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NOW A TOTAL MOUSE/
GRAPHICS PAOKAG

FOR YOUR
COMMODORE

Commodore Mouse is a high resolution two button mouse
 optical counting, teflon guides, microswitches, rubber coated
‘ IHI high quality interface.

# When combined with OCP Advanced Art Studio this graphics package is
‘quite simply the best system available. The features are unmatched...
Create an image - shrink it. expand it, move it. rotate it. copy it, colour it. ete., etc.
Spray patterns or shades, make elastic lines - stretch and manipulate shapes.

Zoom in to add detail in fine mode. & Pulldown/leon driven menus for ease of use.

Mouse operation, plus joystick and keyboard control.
16 pens, 8 sprays. 16 brushes - so flexible anyone can create supesb graphics easily.
Full cut and paste facilities pluo excellent printer support.
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ONLY

£34.99

TOTAL PACKAGE
INCLUDES MOUSE/
MOUSE MAT/HOLDER
AND OCP ADVANCED
ART STUDIO
PLEASE STATE IF YOU REGUIRE TAPE OR DISK

LC 200

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

LOU PRINTER PACKAGE

FREE!
MOUSE MAT AND

MOUSE HOLDER

(WORTH £12.99)
WITH EACH PACKAGE

® The 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, ete., in genercus colour!
® LC200 is a full Centronics printer so it works with other computers (Amiga. 5T, etc.).

® Made possible by Diatel's PACKAGE INCLUDES STAR LC200 COLOUR PRINTER RAP £345.00

unique colour printer driver -

now you can have a hardcopy
in up to 16 colours!!
® No more to buy.

® Works with Serial Version of LC10, Parallel Port, Sprint 128, etc.

1541 mkn DISK DRIVE

The 1541 Mk Il is a superb
quality Disk Drive specially
designed for the Commodore
64/128.

TOTAL PACKAGE INCLUDES
6 GAMES

ONLY £149.99

ADD £5 IF NEXT DAY COURIER
IS REGUIRED

SPRINT 128

@ Full feature Centronics
Printer Interface.

DATEL MIDI 64 INTERFACE PLUS
ADVANCED MUSIC SYSTEM

ONLY £39.99

Ilg'l'l‘fl LUX

AVAILABLE ON DISK DMLY ® 3 additional cartridge slots .
provided & Connect vour 64128 toa # Quality Commodore
® The Advanced Music R range of full slze Centronics compatible Data Recorder,

System may be the best
MiIDlimusic package produced
for the 64/128 offering a huge
range of musical composition
features & MIDI compatibility,
with the Datel MIDI

Interface you have UHBElTlBLE MIiDI FA.EKAGE
the TOTAL MIDI
SOLUTION!

Parallel Printers.

. E..'l:s}- Lo use - SUPPOTLS
Commodaore Graphics Set.
#® Onboard Microprocessor

original connector reduced,

@ Switch provided for
selecting belween game
cartridges rather than conatant
unplugging.

#® Reset button built-in.

ONLY £16.99

1o load.

ONLY £29.99

Chip means no more programs

MORMALLY £394.98

COMPLETE PACKAGE NOW ONLY £259.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY ONLY £19.99
@ If you already have an LC10 or LC 200 Colour Printer we can supply the Driver separately.

OTHER COMMODORE ACCESSORIES

® Pause control.

@ Thres digit position counter,
® Counter resel

8 Comes |,-||::|'||:|'||,-r,|,~
to buy!

ONLY £29.99

Ak TN

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

ORDEAS NORMALLY DISPATCHED WITHIN 48 Hrs. ALL CHEQUESPOSTAL ORDERS MADE PAYABLE TO....

i DATEL ELECTRONICS IO

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, STOKE-ON-TRENT,
ST4 2RS, ENGLAND. FAX 0782 744292 TECHNICAL/CUSTOMER SERVICE 0782 T44324

DATEL LONDON SHOP
ig::;;a l - [

222, TOTTENHAM COURT RD,

LONDON, W1. TEL:071 5806460

COM M3E 4

SPRINT 128 PRINTER INTERFACE RRP £29.99 |
DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £19.99
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CARTRIDGE
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POST
FREE
THE ACTION REPLAY MK Vi
WILL LOAD A 200 BLOCK
PROGRAM IN UNDER 6 SEC

THE MOST POWERFUL,
PACKED UTILITY CARTRIB

® TURBO LOADER - Load 202 block program in

under 6 seconds - world's fastest disk serial loader.

On-board RAM and ROM achieves high loading

speeds. Works with 1541/1571/Oceanic/1581.

@ INFINITE LIVES GENERATOR - Awfomatic infinite

lives!! Very easy to use, works with many programs.

No user knowledge required.

@ PROF MACHINE CODE MONITOR - Full 64K

Freezer Monitor - examine ALL memory, including

; stack, /O area and registers in their frozen state.
Ideal for de-btigging or just for fun!

! ® SPRITE CONTROL - Freeze the action and view the

‘ sprites - watch the animation - customise your games -
kill sprite collisions.

i ® FREEZER FACILITY - Now you can make your old

4 slow loading programs load faster. Simply freeze the

action and save to tape or disk to reload at superfast

speed - no more waiting for programs to load.

