISTRESS SIGINLALS
furthest turret,

helicopter when the

LAST NINJA It HELP REQUESTED 8t1 Outfit Singh, Atison
Eistaty. Rudi Anskyw, Jason Young, Paul ANiso n i n j i a  is above the

n. Lee Wilson-

Turner,  Simon Coricirv, Dartelt POMO. JOnatt1811 MACK, Dale
Davies. A McDonald, Simon Walcott,  Cherie GrOVIIS, Ketikil

Certwfigibt. Jared & Robed Madden, Michael Hender l u m p  on to  the

son, Chris

Ulmer, Gan( Dotand, Antony Piootor, r i g h t - m o s t  turretJonathan Dodd, Lege
JOnitiftS011, Jonathan Thacker, &l ista Durres.  Chris 1Wirt,

Matthew Mowers. Joss Stehhens, C Braon.Mictiest 'Il ( u s i n g  the  otherea ustfully drop off to the
left. Walk right along -martin McMahon. Lee Hilton, Dominic Stayer, James t u r r e t s )  a n d  care -

Harrisskitt •nci David Robinson. Pnewl

4111'

the ledge into the next
screen, continue right, Men face the

skylight and somersault into it. Once inside take
the bottom-left exit and go through the door.

Collect the rope from the wall, leave the
room, then take the right exit_ Go through the
door, hold the rope, and walk into the dumb
waiter (on the far-left wall). Take the left-hand
exit, go through the adjacent door, then punch
the control panel to de-activate the alarm.
Leave the room, then enter the door behind the
plant. Hit the switches on the wall until the
lights come on in the next room, then go

through the right door. Walk

GAMES TIPS 3 9

through the maze, Men take the right door.
Use your 'pick up' motion on the right-hand

control panel to divert the steam, then go
through the right door to the final level.

LEVEL 7
M E  FINAL BATTLE

From the start screen: kill the guard and go
right through the door. Use your 'pick up' motion
on the hanging tapestry to reveal a safe: open it
using the combination you noted down earlier.
Collect the ORB from inside and KUNITOKI
himself appears. Kill him so that he falls
INSIDE the pentacle, then use your 'pick up'
motion to light all five candles. If you find this a
little difficult, light one candle just as Kunitoki
comes back to life -  this will remain burning, so
that you only have to light four candles once
you've killed him. When all five candles are
alight and the screen starts flashing,
simply put the orb back into the
safe to complete the game. IF
MYSTICAL SECRETS
Action replay owners might like to dig
into this tender batch of POKEs:
INFINITE LIVES
POKE 37456,173 -  Level
POKE 36690,173 -  Level 2
POKE 3 1 8 5 2 , 1 7 3  -  Level 3
POKE 3 5 4 0 1 , 1 7 3  - L e v e l  4
POKE 3 5 7 7 1 , 1 7 3  -  Leve l  5
POKE 3 6 8 7 9 , 1 7 3  -  Leve l  6
POKE 34444,173 -Leve l  7

INFINITE SHURIKENS:
POKE 4 6 5 9 4 , 1 7 3  -  Level 1
POKE 4 5 2 1 8 , 1 7 3  -  Level 2
POKE 40153,173 -  Level 3
POKE 44925,173 -  Level 4
POKE 44707,173-Leve l  5
POKE 4 5 7 8 8 , 1 7 3  -  Level  6
POKE 4 3 0 4 9 , 1 7 3  -  Level 7
If you don't own an Action Replay, type in
the following listing. SAVE it then RUN it
for Infinite lives on every level except the
last one. And it should work on both the
original and re-release versions.
o HEM LAST 14-m8A 2 CHEAT
1 FOR X.304 TO 431:READ Y:CsCi.Y:POKE
X,Y:NErT
2 I F  C<>14481 1MEN PRINT 'DATA ERROR":END
3 POKE 157,128:SYS 373
10 DATA 169,173,141,080,146,169,060,141
11 DATA 094,023,168,003,141,095,023,162
12 C A M  036,189,079,001,157,060,003,202
13 DATA 016,247,162,018,076,243,063,165
14 DATA 236,041,015,170,189,084,003,141
15 DATA 080,003,189,090,003,141,081,003
16 DATA 169,173,141,255,255,076,243,063
17 DATA 080,082,108,153,187,015,146,143
18 DATA 124,138,139,144,000,032,044,247
19 DATA 056,169,171,141,177,003,169,138
20 DATA 141.176,003,169,105,141,179,003
21 DATA 032,108,245,169,153,141,064,242
22 DATA 169,001,141,065,242,032,191,003
23 DATA 096,169,191,141,178,003.169,003
24 DATA 141,179,003,169,048,141,009,020
25 DATA 169,001,141,010,020,076,100,241
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BEAT
DOUBLE DRAGON
Virgin/Tronix LLT

c r e l t a - v o
TIEHot.

,O&NONONS

1 1
Ckose the garage

quick before we're
nicked for no tax disk.

Thefirst(andwcwst)otOwDoubleDragontrio
is made a little more bearable thanks to this infi-
nite lives andtimePOKE.

ROv. DOUBLE DRAGON CHEAT BY W I
700R X=400 TO 442:READ Y:C=C-1-Y:POKE
Y :NEXT

2 I F  C<>4941 THEN PRINT D ATA  ERROR":END
3 POKE 157,128:SYS 400
4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 1 6 0 , 1 4 1 , 2 2 9 , 0 0 4
5 DATA 1 6 9 , 0 0 1 , 1 4 1 „ 2 3 0 , 0 0 4 , 0 7 6 , 1 3 6 , 0 0 4

DATA 1 6 9 , 1 7 3 , 1 4 1 , 11 4 , 0 0 8 , 1 6 9 , 0 0 1 , 1 4 1
DATA 11 5 , 0 0 8 , 0 7 6 , 0 1 6 , 0 0 8 , 1 6 9 , 1 7 3 , 1 4 1

6 DATA 2 11 , 0 9 8 , 1 4 1 , 1 3 0 , 0 9 7 , 1 4 1 , 1 6 4 , 0 9 7
DAT.; 076 ,  .7.0e,129

•  Double Dragon help requested by: Archie TOME, Jabed
Hussain. Simon Stubbs. Michaei Burgess, Alien Tamabadlbo,
Russell Jiggens., Ashley Simpson. Neal Booth, Stephen

Sullivan, Stephen Garrett, Michael Henderson, Colin Stewart,
Sow Ward. Paul MCCIiMOtk. Muddasar Arzat, Paul Bartlett arid
John James Bedrock.

DOUBLE DRAGON 2
VirginfIronix
When you've finished the first game, try your
luck at the sequel. Type in this listing for infinite
lives and time... if you think you're hard enough.
0 REM EOUBLE DRAGON I I  CHEAT BY WAZ
1 FOR X=400 TO 431:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>3439 THEN PRINT 'DATA
ERROR ":END
3 POKE 157,128:SYS 400
4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 7 6 , 1 4 1 ,
096,003
5 DATA 1 6 9 , 1 6 5 , 1 4 1 , 0 9 7 , 0 0 3 , 1 6 9 ,
001,141
6 DATA 0 9 8 , 0 0 3 , 0 7 6 , 0 8 1 , 0 0 3 , 1 6 9 ,

3,141
DATA 2 0 2 , 1 8 1 , 1 4 1 , 1 0 8 , 1 8 5 , 0 7 6 , 0 0 0 , 0 6 8

AndforanyAction Replay Cart owners:
POKE 46537, 173 — Infinite lives, player I
POKE 46553,173 — Infinite lives, player 2

•  Double Dragon 2 help requested by: Paul RobinSen, Garry
Cravetord. Darren Oyebo. Laurie Turnbull, Tom Pans. Chas
Chalk, Darien Panne*, Darren Cole, Rory McGrath We  you
surel  - Ect Mtbae Park, Suhad Seaver, Robed Hickley. Neal
Booth. Craig Jaundrell. Mathew Bourke, Robert Drury Clod
Ayres, Darren Daigetly. Alan Cculman, A K Edwards. Jonathan
Thacker. Bert Bealson, Kevin Turner, Simon Littler and Jon 131.s.s.
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Aliall11114-11-
A shadow of its
former self with
our listing.

N SHADOW
WARRIORS

Hit Squad
As mysterious as time

itself, the Shadow Wantor
appeared from the darkness and walked
towards the stranger... who promptly

booted him in the gob. Sounds familiar?
Then wreak your revenge with this fisting for

infinite lives and time.
0 REN SHADOW WARRIORS CHEAT BY WAZ

,TiR x=384 TO 428:REAO Y:C=C-EY:POKE
X,Y:NFAT

2 I F  C<>4711 THEN PRINT 'DATA ERROW:END

: :.-TYS 384
4 DATA , 2 . 4 5 , 1 6 9 , 1 4 4 , U , i .

DATA I I  . , - _ , , 1 4 1 , 1 7 9 , 0 0 2 , 0 7 6 , 1 6 , .
6 DATA 169,160,141,041,004,169,0pL
7 DATA 042,004,076,000,004,087.065,090
8 DATA 169,234,141,207,135,169,173,141
9 DATA 209,121,076,000,008

And for Action Replay Cart owners..
POKE 31185 ,1—In f i nde t ime
POKE 35002,173. — Infinite energy
POKE 3 4 6 6 5 , 2 3 4  — I n f i n i t e  l i v e s

•  Shadow Warrior blip requested by: Jamie Morton,
Vincent Johnson. Adam Duffy. A Barton, Peui
Bosse° Gray. Darren Cole, Ian Pole M  Ghatoor. Mall Finch,
David Smith. Stephen 0 SuAlivan Torn Hans. C Johnson, Ab
Shaded P  Hawkins, David Bantens Gad Ares. Hennk
Chrksiensen Helen 0/IMAMS. Padraq Dowds, DaVid Best. John
Jones, Marlin McMahon. Alan MacCormack. Kevin Davies
Paul Bartlett, Jack Wass and Jon Russ

DOUBLE DRAGON 3
Storm
This is more like it; a beat-em'-up with decent
graphics, lovely sound... and shops. Bliss (you
sound like Lisa — Ed). Type in this listing, SAVE
it, then RUN it for infinite energy, coins and time.
0 RFY, D03 CHEAT BY MARTIN PUGH
1 FOR X=49154 TO 4922I:READ Y:C.C+Y:POKE
X,Y:NEXT
2 I F  C<>9500 THEN PRINT "DATA ERROR":END
3 INPUT " I N F I N I T E  ENERGY Y / N " : A $ : I F
AS="Y" THEN POKE 49195 ,189
4 INPUT ' I N F I N I T E  COINS Y i N " ; B S : I F
BS="Y' THEN POKE 49193,173
5 INPUT " I N F I N I T E  TIME Y i N " : C $ : I F  CS="Y"
THal  POKE 49197,189
6 POKE 157,128:SYS 49154
10 DATA 0 3 2 , 1 0 4 , 2 2 5 , 1 6 9 , 1 2 9 , 1 4 1 , 11 5 , 0 1 0
11 DATA 0 7 6 , 0 2 0 , 0 0 8 , 1 6 9 , 1 4 9 , 1 4 1 , 0 9 6 , 0 11
12 DATA 1 6 9 , 1 5 9 , 1 4 1 , 0 9 7 , 0 11 , 1 8 2 , 0 2 9 , 1 8 9
13 DATA 0 3 9 , 1 9 2 , 1 5 7 , 0 7 9 , 0 8 1 , 2 0 2 , 2 0 8 , 2 4 7
14 DATA 0 7 6 , 0 1 3 , 0 0 8 , 0 7 2 , 0 7 7 , 0 8 0 , 2 5 5 , 2 0 6
15 DATA 2 5 3 , 1 5 7 , 2 4 4 , 2 2 2 , 2 11 , 2 2 9 , 0 1 0 , 2 11
16 DATA 1 2 2 , 0 6 1 , 2 11 , 0 5 5 , 0 5 9 , 2 0 9 , 2 3 9 , 0 2 8
17 DATA 2 0 9 , 1 5 2 , 0 2 8 , 2 0 8 , 0 1 3 , 11 8 , 0 1 7 , 0 8 0
18 DATA 0 8 5 , 1 7 7 , 0 8 9 , 2 3 9

And if you've got one of those handy Action
Replay things try this Out for size:
POKE 37025,234
POKE 37026,234
POKE 37027,234
POKE 37045,234
POKE 37046,234 — Infinite energy
•  Double Denton 3 help requested by; Daniel Overton, Chris
F, David Fitzpatrick, Richard Mile&no. Robert Todd, P
and Jonathan Thacker,

S I G N O R I  VirginfTronix
Where does a ninja turn when he wants to learn

the secrets of time and
magic? The Grand Old

SOS

Wise One? Nope, he simply types in this handy
Waz POKE for infinite time and magic.
O REN SH1NOBI CHEAT BY WAZ
3. FOR X . 3 8 4  TO 4331READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>4539 THEN PRINT "DATA ERROR":END
3 POKE 157,128:5YS384
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 1 4 4 , 1 4 1 , 0 5 0 , 0 0 8
11 DATA 1 6 9 , 0 0 1 , 1 4 1 , 0 5 2 , 0 0 8 , 0 7 6 , 0 1 6 , 0 3 8
12 DATA 1 6 9 , 1 5 7 , 1 4 1 , 0 9 3 , 0 0 2 , 1 6 9 , 0 0 1 , 1 4 1
13 DATA 0 9 4 , 0 0 2 , 0 7 6 , 0 2 3 , 0 0 2 , 1 6 9 , 1 8 9 , 1 4 1
14 DATA 1 8 8 , 0 2 7 , 1 6 9 , 1 7 1 , 1 4 1 , 2 2 2 , 0 3 7 , 1 6 9
15 DATA 001,141,015,028,141,026,042,076
16 -,14:1-A 0 7 4 , 2 2 5
•  Shkobi  help requested by: Vincent Johnson. Paws & Ro t
S O O  Samar, John Feettily. Chris Jones, G. Gunnel, P
thIni$. David Cobbin, Andrew McCombe.ChristoPher Jones,
John Yianni, and Patrick Morrison.

DRAGON NINJA
Imagine/Hit Squad
Incredible as it
may seem, here
is another beat-
'em-up listing
offering infinite
Wes and time.
Spooky, huh?
0 REM DRAGON
NINjA CHEAT
BY WAZ
1 FOR X=384 D0  422:READ Y:C=C4-Y:POKE
X,Y:NEXT
2 I F  C4159 THEN PRINT D ATA  ERROR":ENn
3 POKE 157,128:SYS 384
4 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 3 2 , 1 4 1 , 0 8 4 , 0
5 DATA 1 6 9 , 1 4 7 , 1 4 1 , 0 8 5 , 0 0 3 , 1 6 9 , 0 0 1 , 1 4 1
6 DATA 0 8 6 , 0 0 3 , 0 9 6 , 0 7 2 , 0 3 2 , 1 5 6 , 0 0 1 , 1 0 4
7 DATA 2 0 6 , 0 3 2 , 2 0 8 , 0 9 6 , 1 6 9 , 1 7 3 , 1 4 1 , : : '
8 DATA 1 2 9 _ 1 6 9 , 0 0 a , 1 4 : , 0 7 6 , 1 3 0 , 0 9 6
•  DragronNidiahelprequasted by: StaphehO'Sulltvan
Martin Bales. Kevin Davies, David Best, Anthony Leigh
and Cl S Clarke.

What a poseur! POSEUR!



P R E D A T O R  Act iv is lon

q'ft

A C T I V I S  lott_

We think that 's supposed
to be Arnie in heat vision,
but why's it  in mono?

-  -
If you've been wandering through dense forests
in search of assistance with this mighty fine
game... er, see a doctor. The rest of you should
try this listing POKE for all manner of goodies.
0 REM PREDATOR CHEAT BY WA2
1 FOR X=528 TO 581tREAD Y:C=C-44:POKE
X.Y:NEXT
2 I F  C<>4942 THEN PRINT DATA ERROR ':END
3 POKE 157,128:SYS 528
10 DATA 169,029,141,040,003,169,002,141
11 DATA 041,003,032,086,245,169,011,141
12 DATA 206,001,169,034,141,207,001,096
13 DATA 023,001,026,169,056,141,115,192
14 DATA 169,002,141,116,192,076,000,192
15 DATA 169,165,141,093,016,141,016,028
16 DATA 141,040,022,076,000,006

And for those of you with the ability to reset
POKE 6  2  , 16 E, — Infinite lives
POKE 4019,165 -  Infinite bullets
POKE 4189,165 -Infinite grenades
•  Predator help requested by: Paul Holmes. Mark Kirby. S
Humphries, J Ekalon. Wayne Doyle, Tony Barry, W Smith, Paul
Cresham, Ryan Barmt A Meehan James !son, Marc Cobetli.
Steven Paiynter, Steven Windndge and J A Meehan

PREDATOR !It imageworks
For the not-so-impressive sequel. here's a
superb POKE for infinite energy and ammunition.
0 REM PREDATOR 2 CHEAT BY M PUGH
1 FOR X=520 TO 623:READ Y:C=C44:POKE
:."•7 : TT-7.7

ripzu
0131Skib

Irr CIRCUIT Hit Squad
r Five is alive -  but not for long if you

have permanent invincibility. Which is
OVA V e r i  • U .

3 POKE , : 2 6 : S Y S  520
10 0 4 4 , 2 4 7 , 1 ( : .
11 1 4 0 , 0 6 2 , 0 1
12 1 4 1 , 2 3 3 , 0 : .
13 1 6 9 , 0 0 2 , 1 4
14 1 5 8 , 0 1 6 , 1 ' .
15 1 6 9 , 1 6 6 , 1 4 1
16 1 4 1 , 0 2 1 , 0 0 3 , 2 0 i 3 , 2 5 4  141,013,220
17 0 7 2 , 1 6 9 , 0 3 2 , 1 4 1 , 2 4  ,003,169,082

141,241,001169,00 ,141,242,003
9 1 0 4 , 0 9 6 , 1 6 i ' , 0 9 3 , 1  1,230,136,169

20 0 0 2 , 1 4 1 , 2 : 4 1 , 1 3 6 ,  6 , 0 9 8 , 0 0 2 , 0 7 2
21 0 7 7 , 0 8 r .  ,  4 1 , 1 4 3 , 0 1 5 , 1 4 1
22 ,  0 1 6 , 1 0 8 , 0 2 2 , 0 0 0

DATA
DATA - ,
DATA
DATA
DATA 189,
DATA 247,
DATA
DATA
DATA
DATA
DATA
DATA
DATA

•  Phernekrt 2
help requested
by: Andrew
Sands, A Booln
Wayne Wickma,,
K Samuel.
Matthew
Edmondson, Ged
Ayres, Mark
Kimy,
Pidgeon and
David Watson.

T U R T L E S  Imageworks
Lets face it -  the lpan, green, fighting machines
arenotashardaStheyl lketothink,whichiS
precisely whyyopl l  need this f i v e s  l ist ing
to hel l :Awn 0 4  VVhata bunch of wimps.
0 REM TURTLES CHEAT BY M PUGH
1 FOR * 5 2 0  6 0 6 : R E A D  YtCC+Y:PCKE
X,Y:NEXT
2 F)0(. .384 TO 404:READ (
X,Y:NEXT
3 IF_C<>1
4 PIKE 3

(DATA 032,044,247,160,017,140,0E4(03
ll 'OATA 136,140,062,003,032,1013,215,469

7-AT 032,141,233,016,169,061,14t,234
:AT 016,169,002,141,235,016,42,157
A  A 1E19,158,016,157,158,002,2192,238

owe •---;t

.p64,003

A/245,169
,.),U61,141,234

42,202,208
:-3,6,162,157

.020,p03,169,002

Nope, I 'm afraid O M  W O W
doesn't work.  Try  a t o m  Ott.