® DISK COPY - Easy to use disk/file copier. Much

faster than conventional methods. Ideal for backing

up data disks.
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display

& "blow it up" to full screen size

edit sprites

S —

screen message with music

ONLY £9.99

S LITMITED

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type
BLOW UP - Unigue utility allows you to take any part of a picture
SPRITE EDITOR - A complete sprite editor helps you to create or

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

HOW TO GET YOUR OBDER FAST!

ALL CHEQUES/POSTAL ORDERS MADE PAYABLE TO.....

DATEL ELECTRONICS

GOVAN ROAD, FENTOMN INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292
TECHNICAL/CUSTOMER SERVICE 0782 744324
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® TAPE TURBO - This feature will add Turbo
Reload to the programs that you save o tape - no
user knowledge required.

@® FAST FORMAT - Format an entire disk in about
10 seconds - no more messing about.

® PRINTER DUMP - Print out your frozen screen to
printer - MPS 801, 803, Epson, Star, etc. - very
versatile.

@ CENTRONIGS INTERFAGE - For parallel printers,
Star, Epson, etc. Print out listings with graphic
characters etc. (Cable required for parallel port
£12.99).

@® SCREEN EDITOR - Now you can edit the entire
frozen screen with this text editor - change names on
high scores, etc. Great fun!!

@ EXTENDED TOOLKIT - Many single stroke
commands for Load, Save, Dir, etc. Plus range of
extra commands, i.e. Auto Number, Old, Delete,
Merge, Append, Linesave, efc.

THE REVIEWERS SAID...

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

COMMODORE DISK USER

WARMNING 1988 COPYRIGHT ACT WARNING

Datel Elmcironics Lid., neither condanes of uthanges the use of if's products for the reproduction ol
copyright rmaterial
The backup lachitied al this prodiuct are designed o reprodusos only software such as Public Domain

maiarial, e usees awn programs o software where permisson o make backups has been cleary

grean
It 5 ilegal fo makn copies., @van for your own use, of copyrght matenad, without e dear
permisann of the Copyright owner, or the licancee thensof

=) 24 HOUR MAIL
=== ORDER HOTLINE
0782 744707

| ‘J ! ORDERS HORMALLY
VA T ESE T

DMISPATCHED WITHIN 48 Hrs
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Ollie would also like to rescue: Leslie Ash

Clur would also like to rescue; Andrs(w) Agassi
Trenl would also like 1o rescue: Himsal]

Lisa would also like to rescue: The world economy
Dave would also like 1o rescue: Delia Smith

10 CHARTS

Gallup and the best-selling games.

13 NEWS

Gossip, facts and fiction — ah well, no fiction
at all, in fact, we made that bit up.

14 PREVIEWS

Match Of The Day meets a sideways (yes,
sideways) scrolling SELUCK game!

16 THE ULTIMATE
BEAT-"EM-UP

Held 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

More pop-picker type nonsense with Clur, Mr

56 HULK HOGAN'S
SUBURBAN COMMANDO

Alternative

The Hulkster makes his movie debut on the Cé
The movie may only have been average, but th:
game's brilliant. Hulkmania runs wild on p.56.

60 PIRATES
Kixx XL
The ageing MicroProse sea-dog
sets sail as a bugeteer. Canit |
still rule the seven seas or &

p.16, oh yeah!

19 EVERYTHING
YOU WANTED TO
KNOW ABOUT SX...

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 CE64's long-lost prodigal 2nd cousin.

Corimotio

DAVE GOLDER
PROD ED
(LIFE GUARD)

In keeping with our
S05 special this -
month we .
picked a
rescue theme.
Dave was
well chuffed
because it
gave him a
chance to boast
about his Baywaich
days as a life guard. I
used to work at a pool in
Brighton. | once saved
this girl called Victoria.
Her husband Albert was
real impressed and it
got in all the papers. "
Victoria® Albert? It
doesn't sound much
like Baywaitch. Is that
the original costume?

&, now the scourge of the ‘
il datassette?
|
Suburban Commando. 62 ER ;
Kixx |
Y 019820 Don’t get even get mad as o |
s

i i of America’s super soldiers in
this isometric blast-'em-up. Can it
match the coin-"op? (Erm, no actually!)

64 TURBOCHARGE
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IXx
gyxstem 3's classy car racer cum shoot- em-ur
was hailed as the fastest ever game on the Ct
It may have hit the budget circuit but it still hes
horsepower to spare!

re

...

LISA KELLETT CLUR HOD!
ART ASSISTANT STAFF W
(MOUNTAINEER) (SAILOI
“Well, | needed Clur's n
help after person
seeing people
Cliffhanger. A rather
friend said that it in peril |
was based on real but sh
life, so 1 jetted off to be
to the US to see if | once,
could find any of then

that cash that k, tryims
should still be ¥ g soma
scattered all over _‘ i She
the mountains . Auclk |
after Sly beat up Zeal
that international one o |

crim’. | climbed the north ridge and

it was going well until | chipped one
of my nails. | swore, kicked the
mountain...and promptly fell off. They
had to call out the mountain rescue
unit and everything. Lordy me, how
embarrassing! | could have died.
Then | met their paramedic Bjorn..."”

that prol
minute she was
deck, the next :
paddling in the |
happy. Mind you
better when she
responsible. Zul
punch she's got
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21 LETTERS

you say — in a lettery kind of way.

25 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!

28 SUBSCRIPTIONS

Gel Commodore Format delivered post-haste
(and blag a brill free gift too)!