•

A 247,169,166,141,020,0034-65,002
TA 141,021,003,208,254,141,013,22
TA 072,169,032,141,240,0)3(169,08

DATA 141,241,003,169,002,14r,242,0 3
DATA 104,096,169,093,141,230,248, 9

GAMES TIPS

.1) DATA 002,1.
21 DATA 141,14 . 1 , 1 6 9 , 0 0 1 , T
22 DATA 018,11,1. 0 , 1 6 9 , 2 4 0 , :
23 DATA 061 -

Ilvieanwhile,civerinAckinFkplayland:

•  Turtles help requested by Mars S Salisbury, Veemish
Jlowaheer, Robert Halt °Aimee Pearson, Daniel Overton,
ChnstorMar DibblO, Dan,el rtedge, John Ketses, Stephen
Duggan. Man Finch. Blephell Leahy, David Farmer, David
Hlepact. Linda GOriestin. P BObeds. Jonathan Monks Kenny
Ahmed, Alan MaCConbacli Denier Sorrel. Andrew Spencer,
Paul Carroll apt! Remo) llomdour

•13.44:1K TO ThE RITURE !It
Merrorsoft
On each level, Oimply pause the game and type
the following plirases for different effects_
Level 1 -  MAFtTY MCIFLY (infinite lives)
Levei 2 -  mgivi, is  THAT YOU (skip level)
Level 3 -  Ttjtvl LOVES THERESA (infinite lives)
Level 4 -  OliTATIME (skip level)
Level 5 -  4ACK TO THE FUTURE 3 (infinite lives)
•  Beck To Tito Future 2 help requested by: Kevin Heywood
and Michaelp Atherlen

•TEIHRINATOR 2

Ocean/Hit Squad
He's backlOr rather, the listing from CF24is.
Type it in, SAVE the littledarfingforlater.then
RUN it for infinite energy (on every level).
0 REM TERMINATOR 2  CHEAT BY M PUGH
1 FOR X=516 TO 583:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>7249 THEN PRINT DATA ERROR":END
3 POKE 157,128:SYS 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 032,141,241,224,169,002,141,243
18 DATA 224,076,000,016
•  T2 help requested by; Steven Peeler C Melinnme, Michael
Henderson A Mec,h.jr S4R Shehorhem. J m w a d  m o m
Corbett, Dean imLikrin Andrew Lirimn James Smart. Howard Kelly.
Hand Mayan, Richard Newman Gavin Mode. George Oakes_
Beall McFarlane, Andrew Paterson Matthew Marto. Govinder S
BnOclai• Paul Canned Peter Austin Tracy Holmes. Ian Smite, J A
Meehan. David Farmer. Meted Roden and Helen Williams
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Can Andy Roberts make i t  a hat- t r ick
and give you the comple te  solut ion
to the last  Last  Ninia? Shuriken!
(Sure he can? Shuriken? Geddit?
Oh, never  mind -  Ed)
LEVEL 1: EARTH
The first point to remember is that you don't
have to kill any enemies on this level if you
don't want to. You might get pinned into a
corner, in which case there is no other
choice, but in general it is better to avoid con-
flict and save your lives for later. Right, from
the start screen: enter the hut and search
around for the LEATHER GLOVE. Take the right-
hand path into the next screen, then the
right-hand exit. Avoid the shunken-lobbing enemy
and collect the SWORD from the statue. Take the
lower-right exit, then stand just inside the door-
way and collect the much-needed POTION

Take very bottom exit and collect the
ROOFING NAILS from the left-most hut: this
combines with the glove to make a CLIMBING
GLOVE, needed to ascend the rocks later on.
Take the top-most exit on the left, then face the
first tree and collect the STICKS. Leave by the
top-most exit, then stand in front of the small
statue to col-
lect the
SHURIKENS.
Take the right-
hand path,
then walk
around the
back of the
hut to the
next screen.

Walk into
the hanging
gardens and
collect the CHAIN from the basket on the right:
his combines with the sticks to make the NUN-

CHAKAS (clever, eh?). Take the bottom exit,
then walk up to the base of the rock-face hold-
ing the glove. It might take a while to find your
tooting, but once you have, climb up the rocks
and go into the next screen. DO NOT go near
the boulder (yeti, just continue tight into the next
screen, then pick up the LAMP from the wall.

Go back the way you came, down the rocks,
and then go through the gateway into the gun-
powder section. Holding the LAMP, stand next
to the first barrel on the left and use your 'pick
up motion to transform the lamp into a BOMB.

GAIhEs noir E )

This can be tricky, so
keep trying. Switch
to the glove,
then climb up
the r o c s
again.1
and into
the
boul-
der
screen.
Select
the
BOMB
and,
facing
the boul-
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der, use the
'pick up' motion to
blast it into the lower gorge. Co back down the
rocks, take the left-hand path into the temple

screen, then take the
topmost exit Walk on
to the boulder, then
face the strange blue
thing and collect the
SCROLL. Go back
the way you came,
into the temple
screen, then enter
the temple with the
NUNCHAKAS and

1111 SCROLL at the
ready. Use the for-

ward Jabbing motion with the occasional kick to
defeat the Shogun with ease.

LEVEL 2: WIND
From the start screen: take
the top exit into the next
screen, then take the left exit
into the next. The door at the
bottom of the screen leads to
the end-of-level Shogun... but
not yet. Take the right path,
and collect the BELLOWS
on the next screen Before
you leave, use your pick-up

goor• -boo motion to move the LILLY PAD, as it's use-
ful on the next screen. Take the right path into

the waterfall screen, and jump over the river
via the floating lily. This is tricky, but can
be done simply by pausing for a second
when ygiu enter the screen, and then run.-

. ning straight towards the lily.
Continue into the next screen, and

collect the POTION from the doorway to
replenish your strength. Go right again, and

then take the upper-left exit and cdiect
the scroll from the centre of the screen

Take the left-most path, then take the upper-
right exit. On this screen you need to collect

the ROPE situated just under the window, but
be careful not to venture near the tree, there is
a nasty bug in the program which often gets you
stuck 'behind' the screen.

Take the bottom exit, then the bottom-left
path into the scroll screen. Take the bottom-right
exit, then tne bottom-left then follow the path
intathe next screen and jump back over the lily
(vitht i  is a touch more difficult than before).
Once over, follow the path round to the start
screen and take the bottom exit. Use the rope
here to climb down the rocks, avoiding the
deadly ivy as much as possible. Then go into
the next screen, and again enter the Shoguns
domain with the scroll and nunchakas at hand -
kick his bony as before.

SOs
' SPECIAL

LEVEL 3: WATER
From the start screen: take the upper-nght
path into the next screen, collect the SCROLL
from inside the doorway, then take the upper-
right path. Take the top exit and collect the

STAFF which is cunningly hidden in the
reeds at the



very bottom of th,
screen Now go
along the upper- -
left path, then
take the top
path again,
collect the
POTION from
the vase
and take
the right-
hand exit.

This next
bit Is tricky: you must jump on
to the wooden jetty, which can be done by
standing in the 'square* just to the light of the
fence corner. Now run straight towards the jetty
and jump just before you reach the water (pray-
ing also helps too). Now walk CAREFULLY
along It into the next screen and pick up the
PLUG from the end.

Go back the way you came, jump off the• i
jettyl and take the bottom-right exit. Nip behind
the hut (sounds ominous - Ed) and collect the
GEAR COGS for use as shunkens. Take the
upper-right exit, then take the upper-left exit.
Now take the bottom-left path into the waterfall
screen -  the waterfall blocks the exit, and Must
t,43 stopped in order to complete the level.

Cross over the bridge and go into the next
screen. Take the left-hand path, select the
plug, then walk up to the drain at the
water's edge and use the 'pick
up' motion to plug the whirlpool
(you will flash when it's been
done correctly). Go back the
way you came to the waterfall
screen, then select the
scrollinunchakas and enter the
doorway to face the Shogun.

LEVEL 4: FIRE
From the start screen: go into the
next room and collect the STAPLE
from the forge Take the lower-left
path, collect the POTION from the
cauldron, then go back into the previous room.
Take the middle-right exit into the lava room
and jump across via the central path (DO NOT
jump across the blocks) Go into the next room
and, holding the staple, climb up the wall and
exit along the balcony.

Continue through the next room and into
the doorway, then collect the METAL INGOT
from the base of the drain pipe_ Climb down the
left side of the ledge and take the top exit, then
walk into the workshop area and pick up the

right exit, jump right back
across the lava and exit
the room

Climb up the wall.
and follow the path
round as before. Climb
down the ledge, take
the top exit, then take
the top-left exit past
the workshop WaliC-
up to the furnace

-

•

C O M M
SWAMI()Imp

DUST MASK from the bench G c
back into the previous—

leis* air_ s c r e e n ,
- - - - - - - - - - - -  c l i m b  up

and go
!  through

the door-

/ 1 S W  w a y.  Make
your way

through the
, next room,

-7!'• then climb
down from the
balcony and exit

• a b g e l l F . C L I C  into the lava
bititt iortLW. room. Jump

across to the
middle path. select the mask, and go left into
the otherwise lethal dust room. Collect the
FLOW AID POWDER from the barrel, take the

irzm---1-aorb."0-1,1t

WELL /ARO POKES
If you own one of those handy Action
Replay cartridge-type things, these POKEs
will no doubt be a blessing in disguise
(they're not very well disguised -  Ed).
Simply freeze the game and enter the
required POKE on each level for infinite
lives. And don't forget, if you're playing the
cassette version you also have an infinite
supply of continue plays (thanks to a
rather nifty bug in the program).

GAMES TIPS

and standing just behind the nearby line, use
the bellows with your 'pick up' action; the

furnace should burn brightly (IF you
remembered to pick up the bellows
on level Iwo, that is).

f l  T a k e  the top exit. collect theSCROLL from the cauldron, then
take the top exit again and pick up the

KEY MOULD from the barrels. Go down the
bottom-left path, then use the key mould in the
furnace to make a key. Take the lower-left exit,
stand opposite the gate, and use the key to
open it. Have your nunchakas and the scroll at
the ready, then go down the steps to the
Shogun's lair.

4 3

LEVEL 5: VOID
By now you should be pretty competent
with your nunchakas; if not, practise,
because you're not going to survive this
level unless you know how to chuck 'em
accurately. You DO NOT need full Bushido
power to kill the final Shogun, but the more
power you have, the easier it will be. From
the start screen: take the top-right path, then
lake the right hand exit. Go along the upper-
left path and collect the POTION from the
corner of the next screen Take  the left-hand
exit, pick up the SCROLL from the corner,
then take the left exit again. Take the left

path, then go left again into the Shogun's
-  c h a m b e r  for the final

0  .

& E l f  iirt. ,'"••••1,,,, showdown (cue eerie,• t  ( sombre music),
Stand in the centre of

the star, then press Fire
'41b
--. a n d  push upwards on the

joystick. Keep this move
held, and select the scroll
The Shogun should start
lobbing shurikens in your

direction, which is why you
MUST remain crouched forward -  the stars will
be deflected back at him. After a while he
should undergo the first stage of his destruc-
tion, but the fight's far from over. Now you

a.
; must defeat him using only your nunchakas

and Bushido.. good luck!
After that you can sit back, relax and

i  watch the graphically stunning end
sequence (oh go on. you know you deserve
it). And it you're a beat-'em-up fansothen check out our Ultimate Beat-

'Em-Up feature on page 16

CASSETrE VERSION
POKE 28986,165 -  Level 1
POKE 2 9 2 3 1 , 1 6 5  -  Level 2
POKE 2 8 8 2 4 , 1 6 5  -  Level 3
POKE 29059,165 -  Levei 4
POKE 2 9 2 1 2 , 1 6 5  -  Level 5
DISK VERSION
POKE 2 8 9 6 2 , 1 5 5  -  Level 1
POKE 2 9 2 0 7 , 1 6 5  -  Level 2
POKE 2 8 8 0 0 , 1 6 5  -  Level 3
POKE 2 9 0 3 5 , 1 6 5  -  Level 4
POKE 2 9 1 9 2 , 1 6 5  -  Level 5
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litCA'RFOON
W O N D E R R O Y  4 I M I R  s e l e c t  ' l o w i n g  items as yo

the ROPE, the JETPACK, the 0
GAS MASK and the BOTTLE 0  U M .
•  N o v *  amp requested by: Boort Field PJ Coloon. Kyle
Wilson Melanie Clark Bleire and Victoria Hi.gtord

Activision/Hit Squad
Don't be fooled by the title of this game -  the

so-called
Wonderboy is
a bit of a wimp,
really. So, to
help him along
a bit, try this

tmg POKE
r infinite lives

(without which

!sit
just me

orisstie

1 1 1 k .  C r O S S .

eyed?-- — .46..... s.ilia.....
1 / \ 1 9 3 W t  I t t r t ibmi tgink*Elbit

T M  W e b

i x • • •

Imi
_the game is vi•

tutEDERBay-
.:,528

157,
16 -

Tuna,  lacrimal

You dirty
t cheatin•

rat -or,
m o l e .

:thick

PaulDowns.
wNemM

THE RUN
remlln

For immunity to the
various nestles

roughout the
erne. try this

: enter I
TO

Ton the high
e, then start the

game and collect the Ii a t  on the second
screen. Oh, and you should

SOS
TIM)J

TOP CAT HITEC
Many of the people who wrote in for an infinite
lives cheat for this game had problems with the
listing printed in CP3, so here is the corrected
version... a mere two years later (well, that's the
British postal system for you -  Dave).
, REM TOP CAT CHEAT BY M PUGH

FOR K.522  TO 555:READ I:C.C.01:POKE

arr. John Re
w Tolley. Lee
Fondacaro OW

•

4'•"DATA ERROR":END

CREATURES
Thalamus
Not content with creat-
mg Creatures 2. one the
best games ever on the 1 r
C64 (until Mayhem In
Monstertand arrives, that
is), the Apex E3oyz were also
responsible for one of the liar
Creatures. So don't be asham
following listing for infinite lives, shi
no collision detection.

DATA
DATA
DATA

Mr- -

" INFINI  • 1 .  Y/W:AS:IF
POKE 6 11 , 1 4 1

' INF IN ITE  SHIELDS Y / N " ; P - :
POKE 614 ,141

COLLISION I f i N " ; e $ : I F
7,142
,8:SYS 520
44,247,160,017,140,064,003

,40,062,003,032,108,245,169
41,233,016,169,061,141,234

169,002,141,235,016,162,151
,158,016,157,158,002,202,208

7,169,166,141,020,003,169,002
.41,021,003208,254,141,013,220
072,165'. 4 1 , 2 4 0 , 0  , 0 8 2
141,:
104,
002.

or this entertaini

and those essential PO t h e  Action
Replay Cart owner
Pcir•-•E ,  ,  -  Infinite lives
PoFE •  ,  -  Infinite shields
POKY- -  ' ,  N o  collision
•  Creators" help requested by: Michael Treagost. P
Fitzgerald, E. North. Gary Halliday. Jonathan Price. P Jonas. R.
J Foster. Leroy Kirby. Carl Gannon, Robbie Daly, Richard
Murray, R. Richards, ChnottosHanco. SCOti BOUM, Debbie
Coggktla Liam O'Hara Shaun Watson David Hadley. Adrian
Cardy and Tony Lockwood

•

•  Rodemd help requested by: Thomas Aids,
DJ Gun, David Latta Alex Mawr]. Wand
Alistair Wilson, and P °swell

STEG THE
SUMO
codeMastere P r o p a n e  tuslug it out. --

, II the passwo

,003
,169
,162

D  Storm
a very simple cheat mode for this sickly

ormer. When you collect the last let-
word 'EXTRA', hold down the Fire

button -  you can now skip through any of the
levels, leaving only the guardians to be tackled_

hMan,
14"

1 - 4 4 0
little fee -  - -

up aren't enough, try entering POSH
MOTOR as a password to activate the

cheat mode (Ft can then be used to
skip levels).

LEVEL 2  -  RDNUHCCMGU
LEVEL 3  -  EDOUTIOCKO
LEVEL 4  -  HDPFLIVLCCM
LEVEL 5  -  ODOMFUVLIC
LEVEL 6  -  MEBHETPIAG
LEVEL 7  LECGODTRHK
LEVEL 8  -  NEDGFLDVRL
LEVEL 9  -  OEFVFIAGHLV
LEVEL 10 -  PEGITHIGLD

•  skig the Slug help requested by: Rachel Porter. Robert
MoGackin and Grant McMaster

1.

GAMES TIPS

Alt
If only this listing worked
in real life.., infinite

kisses, infinite alcohol and infinite money...
0 REM ANDY CAPP CHEAT BY WAZ
1 FOR X.528 TO 572:READ Y:C=CI-Y:POKE
X,Y:NEXT
2 I F  C<>5024 THEN PRINT 'DATA ERROR":END
3 INPUT "INFINITE KISSES Y/N":AS:IF
A$---"N" THEN POKE 556,206

4 INPUT ' I N F I N I T E  ALCOHOL 171,1":2.$:IF
111$="N" THEN POKE

561,206

5 INPUT " I N F : N I T E  MONEY Y i N " ; C $ : I F  C $ r * N .
THEN POKE 566,206
6 POKE 157,128:515 528
10 DATA 169,029,141,040,003,169,002,141
11 DATA 041,003,032,086,245,169,011,141
12 DATA 206,001,169,034,141,207,001,096
13 DATA 087,065,090,169,173,141,004,174
14 DATA 1 6 9 , 7 ' , 4 1 , 0 3 0 , 1 7 3 , 1 6 9 , 1 7 3 , 1 4 1

DATA
•  Andy Capp help requested by: Andreas Paviou. Stephen
Harding, Dean Lorton. Scott Gobson, Gary Thompson, John

Ramsay, Gavot Black and
Dominic Wright

August 1993



O U T  R U N  LISCkAdACxx
Let's face it, this game is hideously unplayable
-  its hard enough to Out am a snail, let alone a

.101111ck
sportscar,. ,  w c u l d h a v e i t  %h a l i s t i n g
kgint.n•1 a n d i m i i m o i b i l i t y. U n c
O REE,OTRUN CHEAT BY M PUGH
1 FOR 5 2 5  TO 557:READ Y:C=C-4-Y:

Action Replay owners c g i v e  these a go:
POKE 34686 ,173—In f in i te  e

POKE 44049,9C —Invincibil ity
•  Out Run help requested by: Andr 0  Grail. Chris
Bel, Simon Musson, Robert Hickley, Artdity c t o r .  J Dodd, M
Edmondson, S Humphries, A Docey and Andrew Downes.

TURBO OUT RUN US aold/Kbot
Probably the best game in the Out Run tnlogy,
but the action gets dead difficult dead quickly.. --
Fear not! Here's a splendid listing for infinite
lime, infinite credits and unlimited turbo use.
0 REM TURBO CHEAT BY M PUGH
1 FOR X.525 TO 562:READ Y:C=C4-Y:POKE
X,Y:NEXT
2 FOR X=396 TO 465:READ Y:C=C4-Y:POKR
X,Y:NEXT
3 I F  C<>11328 THEN pRimr  D ATA ERROR ":END
4 POKE 157,128POKE 464,53:SYS 525
10 DATA 0 3 2 , 0 8 6 , 2 4 5 , 1 6 9 , 0 2 4 , 1 4 1 , 0 8 6 , 0 0 9
11 DATA
12 DATA
13 DATA
14 DATA
15 DATA
16 DATA
17 DATA
18 DATA
19 DATA
20 DATA
21 DATA
22 DATA
21 DATA

169,078,141,088,009,076,016,008
072,077,080,238,032,208,169,032
141,045,194,169,140,141,046,194
169,001,141,047,194,096,169,154
141,050,004,169,001,141,051,004
238,032,208,096,169,003,141,223.
255,032,146,004,162,009,160,000
173,163,062,201,054,240,030,048
021,173,163,062,201,173,240,007
142,057,063,140,028,053,096,142
078,063,140,049,053,096,142,028
063,140,255,052,096,142,054,063
140,028,053,096

•  Turtle help reclaimed by: S Lee, 0 Grall. Sean Treacy,
Woodhouse. Evan toKeeters. Clark Wilson, Jared & Hobert
Madden. Akan & Paul. Bey Davies. David Prouclock and J Monks.

OUT RUN E
LIS Gold
Cruising across Europe at a  s p e e d s  -
there's nothing quite like it. If you fancy infinite

. ,
time and credits on all levels, plus infinite

s and ammo for the first couple of levels,
trythiSSrpartfiSCINg.
0 REM EUROPA CHEAT M  POOH
1 FOR X=565 TO 618 -  Y : C = C + Y : P O K E
XoY:NEXT
2 I F  C<>6016 THEN PRI
3 POKE 1 5 7 , 1 2 8 S Y S  5 6 5
10 DATA 0 3 2 , 0 8 6 ,  7 0 , 1 4 1 , 2 2 7 , 0 0 2

I  DATA 1 6 9  2 , 0 9 6 , 0 7 2 , 0 7 _
DAT , 0 1 2 , 1 4 1  , 1 8 9 , 1 6  8 8

4,189,169 2 5 , 1 8 9
14 0 7 6 , 0 0 2 , 1 8 8 , 1 4 1  1 , 1 6 0 , 1 6 5
15 D 1 4 0 , 0 8 1 , 0 2 1 , 1 4 C  3 ,020 ,140 ,150
16 DA' 1 0 6 , 2 0 0 , 1 4 0 , 0 e , 0 3 9 , 0 9 6

And here are those Action Replay POKEs
you've all been waiting for (well, all of you with
Action Replay cartridges, anyway):
Fv.:)KE 54 5 9 ,165 — Infinite credits
POKE 1 3 9 , 1 6 5  -  Infinite time

PC-5..Z' 27286,165 -  Infinite boosts
_-----ft4KE 10051,166 -  Infinite ammo

•  Out Run Europa help requested by Steven McOueen,
Mark Osborne, Colin Sharrock, James Denuir, Thomas Flynn.
Michael Zwitser. C A Lewis, Dr Do Nothing, Matthew Chandler.
Nicholas Power. Christopher Jones, Carl Gannon, Benjantel St
John, Suzanne Boyle. Colin Hales and Warren Anderson,

C H A S E  H Q  Ocean/Hit Squad

For infinite turbos on this gaudy Starsky and
Hutch simulator, type in the following listing,
SAVE it for future use then RUN the blighter.
0 REM C A A .  •!-K.2 CHEAT 3 1  WAZ
1 FOR X=384 7.1 417:READ Y:C=C+Y:POKE
X,Y:NEXT
2 I F  C<>3556 THEN PRINT D ATA  ERROR":END
3 POKE 157 , I28 :SYS 3 8 4

.94%

ERROR' :END

GAMES TIPS 4 5

THE NEED

X ,

attic

•

sha
co

3 THEN PRINT D ATA  ERROR
INPUT "  1 I N I T E  TIME Y i N "  AS  : IF

TEFN POKE , 1 4 1
4 1F7UT '  • C I B I L I T Y  Y /
THEN POKE 4 1
5 POKE 15
10 DATA 1
11 DATA 1 ;
12 DATA 0 7
13 DATA 173 ,
14 DATA 096

did
II that
foam

from?

9,024,141,086,00
8,009,076,016,00
8,032,208,169,17

173,017,172

FOR4SPEE'D
• PA

_1162.: •  41'4' W e  tirially
ot the s a p
Mains e t .

. •

1 3 —

14

1

'
1,

4

03,
5 1 6 9 ,
6 DA8 6 , 0

7 DATA : , , 0 3 2
8 DATA 141,' Ig

47,141,085,003,169,001,141
,096,072,032,156,001,104

08 ,096 ,169 ,173 ,141 ,094

Action - t y o  stuff :
• POKE i n i t e  time

POKE 7 0 2 , 1 7  I n f i n i t e  turbos

•  Cease HO help mg b y ;  Garry Crawford. 0 Grail,
Jabed Hussain. William English. Simon Musson, Jimmy Levene,
Allen Tamaoaoto, David F tmairdOkmml Brown. Matt Finch.
Larry Lamb, James Burgoine. Terry Watts, Chris liabitepoVenny
& Bjorn I  Jaeckx, P Drummuedsind Adam Smith..,iF'•-

P O W E R D R I
Activision/Hit Squad
Here's a superb Martin
which s h i f t  help even
racing drivers succeed -
every single time.
0 P
1 Ex
X, I  t

PDKE 1 5 7 , 1 2 8 S Y S  537
10 DATA 0 3 2 , 0 4 4 , 2 4 7 , 0 5 6 , 1 6 9 , 0 1 8 , 1 4 1 , 1 7 7
11 DATA 0 0 3 , 1 6 9 , 0 4 8 , 1 4 1 , 1 7 8 , 0 0 3 , 1 6 9 , 1 0 6
12 DATA 1 4 1 , 1 7 9 , 0 0 3 , 0 3 2 , 1 0 8 , 2 4 5 , 0 7 2 , 0 7 7
13 DATA 0 8 0 , 1 6 9 , 0 3 2 , 1 4 1 , 2 2 8 , 0 0 9 , 1 6 9 , 0 6 9
14 DATA 1 4 1 , 2 2 9 , 0 0 9 , 1 6 9 , 0 0 2 , 1 4 1 , 2 3 0 , 0 0 9
15 DATA 0 3 2 , 1 9 1 , 0 0 3 , 0 9 6 , 1 4 1 , 0 3 2 , 2 0 8 , 0 7 2
16 DATA 1 6 9 , 1 9 1 , 1 4 1 , 1 7 8 , 0 0 3 , 1 6 9 , 0 0 3 , 1 4 1
17 DATA 1 7 9 , 0 0 3 , 1 6 9 , 1 7 3 , 1 4 1 , 2 2 1 , 0 2 5 , 1 0 4
16 DATA 096 .214
•  Powerdrift help requested by: Chns Bell, Simon Musson,
Matthew Edmondson. Aden Higgins. and J A Meehan.

SUPER OFF ROAD

listing POKE
the most hopeless
it lets you qualify

PUtIERDRIFT CHEAT BY
-537 6 0 2 : R E A D  Y : C i  :POKE

PRINT ' L ATA ERROR ":END

Virginirronix
This game rep-
resents the
most fun you
can have on
theroad...
without actually
being on a road.
I rsa  little tricky,
infinite lives and
(Snip! - E c k
0 REM OFF ROAD CHEAT BY M PUGH
1 FOR X=271 TO  318:READ Y:C=C+Y:POKB
X,Y:NEXT
2 I F  C<>5364 THEN PRINT D ATA  ERROR":END
3 POKE 157,128:SYS 271
4 DATA 032,086,245,169,032,141,226,003
5 DATA 1 6 9 , 0 0 1 , 1 4 1 , 2 2 8 , 0 0 3 , 0 9 6 , 0 7 2 , 0 7 7
6 DATA 080,169,032,141,023,202,169,051
7 DATA 141,024,202,169,001,141,025,202
8 DATA 2 0 6 , 0 3 2 , 2 0 8 , 0 9 6 , 1 6 9 , 0 0 0 , 1 4 1 , 0 8 8
9 DATA 0 6 5 , : 4 1 , 1 0 6 . 1 0 , 1 7 3 , 0 3 2 , 2 0 8 , 0 9 6
•  Super Olt Reed help requested by: Mark Payne, Adam
Spurting. Derek Fitzsimons Andrew Davos, Paul Swift,
Daniel & Darren Merry, Glen Gillespe, Marc Steemoharned.
Allan Price and Ted Pearce

though, so what better than
credits? Sharon Stone in a...
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TECHIE TIPS

The land was in turmoiL
The populace was
in commotion.
From out of
the chaos
came a
man
who
could
restore
the balance.
They cal led him Jason of  the
Finch, Lord of all that  is C64. I f
you need his help then look in the
mirror and say seven t imes ' Inside Info'.
Either that  or you could wri te to Techie Tips,
Commodore Format,  3 0  Monmouth Street,
Bath, Avon BA1 2B1Af.

•

1 1 1 1 1 l I f t t r u r r r

11111315rEIPPPTiPPARP4

OBBORS281100800e
MEI 1 9 1 9 1 9 t 1  twit

15111! 1,

INSTANT
PICCIE
Dear Techie Tips,
If you load up a piccie
drawn with the OCP

Advanced Art Studio, it displays it in bits and
takes ages about doing it! Can it be made to
bring up the picture instantly?
James Buchanan, Kent.

If you're talking about when OCP loads one
of your masterpieces, then no, there
isn't really an easy way of getting
it to happen quicker. It you're ask-
ing i f  I can provide a quicker
replacement for the Basic pic-
ture display thing, then yes I
can. Type in and run the fol-
lowing machine code
loader then load the OCP
picture that you want to
display and enter sYS
49152 for fast results:

As Instant as y
0 RE%1 INST,INT OCP g e t i n i t s t i r n e .
J.FINCH
1 FOR X=49152 TO 49237tREAD
X,Y:NEXT X
2 I F  C<>10453 THEN PRINT D ATA
ERROR"tEN7
3 PRINT "SYS 49152 DISPL2,YS A  110ADED
PICTURE'
4 :
10 DATA 1 6 2 , 0 0 0 , 1 8 9 , 0 6 4 , 0 6 3 , 1 5 7 , 0 0 0 , 0 0 4
11 DATA 1 8 9 , 0 6 4 , 0 6 4 , 1 5 7 , 0 0 0 , 0 0 5 , 1 8 9 , 0 6 4
12 DATA . 6 5 , 1 5 7 , 0 0 0 , 0 0 6 , 1 8 9 , 0 4 0 , 0 6 6 , 1 E . :
13 DATA 2 3 2 , 0 0 6 , 1 8 9 , 0 5 6 , 0 6 7 , 1 5 7 , 0 0 0 , 2 1 6
14 DATA 1 8 9 , 0 5 6 , 0 6 8 , 1 5 7 , 0 0 ,  '1 '7 ,199,056
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15 DATA 069,157,000.218,189,032,070,157
16 DATA 232,218,232,208,205,173,232,195
17 DATA 174,233,195,141,032,208,142,033
18 DATA 208,169,063,141,000,221,169,028
19 DATA 162,059,160,216.141,024,208,142
20 !AT. 0 1 7 , 9 , 1 4 0 , 0 2 2 , 2 0 8 , 7 9 6

BOUNCE
BACK
Dear Techie Tips,
1 In Assembly language
listing mingles, when I enter

the bits like IDA RANDBYTE into my Action
Replay cartridge all I get is a question mark.
The same happens when I enter them into an
assembler called Psymon that I got with the

deceased CDU magazine. Haylp!
2 Is there a way that you can show all the
CHAS codes with their numbers. through
Basic, that would work on the C64 and an

Amstrad word processor.
3  I have enclosed a program that uses strings

ou'd t o  bounce text from side to side,
Paul Cardno. Merseyside.

The problem with Psymon is that it is a
monitor and the problem with monitors is
that they don't like you saying things like
LDA RANDBYTE. You have to find out the
actual memory location that corresponds to
the label RANDBYTE and replace it so that it
says something like i n  Sc280 ,  for example.
2  I 'm not entirely sure what you mean so I'll
just say no there isn't.
3  Thanks very much:
100 REM TEXT BOUNCER BY P.CARDNO
110 PRINT CHRS(147);CHRS(5)1

1 9 9 3

.20 POKE 53280,  I K E  53281 ,0
30 AS,,-."COMMODC,:L FORMAT I S  THE BEST

FOR X=0 TO L ( A S )
150 PRINT RIGHTS(AS,X)
160 PRINT CHRS(145);
170 FOR T=1 TO  20:NEXT T
180 NEXT X
190 FOR X.LEN(AS) T O  0  STEP - 1
200 PRINT RIOHTS(AS,M:CBRS(32)
210 PRINT C11RS(145);
220 FOR T=1 TO 20:NEXT T
T30 NEXT X

40 ODTO 140

WHAT A
DUMP
Dear Techie Tips,
I have written a really sim-

- ' 44 pie drawing program that
uses only two colours on a high resolution bit-
mapped screen. I want to put in an option to
dump the designs that are created to a printer.
Do you have a Basic program that will print out
a bitmapped screen to my MPB801 printer and
also a routine that checks to see if the printer is
switched on before doing it?
Dave Wilkinson, Sheffield,

First of all, to check if the printer is on. do
OPEN 4 , 4 : P O K E  1 5 4 , 4 : S Y S  65490:PoKE
154,3:CLOSE 4  and then check the value of
the variable ST. It will be 0 if the printer is
on, -128 if otherwise. So IF  Si< )0 THEN
PRINT "PRINTER ERROR" T h e  following pro-
gram will print Out a bitmapped screen
VERY slowly because it is in Basic, but at
least it works. That is, it works on an
MAS801 -  other printers may not find it to
their liking.
1DS MAP=8192:REM ADDRESS OF BITMAP
110 OPEN 4 , 4
120 FOR N=0 TO 7:1304)=2'N:NEKTN



FOR X=0 TO 319  STEP 7
p s _ 4

FOR Y=189 TO 0  STEP - 1 : V = 0
FOR BIT=0 TO 6
XA=X.BIT:XB=XA AND 7

ISO I F  B I T  AND XB THEN 200
BYTE.MAP+4Y AND 248)*4-1- (XA
--(Y AND 7 )

200 V7V444BITI*SON(PEEK(BY7F
Y3))
210 NEXT B I T
220 PS=PS+CHRS(V.128J
230 NEXT I

!- PRINT$4,CHRS(8):PS
NEXT X

CJ CL:D!

:30
140
:50
:60
1;k)

3%•iD

:L.ND Bi7

VICIOUS
CIRCLES
Dear Techie Tips,
1 How do you make a
sprite move in a circle?

2 How can you expand a sprite to make it
more than twice its original size?
T Tair, Tinsley.

It sounds like you could do with checking
out our Do The Sprite Thing features that

were in issues 33 and 34 (you

can order back issue on page 55 -  Dave).
But to answer your specific queries:
1 To make anything go in a circle you have
to use the maths functions COS and SIN.
These are so slow in Basic that your sprite
would move slower than a hedgehog in a
South American swamp (and don't ask how
it got there -  it's a metaphor, okay?).
Therefore, the following program sets up a
table of values in lines 110-170 so that the
movement is pretty quick later on. By fid-
dling about with the RADIUS value and the
offsets of 170 and 140 in lines 140 and 150
(000h, that's confusing, isn't it) you can
change the circular path.

. : ) . -
•%(c i .140-1-007]

, i0KE

53264,0POKE 5 3 2 8 7 , :
2040,13:POKE 53269 ,2

!THRSi147)

TO 9 0
5324E, ••

*.FINCH

PERMANENT FIXTURESDear Tech* Tips,
I  Your section is brilhant

doesn't the Ed get rid of T
you can expand your sectio

2  I'm experiencing a problem
my computer opened it up to look a

Power light to fix if. Once done, I put everyf
back together but the display went suciden
blank. :thought something might have his
I checked my C64 Over and over again and
couldn't find the problem. When I switch thecomputer On, the power

no d i s p l a y .  Please help, shows but there's

3  I'm using your Creatures 2 effect in a program
I'm writing but can't seem to get rid of the

coloured bar when the title screen end5. t r y  to
clear the whole screen with a PRINT CTIRS

but the bar just stays there. Do you havea small program to get rid of it?

4 Put loads of utilities e  Power Packs.
Slam  writing a program which needs on-scree
instructions. a m  trying to put a permanent four
lines of writing at the top Of the screen so that
when the main screen scrolls g o e s  under

Can you give me a program for it?Oisin B e l f a s t

I Well IF e a great idea... (Ithink not! -  TUB)
2 This couid well be to do with the fuse in
the power supply, and not in the computer.
You probably won't have been able to check
the fuse in there. Try to find a friend who is
willing to lend you his power pack and con-
nect your computer to that If that doesn't
work You II just have to get professional help.

: why 3  There is a short proggie that win get rid of
It, but I suggest yOU give SYS 65409 a tryn?

MB so b e c a u s e  it's even shorter. it basically has the
with s a m e  effect as the RUN/STOP and RESTORE

combination, but it allows your own programt the t o  carry on afterwards.
ly
hing 4  Erm, you'li have to go begging to Trent on

that one. (Were looking into It_ and n0,
ed. but t h a t ' s  not a bit of pollticalese just to fob youI o f f ,  we really are -  Ed.)5 Ad

Is machine code loader and then do
SYS 49152 when the four fines of instruc-
tions are in their place at the top. This will fix
whatever happens to be on the top four lines
until you do a Sy s 49202. The routine uses
simple interrupts to reprint the four lines 50
times a second so you may find that theyflicker a bit when the wh•

RIN cuNsTANT ToP BI7 e  screen scrolls.

X.Y:NEXT X1 FOR X=49152 TO 49217:READ Y:C=C-FY:F01,

2 I F  c.c).9273 ' N E N  PRI
D A T A  ERRORPRIT "ON: SYS 49152"

4 PRINT "OFF: SYS 49202"5 :

DATA 1 6 2 , 1 6 0 , 1 8 9 , 2 5 5 , 0 0 3 , 1 5 7 , 0 6 6 , / 9 2
DATA 1 8 9 , 2 5 5 , 2 1 5 , 1 5 7 , 2 2 6 , 1 9 2 , 2 0 2 , 2 0 8

12 DATA 2 4 1 , 1 2 0 , 1 6 9 , 0 3 0 , 1 4 / , 0 2 0 , 0 0 3 , 1 6 9
13 DATA 1 9 2 , 1 4 1 , 0 2 1 , 0 0 3 , 0 8 8 , 0 9 6 , / 6 2 , 1 6 0
14 DATA 1 8 9 , 0 6 6 , 1 9 2 , 1 5 7 , 2 5 5 , 0 0 3 , 1 8 9 , 2 2 6
15 DATA 1 9 2 , 1 5 7 , 2 5 5 , 2 1 5 , 2 0 2 , 2 0 8 , 2 4 1 , 0 7 6
16 DATA 0 4 9 , 2 3 4 , 1 2 0 , 1 6 9 , 0 4 9 , 1 4 / , 0 2 0 , 0 0 317 DATA 1 6 9 , 2 3 4 , 1 4 1 , 0

18 DATA 2 2 9 , 0 9 6 2 1 , 0 0 3 , 0 8 8 , 0 3 2 , 0 6 8

?4.,7•!

• •:•••••-r N

2 To expand sprites to more than twice their
original size is impossible. Instead, you
should make up, say, four sprites and then
position them so that their edges touch. In
this way you end up with what appears to be
one huge sprite.

• '7,1

BARRED
Dear Techie Tips,
I am an avid reader of your
section and I thought it was
about time I contributed

something_ In
CF25, you gave a
listing called
Behind Bars
which created a
menu in which
you could select
something by
moving a high-
light bar Over it.
Well, I've come
up with some-
thing very
similar
(although sim-

pler) which uses
Extended Background Colour

Mode (EBCM, discussed in CF30) to make
the bar behind your choice flash through
a sequence of colours. When the menu
comes up, use Fl to move the bar up
and F7 to move it down. The RETURN
key registers your choice.

E5CM MENU BY ':.WELLS
CHOICES=5:COLOURS=8:DIM

:,:OICES(CHOICES),COLOURLCOLOURS1
15

:!0 DATA "CHOICE 1" , "CHOICE
2","CHOICE 3" , "CHOICE 4" , "CHOICE 5 "
30 DATA 0 0 , 0 6 , 1 4 , 0 3 , 0 1 , 0 3 , 1 4 , 0 6
35 :
40 FOR An T O  CHOICES

! READ cHO:CES(A)
NEXT A
FOR A=1 TO COLOUR
READ COLOUR (A)
NEXT A

A highlighted
menu.

1'10
120
130
135
140
150
60

180
190
200
210
220

PEZE 53280,0:POKE 5 3 1 , 0
?OFF ' , . . ,12,21;P,CZE 64,E.,15
POKE2 6 5 , P h Y 1 5 3 2 6 ' , 1  OR 64
PREOr t i l iR$ (14- , ; :X=1

a
PRINT CHR5(1D);
IF  X>CHOICES THEN
IF  X<1 THEN X=1
FOR An T O  CHOICES
PRINT CHRS(17):CHK.Si17);
I F  A . X  THEN PRINT CHRS(18):
S=INT( i4O-LENiCHOICE$iA)) ) /2)
PRINT SPC(S):CHOICES(A)
NEXT A

X=CHOICES

CURRY FORMAT 3 5  August 1 9 0 3  ),••
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INFORMAILN BANK
Just a short one this month, but as full of
goodness and protien as always. If you've
been wondering how to 'rough scroll the
screen quickly and efficiently in Basic, try
out the routine below. Merely by entering
PRINT SC'S will scroll part or all of the
screen left by one character block. Change
the values of GAP and BLOCK to vary the
amount that is scrolled.

SC$.CHR$(19):GAp=5:131fA•
11, GAP=0 THEN 4
FOR X=1 TO GAP:SCS.SC$.CHR$(17);

NEXT X

4 FOR X . 1  TO BLOCK:SC$=SC$+CHR$(32)
+CHR$(20)+CHR$(17):NEXT X

10 REM PUT SOME RANDOM LEITENS ON M E
.X.7REEN
20 PRINT CHR$(147);
30 FOR Y=1 TO 24:FOR X . 1  TO 39
40 PRINT CHR$IRND(1)•26+65).;

X:PR1NT:NEXT Y

WIN DO THE SCROLLING
80 FOR N . 1  TO 40:PRINT SC$
90 F077 9- '1 T o  25:NEXT T, N

225
230 .
240 7  A$;POKE 53283,COLOOK,:-.
150 A S = C H R $ 11 3 3 )  THEN X=X-1 ;  DTO
140
:60  I F  A$=CHR$(136) THEN X=X+1:GOTO
140
270 I F  A$=CHR$113) THEN 310
280 FOR Z=1 TO 20:NEXT' Z
290 A=A1-1:IF A>COLOURS THEN A . 1
300 GOTO 240
305
310 POKE 53265oPEEK(53265) AND 191
320 PRINT CHRS(1471
330 PRINT "YOUR CHOICE:" :X
340 REM <PEST OF PROGRAM',
Glen Wells, Liverpool.

Ah, I'm touched ( we knew that -  Ed) -  peo-
ple do actually listen to what I say in Techle
Tips. Ta very much for the listing. The
DATA in line 20 should be changed to suit,
and the colour DATA in line 30 can be
changed as well to provide different
colours, so long as the values of CHOICES
and COLOURS are changed in line 10 to
whatever's appropriate. Alternative colour
combinations are;
30 3 0 ,  _
30 2 0 , 3 9 , 0 . 9 , 0 2 , 1 0 , 0 7 , 0 1 ,
07,1:,,2,013,09:REM SET
COLOuRS4.2
30 DATA 00,05,07,13,01,13,07,05

MUSIC TO
MY EARS

Dear Techie Tips,
When me and my friends are pro-

gramming on the Archimedes. we put
on some music in the background.