29 GO SOUTH
YOUNG MAN

Stuck on an adventure? Do you keep

o GAMEBUSTERS
4 ° SPECIAL

Ce4,
tthe he best cheat-sheet in s
36 the world just got Eass :

better. In a 13-page

extravaganza the most SPEc,Al
popular, the trickiest and the

most down-right difficult C64 games in
existence all get the Andy Roberts’
Gamebusters treatment.

33 GB INTRO Where to find which cheats
and how to use them.

34 LAST NINJA The full solution.

36 FUTURE WARS Cheat to the future!
37 IT'S WAR! Arcade battlers get
blown away.

38 LAST NINJA 2 Destroy Kunitoki's
evil plans, for the second time.

40 BEAT-"EM-UPS Kick for victory.

41 BIG SCREEN ACTION Superstar
celluloid cheats and tips.

42 LAST NINJA 3 The final chapter!
44 CARTOON TIME Cute made cuddiy!
45 THE NEED FOR SPEED Drive faster
NOW! (And don't worry about crashing.)

ot

Do you keep trying to carry the East?
Then relax, take a deep breath and read

adventures — and enjoy tham!

32 PD FORMAT

The Binary Zone PD top fives!

46 TECHIE TIPS

The best Inside Info in the world from Jason
Finch — to whom tech stuff's a cinch!

49 SCHWING LOW
WINNERS

The hilarious results of our Golf clubs
competition. It's a bit course, but it's fun!

52 BUY-A-RAMA

CF's equivalent of Exchange and Mart.

54 MAIL ORDER
66 NEXT MONTH

It it's September then it must be CF36.

The Mighty Brain has his say, about what

exiting when you should be inventorying?

our specialist feature on the way to play

The Commodore Superstore is open, all hours.

theYrescue”’

Obtison
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OLLIE ALDERTON
ART EDITOR

(SHIPWRECKED)
ur's Ollie had a terrible experience on
r,u.-." :i:i t:l:!t;mt of his way to a gig. The Frantic
ople | peril J{_-_,L Elevators were plla}rirlg on the Isle
sther 'han being vy of Lundy. Ollie took the ferry,
1 peril harself but due to an excess of
ut sh | has ha‘d ‘Lemonadea’ he fell
o be | gecued overboard. Washed up on
ance, . a beach, he struggled for
+ and even
then : he was ngks to eke out a
tryint | 4o rescue l|1‘u'|:ng. He ate raw
S0MY thing else, fish, raw plants and
She ' Lax down in drank raw water.
Aucl |and, New Imagine
Zeal ind, helping what a
One o | those ships fool he
t prot et the whales. One telt s
' Was gwabbing the poop when he 73
Xl & he was doggy- looked
the I riny. Clur was not over the
d you | ghe felt a bit dune and
n she caught the guy found
. Zul | glors! What a himself in
5 90t on her! Minehead!

TRENTON WEBB
EDITOR

(ST BERNARD)
“Okay, 50 it doesn’'t look
like a St Bernard, but
you try getting an
Alpine costume in
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
F Yy 5" why did you
*% dress me as a
dog? | could
have been a
Thunderbird.
What is it?
Do you all
| hate me?"
' |Er, yes! -
the crew).
“I'm leaving.”

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

Side One
Tape count 000

16 testing sports, all set in
space! Space Academy
tests your waggling, nerve
= and timing to the limit!

JHOTAMIA 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.

LEMMINGS

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

Raad the intro
carefully for
clueas.

fine, 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 contral of
the helm and you find yourself
hurtling at a particularly terrifying
speed towards the planet's sur-
face. Hours later you come
to and find your-

I t's summer time and the weather is

QUICKSTART INFO

Side One * Tape Count 075 = Keyboard

It's a text adventure folks, so put
those joysticks down and get your
thinking heads on. Type in what

g Sl S ' g ; you want to do. Not sure what to

_ type? Here are a few all-purpose
the destroyed (- i ; e handy instruction to try out:
spaceship and hun- : N - Go north S — Go south.
dreds of dead bodies that = . W - Go west. E - Go east.

were once the cre'ﬂ:f andpthe; passen- - X — Examine, | = Check inventory.
gers. What now? It's entirely up to you! - Get (followed by name of object)

Okay, so if you're not used to them adven- impatient sort, - pick up that object and put it |
tures can be a litthe confusing, but never fear, here are a couple of general in your inventory.
Galadrial's here. Well, actually she’s on page tips to get you started. _ Look - Examine the surround- A
29. Y'saee she’s written this feature which should Always make a map of the gama as you go o ing area, no less.

give any novice adventurers all the advice they along — without that you'll just end up getting lost Press — Press the thing in question (oo-er),
need to get them started. But if you're the in the middle of some dank, dark jungle with no Shoot — Wa-hay, we get to shoot someone!
food or water. And mostimporant of all, don't Save - Save game to tape (make sure you
give up at the first tricky obstacle you come to — don't save on to the Power Pack, have a

sit and think about it for a while, the answer will blank tape ready).

T N e N e LI e

=l -

Ve rea 2 fe: 3 29.
you've read the feature on page 29

Uh, oh. Dead again. Ah well,
better luck next time.

probably come 1o you in time. b
And here are a couple more spe- .

cific clues for Jhotamia (so close your E
instructions on the small box refer GAME Jhotamia 6 )

to the main aircraft door and the ORIGINAL LABEL The Guild ¢

first door you come to ought to be PROGRAMMED BY Anthony Collins 3
examined carefully — you never GENRE Text adventure _

know what you might find. DIFFICULTY It should be easier once é

|

1
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hese 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 far as
to say they're very, very stupid indeed.
They're so lacking in the old grey
matter you have fo take control of
their every move, otherwise
they'll just keep on walking
until they fall to their deaths.