This is very relaxing because, as you
know, sometimes programming can get
extremely frustrating. Can you do the

same on the 064?
2  How much better is
a C128 than a C64
and has it the same

layout as an Amiga?

•  Could you tell me where
I can get hold of an IEEE

488 interface cartridge?
Mr May. Barrow-in-Furness.

Meedmore Distribution Ltd, 28 Farriers
Way, Netherton, Merseyside L30 4XL

051 521 2202.

•  Which disk drive would you recommend,
and is there a company which sells quality
second-hand hardware?
Chris Wilson, Blyth.

The best 5.25-inch disk drive to get for a
C64 is the 1541-11 available from Datel
Electronics. There could well be a com-
pany somewhere in the omniverse that
sells quality second-hand hardware but I
don't know of any in particular.

3  Why doesn't the memory saving program
which was in issue 29 work ?

Shaun Underwood, Taunton.

Erm, well. yes. I can't see that using
a C64 instead of an Archimedes stops
you from reaching around, pressing
the POWER button on your CD
player/stereo/radio/whatever and then
hitting PLAY. Sticking a
CD/tape/record in the relevant
machine also helps. Seriously,
though, it is possible to have the C64

playing music while you
program; you have to find
an interrupt-driven piece

and just start it off. I can't explain
how to do that because most pieces are
either in different areas of memory or they
are started differently.
2 The C128 is basically three computers in
one: a C128, a C64 and a thing that allows
you to do CP/M or something. Programs

•  DEMI-SEMI-OUOMMODORE FORMAT 3 5  August 1 9 9 3

•  How old are you and how much money do
you make in a month?
Mark Wadham, St,Austell,

Too old and too little.

•  What is the symbol on lines 31 and 35 of
the Cyberdyne Simulation program you gave?
Is it an up arrow? And I keep getting an OUT
OF DATA error on line 17.
Steve Huiston, Cheshire.

The " symbol is indeed the 'arrow up' key
on the keyboard. It stands for 'to the power
of', for the mathematically minded. The OUT
OF DATA error will be due to the fact that
you have missed out a number, or added an
extra comma, in the DATA statements later
in the program. Line 17 is simply the line
that is getting confused because of the
error later on in the program.

written in Basic have a tendency to plod
along even slower than on the C64 even
though the C128 has twice as much mem-
ory. The C1213 has an 80-column screen
built-in which is dead useful in some cir-
cumstances but there is very
little software available
for it. It has
nowhere
near the
same layout as an
Amiga and cannot
really be compared
with one at all. The
C128 is still an 8-bit
machine at heart.

: 1 1 P

3  I f  you mean the
one w i th  the
FOR...NEXT loop in
it, its not meant to work; it just shows you
how to go about making loops do what they
should do. I assume you haven't typed in line
50 exactly as it was shown. I f  you don't mean
the one with the FOR—NEXT loops then I
don't know because I haven't got a clue as to
which program you're talking about.

And with that I run Out of space for this
month. What a shame. And I had so many
other letters to... (watch it, mate
your pushing your luck -

IT'S A FAIR COP
Okay, we own up. Well actually, It was one
of those quirks of desktop publishing (we
always blame everything on them if we
can). In the Expanded Sprites box in last
months Do The Sprite Thing feature
every time there is a i t  should actually
be a T. It's the same key on our key-
boards, y'see, but a different font.
(Excellently wriggled out of - Ed.)

(0
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AND AT
THE TOP OF
LEADERBOARD IS...
Or, in other words, this is who won...
Derren Heath, Fishguard.
This is totally evil_ Hannibal Lecter could
have designed this course (if they'd let
hirn have sharp pencils and he wasn't in
a straight jacket...)

The first problem
comes in addressing the
ball. It's camouflaged
green, you see. just like
the tee. Then.. Derren has
cunningly placed a number
of distractions right near the
start -  figuring that if you go
wrong here, i t s  game over
(man). The first priority is to
Chip over the brick wall which
is, 'rather unhandy'. To pile the
pressure on there's also Des

E a . - 0

We were so wowed by Nick
Faldo's Championship Golf
that we ran run a compo to
celebrate its release. Up

for grabs was a set of clubs supplied by
Grandslam. All you had to do was answer a
few questions and then design the ultimate

111•iw• u n p l a y a b l e  golf hole, a hole
that even Nick Faldo (on a
good day and wearing his
lucky socks) wouldn't

ave had a hope of playing in
par. The response was brilliant. Trenton takes
us on this PGA Tour of Terror...

David
Aintr

otit ivoin•to

t w i n  LetitheRitirpev6tAf ,P o .

O'Connor music blaring from a ghetto blaster.
The nightmare continues as you also get an
ear-bashing from the world's least helpful
landowner, Farmer Palmer. His dulcet tones
can be beard to cry, "Art my land, you
townees," despite the fact he sold up lock,
stock and barrel to the golf club 15 years ago.

Once past the initial hurdles, the
fairway is lit-

C•••I5 ( I r k . r , 6 • 0 4 6 .
tl000•k 1 4 , 0 1 ,

I M F  Z a n .  4 9

aparroreAl lg  n o i r  egoseisr

100000,
AN wow.' a g •  • •

•roult P i /

Roar OF

t o w a s
"4.be

• a  O i lman C u e
Amwapat TO Ts4 111,N;

A t . .  • • •• 4olooliT•61' s - a .

: M O M 1111111P
tered with trees. A fairly 'safe' hazard one
might think, until you hear the roar of a
Challenger tank's engine and the thump of
its main gun. Congrats, golf folks, you've
just wandered on to a NATO firing range!
Artillery then rains down and helicopters
strafe you until you play the ball over the

river and into relative safety,
The river isn't that easy to

cross, as it's got sharks and the
Lock Feld° Monster roaming the
waters, and, erm. no bridge.
Make it through and you're on
the home straight. There's just a
few meters of razor wire and an
electrified fence to go before
you can begin to play the ball
up the mountain (in case you
hadn't noticed) and into a burn-
ing hole. Simple. It's a Par five
but would probably take you 23
strokes and a few minor
Injuries to complete.



the ball over a
so that it
ano on the far
proach shot

ntally, is cov-
'la r  than

ast' variety). From here on the going s
easy I s h .  All you have to do is play past the

, e n t i r e  US Marine Corps and through a 500-foot
net, then avoid the bottomless ditch around the
oerioherv of the green.

pkik-c CA4k-

O.) ',,Uc•
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THAT'S CRUEL
THAT IS!
Some of the nastier golfing
hazards you came up with:

VINNY JONES -
Callum Chan, Ayr.
Now that's just plain
unpleasant. Meeting
soccer's hard man
whilst equipped with
a golf club might give
you a little better
chance of escaping
alive, but escaping under
par? I don't think so!

BLACK HOLE -  Craig Kendall,
Greenock. This could either be a
collapsed star-type thing or
the Disney movie. The for-
mer would be hard to
beat as it sucks every-
thing including light
and golf balls into i t e d .
heart. The latter? Well
anything that bad is
bound to be off-putting.
(Off 'putting' -  geddit?)

TEE -  Grahame Todd,
Lame. 'Knee deep. piping
hot, black and no sugar. No, I l e
must admit, I didn't get this gag first
time around. either.

GOLF BALL MOUNTAIN -  David
Graham, Cregboy. A huge pile of old
balls. One shot into there and you'll never
find yours

WIDE SCREEN TV SHOWING
REPEATS OF ELDORADO- Roland
Jackson, Lancaster. Extremely evil The
killer soap bites back as the ultimate green
defender. How could any golfer face this
hazard and survive?

DRAGON BREATHING FIRE- Robert
Mitchell, Someplace. Apart from the logisti-
cal problems caused by this being a
mythological beastie, it should prove to be a
brilliant obstacle. Just one
thing,

though -  wouldn't it be more effective
if the dragon breathed the fire rather
than the fire breathing the dragon?

FAKE HOLE -  Ben Pollard, Newport. Just
plain nasty. Having survived Ben's crash-

helmeted sheep you'd be gutted to
4

1 t - j  1104 s i n k  your ball in the wrong hole No
• - fair! Referee! Neat move

BOX OF COMMODORE
FORMATS-Andrew
McConnell, Whauphill.
"Impossible to gel past," Andrew

said, which might sound creepy
but it's true!
THE GERMAN BORDER -

Michael Fry, Wantage. So that's where
the Bedin Wall got to No  sooner had the

Germans declared national
unity, peace, love and

doe
doo e c o n o m i c  turmoil than

they woke up to find
their wall had been
half-inched -
barbed wore,
Checkpoint
Charlie. The
Brandenberg Gate,

naff graffiti about
L12, the lot.
THE A36 -  David

Doherty, Sligo. What an
excellent obstacle, having to play

over the A36, possibly the busiest road in
Western Europe (well possibly not but it
runs near our offices and we all loathe hav-
ing to drive along it so it appealed to us, so
heti!). You tee oft near Heytesbury. then d's
a none-too-pleasant drive (dnve, geddit?)
down to Chippenham.

MOVING TEE AND TABLE TENNIS
BALL -  Andrew Duckett, Wedmore. A
fiendish little combination. this. The tee
whizzes randomly about so that ifs hard to
actually hit the ball. Most golfers would see
this as The trap' when, in fact, i fs  rust a cun-
ning ploy to stop you realising that the ball is,

in fact, of the ping pong variety and not just
a Ping (obscure golfing reference

alert -  Dave)!

5 0 SPECIAL

;, •
A sel o f  the weirder fish... er, sorry, sugges-
tions that we received for golf obstacles:

•  POPLAR TREE -  RA Morgan. Welwyn
Garden City. Why poplars, why not birch, or
cedar, or larch? Are poplars 'unpoplar in

Welwyn Garden City?
- -  T A N K S  Te r r y  Anthony

Spicer, Dover. What a brilliant concept. Not
much use in a war, but brilliant all the same.

•  JOHN MAJOR (in red and white striped pyja-
mas)-  John Robertson, Whitebank. Hmm. a bit

political but we laughed. But what's he doing in the
Underworld Golf Open? And why red? Surely blue
would have been more appropriate?

•  SWISS CHEESE BUNKER -  Daniel Smith,
!Donor:Ant. It's Emmental, my dear Watson. (He
only included this suggestion because he's been
wailing to crack that joke for ages -  Dave).
•  CAT LEG LEFT LONG PAR 5 I  Foster,
Camberwell. But surely a cat-leg and a dog-
leg are exactly the same shape?
•  POND H U E D  WITH SQUASHED TOMA-
TOES-  Lisa Hewitson, Darlington. What?
Very unpleasant, I'm sure -  but a hazard?
•  F.Y.P1,..OSIVE BOGEYS S a m  Breeze,
Welshpool. That'll take 'em by surprise.
The players are bound to think this means
one over Par but... (snip, in the interests of
r o d  -  Dave).

August 1 9 9 3
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SPARES &  REPAIRS

SorrwARE CITY P.O. Boa SEIS, Wolverhampton WV! rt-P Tel :  0902 25304 F a r  0902 712751.

Commodore 64 Power Supplies £ 1 8 . 9 9
Commodore 64 /128 Compatible Data Recorders  LIS. 99
Commodore Tape Head Alignment Kit £ 9 . 9 9
Commodore Data Cassette Head Demagnetizer £ 9 . 9 9
Commodore 64/128 Light Guns and Games £ 2 9 . 9 9
Commodore 64/128 Light Pen and Software £ 2 9 . 9 9
Commodore 64 Instruction Manuals £ 4 . 9 9
Commodore 64C Modulators £ 1 9 . 9 9
Commodore R.F. Leads £ 3 . 9 9
Commodore Replacement Data Recorder Plug & Lead £ 5 . 9 9
Commodore Printer/Disk Drive Lead £ 5 . 9 9
Commodore Colour Monitor Leads £ 6 . 9 9

Prices include VAT, postage and packing.

E  =  Am, I

All orders sent by return: Cheque/Visa/Access
T r a d i n g  P a s t y  Victoria Road,

Shifnal, Shropshire TF11 8AFVISA E lTel/Fax (0952) 462135

SorrwARE CITY P.O. Boa SEIS, Wolverhampton WV! rt-P Tel :  0902 25304 F a r  0902 712751.

'Coll us on: 24 Hour Credit Card Hotline 0902 25304 F r i E  =  Am, I

6 4  FULL PRICE T r e a s u r e  Island Dizzy .  3 . 9 9Trivial Pursuit   . . . . . . . 3 . 9 9
Turbo Chortle(.ASS DISK- -  - - .. - N E W  3.99Turncan ?  3 . 9 9

Creatures 2  8 - 9 9  -- 18-9 9 Ultrnote Golf 4  99
Crystol Kingdom Dizzy  -  -1-99 N / A  world Class leaderboard, Leoderboord &
Delek Attack   • 7 - 9 9 - 1 8 - 9 9  Tournament  4 . 9 9Exile   _ 8 1 9 . 1 0 . . 9 9
lirst Somumi   . 1 3 . 9 9 _ 1 2 . 9 9  Wrestkag Superstars  3 , 9 9w.wf. 3 . 9 9
Football Manager 3   . 7 . 9 9 . 1 0 . 9 9
Pk Donald land   . . 1 3 . 9 9 _ 1 0 _ 9 9  B A C K  C ATA L O G U E
Nick Fakla's Championship Gall 10.99 N / A  Barbarian 2  N E W  2,99
Hobby the Aardvark N I W  8.99  N / A  Coiittanto GOrtleS  N E W  2.99
Papaya 1 and 2 and 3 N E W  4.99........N/A Fun Schal 4 (Under 5) (Olsk) 4 . 9 9
Postman Pm 1 and 2 and 3 NEW 4 99 N / A  Match ot rhe day  N E W  3.99
Sleepwalker 9 . 9 9 . . 1 5 . 9 9  Outrun... . .  N E W  2.99
Spore Crusade   . . . . . . 7 . 9 9  N / A  Renegade  2 . 9 9
Stroeffights( 2 8 . 9 9  _.12.99 Target Renegade .„,  2 . 9 9
Trolls  . , 7  99 N / A  Turbo Outrun   N E W  3.99
WWI 2 (European Rampage)  8 .99 . .11 .99  Turtles 2 (The Coin-Op)  4 . 9 9

C O M  6 4  C A R T R I D G E  W o r k ]  Clint Rugby   4 , 9 9
Burnt Command 1 4 . 9 9  E D U C A T I O N A L
Beast   . 1 4 . 9 9  g 1 , 5 1 1
Chase H.O. 2  1 4 . 9 9  Better Maths  ( 1 2 - 1 6 )  1 4 . 9 9
Navy Seals 1 4 . 9 9  Barter Spelling  ( 9 4 4 )  N / A  ..1 4.99
Rabocost 3  1 4 . 9 9  &elegy  ( 1 2 - 1 6 )  N / A . . 1 4 . 9 9
Taki  1 4 , 9 9  Chemistry  ( 1 2 - 1 6 )  N / A  ..1 4 99

B U D G E T  F u n  School 2......(U6 or 6-8 or 110_3.99 N / AFun School 4.._...(115 or 5-1 ar 1.) .9.99.1 2.99
2 Plover Soccer Squad 3 . 9 9  Geography . ,. ............(1 2-17) N / A  ..1 4.99Addams honer    N E W  3.99
 Dangers and G e o g r o p h y  •  Ourz ....... ( 10+) N/A..14.993 . 9 9 , ,,, Physics  ( 1 2 - 1 6 )  N / A  .,1 4,99
eullY s Scarfing Darts ' - "  PAIN1 'N' CREATE  N E W  8 97 N / A
Carnage.  3  99
 (hackie g  1 or 2   p l , , , , „ 1 , „ ,   ( 3 , 6 )  .. NEW 8.99... „N/AColossus 3 . 9 9  Eg 3.99 -'--'-'S p e l l i n g  foe , „. „.. .  .  ..,....NEW 8 99 I l l s Chess 4
Colossus Chess 4 (Disk) 4 . 9 9Count Dudek 2 . 9 9  o r  izyrr,, 1 1 f_.)t17-4Creatures   3 . 9 9  •  - - #  - ,
Cricket Copkon .  3 . 9 9
Delhi Double PiDISO Racing 3 . 9 9
Doily Double Horse Rocing (Disk)  4 . 9 9  Mariam
Darkman N E W  3.99
Dizzy Prince of the Volk Rik 3 . 9 9
Double Dare 3 . 9 9
Emlyn Hughes Int. footboN 3 . 9 9
F 15 Strike Eagle 3 . 9 9
1_16 Combat Pilot 3 . 9 9
Final Fight 3 . 9 9  Poorer
lemma Sam 3 . 9 9  S i m i l e s _
tootbroll Manager 1 or 2 3 . 9 9Gladiators  3 . 9 9
Groliam Gooch Crake 2 . 9 9
Gunship 3 . 9 9
Hero West 4 . 9 9
Hudsait Nook 3 . 9 9
Ice Hockey 2 . 9 9
International Truck Racing  3 . 9 9  k r o
Invoders/Munchar/Aziens/Gretet/Crozy
Mat/Missile  3 . 9 9
lack Nicklaus Golf 3 . 9 9
Last Nino/Bangkok Knights 4 . 9 9 , _  ...,in_____Lotus EsprEsprit  3  , .99 !not
Magic Rufus 3 . 9 9Manchester United 3 , 9 9
Manchester United Europe N E W  3.99
MigrDIMOSe Soccer 3 . 9 9Mini Office 2  9‘-,,
Mooricresta/Microboll/Star Raiders 2 3 . 9 9
New Zealand Story.. .. :............  3 . 9 9
Pegasus fledge (War Game) 3 , 9 9  NOVPM,
Pichonary 3 . 9 9Pirates 4 . 9 9
Prdighter  3 _ 9 9
Pitsrop 2  2 . 9 9
Papeye I or 2 2 _ 9 9
Popeye 3.  3 9
POSMOO Pal 1 or 2  2 . . 9 9 9  Seta- t
Postman Pal 3  3 . 9 9
Rcenbow Islands 3 . 9 9
Reckless Rufus  3 . 9 9
Rick Dangerous? 3 1 9  M o r e l
Robin Hood-Legend of QuestRohr:iced  3 . 9 9  Pieweekto,3.99
Rolland .... ..,  3 . 9 9
Sam Fox  2 . 9 9
Sgt Sewnow - Robot Cop 3 . 9 9
Simpsom   3 _ 9 9
Shoot 'Em Up Construction rrit  4 . 9 9
Silent Servire  3 . 9 9
Skull ond Crossbones N E W  3.99
Wks  3  99
Smash TV 3 . 9 9
Sooty and Sweep  2 , 9 9
Spitfire 40/Stinks Ions Harrier 4 . 9 9  -Ale?
Steve Davis Snooker 2 . 9 9
Streetlighter 3 . 9 9
Super Sem invaders 3 . 9 9
Sew 3 . 9 9
Terminator 2  3 . 9 9  '
Test Drive ? 3 . 9 9
Thomas the Tank Engine 2 . 9 9
Trapdoor 1 & 2  2 . 9 9

WASS
30 Pod, Win itilsco's lions W. ire Nast foam

Soar 4 laterratoal SiSit
tea 7_99

'''It t:P[tal 'DO
, -1r4r, A' 'A F E laminae' Z. . .(25. iu 99

multi:flat
Fat a d  Stag, Neat 2, Comt Nadi The

lama San, bedew Ps Nieto' Pot 2,
Borges aril teak Pope t raw lethilo 7

(at 9.99
MN i1(IJ.l1710,1

tom. EMiill HI91(6 Inee ClAt & rithe Salo
(z!: 3 )9

Dors EXCEDENTIVIDIVES
Dot he Betels, AA Sna", Parc Dom Salami .1

tbm him EI 1* YA FM
Ca11.19
'0:.-Cilt li,

anition. brown throplaas. Wald Sarre love. Euro
Bess Noll (Wows L 'IPV0, lcuelung

,.asz 3 eY
101.0311161.06Y

I N  k i t e .  S W I M  d  Nefier g betel * s h y
Cass 530
IHt illIS 2

SUffeel leap Save iterartin & Mop*II, • 99'

teat(coltrot i m p
Shake New, DWI Ongoo 1 Oman learr,-

Gest4,19
Ail .'SiA SUREArkt

Sante, Cm* Cairo& Guatep. 741Truzedat &FIS
Sner Eagle

!In:. 9 9  tr:r 14 99
ADM WWII MI MN 10P IN

2, Condor 2, Eielts, kick lath ti Aida* Stet
Asp, Orectea, Der an, 0111(1 I Calor 25,50

tisr JAW
. di, kuit Sowers. Cool &gate

Gleds ad (Itoth g twosome
Cu 5.1)

&WOE OWING!
arkN i t a &  SUlitillf, UAW & 2

Cosi%
snail ii,1010

f-anr.saf 5 (Iiirnse Odle.* lider. Copan Blvd S.D.I.
a ttsYmic.oro

(z-., 3 99

NC Mit a MOO W I A !El/9.00
NEW NM Ange MOO • fill

5279.00
Nava& V? 50 Inc datvety damge

Name of Genre c °mauler Value

Alt orders seot FIRST CLASS suteact to avaliabeity ( C F I
POSTAGF RATES - Please add 75p lot poet and pecaarada On
all orders under E10.00. EEC CCtilltrieS add CI par item Non EEC
add E4 00 per item e PayrrierA by Chaquis.P0 - Please m ake payable

please quite cosdit card rkr. & expiry date
Rap ° e r e '  I •., A WI...ewe Ltd 2od FS>, (3e.rgts Ilarnplon Walk,

Postage

Councrte* T o t a l
to Seth. C i t l t •  Payment. .