In this demo you have
to save B5 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 braincells between
them than a bathtub.

Form a strategy in you
mind before starting to play
and remember that a lem-
ming can only fall so far
YRy # 5 ihout splatting dead on the

floor, he'll always walk in the
direction he's facing and he’ll only
turn around if 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.

QUICKSTART
INFO

Side Two » Tape Count 000 »
Joystick port 1

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 Hallax.

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.

Lemmings might be thick but they can be taught certain simple skills 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 lem-
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
lemming is a climber he's a climber 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

CLIMBER FORMAT 35 Avgust 1993 >
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To get you on the right track here are the
first few things you should do:

(1§ ] Ilj L) i) ll’] #X)_RL} ll'! ®T1_FL3_#T] 3
T R R et K e 215
Pause the game by hitting the Shift Lock
key. Position the cursor where you want
a blocker to stand and hit 4 on the key-
board. Unpause the game.

g

&I &EY I[] FI) XD LRI !I! ¥ FID F'I’!Il'—

M EEEE

When the first lemming reaches the cur-
sor, hit Fire to turn him into a blocker.
Pause the game.

Il-ilfli:liu.l l{jl ‘:Jt‘::F-til'[]I ":_JIHIJI—'I?

Move the cursor to underneath the trap
door and press 1 on the keyboard. Then
unpause the game and turn the next lem-
ming to come along into a climber.

[T 7] r_n FL'I L10] CIJ' 0. 1 L18] "'ll'_r

o S S R R

That lemming will now leave the group
that's forming by the blocker and climb
up and over the tree stump. Now it's up
to you to figure out the rest...

VITAL STATISTIX

Game Lemmings
Original Release Sept/Oct '93
Programmer Alter Developments
Original Label Psygnosis
Genre Er, well it's Lemmings
Difficulty Tough-ish



he blurb on the original box to this
T 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 fest; 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

QUICKSTART INFO

Side One » Tape Count 000 » Joystick port 1

a DOWN Duck/lie down/stop.

4/» WAGGLE The faster you waggle

the joystick the faster
you go.

. FIRE

. SPACE BAR

Jump/duck head/fire.

Pause/unpause.

VITAL STATISTIX

GAME Space Academy
ORIGINAL LABEL Elite
GENRE Sports
DIFFICULTY Wrist bustin’

4

Ha ha, fooled you. Bet you thought | 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 | had to. Most of the skills you
need for the weapons training have been
learnt as part of the fitness training.

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 assault
courses. All the

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.

il [ ] [

LEVEL 1 - Waggle. Waggle like you've
never waggled before. Waggle as if your
lite depended on it!

LEVEL 5 - The death slide! (Sounds nasty,
huh?) Hit Fire to lift your legs to avoid
breaking your kneecaps on the obstacles.

LEVEL 2 - This one's a test of balance.
Move your joystick from side-to-side in
order to keep the green bar from turning
completely red.

i |

LEVEL 6 - Get to the other side as fast as
poss’. Hit Fire to jump and thump a dan-
gling switch that turns on the next
platform along. Pull down to duck.

LEVEL 3 - Hurdles. You'll run automatically,
just Fire to jump over the obstacles. The
longer you hold down the Fire button, the

LEVEL 7 - Get to the end of this hazardous
tunnel. Fire to duck for a moment to aveoid
small flying things. Pulling down will make

—
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LEVEL 4 - This is another test of balance.
Keep the bar in the centre the same as in
level two but this time you have to duck

under and leap over baddies that come at
you from all sides.

® COMMODORE FITNESS 35 Avgust 1993
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LEVEL 8 - Upsidey-downy monkey bars.
Waggle like 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...




irst there was Breakout. Then there was
F Arkanoid. And now there's Hallax. 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 paddie from left to right with the joystick and
press Fire when you're ready to release the
ball. 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.

= -

k- ,
ETe

Make a hole,

then get up

through it

to bounce

around on
the top.

| =

ey
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Maost 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 paddie doubles

in width,

becomes magnetic or develops firepower.

The smart thing about Hallax is that

it's

of

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 key:
choose the kind of block you want to ins

5 o

art.

Select the block you want to change with the

joystick and hit Fire to do the swapping.
you're pleased with what you've done hi
go back to the intro screen, then hit Fire
playing your newly-designed level.

| g
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The higher

the level,

the more

complex

it gets.

REAL WRITER

espite 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 e's 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.

Once
t F3 to
to start

Real Writer-

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).

Sometimes even | 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 |
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 4QD
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!
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POWERPACK 9

QUICKSTART INFO

Side Two * Tape Count 055 = Joystick port 1

LEFT Move paddle left.
RIGHT
FIRE

F1

Move paddie right.
Release ball/Fire

swap between one- and
two-player mode.

F3 Enter screen editor.

VITAL STATISTIX

Game

Original Release
Programmers
Original label
Genre

Difficulty

Hallax

Binary Zone PD
Relax Designs

FD

Breakout Clone
Tougher than it looks

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

page 32.

S -~
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 £1.50
{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 4QD.
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STREET FIGHTER 2 »
US GOLD

£12.99

CF29 80%

WWF WRESTLEMANIA new
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Hit Squad £3.99

TEST MASTER 2
E&J £3.99 OT ¥

TERMINATOR 2 y
Hit Squad £3.99

DIZZY:PRINCE OF
THE YOLK FOLK
CodeMasters £3.99

THE SIMPSONS )
Hit Squad £3.99

JAMES POND 2:
NEW

ROBOCOD
Kixx £3.99

NEW

F16 COMBAT PILOT )
CF33 63%

Action 16 £3.99

NEW

RODLAND
Kixx £3.99

CF30 7

CF17 91

CF33 88%

2%
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COMBAT PACK 3 new

Zeppelin £3.99
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TOP 10 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
pedigrea Red Setters.

5 Meeting with the interior
designer over lunch.

& Weeding the rockery.
7 Feeding the coy carp.
8 Having tea with the vicar.

© Driving the kids to their
riding school.

" 10 Dusting the the garage.

|- .__t-
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CHARTIFACTS
In this month's C64 Top 40
software chart there are:

- Games that cost
maore than a fiver.

Tennis games -
Wimbeldon mania lives on

Sports games. You can t
it's summer can't you?

Games from The Hit
Squad beating Kixx's 10

o Wrestling games.

Sequels. Does no-one
have any new ideas?

35 oo

'III'.:I. I
MUMBA AoalrT
TOP 11

1 1st Division Mana
?gmﬂlasters]

2 2-Hot 2-Handle (Ocean)
3 3D Pool (Kixx)
4 4-Most World Sporis
(Alternative)
5 500cc Grand Prix (Microids)
6 Smash 16 (Hit
Squad)
7 720 Degrees (Kixx)
8 System 8 (CDS)
- 9 Ciphoid 9 (Monarch)
L 1010 (Firebird)



FROM SILICA SYSTEMS
® FREE DELIVERY  ® WINDOWS 3.1

Mant Dy - Ampehere in the UK saisland Frea ‘Wisdows 3.1 driver with Starer Kil

® 2 YEAR WARRANTY ® FREE HELPLINE

inclugng 1he 0ot mainx prisker head) Technical support during office baurs

® FREE STARTER KIT win i do matris printers from Siica

FREE! STARTER KIT
WﬂHI Eﬁ 58

FREE STARTER KIT INCLUDES:

® 334" Disk with Amiga Priml Manager

® 7" Digk with Windows 5.1 Driver

® 1.8 Metre Parallel Primier Cabie

* 200 Sheets of Conlinuous Paper

® {00 Conlimeows Trachr Faed
Address Labely

AMIGA PRINT MANAGER 2.0
For faster printing borm o Amiga, will it
ruages ard mose vibrar omowns. Avaiale hea

of cruge & pirl of fhe Shed Printer Sane 161

Fearim rowse ¥

» Imprzvad image Smocthing & image Scaing

» GanmaGoise Conecion « Goloer Sepasion

» FcwsaBirenaus Bardng
KIT

VALUE £ 49 ‘-IA"'

® § Conlinuows Envelopes on
*- Tractar Faed

(CITIZEN PRINTERS]

-

PRINTERS

WITH 2 YEAR WARRANTY

24 PIN 270 CPS 80 COLUMN

COLOUR KIT
OPTIOMNAL

. {.‘Jrﬁzen Swift 200 - 24 pin - 80 column SWIFT 200

& 270¢ps 80 jrseon, 216 cps Draft. 72cps LD AAP £950
o 6K Prnter Buftr ocown +6 L0 Fonts * 00 RTERKT i
® Parallel Inferface SAVING: E129
& Graphics Resolution: 360 x 60 dpi SILICA PRICE: £179

® Fpson, (BM, & NEC P20 Emudations
& Quarter Printing and Auto Sef Facility
® [Nira Quist Mode - 43dB(A)

STAND OFFER
PANCLUDED | PR 1222 1AW B G P 588,13
. PRA 1228 124072450 30 Ot Primers . £42.00
SERIAL MTEHFAGES
PRA 1989 1200+ ...
PRA 1209 Sualt W51 MDA ........
PRA 1709 Suit 2240287007280,

- J2K MEMORY EXPN
'-'.'. Fﬁﬂ PRA 1753 2B4SwM MrMu2de . £1445
CITIZEN il
For Swift 9, 90, 24, 24e,
200, 240 and 224 Printers
® Halps keep pace with Ciizen Prinfer’s

PRINTER STAND
PRA 1274 Swi SUAL00280 . B34S

ORIGINAL H.'B.BCIHS
FIIE 3520 1200VEwit 900 Black .
RIB 3040 Swrtl Gx Blck._...........
FIE 304 124(VEwin 24700040 Black £4.30
RIB3EI6 24/Swit S0242000240 ol £15 63
I8 3240 PAMA Single Strike ............ E181
FilE 4B PR Mol Sirke ...

powsriul paper handing
® Robos! & Ourates Consinachon

inkjet - &0 calumn

® 360cps Drakt,
120cps NLOD

® 50 Nozzip Head -
Whisper Quiet 4 TaB(A)