FotoPeen
Oueerl Square Wolwrnampton

by creel CAM
Orders Accepted

WV I ITO
ce

C64/1541 II& Software ..........
1541 II Disk Drive 8, Software.- ..... .E139,99
C64 Compatible Printer
C64/128 Cassette Unit  E 1 9 . 9 5
C64 Power Unit £ 1 9 . 7 5
Tape Alignment Kit (64) E 6 . 9 9
C64/128 Mouse & Mat E 1 7 . 9 9
C64 Reset Cartridge £ 6 . 9 9
User Manual (64 on 1541 II) E 5 . 9 9
Dust Cover (64 Old Shape on 64c) C5.99
C64 Serial Lead E 5 . 9 9
Commodore Chips P . O . A .
Centronics Interface plus Support
Software (Disk on Tape) E 2 4 . 9 9
Action Replay MK VI Cartridgo C29.99
C64 Replacement Keyboard E 1 9 . 9 5
2 x 80113.120D, LC10, 1230 Ri blaons..E9.95
All prices irKlucts VAT and P A •  Orders by cheque

set c . . 1 • • •  c  ar 4ra fill ' nritno i s  •

REPAIRS:
C64   E 2 5  inc
C•4. C16 E 3 0  Inc
1541 OD E 4 0  Inc
C128 E 4 5  Inc
Sand machine only with payment, fault deacripdan
and your daytime telephone number IT possible •
Return Insurance included •  Normally 48 hour
turnaround I  3 month warranty •  linrepairable
machines returned with lull retund•

OASIS (Dept 2A)
14 Ridgeway Rd
Salisbury
Wiltshire
SP1 3BU
Tel: (0722) 335061 OASIS
COMPUTER SERVICES " 1

OVER 2000 GAMES
IN-STOCK TODAY -  FROM E 2 . 9 9 :

AS FEATURED IN COMMODORE FORMAT

AVAILABLE ON
COMMODORE C64
SPECTRUM
AMSTRAD
AMIGA
ATARI ST
IBM/PC1

FROM
CODEMASTERS
US GOLD/KIDOC

DONtARK
MINDSCAPE
HIT SQUAD

ALTERNATIVE
and many more.

Phone
0782 566566
for your nearest

High Street stockist
or write to: Software On Demand Ltd, Unit One,

Roseville Business Park, Newcastle Under Lyme STS 7QT
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Whatever you want, or whatever you want to
get rid of, this is the place to be -  Commodore
Format's new free small ads service.

g),EAL,
C64, Datassette. 1541 disk. Mini Office 2.

hundreds of games on disk and tape, Action
Replay. mouse, full instructions. All boxed,
under twelve months old, 2-drawer desk.
E250 ono. Tel 0282 451199.

C M  Games. On tape. Last Ninja 3, Strider,
Double Dragon 2. On disk Wrestle Mania,
Hudson Hawk. Smash TV. E2 each, Tel 021
353 5626 (after 5pm).

•  C64, disk drive, two data Cassettes. plotter,
joypads, joysticks, light gun. books. AR and
power carts, 2 disk boxes, over 900 games.
E250 ono. Tel Simon on 0892 521942_

For sale. 1541-11 disk drive, includes
Speedball, Daily Double Horse Racing
and Kings Bounty, E50. Tel 0749 831440.

C64 games from 30p. Also Commodore
Format mags, 1 to 33. Please send SAE to
Jamie kidner, Watch Bungalow. Maundown,
Wivey, Taunton TA4 2HN_

C64 with tape recorder, joystick, powerpack,
30 games and 10 magazines with tapes Te l
0706 816529.

•  100 games on tape, all original E80 ono, will
split, C64 and tape E50. Ring Andy after
Neighbours on 0992 892821,

C64C plus 1541-11 disk drive, Action Replay,
Trilogic cart datassette, parallel printer
interface, over 110 disks , 80 cassettes. E100
the lot! Tel 0670 715496.

C64 disks: GEOS V2.0, E10. OCP Art
Studio, Mini Office 2, E5. Many games including
Terminator 2, Robocod, Speedball 2 etc. E4

COMMODORE FORMAT Aug

each. Tel 0670 715496.
Bards Tale 2. Death Knights of Myna

VIORTglf
Gateway to the Savage Frontier and Gateway
to the Savage Frontier clue book. Contact Nick
on 0937 584182 (after 7pm only).

•  Wanted, Doomdark's Revenge (C64 cas-
sette) El 0 paid. Tel 0324 824554.

•  Red Storm Rising by Microprose wanted
desperately, tape format only. Must be com-
plete three cassette set for C64. Will pay
reasonable price Te l  261251.

Wanted Commodore 64 datassette in work-
ing order. Has to be inexpensive. Tel Gavin on
0506 822630.

2400 AB Origin, Ultima VI: Origin, Space
Rogue: Mindscape, Autoduet Origin, Ogre'
Origin. PS Ill pay any pr ice!  (Almost!),
Tel Nicholas on 0474 362361.

•  Wanted, Advanced Dungeon and Dragons
gold box series games on C64 disk.
Dragonlance or Forgotten Realms. Phone
weekdays after 4pm. 0934 628606.

Wanted: Great Gana Sisters Te l  Luke on
0795 661319

Commodore Format issues1-18. Also C64
games PD (tape only). Tel 0792 793086

•  C64 program refs guide. also light pen and
art software Phone 0902 846707 Rob.

Disk drive and Action Replay cart for C64,
price negotiable. Tel 021 360 9013.

Zink'

Little Computer People, Supremacy, The
Rats and Nick Fah:10 Golf to buy or swap. Will
refund postage. Tel Mark on 041 641 3580.

Johnny Rabb(1) -  Has anybody got a copy
I could have? I'm willing to collect or pay for
postage. Tel Frank on 081 348 9379,

Wanted, Buck Rogers, Countdown to
Doomsday on disk. Must be complete. Any
Jack Nick courses on disk Cash waiting, Tel
0624 626129,

Wanted, software for use with modem,
C128. CP/M. Also Eprom programmer plus
software and ham radio software. Please be
cheap
Tel Alan on Hull 711259.

Supremacy game released by Virgin, tape or
disk Phone James on 0865 820511 at any
time. Will pay cash.

Wanted, School Daze, Telephone 0254
581063 and ask for Gemma. Thanks

UOJE
Colt 64, a revolution in the C64 world! For an

info pack send an SAE to Richard Jordan, 4
Tarn Road. Formby, Merseyside. L37 2SZ,

PAW

(1),(OULI)g

Pen Pal wanted for person with a 64.
Swapping tips, maps listings etc. Write to Tara,
151 Foxrock Park, Foxrock, Dublin 18, Ireland.

Calling all C64 owners. Love music? Fancy
a pen-pal? Then write to me, any age. Contact:
L. Allen, 120 lower Villiers Street. Blakenhall,
Wolverhampton WV2 4NA.

LOOKING FOR THE
FORM TO FILL IN?
Er, well this isn't it. The torm's actually...
well... i t 's on page 24. Along with all the
details about who can and can't advertise
(PO libraries, for  example can't). Why's it
on a different page? Very good question.
Erm, well, ah yes we don't want just any-
one advert ising. We only want ads from
smart people who who can fol low instruc-
tions, like turn to page 24. Er... and you
don't really want to cut up your copy of
CF, do you W h y  not make your own
coupon. All  you need is a piece of paper. a
ruler, a pen and... (Dave, stop whittering
and explain yourself -  Ed). Okay. I admit
it. There were just so many ads sent in
this month I just didn't have room to...
(Are you sure about that?- Ed). Look, it's
just one of those things, okay? The
coupon is on another page, period. You
wanna make something of it? (There's no
need to go into a sulk -  Ed.)



GET
YER KIXX
ON THE A 3 6
In issue 30 there was a massive collection of 50
Kixx games up for grabs if you could answer
three easy questions and name something
huge that you could buy for 0  99 -  the winner
being the one that made us laugh the most (or,
in the Trent's case, laugh at all) and the 10 run-
ners up being the ones that made us laugh
almost as much (that's logical -  Ed). So are you
a winner? Read on to find out. First the runners
up. who each win a Kixx game of their choice,
plus their tie-breaker suggestions:
•  The bankrupt state of Russia -  Christopher
Spurr, Strathhaven
•  A very cheap, second-hand, dead blue whale
- Stuart Denneft, Birkenhead
•  Mr Big's Big Book 01 Enormously Bog Thongs,
by Hugo Large -  Stephen Fagan, Dublin
•  Second-hand clothes from Russell Grant's
car boot sale -  Richard Beckett, York
•  A bag lull of the editor's hot air -  Martin
!liftmen, Merseyside

•  "A feller I met in the pub offered me the

OH NO, LET'S
COME BACK
The results of the Lemmings compo from
issue 33 are here at last. Drum roil
please (Damn-1717.mm -  Dave).
The winner of a white label copy
of the Lemmings Record i s _
(I'm rolling. I'm roiling -
Dave)... Mr John Goodwin
from Leicester. He managed
to find 167 words con-
structed from the letters
GOJUMPOFFACLIFF. (I never
said that they couldn't be
proper nouns did I? I didn't  say
they had to be proper words for
that matter either). The record's on its
way to you as I write. John.

distant s C a r i n a e  (
times b n  the sun)
sale oric 9 9 _  And i fs
•  Broug S c u n t h o r p e .
•  A bobble hat for the Mighty Brain -  Claire
Bowditch, Pontypridd
•  A pair of Sumo wrestler's underpants -  Ryan
Medlock from Rotherham
•  -ril tell you young man, in my day I could go
to the pictures. buy popcorn come home and
still have enough left top buy all
the worlds oil resources, an
all-expenses paid trip to
mars, 258 bottles of
champagne "
Roland Jackson.
Lancaster
•  250,000 Sprouts
-- Mark Lucas. Hall
Green in
Birmingham.

And now in the gold
envelope is the sugges-
tion that broke the tie, and
its winning author (let me out,
let me out - winning author) The winner
of 50 top Kixx titles is James Cole from

Soothill in Batley whose sugges-

---Aktiort :  -My Mum's

4 1 . " .

ers". Er.. yes,

-I 0 r

BUT
T R U E ,

444,- I n  other words this

X  l o t  haven't won a
prize but we

thought the sugges-
tions were. e r. _

certainly original and
well worth a mention.

•  For E3.99 you could buy my

WINNERS 5 3

e hoped you'd forget all
about those 50 Kbat
• games, that

mmings record
d those eight
pies of

cDonaldland so
we could keep

for ourselves
perhaps not

record). But
h luck.

So, reluctantly,
here are those

compo results...
mother from me -  you wouldn't believe it,
s0000 big -  Arlen Brink, Holland.

•  Enough balloons to float my sister into space
- Ashanti Mercer, Aberdeenshire. (You'll learn

to love her one day Ashanti -  Ed.)

BIG MACS
FREEBIES TO GO

Looks like most of you were keen
on the idea of winning a copy of

the lovely little platformer
McDonaldiand. We got loads
of entries for this one but
here are the winners of a
copy of the game:
James Toiler from Epsom,
Laura Caryie from

Abergele, Chris Davis from
Coventry, Roberto Colombi

from Newcastle-Upon-Tyne,
William Burdock from Dublin

and Mark and Lin Guest from
Wednesbury in the West Midlands.

By the way, the answer to the tie
breaker asking you how many
McDonald's restaurants were there in
the entire world at the end of 1992 was
12500. That lot above were the ones
who guessed the closest.

•  A large lump of cheese -  Steve Charmon
(You know, you lot are really weird - Ed j
•  Kixx elephants are incredible bargains at only
0  99 and they have a trunk full of designs -
Kate and Tom Ludlow from Huntingdon,
Cambridgeshire. (Erm, yes thanks, now go
back to bed like a good little girl E d
•  I would buy a twenty pound note -  Ian Stove,
Chester. (? -  Ed.)

And I think we'll lea r e



N SCHOOL 3 & 4
Europress
Forget blackboards
and dog-eared
text books. The
hip and hap-
pening way to

• g e t  educated is
Fun School. Designed in

• l i n e  with the National
Curriculum. Fun School comes

in three age ranges to suit children of all
ages (er, well up to about 11 anyway).

Desenption
Fun School' 3 Under 5 t
Fun School 35-7 ICS
Fun $choot 3 Over Eis
Fun School 4 Under (
Fun School 4 Under 5 (Disk)
Fun Scheel 4 5-7 ICaSselle)
Fun School 4 5-7 INA)
Fun School 4 Oven Ss (Cassette)
Fun School 4 Over as (Cassette)
Fan Schaal 3 And 4 Under 5 (Case)
Fun School 3 And 4 5-7 (Coss)
Pun Schoe4 3 And 4 Over 8s 'Cass)

CF Pnce O r d e r  No
E9.99 C F I  94A
E9.99 C F 1 9 4 8
E9 99 C F 1 . 9 4 C
C9 99 C r i g s A
E12 99 C F l a a A
E9 99 C F 1 9 5 8
El 2 99 C F 1 8 9 0
E9 99 C F I  95C
[ 9 9 9  C F I  94C,
£12.00 C F 1 9 6 A
C12 00 C F 1 9 8 1 3
E1200 C F 1 9 6 C

MINI OFFICE 2
0 . 1

An integrated word pro.
cessor. database,
spreadsheet, label printer,

graphic utility and comms
program all in one package.

Mini Office can turn your C64
into a versatile business machine (and It's
great to do your homework on, as well).
Descnp4on R A P  C r P n c e O lde r  No
Mirk Office cass C I 3  99 C I O  99 C o A 2 o 1
Mtn Office deli £ 1 5 . 9 9  E 1 2  99 C I V I 2 0 2

Europress

FOR nIE PRICE
OF ONE (ER, AND A Bin
Buy both Fun School 3 AND 4in any one of die
age ranges and you can can get 'em both for
just £121 That's a saving of nearly Ulf (This

offer is only availabie for the cassette
versio(, y a w )

Thalamus
Seven levels of pure bliss
and each one like a game in
itself, from a manic ballooning
section to a Indiana Jones and the
Temple of Doom-style rail car ride.

DeentOon • •  RAP
Nabby the *MEMO( (Caw £11.99
Nabby the Aardvark pieta E l  5.99

RAP
E11.99
E16.99

CF Priest
E9•90
E13.00

Virgin
A different kind of platform game
altogether (a different kind of plat-

form game -  the whole CP crew).
Mario-esque fun with relish and no

gherkins. Have a nice game.

Description
1,1cOonsidrand (CMS)
McDonstrirandtDiskl

MaIONALDLA

RAP
E11,99
E15.99

Or  Price
E9.99
E13.99

Onier No
CAMOG,
CPMCW-

U131 Soft
An arcade adventure hack-'em-up
with a distinctly oriental flavour, First
Samurai received one of the highest

scores CF has ever awarded a game
96 per cent, and it deserved it. This

game's got the lot -  great graphics, great
sound, great gameplay. great whatever else

there is left to be great. Be warned -  this game is
dangerously addictive!

CF Prim
E9.99

E13.99

Cvder NO
CFSAMC
CFSAMD

us
If '  haven't got this game -  WI-1
NOT? Its a Corker of awesome
proportions. Gorier than a whole
of Casualty and more fun than w
ing Clur beat up Dave, this has to be
one of the greatest games ever on
ANY format! Platform puzzling
at its very best with some
superbly bizarre graphics
and the best music ever writ- 1111114,.
ten for the C64. There is no
excuse for not having a copy.

Dew' loon R A F  C P  PMV
Creatures .?tcass) £19.99 C9 99 C
Gravities 2 (disk) E I S  D9 £12.99 C

MAIL ORDER

FORMAT BINDER
What's orange and white. metal and

plastic and hold 12
issues Of Commodore
Format? The Commodore
Format binder. How can youlive without It?

Description O F  Price O r d e r  No
OF binder C 5 . 9 9  C M I 0 3
Two CF binders F t  1.130 C M I 0 4

11,111

ay lowl lamp INIE New Postekt
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C F 2 2 :  Cover  t a p e  -  full  games:  H o v e r  Bovver,
Agent Orange.
Demo: Rebated .
Gamebusters: Murray Mouse, Rainbow islands.
Reviews; James Pond: Robocod, Bill, Dylan
Dog, Jimmy's Soccer Manager, DJ Puff's
Volcanic Adventure, Light, Bug Bomber.
C F 2 3 :  Cover  tape  -  Ful l  games:  D e f e n d e r s  O f
The Earth, Johnny Rob 2.
Demos: 131ff, Bug Bomber, Hobby The Aardvark.
Gamebusters: Maze Mania, Rainbow islands,
Super Seymour Saves The Planet.

Reviews: Cool Croc Twins, Turbo The
f a x i g s t i o , „  T o r t o i s e ,  Xenomorph,

i , M i l l e n n i u m  Warriors.
CF24: Cover tape -  Full
game: Famous Five.

$  Demos:  Fuzzball, Match Of The

I f D a y ,  Ughl, Cool Croc Twins.

Garriebusters: Space Crusade.
Reviews: Mega Sports, Ugh!,
Eivira 2, Hagar The Horrible,
Hobby The Aardvark.
Specials: Getting the most out
of your datessette.

C F 2 5 :  E x t r a  C o v e r  t ape  -
Saracen Paint.
Cover  t a p e  -  Full  g a m e :  J o h n
Lowe's Ultimate Darts.
Demos: Slicks, Hagar.
Ge m • b u s l e r s :  S p a c e  Crusade ,
D J  Puff, Ve n d e t t a .
Reviews, Hook ,  M a t c h  Of  The
Day, Bangers And Mash, Count
Duckula Z  Frankenstein, Slicks.

P311111malai...—

a

modoi
-••••••;-F

1 0 *  /

_4A,J011
cO

M b :  C o v e r  tape  -  Ful l  g a m e s :  Tw i n  Tiger,
Cosmic Causeway, Bomber.
Demos: Stuntman Seymour, Doc Croc.
Gamebuste rs :  S p a c e  Crusade,  D J  Puff.
Reviews! Stuntman Seymour, Super AII.Stars,
Boxing Manager 2, Pope ye 3
Spec ia ls  F i r s t  i n s t a l l m e n t  of  the  e p i c  Let 's
M a k e  A M o n s t e r  ser ies .

C F 2 7 :  C o v e r  tape  F u l l  games:  D e l l e k t o r,
Aiternative World Games, The Muncher.
Demo: Sceptre Of Baghdad.
Ciamehusters: i3-page Creatures 2  special.
Reviews: Crystal Kingdom Dizzy, Buity's
Sporting Darts, Crazy Cars, Locomotion.
CF211: Cover  t a p e  -  Ful l  games:  F i rs t  St r ike ,
Fifth Clear, Locomotion, Reckless Rufus, Nick
Faidces Champ Golf.
alitnebtleters! Spellbound Dizzy, Famous Five.
Reviews international Tennis, Groom* Souness
international Soccer, Cool World, Hick
Faitio's Championship Golf, Paint And Create.
CF29: Cover tape -  Full games: Herobotix,
Battle- ships, Highway Encounter.
Demo; Carnage.
Gamebusters, Spellbound Dizzy, Batman.
Rev iews  I V W F  European R a m p a g e ,  S c e p t r e  O f
Baghdad, Magic Rufus, Delta( Attack, Street
Fighter 2, Superstar Seymour, Lethal Weapon.
CF30z Cover  t a p e  F u l l  g:truys: S layer,
Rebounder, Daedalus, Blackjack 21.
Gamebusters :  Crea tu res ,  R e c k l e s s  Rufus,
Winter Camp.
Reviews Jimmy's Super League, Carnage,
Gladiators, Football Manager 3, Spelling Fair,
The Big Box.
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4 Most World Sports.
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OH COME OH, LIS U  ARE JOKING? YOU REALLY RECKON I

This is the start  the se
green m e a n i e s  going to
don't get  him first but
floor bubbles, they can

No.
So I  think

Just shoot
you, okay?