® 8K Printer Buffer

» RAM Card Options

& 3 Fonts Buil-in

= Optianal HP
Compatibis Famt
Cards

» Parallel angd Serlal
intartaoe

® Graphics Resolntion:
300 x X0dpi

» HF Dasiget Fius
Emuiahion

L & 2 Year Warranly

|l
TOTAL VALUE: £49%
SAVING: ENT
SILICA PRICE: 279

+WAT<E33T 81 - PRI 2000

PERIPHERALS & ACCESSORIES

» Colour Kit - Optianal Extra (Seo Bafow)

+WAT=E210.33 - PRI 2430

9:n

144

4

80 COLUMN

1ddcps Draft, 30cps NLQ
4K Printer Buffar + 2 Fonis
Parallel or Serial Inferface

Epson and 1AM Emuiation
Pull tractor & bottom fead
FREE Silica Printer Starter Kit

-
L]
L]
-
& Graphics Resolution: 240 x 216dpi
L]
L
-

pEinlEr comes S

Imerface instead, pleass &t

The Gilizen 1200
plaging your arder with Siica.

ippled with &
paralel inerface as standad. M you requine & sanal
ale red PRI 2125 when

CITIZEN 120D+
AAP £199
SILICA STARTERKIT. 149
TOTAL VALUE £243

SAVING: T933
FILICA PRICE: E115

+WAT=L135.13 - PRI 2120

L* FREE Sifica Printer Starter Kit

24PIN 300'GPS aoGDLUMN

WARRANTY,

# (Gilizen St STH00 - 24 g - 50 ool

# 200ens SO (15epd, 290 ons Draft S0cpe (0
o A Prigfer Buffer - &0 marisum

» L0 Fomls + 2 Scalable Foeds 3. 4y

® Fond Carinoge Si - far plag i shye’ lanls
» Pavaiel Infertice

¥ Gohics Aaspdubion” 360" J6lan!

w Epson. ABM, NEC P20 & CEL Emulabons

SWIH 240 MONO

£(£239

| HHAT=E260.3 - PAI25K0

w (lurtir Frinling Facily

w duto 5! Py - B-dectional 0F N
Auty Ematation Depectiog il

» Comemnd Voe iV Frand Candrd Fanal STANTER IV, Al

w Lt Cuia! Modks - 432504 TOTAL VALGE: 408

w Codour Printig Stadand - Swit 24 SAvmE: D14
Calour Prining (afionf - SwiT 240 SILICA PRACE: E298 | 7. | oaToi3.3- P 2571

. FREE Sikca Prmbsr STiviar K

® FREE Sikca Prnger Starter Kit
.

9 PIN

240+

CITIZEN sy

80 COLUMN
NEW!

» Graphics Resokidion: 240 x 276dpi
® Epson and TBA Emalahion

o Audo Sel Faciliy

w LiiTra Cuist oo - S50

» Advanced Paper Handing

® Coloor Prinking Stadan - St 3¢
Coiour Priffing Cgpiena! - Suditt 00

& [ifzen Swit 0 -0 pie - 80 cofumn T

» Jilcps 50 [10cpi) Iﬁm' Drak, cps WD

» 8% Prnter Buffer ‘mur:“m r::
w6 Fonis Builln E,Mm et
» Parallel inferfacd

SAICH PRVCE: T

(w Cinizan Swit 2dx - 24 pin - 135 cof

» 182cos Drafr, B4ops NLQ

® 8K Primer Buifer + 4 Fovils

® Paraiial Inferface

» Graphics Resolution: 360 x F60doi
» Epson. 1BM and NEC PS Emuwlation
& Coipwr Opiion Avaitabie

& FREE Sifica PnMe.r Starter Kit

£299 b

-
SILICA ETARTER KT E.-II
TOTAL VALUE: T538
EAVwG: £218

(& Citizen PN4G Notebook Frinter

et | FREE! STARTER KIT

T winre: £49. . 56w amov

%

® fon-impact Prinfing on Plain Paper
® Sicps L@ - 4K Buter + 2 Fonfs
® fear and Bollom Faper Loading
» Parallel (mbarface

® Graphics Res: J60 x 360

w Fpson, ol NEC P & Citme Emudibion
» Fowar Mavs, Battevy or Gar Adaplor

W

(_SILICA SYSTEMS OFFER YOU

MAIL DRDER:

1=4 The Mews, Hather

2y Hd S'dE,,E Kert, DAT4 40X

Tel: 081-309 1111
D8

Fae Moo [81-308

LONDON SHOP:
Opening Hours

& SHOWROOMS: Demonstration and training faciifies at all our store

l PAYMENT: Major credit cards, cash, chegue or monthly tarms (APR
decida whan to buy
nu,- it mnmm
r&qumammml
contact you w

of new products? At Sikca Systems,
wormy about. We

— MAIL ORDER HOTLINE

Y 081-309 1111

SCA s A DEEROH OF PROOE PLC

® FREE OVERMIGHT DELIVERY: On all hardware crdars shipped in the UK mairiland,

® TECHNICAL SUPPORT HELPLINE: Team of iechnical expers at your servica.

® PRICE MATCH: We normally maich compaliters on & “Same product - Same price” basis.

® ESTABLISHED 14 YEARS: Proven track record in professional computer sales.

& £12 MILLION TURNOVER (with 60 staff): Solid, refiable and profitable.