Is
vide.

vier know

The
arvo
where you h
arrows is

Isn't
that pretty?

Just my shade
of red.
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56  P O W E R T E S T E D

ock! Horror! H o g a d l  n o
waggle-frenzy game

action's of the platform
on here is Clur and her conscience -  did she really have

to hit Dave that hard when they were arguing about who
was going to review the game? Who cares? She won.

D a v e  reckons it was a bit of a

dirty match down at the Bath
Pavilion — a mighty contest
between Kendo Nagasaki and
Giant Haystack According to

Dave Nagasaki deliberately threw the salt in his
own eyes to get Giant disqualified Sounds a bit
daft if you ask me. Sounds a bit staged as welt
Wrestling's not a real
combat sport; it's
more like some kind
of performance art,
which is probably why
Hulk Hogan thought
that he could make it
as an actor.

Wrong! It has to be
admitted that Terry, née H
in some appalling movies —
time Croaker. Suburban C. ' • ,  •  • a
couple of amusing bits but there is just no way
that it could ever be described as a good
movie. But bad movies do not necessarily
make bad computer games as Hudson Hawk

and now Suburban Commando prove: the
computer-generated Hulk even displays a bet-
ter range of acting abilities than his flesh and
blood counterpart.

In the game we find the little guy playing the
role of an alien battling against evil forces all
over the universe. Of course, in the movie
everything turns out just fine in the end. But in

the game it's all up to you — (cue
1 a  naff Awesome Wellies-

) 4,1.• s t y l e  voice-over)
l A c e , y o u  can

universe
destruc-

loud
by lights

then las s p a c e  ship
mg through asteroid belt accompanied by a

pseudo-John Williams score.)
The film might have had a heavily pre-

dictable plot but the game starts out with a bit of
a twist. While the bulk of Sub Corn consists of
platform action, it opens with you playing Shep
Ramsey — the Hulk character i n  control of a

dinky little
space ship
blasting your way
through a shoot-'em-up
section. As shoot-'em
ups go it's no classic
and is fairly easy, but

A p r
then again, it is o .
the first of four
levels, and a
bit of blasting . . .
is a great way
to ease your.,
self into the •
game There
are speed-up
tokens and better
weapon!), to pick up
along the way; you

Thumbs up to the
hero of heroes,
Shep Ramsey.

Without him
the universe

would be a much
Los Angeles would

And
ot



These big green guns take  a lot to dest
so col lect  as many power-ups as
you can. 4

to leap from
vensing guards with
'laying weak spots on

difficult to spot; there
mg Them out). To

The end-of-
level baddies are big brash bullies.
But you have to face them to get any further.

soon work out which enemies to destroy to get a
bonus.

Get through
that level, and
you're into the
much tougher
platform section.
You're now in
humanoid form,
on board a space
hip where no-one

ems to appreci-
te your presence.

The ship is owned
by the one and
General Suitor, a
man who terrorises
'apace-ways with

unty
ve got

platform to plati
your bare lists a
the ship (they're
are big red arro

Make sure you keep an
eye out for openings in
the walls that could lead,

through secret tunnels, to
extra hidden room

complete the level you have to plant a bomb at

k s • ,  ' v e  done
access to the v e l  room

where, would you believe, there's an
end-of-level guardian waiting for you.

All this destruction makes the psy-
chotic General even madder. In fact, it
gets him so mad that he forces you to

crash land on Earth (LA
to be precise), set-

ting the scene for
level three. You

have to search for
tools to repair your
trashed ship.
There must be
some very for-
getful
mechanics in
LA, 'cos they

lose their tools in
• t h e  weirdest of

places -  floating in
mid-air above a sky-

scraper, for example.
Making your task even trickier

is a squadron of The General's
guards who've been dispatched with orders to
exterminate you on sight (well it's easier than try-
ing to exterminate you when you're not in sight).

Once you've found all your tools it's on to
the next level. Here you need to find the crys-

tals that fuel your ship so
that you can make it
back to the General's
hide-out to get rid of him
for good. And guess
who are around to make

Me difficult? Yup, it's
those guards again.

At the end of each platform
level you face a guardian, each, in

time-honoured computer gaming tradition,
meaner than the one before. Not that any of
them are easy to beat, especially as some of
them are twice the size of you and all you've
got to hit 'em with are your fists. They mowe.
pretty fast, too... well a
clamed sight

Wow, what  a
weapon! Pity

they still
haven't  found a

cure for bald.
ness on Shep's

planet. Stil l ,  you
know wha t  they

say about bald
men... They

don't use
combs. (You're

sacked -  Trent.)

Surely this man must be acting?
Nobody could look that

stupid for real.

LI
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A WICK n o  AROUND TWO SUBURBS
HULK -  Ohbh, isn't
he handsome? The —
sort of lad your
mum would love
you to bring home.

ANKH -  Next  to the
Ankh is a number
that tel ls you how
many lives you
have left.

ENERGY BAR -
Tel ls  you how
much energy
you've got left ,
surprise, surprise.

.mea•

INFO WINDOW -  Watch this window
closely because it'll give you a few
hints and tips during play.

SCORE -  What a great  idea! it'd be
great if there was  a high score
table too. No such luck.

•i• ARROW -  The
number shows
how many bombs
there are to acti-
vate, how many
tools there are to
find or how many
crystals there are
left to discover
before you can
leave that  level.

KEY -  Believe it or
not, you need keys
to open doors; this
panel shows you
how many keys
you currently have
in your pocket.

that  you can
r l e v e l .  There, .

l i •  n y  c a  r e  are  doors.
no m o o r  soom to got extra  sets cut.

IL THIS SPACE?' T EVYA MEAN D

I may be
tough, but
that door's
tougher.

COLLIE DOG FORMAT 3 5
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• f e e l  a t  of place becausE
they're so much toug

In the version I s n ' t  very clear
when you were
shoot-'em-up
level. But
being the
powerful, all-
knowing chapess
that I am, I got the
programmer to
tweak the game a bit
especially for me. So now the bo
when you're losing energy to let you
you're doing something wrong.

Though there are only three platfomly bits,
they're big enough to keep you going for a fair
while, and each has its own distinct feel so that
the gameplay doesn't became stale_ But there's
no high score table (I tried my charms with the
programmer again but he said. 'not enough
memory, Guy!") . Once you
three continues the game
instantly flicks to
intro screen so you
haven't even got
chance to not
your score d
on a piece of
paper. So when

you've completed the \ t o .game, that's it — there's -

41•0.1166.4.a., n o  incentive to get you
• i t  g o i n g  back for more,

like trying to beat your
high score.

The tune's dead
groovy, though; you
might want to go back to

mr l i s ten  to that. It's not a
true representation of the
film score but it packs a
sharp left hook

Shep's an obedient
sprite (he's not a Blue Peter
dog. Glut — Ea). A sharp tug
on the choke chain... er, I
mean, joystick and he
responds instantly to com-

nds. The collision detection on some of the
platforms feels a little off at times but overall it's
pretty good. On the edge of platforms Sheol!
balance. Sonic-style, on one leg. Very un-big-

estler-like, but quite cute in the game. Talking
, -•  o f  Sonic,

there's lots of
consoley-style
bouncy springs

around the platform
levels to help you to

gher places.
Suburban Commando

nothing spectacular ora solid little
amazingly original, but decent, solid fun. It
might well be a bit easy for experienced plat-
form fans, but it's definitely worth
having a grapple with for a few
munds. Ding Ding' Seconds Out

It 0 1 7 0 9 0  4 9

Ding! First l a d i e s  l ingerie and
Ding! Second floor, t ies  and hats.

VITAL STATIST' •
GAME S U B U R B A N  COMMANDO
PUBLISHER A L T E R N A T I V E
CONTACT NUMBER 0 9 7 7  7 9 7 7 7 7
PRICE 2 9 . 9 9
AVAILABLE O U T  NOW
OTHER INFO T A P E  ONLY

1 2  3  4  5  6  7  8  9  1 0
IL

Nothing fancy, but clear and playable,
and the Hulksome one himself is great.

-

Some stonking music, but a  complete
absence of sound effects.

The shoot-'em-up sect ion and the
decent controls draw you in.

r_•)_;1.;)3_3' JJLL

But when you've completed it  once,
you won't  be in a hurry to  re-load it.

; ...THE PAGE OVER...? AAARRRGGGHHH! THERE'S EVEN MORE!!!

ing

-  Ed).

Here's a bit  of friendly
every spring you find, 'C
be a goodie hidden out of

on
well

When you
are stuck
to avoid

Magno-floor your feet
el so you can't jump

s.

One up
what,

exactly?

gust 1 9 9 3



INTRODUCTORY OFFER J U S T  E14.99
Commodore 64 microdrive system, superb value add
on storage device specially made for the C64. Gives
you access to your programs and data THIRTY TIMES
faster than cassette and THREE TIMES faster than
disc! BARGAIN OFFER PRICE JUST £14.99 including
one cartridge. Extra cartridges are available at 0 .99
each. Fully Computer controlled functions including
format, load, verify, directory etc. Supplied complete
with lead, software, instruction manual and one data
cartridge. The Microdrive plugs into the cassette port
of your C64, another cassette port is provided on the
back of  the microdrive so you can still use your
cassette or daisy chain more than one Microdrive.
Telephone orders 0273-203500 Access/Visa. Cheque
and postal orders to BULL ELECTRICAL 250 Portland
Road Hove Sussex BN3 SQT. Please add E3 post and
packing to your order. Established 40 years.

LugFREE PD SOFTII IRE

C64 - Amiga - PC
Call (081) 346 0050

or
Write to P.O. Box 1309 London N3 2UT

I nikperldent m o d o r t  Products k o u p

RACING &  POOLS SOFTWARE
Write or phone for details to:

BOXFORM
'1-cl: 0 5 1  3 3 6  2 6 6 8

Dept (CF) 65 Aliens Meadows, Neston,
South Wirral L64 950

*  U T O P I A P D  *
For all your C64 Public Domain needs

(disk only) send an SAE to:
Utopia  PD

10 Cwmaman Road, Godreaman,
Aberdare, Mid Glamorgan CF44 6DG

I ,  •  I
)  f l  1 _ 1

and Masierard TEL: 0889 574740
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w a n t e d  t t  , r i t e  this
intro in a tr p i r a t e y
style but I kept sounding
like Captain Birdseye. So
here, for your entertain-
ment and information, is
the CF review of Pirates,
written by me, O m
it'll do I suppose - Dave.)

V i r h e n  I was a lass all my

mates dreamt of running
away to the circus or
driving fire engines. But
not me. I wanted to be

the next Anne Bonny, ( who she — Ed). I wanted
to brace my main sails with the Mary Reads of
this world (never heard of her — Ed). I wanted to
be the most infamous pirate in history (well, you
coukin't be less famous than those two — Ed),

Pirating is such a romantic vocation: you run
your boyfriend through with a cutlass when he
goes off with your best mate, then pick up
another one from the hundreds of love-starved
muscle-men on your ship. And then there's all
that sapling around the sunny Caribbean — bliss.

Unfortunately, the job doellthave its risks —
t es the hghting, the walking the

V i t  GoveRmuo IA7Roottcts You
To  H I S  Y O U N G  ONOGHTER.  S H E
I S  P R E S E N T LY  O C I N G  c o u s i t Tr o  B YO W E  C L I N T O N  R U T  S H E

SEEMS I N T E R E § T E 0  I N  Y O H !0 0  Y O U P

MANE Pi...EASANI C C N U E R S AT / O N, t

" i i - i r k K f — C A S 7  S E E 4 - -  .  SIONI N  T H E  C I T Y  O P
A.9.1.4*-._Tme m o o L e
c a c W Q R  A P O S .  n o o t

Ate Is eymi,Of; 2271vITy. . .  YOU:
V I S I T  T H E  GOVERNORV I S I T  4  TAV E R N
TRAGIC U l T H  A  MERCHANT
0 1 0 1 0 E  U P  T H E  P L U M P E RCHEEP( INFORMOVTIONLEAVE T O U N

Pfinaarl Pleasant  conversation, my
foot. Come here and Wye us a snag.

•  Col i O t  R E  A T  3 5

There wi l l  be sunny spells in
aAjirst.  but it'll soon

glaciers wil l
ford High Street .

1 5 0  L C O
4 8 : 5 f E ,  E r t i "  A A M 7 r e

plank, the storms, the getting arrested
for press-ganging, the having to lose at least one
limb But there is a safe solution First get your-
self a copy of Pirates, then take your 64 down to
the local health club. Plug it in right next to a
sun-bed. Then lay back, soak up the UVs, while
plunder the shores around the Bahamas know-
ing that the only real danger is getting sun burnt.

In Pirates you can go all the way from being
a novice crew member to a captain of your Own
ship. Essentially the game is a ou::rnLiiriaton o'
three different types of game. There's a
textv bit which you use to commu-
nie , , o t t h  other characters and

lion for getting from
isfand to island and a
beat-'em-up section
where you can swash
your buckle like a good
'tot Unfortunately, this
budget version of
Pirates doesn't include
the map that came with
the original, which
could cause you some

navigational problems (A-ha
rhos sounds like where I come in — Andy)

You can start on whatever level you want but
it's best to start at the bottom and work

ave no
You on your

bargain with merchants,
.  t h e r e ' s  a sea-faring sec-

your way up You can also choose to
play on a variety of tome-
zones and places or to
go on famous expedi-

•  tions. Graphically, one
n r Y 9 8  S h i P 9  t i m e  zone kooks much

like any other. but as long as
you let yourself get involved in the gameplay 11
doesn't really matter, The sword fighting bits are,
however, tediously slow.

There are three kinds of combat, each as
sluggish as the next. Man-to-man combat has
you battling against your enemy counterpart with
nothing but a sword with which to defend your-
self. Each move takes an age to complete, which
makes defensive moves nigh on impossible;
by the time your

Prod your opponent in a vital area
enough times and he'll eventually surrender.
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flan has raised his cutiass he's already had his
liziad lopped of t  Ship-to-shore combat is even
-kiwer but the snairs favourite has to be ship-
'o-ship combat. Invariably the wind is
-Jlowing in the wrong direction so that
even the jellyfish overtake you as you

•asteam towards the enemy's treasure-
laden galleon.

The text side of
things works
very wet
although

A dead
useful skill

to have
if you're

planning on
raiding a

galleon
trundling

around
Spaghetti
Junction.

As Goering once said: "Guns will make
us powerful, butter will Only make us

f a t "  (But guns taste foul -  Dave.)

admittedly a little slowly. You're asked
then given a selection of appropriate

.,„ so you don't have to get involved in
all that tedious typing nonsense and the com-
puter doesn't have to decipher what you've
written Everything is controlled via the joystick

Okay. I admit that Pirates is showing it's
age a bit and it

crashed a couple
of limes. but I was rea-

sonably engrossed and almost
mastered the art of sword fencing. If
you'reinto strategy games Pirates is worth

a whirl, but for action fans it's a buried
treasure that isn't

worth digging
up M I R

PO WERTESTED

MANNERSMAtOM
1014101

OU AM?
E N G L I S H  B U C C A N E E R

V i N g E N  U C ;  CANE ERP R E  0 t f - Y "  C.41 t o t f i E N ' r  UREA'

L (
W I  SPRT IS YOUR FA M I LY  MAME? 1

S M I T H .  J O N E S ,  E T C . )  I
O I M : = 1 1 7 7 7 7 : 7 4 7 MrUNICN S P E C I A L  A G I L I S VDO YOU H AV E ?

S K I L L  A T  F E N C I N G

I L

- S K I L L  A - I  N A V I G A T I O N
S K I L L  A T  G U N N E RY

„i M IT  A N D  C H A R M  .
 S K I L L  4 7  m c n t e r m cm — _ _ — . . - - - -

Seven years old when he
passes his degree? Doogie
Howser eat my shorts!

This can be
useful as
long as
there's a
Do It All
around
where you
can buy
the panels.

Something
Trent could
do with a
crash
course in.
He's no
gentleman
at the best
of times.

i tsu?

1 2  3  4  5  6  7  8  9  1 0
•

Basic. They do their  lob, but then so
does the real axle  on a Morris 1,000.

E m u - .  a  few bleeps -  you might as
well  keep  the volume turned down.

* J . l ' i l - i ) 7
It's easy to get  into the swing of
things thanks to the difficulty levels.

1 1 4 0 , f...-•_;•A'AA',2.1,'
Toe sluggish to have a lasting appeal
for anyone other than strategy fans.

I

I

1

f

61
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Moms is not a subtle game. I t s  all jungles,
violence and antipersonnel weaponry. So it
seemed natural that Trenton -  C r s  least

subtle person -  should
get the reviewing job.
Apparently, he loves
the smell of napalm in
the morning, he says
it smells of...

• w e r e  in two-
mode but I 'm not

who's on my side.
_r i l i t tst  shoot you both

b  gout l e e  who flashes!

V i c t o r y !  As ultra-violent super-

troopers, that's all that Joe
Gibbs and Howie Powell know
about. Well, they do know
Some other things -  like how to

count to twenty by taking their socks off and the
correct spelling of cat -  but victory's all they
really care about. Why?
Because they're
mercenaries (but
because that has too
many syllables for
them to remember they
refer to themselves as
'Mercs' instead); they're
lean, mean fighting machines who like to. erm,
split spleens... and any other parts of the
enemy's body that are handy.

The situation looks like this. There are these
terrorists who've gone beyond the bounds of all
human decency. They've nabbed the President
and you have to get him back. Oh, and while
you're at it you have to terminate (with extreme
prejudice) as many terrorists as you can find
It's justice you see.

Administering 'justice in a war-zone may
seem as fruitless a task as handing out speed-

•  KILGORE FORMAT 3 5  August 1 9 9 3

ing tickets at
the Indy
500, but it's
what you've
got to do.
You're to follow
their trail up the Du Lon river
(through eight different battle stages) and kill
everybody you see along the way -  except the
President, as that would be treason.

The second you get off of the boat on stage
one the gist of the game becomes obvious, In
the classic Commando/Mari Warriors style,
you run about an isometric landscape. Enemy
soldiers and buildings are the major obstacles,
but both can be dealt with in that great military
fashion -  shooting them.

Occasionally, vehicles litter the route (such
as a jeep and a plastic patrol boat) which you
can commandeer to help you in your quest to
spread death and destruction, but all they really
offer mass-killers are greater mobility and no
extra fire-power which is a bit of a shame. You

can't even run over the enemy soldiers

Not content with mim
dering masses of folk
Howie Powell deckle.

• t o  botwire a ear and
nick it. Not meg
sporting is it?

•

„lanamatt polons.,„- STE :

o f f  steal hitstice1 In the jungle
wet Ana uck„ a—saaulag outat the lady 500



or ram their boats, Okay, so
driving around adds a bit of
variety but it doesn't actually
help you out that much.

The other items of interest
for the killer elite are crates.
Some thoughtful courier has
dropped off supplies along route.
The Mercs just have to pop a
shot at them to liber-
ate the contents_
Bearing in mind
these crates
contain guns,
power-ups, credits
and a fine selec-
tion of cold meats it
seems odd that the guerrillas
haven't hit on the idea of
nicking this kit for themselves.
But they haven't, and this
tactical oversight should be
pointed Out to them with the
barrel of your gun.

All would be fine in the world if
Mercs was simply a one- or two-
player game that boasted with
hordes of isometric blasting, pick-
ups galore and big end-of-level
baddies. Mercs tries, but never
achieves even this simple level
of fun. It's just too flawed.

The shooting itself is inaccu-
rate and the collision detection
curious in the extreme. Stand too
close to a building and you can't
shoot, as it seems that the gravitational
effect of the building somehow sucks your
bullets in. 'Sale' positions suddenly turn into

death traps when it tran-

Smart -
Dinghy! t o  have
on of the r  my
Action Man'  f t  was
brill, it had a little
motor and everything.

Holding down Fire
grenade. These a
effec-

tive
against

the end-
of-level bad
guys so

don't use an auto-
fire 'st ick.  You
get One grenade
per M token so
use them wisely.

launches a
re dead

It m a y _
look

deadA
hard, but "1
this tank

is real
easy to

kill! Use
grenades

-  NOW

c10
spires that
enemy soldiers
can run through
hitherto solid

walls. And while
the end-of-level

bad guys are huge,
they're also hugely

lame -  there are easily-
spotted safe zones on every

screen, so killing
them is easy.

Worst of all,
though, is the
scroll. Normally
it's so slow you
have to push right
to the top of the
screen in a suici-
dal fashion to
move it along.
And it gets worse.
At times part of

the 'gameplay' involves find-
ing the correct route

through a level. If the
correct path runs
sideways across
the screen and
you scream on
ahead, it's easy
to scroll the path
off the bottom of

the screen, leaving
you stranded. This

isn't too much of a
problem on level one, but

on level three (where it's most
likely to happen) it's potentially fatal. Whether
this is intentional,

an extensive guide to the weapons and pick ups you'll be seen dead without!

I  First  Aid -  heals your Merc back to full strength.
it's amazing how just a few Elastoplast'. plasters can

patch up over 30 bullets wounds'
2  Credit -  gets you an extra credit This will allow you to gel even

Li fu r ther  into the game. s o  you might want to avoid them.r
3  Three Way Gun -  The most useful weapon available in the
game, It fires three sets of bullets simultaneously, spitting

death over an impressively wide angle_
4  Roast Chicken -  replenishes a percentage of your energy. It's also

very tasty served in an orange sauce Ham - the jungle fighters fave. They love eating a honey ;rn that's been stored in a crate in humid climates

no discernable benefit. Still, if it's there, grab al
8  Missile -  apart from looking like a lipstick this gives you

'N' token -  this is an extra grenade. Just pick and throw!

DON'T pick this up. By the time you find it you've gol a
three-way shooter: you're forced to trade that for this junk!

6  Gun With Big Bullets But No Other Discernable Benefit

PO WERTESTED

or the result of bad playtesting, it comes down
to lax game design and is unforgivable.

With serious amounts of on-screen action
Mems might sound like the kind of non-stop
slug-test you've been looking for, but the
gameplay flaws soon kill any interest. The
graphics and sound don't do the game any
favours either; 'functional' would be the kindest
thing to say about them, and sometimes even
that is too kind (well, you try working out which
way the jeep's supposed to be facing). A
famous film psycho-soldier once said, "Let me
tell you something, young Captain. Someday
this wars gonna end." Play Mercs for

C I O
too long and you'll pray he was right.

TRENTON

6 3

GAME
PUBLISHER
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1 2  3  4  5  6  7  8  9  1  0

Big but blocky.  They're too simplistic
to be taken seriously.

!.;t  : : .0

The bland tunes swift ly  force you to
turn the sound down.

1 1 0
It looks so busy you assume that  the
first f e w  deaths were  your fault.

You'll soon discover the gaine's
flaws and lose interest massively.

Walk ISA
•AJ *1)

COMMODORE FORMAT 3 5  August 190S1. •



41,
Anyoneh i  °Is ever been
stuck in a traffic jam has
dreamed about doing what
you get to do in Turbocharge -
blast everything else off the road. Now
this classic slice of 'car'-nage is
out on budget. Dave gives it an MOT.

that waiting around you have to
endure. If you go during
the school holidays then
you can be stuck in a
queue for anything up to
two hours.
Even on a
good day,
you're lucky if
you have
wait less
than hall an hour.

Turbocharge
suffers from a simi-
lar problem. The
game itself is superb. r e a t h t a k -

p l o i f a s t ,  instantly addictive, lush to look at.

listen to and, basically, darned good
on tape it has one mighty drawback —

' es  a multiload nightmare.

•  *Pr:I  reckon that you spend more timewatching wiggly lines prancing about the

t s c r e e n  than do actually playing theiame.  And no, you can't go away and do

ave you ever been to Alton
Towers? Or Bush Park in
Florida? Or any of the various
Disneywodds? If you have, then
you'll have some idea what it's

like playing the cassette version of Turbocharge_
rsee,  these theme parks offer some of the

best, fastest, most exhilarating rides on the
planet. Thunder Railroad, The Tidal Wave, The
Black Hole — experiences not to missed (unless
you've got back problems or you're pregnant),

to pay... er, apart from what
in to the theme parks, that is.

The price I'm
on about is all

C T I M J E  P U R S U I T

something less boring instead (like
a u i - e a - -  •

 Now did th d e s c a l i n g  the kettle or! i m e
' " i d e t h e tumse-7,716Lftw a t c h i n g thestaticon

•  ("le heft or a p7ost.t t h e  TV when you switch
over to the video chan-
nel without the video

SMASillalp BAltRIERS
Before each level there is a qualifying
round in which you race to the border.
blasting everything in sight. You start
off each of the qualifying rounds with
0 damage. At the end, the number of
vehicles you have destroyed is
deducted from the damage you've sus-
tained. The resulting damage is then
carried over on to the main level.

et 4.1,
• o n  f l e i p  •

goo, f a11%1

* p a l " ?
actually

being turned on),
because you have

to stick around
and babysit the darned thing

Each of the levels is a sep-
arate load, and each level has a

qualifying section which is also
loaded separately. The trouble is that when
they've loaded the action starts automatically,
so you need to be close by. ready with joystick
in hand. Then there are the pictures that pop up
after each level and qualifying round, plus a

multitude of intro screens — all very

Use your missiles sparingly.
Save them up for your

encounter with the leading
terrorist on each level,

because by that point you'll
probably be running out of

time and the missiles will let you
apprehend him speedily.

- I  a s a n
• • • • • •  •  1 0 11 6 • •

It you hold the Fire y o t w  -
sights get  bigger, indicating that your

si l •s are  ready to be launched.

PO WERTESTED



+ r e ,  but a bit of aw ,  and they slow down
what is already a tedious
loading experience.

So. the question is. does T urbocharge have
the necessary thrills to compensate for the
loading niggles?

Too darned f  f l o t  S O  M l l e
nght d has - i r s 0  a s  a  s h owell worth all
the hassle

It's not so
much a driving
sim -  the controls
are kept to a minimum -  as a shoot-'em-up that
just happens to take place on the road. And the
action w e l l _  think of both Die Hard films
strung together but with all the boring dialogue
taken out and you've got a rough idea.

The basic plot is p r e t t y  meaningless actu-
ally. All you need to know is that you're in a car
equipped with some pretty impressive
weaponry and you have to blast everything
else on the road off the road, including police
cars -  you're a federal agent, you see, with a
licence to do that sort of thing.

On each level your ultimate aim is to appre-
hend a member of a terrorist gang. What can
stop you achieving this goal are a) running out
of fuel, b) running out of time or c) wrecking
your car. To get around these problems you
can a) pick up the fuel
which periodically
appears
in the
middle
of the road b) not
bump into thing, stick to
the road, take the correct
turning at forks and
use your tur-
bocharge facility by
pressing the Space bar or c) not
bump Into thing and not get shot
at by the terrorists.

Not getting shot at is diffi-
cult. because the terrorists have
a lot of firepower. They shoot at
you from the back of cars and vans, from heli-
copters and even jet planes. Well, I told you it
was action-packed.

Graphically the game is a stunner (but not
a Stun Runner, thankfully) The  internationally-
flavoured backgrounds are brilliantly detailed
and immensely impressive Some of the sprites
are a bit blocky, it has to be admitted, but they
whiz by you so last that there's wouldn't really

ost happ
on t

C:  :
s  L  •  -  •

t

fun never flags. The multiload is a
pain, and there should have altered so that the
levels didn't start without you, but it is still one
of the mightiest driving games ever,
and at E3 99 ifs not to be missed

MS YEARS' SUPERMODELIWInt KNOBS ON
See that
car? T h a t *
you that  i

See that
t ime remain-
Ins counter?
That's your
age, that  is.

See that
Speedo?
That's the
number of
cock-
roaches
you've
got in
your

kitchen,
that  is.

be
much point in

. u m : making them any more
; .  p l e x  anyway.

'first few levels are tad
easy but things
soon hot up.
There are
always sur-
prises wading

around the next
corner and the

See that  fuel counter?
That's showing how much
hair you've got sticking
out of your nostrils, that
Is. I t  is, hairy nostrils.

Soo those
missiles? M a l t s
how many you've got
left. How many brain-
cells, that  is.

See that  target
sight? That's how
square you are.
Square, square,
boring old sq

See those
bullet holes?

you get too
many of
those your
car's a
wreck,  it is.
I t  is. Just
l ike you. An
o ld  wreck.

See that
score? That's
rubbish, that

It's really
is&

VITAL STATISM
GAME T I O N E O C H A R G E
PUBLISHER K I T L X
CONTACT NUMBER 0 2 1  6 2 5  331111
PRICE t  3.99
AVAILABLE O U T  NOW
OTHES INFO —TAPS ONLY, MULTILOAD
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1 2  3  4  5  6  7  8  9  1 0

Extremely detai led and colourful
graphics for a driving game.

-it)ILJD

Great  driving soundtrack and
intelligently used sound effects.

JJ'AP_;1!;-!

You'll be smit ten by the driving bug
from the first rev  of the engine,

Despite the awkward  multi load, it 's
one you'll keep going back to.

6 5



Dear Commodore Format,
Over the last few days I've become a real sun-
worshipper. In fact, I thinks may have overdone
It. Today I plopped down on the poop-deck and
fell asleep tor five hours!

I woke with a stonking headache and some
strange memories. I realised I was the direct
descendant of Bluebeard and the Scarlet
Buccaneer -  I was, in fact, Pink Belly Roberts
and this was MY ship. A-ha! I gathered me crew
of cut-throats (Dad's band) and stormed the
bridge. That lubber of a Cap'n wasn't expecting
the dread pirate Roberts so we had him hog-tied
and plank-bound in seconds. The scurvy worm
snivelled something about International law as he
teetered on the end of the plank but that didn't
worry me. I wanted me treasure
me ancestors buried 300 years ago. A-ha'

Aye, this be the life. The wind in me spectacles.
me parrot on me shoulder and me leg-pegged. I was
gonna be the terror of the tides, the scrooge of the seven seas. Nothing could stop me now...

...Except that huge wave which splashed over the deck, covering me in cool salt water.
My sunburn started screaming but at least my headache cleared.
Cheers. Roger.

0, what's inside your C64. then?
It'd be easy to find out; just open
it up and take a peek. This would,
however, be what's known as
both DANGEROUS and EXPEN-

SIVE. If you were to pry the lid off of your
machine there's a good chance you could elec-
trocute yourself, blow a few important chips and
totally invalidate your warranty.

So next month, your trusty -  and foolhardy
CP crew will be pulling the worlds best-loved
Mputer to bits for you Yes,  we'll be showing

a 64 NAKED without its clothes on and totally
rkers! We've already got our patient (a

echine that Clur fatally injured) under sedation
and we'll begin surgery the second this issue
goes to the printers.

For games freaks we'll also taking the very
best C64 flight sums for a test flight in the latest
of our 'Ultimate' features.

All this and more in your On the great
Pepsi rm tradition) contents-telling-Power-
Packing-chart-talking-game-previewing-Mighty-
Braining-Monster-making-subscription-selling -
PD-charting-Game-busting-compo-setting-Com
modore-superstoring-game-reviewing-next-

F r P M AT

CT SHARES OFFER!
Forget BT3 here's a lusted edition offer
that you can't afford to miss. CF36 will be
on sale on 24th August 1993, but you can
get a special 'Mag-Save' option on this
limited edition* Just fill out this form and
hand it to your newsagent and they'll
slash a copy away for you. And won't
have to suffer any dreadfully unfunny
inspector Morse pastiches ever again.

NEXT MONTH

MAG*
a

of th h t e o u s  h e r .
CFs(  o d o r e  i s )  man.

(the September issue) is happening
s on sale) real soon (on the 24th of

August). Excellent (Thank you very much).
MY NAME

MY ADDRESS

WRITE ONO INAMIL U  NANDI,
We asked Penny Cyclopedia (Ian's graphol- L I S A  KELLET -  Good crisp clean letters
ogist sister) to give us her opinions on the
CF crew's various spider scrawls.

Ccrewate,a 1 - i u v A 2 ) - -
TRENTON WEBB -  Wild and highly disor-
ganised. This chaotic script is worrying.
The man can't even spell Commodore! The
product of a disturbed mind.

r(vrevyt— •tvt-A)
OLLIE ALDERTON -  Note the way 011ie
keeps all the letters the same size and shape.
He's obviously very attuned to design. I'm
none too sure about his Ts. though.

C c , r v e . o  c-10/,e r r - 3 C I  1 1 - - h c . r l y  P o . e

and precise gaps. Curiously she seems to
be better at writing numbers. She must get
a lot of practice, on cheques, perhaps?

remoit

DAVE GOLDER -  This hand-writing is a lit-
tle light-weight. Note how each letter is kept
small -  and covered in chill i sauce. I think
this person wants to save their energy and
eat while writing.

( b  c o c a t c  t e r

CLARA H IGSON (we think -  It was hard to
tell) -  This is supposed to be writing?
Hasn't this person heard of joined-up let-
ters? Or holding the pen with the fingers.
not in the fist? Or English?

is the last w e  work on, which is lucky because Binary Zone have Just written in
saying that some of the catalogue numbers they gave us for PD Format (p.32) were wrong.
They should be: Mission Monday, Cat No: 13ZGO05; Chaos. Cat No: M G M .



I NORTH MARINE ROAD, SCARBOROUGH, NORTH YORKSHIRE Y012 7EY I F  YOU'RE IN ME SCARBOROUGH AREA,
COME IN AND SEE US. OPEN 9.00AM - 5.30Pm 6 DAYS A WEEK, SUN 10.00AM - 4.00PM. TEL: 0723 376586

C .  5 4  C A S S E T T E S  *  C .  6 4  D I S K S  *
DI MOST THRILLERS 14 GAMES) . 3  99
5TH GEAR
3D CONSTRUCTION KIT +INSTRUCTIONAL
VIDEO (1UILD YOUR OWN

ADVANCED DUNGEONS + DRAGONS
(DRAGONS Of RAMO „ 1 9 9

ALIEN SIDRA
ATAILZING SPIOERIAMI + (API AMERICA
IN OR DOOMS REVENGE 3  SO

ARNA11010 REVENGE 01 DOH
AUGIE DOGGIE • DOGGIE DAD01..____3_99

BIONIC MURIA
BONANZA BROTHERS______
BOUNCING HEADS ....... .....
0 NINE BOBBIE _______
BUBBLE DILLY
BUM'S SPORTING DARTS______ ...
BUMP SET SPIRE ...... . . . . . .

LITWIN EGG...-. ..... „.... ................. „3.75

CLASSIC AKAN
1119ADERSAIUNCHEIVAIDENS_ 2.50

COMSAT SCHOOL. 2 . 9 9

CREATURES . . . . . . . . . . .  3  75
'MLR AWN
DORMAN  3 . 7 5
KIT PANIC _  , „  3 . 7 5
EDO THE DUCK  2 . 9 9
MIRE IMICADO 3 1 "
EMPIRE STRIKES BACK. .. 2 . 9 9
EUROPEAN SUPERLEA611E 2 +

II TORNADO . . . . . . . .
El 5STRIKE EAGLE (MICROPROSE)... . 319
EA OM _ 1 . 9 9
FANTASY WORLD DUTY 3 . 7 5
FIRST SAMURAI 3 . 9 9
FOOTRAtt MANAGER 3 7  99
RIN SCHOOL 2 6-8 YEARS 3 . 7 5
EON SCH001. 2 OVER 1 3 . 7 5
DI SCHOOL 2 UNDER A ._.________3.75

GLADIATORS [FLYING)  3 . 7 5
GRAHAM GOOCH MAID CRICKET_____I .99
GREEN BERET__ ..... .............
HAIIPSTEAD I ROLE PLAYING/ _3.99
11E110E10M ..... . . . . . .  . . . . . . . . . .  _1 .99
IS S 1  99

mom"; JONES I FATE OF ATLANTIS 7.99
ANTS SUPER TEAGUE_  2 . 5 0
IOCEY WILSON DARTS
CHALLENGE  2 . 5 0

Val  NILSON-5 COMPENDIUM
Of DARTS 3  50

DEN 10X 2 . 5 0
SNA1 DIZZY _  - -  3  75

MAGICIAN DIZZY ..... _______   3 .75
MAGIC RUFUS 2 . 9 9
Nita 2  99
NKROPIOSI GUNSHIP  3 . 9 9
NIG 79  2 . 9 9

PAC IAANIA 3  99

PIRATES . . . . . . . 4.99
PIT FIGHTER . .  ....2.99
PIATDAyS AGE 3-11T9Z

POPETE 3.. _ 1 7 5
PosTmAN PAT 3 . 3  75

* C O M P I L A T I
ENE POWER HOUSE 3  99

SECRET Of KANOWTDRAIMATOR
TRIPLE DECKER ..... _________4.99

INVADEPSMUNOWAXIENS
SIX ARIA _  ......... . . . . . . .

TWIN VOLD/PICK .N. PILE/RICE
DANGEROUS

SATIN 14/P.47/PUFFI5 SAGA
SUPREME CHALLENGE 5  99

STARGIIDER/TETRIS/EIFIVACE 2/1)1E
SENTINEL

MEGA PACK 4  99
EYE OF NORUS/TIME FIGNIII/STAR

ItAY/MATADLE
PSYCHO SOCCER. . . 5 . 9 9

FIGHTING SOCCER/KICK OFF 2/WORLD

PRO GOLF 2.99

. . . . .  • • . • • • • • • • • S • • • • •  • • • . • • •  • • • • •  •  • • • •  •  •  •  „  2  9 9

OAK DEX . . . . .  . . . . . . .  2 . 9 9
RAINBOW ISIAIMS 3 . 7 S

RICK DANGEROUS
ROUND THE BEND . . . . . . . . 2.99
SCORPTON
SHADOW WARRIORS  2 . 9 9

3 ,n_ _...2.9)
._._249 SIDEWINDER 2 1 . 9 9

2 50 SILKWORM 2  99
175 SMIPSONS .... ................. _.. . .--- ..... -315
.375  SNOWBALL. IN HEIL 7  99

...... 315 SNOOKER • POOE-- ........ „ . - -  _ .. 2.99

.... 199

SOCCER . . . . . . . . .  3........1.99
SOOTY'S FON

WITH NUMBERS (AGE UP TO 7)
SPACE CRUSADE...................._. 4 . 9 9
SPACE GUN . . . . . . . . . . 2.99
SPAGHETTI WESTERN,  2 , 5 0
SPEEDKING.. ........ . . . .  __, 1.99
SPEEDZON(  1 1 9

51.111TERRAHEA 2  99
SUPER KKK Off 2 4 1 9
SUPER STOCK  2 5 0
SUPERTED .  2 . 5 0
SWITCHBLADE 2  99
SYNTAX  2  99
TAG EEMA . . . . .  3.75
TAP CHI TORTOISE  . . . . . . .
TARGET RENEGADE _ 2 . 5 0
TERMINATOR 2 3  75
THE wOmINES. . .  ............... 2.50

131THOMAS THE TANK .-G'INE„______3.50
THOMAS THE TANK ENGINE RIR

WITH WOROSIAGE UP TO  1 . 5 0
TREASURE ISLAND DIZZY. ......  3 . 7 5
TREBEL FOOTBALL CHAMPTONS... 230
TURTLES COIN OP ...... ......... .......  2 . 9 9
WEC LE MANS . . . . . .
WELLER IS 430 TETRAS) 2 . 9 9
WILD STREETS ..... ...........
90NT ER Emir  2 1 9
WINTER SUPER SPORTS
01 SPORTS EVENTS)......