& BUSINESS + EDUCATION + GOVERNMENT: Volume discounts available 081-308 0888,

& THE FULL STOCK RAMNGE: Al of your requirements from cne supplier.
® FREE CATALOGUES: Wil be maided to you with oHers + sottware and peripheral details.

new printer, we suggest you think very cangfully abowt WHERE you
ihe & few months attar you have made your purchase, when you may
ripherals and accessonas, of help and advice. And, wil the company you buy from
wa ensare thal you will have nothing o
Tla'm been established for almost 14 years and, with our unrivalied expenence and

SILICA el |

WiorGat 8 30am-6.00pm

] _ Crdor Lings Openc MonSat 9 00am-8.00p=

52 Totenham Enun Rl}ad- London, W1F 0BA
High! Opaning

Tel: 071-580 4000
Fax Mo 071-323 4737

LONDON SHOP:
Cpaning Hours Bon-Sa 0 Ham-

smrrmuee. Taaseman: Aceral, Dxrurd Straet

London, W1A 148

Tek: 071-629 1234
Evnson 114

Mfll'm.'mr

SIDCUP SHOP:
Oponing Howra:  ben- EM 9.00am-5.30pm

1 4 Tha Mews, Hatherley Rd Sulc

Tel: 081-302 BET1
Fax BMo: 081-309 0017

ESSEX $HDF

Keddies l2rd Foorh, High Street, Snulharsd-un Sea, Em 551 1LA

Opaning Won-Fri- 11 Diame5, 30pes | Sal 5. 00arm-6.00p=) Lile Night Thursday - Tpm

Tel: 0702 468039
Fax ho: 0702 46813

& _——-—————-—————————

CMFOR-0793-5

208% - weiTBn QUIBES ON recpmst!

M | Initials:

| Company Mame [ applicabli)
I Brkdress

Sumama:

. Posicode
Ted (Woark): ..

| PLEhSE SEND A BHOCHURE ON THE It:ITIIEI'hl RANGE |

Dl

i
-
l
|

T

EAOE - Agwaitisad prces and specioations may changs - Flaass setu tha coupon for the alos! information
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THE EPIC GRAPHIC AND TEXT ADVENTURE - BY TONY ROME
A GAME OF LATERAL THINKING TO

MELT YOUR MIND

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 and Ieft to roam the galaxy
alone. To add to your misery was the loss of your long standing companion - Lt.
Anikra - a woman of extracrdinary 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 - the code you instantly recognise.. ANIKRA!
With fresh hope you head towards Argonia!

WINNERS WILL BE PUBLISHED IN COMMODORE FORMAT MAGAZINE

DISK 514"
{7 CASSETTE

| enclose chegue/postal order payable to Logyk Software
Postocode

Send bo: Logyk Software, 301, Gillatt Road, Edgbaston, Bemingham, UK. B16 GLL

PLEASE SEND ME
Copy(ies) ARGON FACTOR at £10
PLEASE ALLOW 14 DAYS FOR DELIVERY

MName
Address

0908
379550

pble

unbe

...only £8.99 VT jcest®®
.-only £8.99
L R e L T P —— [T L

| RobOCOP 3 .eerrssusnnsreas
ToKicisssaunssssnaannnnsnsanunnnns

Nﬂv_'f Seals -----------------i--lq-q-q-lﬂ‘n'y £8-99
shadow of the Beast .......a.ccc0nly £8.99
PPN TT T —— 1 R

Buy Any Tweo and Choose One Free!llll

SIGNATLURE:............cccoaie
TEL: 0908 379550

VISA
A

* Commodore registered.

* Ower 10 years experience with Commodore computers.
* Up to 20 qualified technician engineers at your disposal.
* We will undertake to repair your Commodaore 64
computer for just £24.00 including parts, labour,
V.A.T. and post and packing.
* Some computers can be repaired within 24 hours.
* Prices include full service check, overhaul and soak-test.
* All repairs covered by a 90 day warranty.
* Free Commodore C64 Sound Studio with every C84 repair
| * Commodora C+4 repairs £25. With every +4 repair you will
| recaive a free cartridge.

All Prices

) | inc. VAT
| P&P Free |
in UK |

(64 TAPE LOADING PROBLEMS ?

Have you ever purchased a game only to find it won't load ! The most
common reason for loading difficulties is caused by the tape head
being out of alignment.

The AZIMUTH TAPE HEAD ALIGNMENT KIT ¢nables you to re-align
| your tape head simply and guickly. No technical skills are required.
Step by step picture guide. Test and re-alignment may be carried out
in minutes !

The kit contains:- AZIMUTH TAPE ALIGNMENT CASSETTE, SPECIAL
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS.

Alignment kits also avallable for Amstrad CPC 464, and Spectrum
+2/+2A Computers. Please state which computer when ordering !

Price £9.99 Inc. postage & packing and VAT
All orders sent by return, Cheque/Visa/Access
TRADING POST, Victoria Road,
Shifnal, Shropshire TF11 BAF

Tel/Fax: (0952) 462135

C64 Power Pack
C2N Datasette......c.ccoueee.
Parallel Converter...........E

64 Mouse ....oooviinenenne e el 4.99
Mini Office 2 .....ccoevenren Bl 7,70
Sound Expander ..............£9.99
Chips oo iieis P

Reset Cartridge

Printer + Converter.......

C64 Manual.......ccoeeeenneandodh
Sound Studio......ccevenvien i
1541 M Drdve.....cooanesnss
100x51/; " Disks .............£35.00

MAKE CHEQUES |
PAYABLE TO: DIRECT SOFTWARE LTD, |

COMMODORE Cé64 REPAIRS Just £24.00 inc

GF {WT5S raserve the right to refuse machines that in our
opinion are beyond reasonable repair. Full charge apphed) I

For a speedy repair send computer and covering letter.
3 month warranty included. To order any of the above
send a cheque/P.0. or phone credit card number.