WORLD (RECIFE 2  99
WORLD SOCCER . . . . . . . . 2 .99
WWF 3  75
X TEITAIMATOR-.......
ARCADE FRUIT fAACHINE 2 . 5 0
BANNON KNIGHTS ... . . . . . . . . . . . .   ,1.99
INVASION . . „  .......... . . . . . . . .
ROGUE . . . . . . . .   1 . 9 9
HARD OF 1NOVAR-- ...... . . . . . .  __ 2.99
RUNK'S MUSH( 2  50
SHAD LINS ROAD 2 . 5 0
MATCH Of THE DAY..............................
LASER SQUAD 4  99
WORLD CHAMP SOCCER ......   3 . 9 9
ENGLAND ... _ _ _ _ _ _ 3 . 9 9
CHEMISTRY 2    4 . 9 9
f, l i , • 0 4 9 9
O N S  -  D I S K *
CLUBHOUSE SPORTS 5  99

3D PINBALL/SHOOTING GALLERY
BILLIARDS/URAL/FOOT1ALL/12AD' POOL
BALI GAMES PACK 4  99

GOLF/FOOTBALL MANAGER/DEAD COACH/
KICK OFF

TEST 131191 II THE COLLECTION- ........ ..6.99
Mt DUAL 1E51 DRIVE It/EUROPEAN

CHALLENGE/CALIFORNIA CHALLENGE/MUSCLE
CARS/ THE SUPER CARS

A1TA(1( DISK 7 . 9 9
SHADOW Of THE BEAST, SUPER CARS, LOTUS
ESPRIT IMPOSSAMOLE GHOULS N' GNOSIS

COIN OPS .......................................499
THUNDER RUDE, OUTRUN, SPYHUNTER,

RCIAD BLA4 STER BIONIC COMMANDO

BALDERDASH 4  4 . 9 9
BAT  6 . 9 9
BLACK HORNET . . . . . . . . .  . . . . . .  _419
BLOOD BROTHERS
BEIM THUNDER   . . . . .  . 3  99
BOOR OF THE DEAD 3  99
CISCO HEAT   _ 4 1 9
CLUEDO MASTER DEIECTIK• ......... ..... _4 99

COSINE CIIISEDAY  3 . 9 9
CRICKET CAPTAIN 4  99

9 9 9
DAN OAK III • • • • - •  4  99
DEATH OR GLORY . •••••••••- 4 9 9
DEFENDERS OF DEE EARTH   4 9 9

DICK TRACY 4  99

4 99
MIRA CARCADIf
fumwEAN CHAMPKINS 4  99
II 'TORNADO ... 9 9
TEDERADDIN .  . . . . .  -  .. 9 9
FIREPOWER (TANK . . . . . . . 4.99
FOOTBALL MANAGER 3 1 1 ) 9 9
WIRE KNIGHT

ICE HOCKEY
JAHMIGER KHANS SOLIANI ......
LAS vEGAS CASINO   4 . 9 9
LAST BATTLE  3 . 9 9
Lours ESPRIT
MONOPOLY DEIIIXE__ 4 . 9 9
MOONSHADOW _ 3 . 9 9
NATO ASSAULT COURSE . . . . . . . . . . . 99
NEIGHBOURS  1 . 9 9

PIT MATER . . . . . . . . 4.99
PREDATOR   4  99
RHYTHM KING INN PIOGIAA0

ROADWARS
ROGUE TROOPER _ 4 . 9 9
RUGBY IT WORLD CUP) 4  99
SCLAIBLE BE LUKE
SECURITY ALERT . . . . . . . .  •_••••_ 1 . 9 9
SPACE CRUSADE

POSTMAN PAT COLLECTION ......499
POSIMAN PRI. 213

POKY!' coultlioN  4 . 9 9
POPETE I, 214

CHART ATTACK
MB  _ 4 . 9 9( KINGDOMS/SOPEICAPS/61101113

GHOSPAMPOSSANDUAOTUS ESPRIT
[Den COURTIN   3 . 9 9

OWN NOCHES ARCADEARCADE0011/MIDIOGINK)
HEUER SKEIN

D COLLECTION. 9 1 3
THE SPY WHO EOM NE/Dm m13icE 11 /

LIVE LET DIE
SUPER HEROES.4  I/

LAST 1111M 2/111[16111A JONES A DIE LAST
CRASADEISTIIDEI 2/JAMES BOND THE SPTIND

LOVED OAF
HERO 'NEST • REM OF THE INICHION 519
POWER PACK   2 9 9

VAX KID/THREAT 2/IMAGINATION/PRODIGY
LINEKEI C011.10014   4 , 9 9

SUPERSENIS/NOT SHOVIONT 199G/
DOER STAR SOCal

HU PACK  3 1 1 )
CAUFOIJILU GAMES/14.11111AN 2/OUTRUN

SOCCER SPECTACULAR    4 . 9 9
WORLD EPLIMPIONS/PER1 NOON'S HANDBALL

MARADON00011411,IMNAGWPITIR
BEARDSLEY'S INTERNATIONAL EOOTIALLSOCCE1

SUPREMO
KIDS PACK I    ' S P E C I A L  PIKE' 5.99

POSTMAN PAT/PORTE 2500TY .
SWEIPAVOIMIES/SUPERTIO/COUNT DU/RIM

ICI:DEISEZIKIA/COUNf DIXIIRA IIIOIICITEYLPE.7PTIM6196
MI VINIXLET PIG/IMIGERS • ASH

SUNNI (1141.0/GE__   4 . 9 9
SENUNR/STARGURIVEME/Aa RAMS

SUPER EIGHTH   6 . 9 9

SPOT ...... • 5 . 9 9
SPY VS SPY I  3 . 9 9

TOP FAT .  •  . .  A  99

T O R  SNOTS KICK OFF ......I t A C K  son MANAGER.. ........... _________4.99

WACKY RACES

WINTER SU . -  ..
PEISPORTS 92.. _ . _ 4 . 9 9

WORLD CHAMPIONSITIP BOXI11.
WORLDS GREATEST BALI GAMES_______.3.99
ARKIE  3 . 9 9
DOT CRO( 3 . 9 9
BLACK NOINET (ROT Sim).......  4 . 9 9
BOULDIRDASH 4 .........  - 3 . 9 9
BIG I DO GAMES  9 . 9 1

3.9/DEFENDERS OE THE EARDI

INSECTOR HECILF  •  3 . 9 /
TIONNONG PHOOEY 3 1 9
RUFE A BIDDY
TOPEAT
TRACK SUIT MANAGER   3 , 9 9

YOGI'S GREAT ESCAPE 3  99
WACKY IMES 3 9 9
SMASH TV .... .... . .  9 9

KRAKOLIT . 3 . 9 9
TURBO THE EIMETOISE-••••-••••_•,_•••_..._3.99
JOHNNY QUM _ 3 . 9 9
CHEVY CHASE 3  WA
SPACE RIDElt . 3 . 9 9

MUMS   3 . 9 9
TURBO 011T RUN 3  99

KENNY DALGLISH EMMEN
WINTER OLYMPIAD   2 . 9 9

* C O M P I L A T I O N S  -  C A S S E T T E  *
FINAL FIGHT WO. PIT TIGHTER

MAX   _  ........
Sill,, INNISMEE ST DRAGON, 111111CAN

2 HOT ? HANDLE . . _  LE  599
SHADOW WARRIORS. GOLDEN AXE, TOTAL REUEL

SuPER OM ROM)
MEGA HOT  5 9 9
AT PINBALL. BMA TENNIS. may NIL 79, FRUIT

MACHINE. GPS
THE IN CROWD   5  99

COMBAT SCHOOL, Kum* AWN, BARBARIAN..
MIA, MEDAN TARGET RENEGADE

POWER UP   5 . 9 9
ADENOMA% tAr4-111:1 KIANG. OWL HQ

TIIRRICAN, YOUI
SPORTS

30 POOH. 5 ASIDE SOCCER, JDorf MON Dun
HIT ICE HOCKEY, FANTASTIC SOCCER

'OLKEN TRILOGY    5 . 5 0
THE HOBBIT. LORD Of THE DIGS. SHADOWS DI

140001
I 0 RED HOT NITS   4 . 9 9

SPIN DIZZY. EDDIED SURTO( DAY Of DIE
EXPLODING HSTSPACE N.01. DARE. 'ORPHEUS,

ELLIS 74 NONE GAMES

GINORM0115 PACK  5 . 9 9
ito ARROWS/ARMY ROWS/GM IRON 21110

MOUNTAIN IN SIMIJIATOR/IMX mitminiGri
BOSS/DIRTONICS A WALLYSKEIR

REAL STUNT DM/COMBAT IONE/SOCCER
BOSS/RUN FOR GOLD/DEAD (II ACM/TURBO

BIKE/M)511111.1141 RIMS FOOTHAIL/C4IN
BOATMEN A JUDY/ GAME DIEVIAITY

DIMISTRIKE MICE (DIRE

"rivet

NAMPIONSHIP SCI(CER/MANOIESTER UNITED I f  TRAIL W A R  0 1 A l e l   BASKETBALL AUSSIE RULES FOOTBALL
!.ONFUSK:', CRICKET INIERk.ArIA.t: R U G B Y  BOSS

D O U B L E
P A C K S

1 PITTIGHTER + SHADOW WARRIOR
3.99

2. SPACE GUN + JAHANGIR KHAN
SQUASH

4.99

3. BONANZA BRO'S 4 SHADOW
WARRIORS

4.99

4. THE BOXER + LEAGUE FOOTBALL
3.99

5 SPITFIRE 40 + STRIKE HARRIER
1.99

6. &SHARK + SPITFIRE 40
2_99

1. GLADIATORS + BISMARK
3_99

B. FLIMBO'S QUEST EOD THE DUCK
499

4  M O S T
S P E C I A L S

WORLD SPORTS
BASEBALL, JUDO, BASKETBALL

GRIDIRON 2

AIR POWER
ME, MEGANOVA, HELLFIRE ATTACK

IMPLOSION

ACTION
STRIKE FORCE COBRA, COMBAT ZONE,

GUN BOAT, DEAD OR ALIVE

THRILLERS
FURY, SPLAT, VIXEN, MEGA, APOCALYPSE

TOPPERS
SPIN DIZZY, CONFLIZION. OINK, TARIAN

HITS
SCHOOLDAZE, YETI, MAD FLUNKY,

HYSTERIA
El -99 EACH ANY 4 FOR

£5.00

*  D I S K S  - S P E C I A L  O F F E R  -  N O T  B O X E D  *
A U S T R A L I A N  R U L E S  F O O T B A L L I F A L L I N  A N G E L / B O X I N G  M A N A G E R  • A L L  I  F O R  E 7 • 9 0

G A M E S  S U B J E C T  T O  A V A I L A B I L I T Y
P L E A S E  N O T E  - A  P H O N E  C A L L  R E S E R V E S  Y O U R  O R D E R .  O R D E R S  U N D E R  E 5 . 0 0  A D D  S o p

P O S TA G E  •  PA C K I N G .  C H E Q U E S  •  P O S TA L  O R D E R S  M A D E  PAYA B L E  T O  W I Z A R D  G A M E S
P L E A S E  A L L O W  7  D AY S  F O R  D E L I V E R Y

* A N Y  6  O F  T H E  F O L L O W I N G  T I T L E S  F O R  E 5 - 0 0
PSYCASTRIA N O M A D  OF TIME FOOTBALL FRENZY S O C C E R  BOSS C A M E  001
AMMAN P U N C H  & JUDY U c  T T  MASTER N O N E GAME OVER 2

THIS IS JUST A SMALL SELECTION OF OUR STOCK. PLEAS • E N D  FOR •  STS ON AMSTR L I C  OR •  . A S S E T T E  OR DISK.
ORDERS UNDER CS ADD 50p POSTAGE & PACKING. PRIC I N C L U S I V E  C -  °STAGE + PACP F O R  ORDERS OVER CS. GAMES

SUBJECT TO AVAILABILITY. PLEASE NOTE. A PHONE CALL k S E R V U  YOUk ORDER. CHEQUES P O S TA L  ORDERS MADE PAYABLE To
WIZARD GAMES. PLEASE ALLOW 7 DAYS P M  DELIVERY. OVERSEAS CUSTOMERS PLEASE ADO CA PER GAME.



l i k t i & z j i h  NEW FROM SILICAS I B I C E S !
THE UK's Nol  AMIGA SPECIALISTS

111 8

20.
.40E Otirt

t
.1n3 , . . . . •  U S EE299
AN. *Sr m a t  1 ,0

t a l 4
altronuat D W I

4 0. E349
,-Ant. EMT a t  ..•• , N C .  tnit

FREE!
SOFTWARE PACK • FROM SILICA

ZOOL is the software pack of the year. It includes:
Zoo!, Transwrite, Pinball Dreams and Striker V a l u e  £127.92.

All Amigos from Silica (excluding A600 Standalone and Amiga 4000)
Include a FREE ZOOL pack as well as GFA Basic and Photon Paint IL

AMIGA 600HD
EPIC • HARD DRIVE•
E-P-I-

TEAR ON erre(er io ia  WARRANT,
ON am 0O. ,6umano.

•ACK INCLUDES
•  r• alma rap . . . . . . .  r a n  D
•  ausa• .  Mei no Mann
•  aaararaDIAK D a m
•  eirt•a Eseutreeinalle . . . .  U R N
•  NM • N g  RANK. /DUMAN N S .
•  11.• n a l  ~ d r a t  e a s e l
•  armiNear ralPuLa0 rail 0 9  Sra
NIT NON ILIOA Sw.0111 C 2 6 1 . 8 7

TOTAL Palne ULM Snug
LESS PACS SAVING TAW 02

IILICA PRICE: OWEN
•
•
••

ZOOL... . . . . . . . . . . . . .
nada. Pk b e  KIN • OPla ArNaliCAPP • N012
TRANSWRITE  £ 4 9 . 9 5
rtrel Prams. anI SRO C a t .

PINBALL DREAMS  E 2 5 • 9 9
stwoncr • ark AO • Sta Yea

STRIKER  £ 2 5 . 9 9
S .  S p . .  • INN CD Nur -lee Si

ZOOL PACK: £127.92
GFA BASIC y3.5  E 5 0 • 0 0
Pon•Ao 9,(91~1; terstriss
PHOTON PAINT II   E 8 9 . 9 5
Pm.ko (woo Plowng

TOTAL VALUE: £26787

TOTAL f 2 6787
VALUE:

AMIGA 1200
COMIC RELIEF

n l i r • • • • • • • • • • • • • • - . . .

,AJOGII  12

,Roeerruidiew elAARAIRT
m• P0. strannanartn%

I M I N t r r a t

65020K Processor
14.1Paav NO Speed
32-be At 0u1Kture
2w5 Crq
Aroca DOS .3 0
AA 0,ip Set tor Ereenad &lona
lb 8 kithal Colours
25$ 000 Woos on Screen
aultinIVAlooditor
1 D i t i l t A k i  Expense° SW
FiNCIA Sir all CITO Skil lakes
512K lit or Aker PC Girds
96640,904st with 'Mora
Narent Kmpad

!OE 41.0 OUR
DPOITS it. a . m .  may

Yrar On-air Warranty
MEE GIFTS RION MICA

NEW
AA
Nov(

2 4 3RAY

runT-E399
r A W C

AMIGA 1200
+ HARD DISK

LCAF  OFFICIAL UPGRADE)

1 2 . W
1,85-=

E25 99

COMIC RELIEF

YEAR DAVI/AT MOPE * m o m 'o.,..cratratatran.
Shea are pleased to  celer the
Arnica 1200 Comic Relief Pack
mei your ceuxce ol NM asks
185aie, 127kaa or 200kihr T  MN*
art kepi upgrades approved by
Commodore G o a  D e  A l 2 0 0
and Hard Disk are fully covered
by Conwoolate'a ofk,iti 1 N W
On-SKS sterraniy m e t  WA N G
Look out tor the apeciar alcarsar
to erasure that the Lpgreded
Al200 you buy re an
official version, which
irtILKIes ComOdore's
lulapprovil And 1 yam,
on-soe avargarrty•

NEW
AA

E 5 9 *
'2r- 85;1 E599:,-_;

at it E699:1:,
27- 209- E849

AMIG2t, 500pws - AlE9DI 00At.6.
2

HOME ACCOUNTS

ICS-4.'1CA SYSTEMS -  THE AMIGA SPECIALISTS)
FON.  tau S W .  • I t im In Nay i n .  row A m t .  c a r p a l .

reo M K  very OVORAly About WHERE tor. bu•
E r .  I  mil be l i e  •  tow nvolts Olt .  Wong Nur M a w  r a w  Wu
t n .  m o w.  Nt2bonar pecturmnds or monmana. a  hot9 who60•605
rat your wor pJvh•rare m o a t  in•oanserry yekr buy InTan MUNI
aca, wit  daNds ol nem pesticide42 Slic• S y s . .  sw o n . *  Mat
tSo l I  NEW roeritu to wary sbot  W .  95w t f l  661•5113.
abrost ' I  wets tar  . 6  Aingli opostalms mcl aro CornmoSaro
9 1 . 1 . 5  ONset IM11, cur unr.251  s t o . . c .  ant imper i l .  sta
ow, nolo d a m  oa most our cralanors . . . N P R  twin TA
under. . . log  flinch is tourrra P0 n o t  But dunr itrO, taim 0411 weall
Por t  C o r r . .  and r a t ,  We nmpor now to, ma 1 . 6 1  FREE
Iarmlure and Doc,P0 twarionstha'Slica Symms Swum-
•  COMMODORE APPROVED UPGRADES:

Ont .  Hard Drm unr aces sae' W2846 on-sat %gnarly
•  FREE OVERNIGHT DELIVERY:

On all 95101.4 0 ,0 .9  aitaral in lite UK mainline
•  TECHNICAL SUPPORT NELPLINE:

A tern oe Amiga Hamra averts sit be at your 9113101.
•  PRICE MATCH:

We ,-,anck COMISTO31 D-• a •Sara product • SRN he kaaaa
•  ESTABLISHED 14  TEARS:

We rate a pratoen blot record in proassaccar compuler sale
•  £ 1 2  MILLION TURNOVER (wftle SD otorr):

We are sairD rleranie and prcritabe

•  BUSINESS E D U C AT I O N  G O V E R N A E M r :
Vcduire laments are Dalabe Tel: 011•30114116

•  SHOWROOMS,
Stilton S2111011StrabOn and Amino rapleite ai al Our SIGH

•  T H E  FULL STOCK RANCIE
Al et ioor And ragorErnmIN are arelabit Inton 144804ter.

•  F R E E  CATALOGUES:
Ani be Twain to pa wtnSaran reboil once 'alga elm
as well as delsis cm al. Amp sensate and per Ovals

•  PAYMENT:
We eeeem most mar era& cards Calk OHM or : ro l l *
IMPS N O %  • woe,' 4aearra co Warr

SILICA
SYSTEMS
": ) HOT 081-309 11119. LINE

at A F T "  TO W C &  •UNIPAITY

PACK INCLUDES:
•  'OE AMIGA 3100ar4 t a t  I t
•  OISI,T iN t r a  DRIVE
•  A520 n  MOODLATCN
•  Hat SarIPSONS C I N  92
•  CAPTAIN PLANET E 2 5  PI
•  LENAINCS C I S  NO
•  CfauSE PAINT E T %  99
MEE MON MCA •tpe 0,toPt 1 7 .

TOTAL PACE VALUE 0174
LEES ;AO( SAVAYG 01121112

INICA PRICE 0 . 1 9 0

AMIGA 1500

I YEAS AVIAN TO SIMI WAPPAIM
PACK INCLUDES
•  um AMOCO, ,51.   D 6 9 9  99
•  tr EPPC •  ImatNprogas
•  EtaNNO• NON . . . . .
•  PC CatPOBILITY . . . .
•  NOSO SLOT

•  N-T, 91.0190.0595t951 -. E100 Cat
•  !teem inannomiNE •• rise es

E . 3 . 1 . 0 1 • • •  • • • • 1 0 • 1
•  PurneC r a a  99
•  TON E 2  • 9•
SELF 9 4 I
•  HONE ACCOUNTS a t  SIN
•LLJEEPASITIS E N  PI
•  NAGA M I D I  £ 1 1 1 . 5 1
NES INNENJOS ,  t a

TOTAL PACK VALVE. O W  at
4eSS razi, iiavarrao 00539

IsLiCA PRICE (399.09

1MbRAM

nRe SWAM€399
•.,0 • M N

TUN ON ern( AT I N N  WANTAIIMr1CorRa

w• 55• • • • •  •  1••• re  Amp aN
I n .  Pot •  • eft, No SAA 'AAS  W."
NM I  r e  am V P
PACK INCLUDES.
•  i s  NADA NO 0 2 0 3 0
•  ENALT-.4 I . . ORAN
•  INALT IN TrI 10001.-LATCN
FLUE. FREE F11006 SILICA
•  PHOTON PAN.' II. E l e  95

TOTAL PACK VALUE, CINLIKI
LESS PACK' SAVING ESN MI

SILICA MOE.  NINON

diMitclAM

2 M 3PAM

AMIGA 4000
SPECIFICATIONS

1 7 : 2 • 9 aE199
arr. w r  • mar
net-most. I S H I IE229

•10••• • • • •  3 ,  • 0-0•••••••t,

[1 etAA ON NTErAT NONE N U M M I ,car au LTANKILNA 'WKS

• 0l i l y

The MOM . 1 6  a/ 159511I l o s o  the
maw. I ,  rh• moo
GRAPHICS:
•  I I t 5 iD l tXLaPS
W I N D O M , "  •II)

VN•5,2 4P0 Kota
OPEN ARCHITECTURE.
✓t m  . 4 0 0 0  PELit b 1 . 1  d 0 0 , 2 4 5  .
1Issaert a w n w t  1 . 0 ,  n o r n
a . .  6 a . m .  *room.
•  artatIC IOND ',ROTS
•  SEC.' SION
•  uptri 10E0azt
POWER
•  1 :19•3,12. ,

1 7 o  Silica Systems

. 1  AWN
room, P t  Pow,

tolubbsWisztlie:

Company Name trt apoircablei
Adores&

NEW,
AA
temp

AMIGA 600
LEMMINGS PACK

YEAR ON swat imue rersammlararnoraatoir
PACK INCLUDES,
•  I s  MSION 000 . . . . . . .  E N O  09
•  5.A.Tar 1 .  OHNE
•  suiLtek Tv anCOMATOR
•  °EDDIE P R .  •  i n t
•  LEW•WIGS •  t o
otee mom SUCK u o n  015757

TOTAL PACK VALUE: m a i m
4 f SS PACK SI VAU E l .  AA

StrCA PONE t22500

I m a k . . . K t  t o w  '

1 f 2 2 9RAM
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