Omnidale Supplies (Dept. C.F.)
23 Curzon Street, Derby DE1 2ES
AT Tel: 0332 291219

A

* 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 £5,
else your computer will be sent back by contract parcel post.

* Collection Service available
WTS Electronics Ltd, Studio Master House,
Chaul End Lane, Luton, Beds LU4 8EZ
(0582) 491949 - (4 lines)
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YS - RIP

No, it's not some sad anagram compo, 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

= e F price of an outrageous £2.95, A small price

Here’s the news in rainbow hues ﬂ"’ euch! Ed}. to pay for a large chunk of Personal g

- Computer history. Help to make it an

’ impressive farewell. Get down the shops
U WWTIMNE AGAIN WHO’S NOBBY, THEN: on the 3rd August and buy,

BELDY B Do £ : Right the good news first. The superb, 92 per E'_E“"T bye, bye!

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...

Yep, we're doing it again. The last Futufe
Entertainment show was 50 fat:.that we're
going to do another one later this yaalr,l itr:n
November 11th to 14th to be exact. It} |
bigger, better and brighter than Ieagt yearg S m bl
mesMaster will be recording their : t
siieic ive from the show and Radio Apple-ogies go out to
Pfﬂgfﬂmmﬂ |:'3m with the Roadshow. There's David Glgrka_ Last
o W::'Lb; ;E:: and do, it's going to be even issue we incorrectly
z:;lrlman a day trip to Alton Towers. Laser ita:eziit::; :22:’?
Questwill be there too — that's a fabby war 1 ;a N, bb_ - Thé
game with laser guns played inside a puuncy fal y. I,: | J,,f 5
d to top it all there'll be the hnals_ LB Aardva . n fa
tc::ttl:e;.ti;nnal Games Championship. All this was David that wis
r you to try the brain behind the
plus all the very Iam:t Egdatrger:i;z ::w ol g
tiorm Eandi{::i; ;:m" about that faux pas. going cheap on page 54.
out for more !

.;ment || EARLY WARNING SCANNER
|

Your at-a-glance guide to upcoming releases. The nearer a ga_ame is to tlhe
middle of the scanner, the nearer it is to release. Keep watching the skies.

nteft

SCAREY CLAREY

You all know by now that if con-
fronted by our Clur then the best
i thing to do is stay perfectly still
“E and hope that she won't notice
‘3 you. After eight months of
treading on eggshells, both

THOMAS THE
TANK ENGINE

ARSENAL FC
Thelarmus

NIGEL MANSELL

RETURNS
BATMAN N A JIMMY'S.GRAND PRIX

s o gof PIRATES
\ Trent and Dave have decided Beyond Beligl Kixx
RGP, I that it's too much to cope with. T
- “They just couldn't hack —mBURBAN COMMANDO TURBOCHARGE

Our very own Albernativa e

P et the tough wurlu:! of computer _

Picard is journalism,” said Clur at ; MAYHEM IN .

boldly going. lunchtime today. E:;l .I.I'.l‘i. MERCS MOMNSTER LAN

“We couldn’t stand being e

hacked down by Clur everyday,” said Trent. GAME'PACK 1

Trent joined the mag with issue 18 while Beyqnd-Geliet E—
Dave's been ligging it since issue 23. Now rRT=———

i ALVIN AND THE
4 . i lFMW."HL_'_E_ : CHIPMUNKS
Issue 35 is their joint last. SYgnosis

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

Dave's off as well, so
there'll probably be a cele-
bratory meal in his honour.,
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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.

by giant cat's paws.

= : e Clur checks out
| the game that
& = could change the

F
The view is from the d
side and yet, gasp, this
is a Shoot-'Em-Up _
Construction Kit game,
ne of the problems with

Shoot-'Em-Up Construction
Kit games is that they're all so
damed predictable. Finding
SEUCK games that offer
something new or inovative 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 harizontally-
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-
zomally-scrolling

way we wash our
whites forever. |

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 lavels in
the finished version and Jon will be selling it
at the bargain knock-down price of £2 for
both the tape and disk versions. Keep
an eye out for a review of
the finished game soon,

Yes, | am in the-piccie,
just. Clur took this
one. She usually cuts
people's heads off.

Your green mean
machine is menaced

&

N —
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.

LS




xactly a year ago today James sat
down at this very desk and played
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C

little Fourth Division team up the ranks GooD H
and finally win the First Division League

who supergiued X o f NF '# - Wow, Rochdale, Barnet, Gillingham,
et B 0 g |RTE Maidstone and Blackpool! Yes, Zeppelin’s
. L1 ___. TV footie management sim features all the
m‘_r S " top soccer teams! With a transfer to the
e  budget league imminent, we sent Clur
| —jere 1025 S LerEnine down to check out Des and
serzzm b CaeeE Jimmy’s
form.
— vt two
S Spitting
/ image?
\ { ’[%
Tt
.:.‘. i |

Match Of The Day for the first time.
To celebrate this awesome anniver-
sary Zeppelin will be releasing the
classic footie management game on cassetie for
more than a fiver less than 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! = Clur). 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

y

Choose a te i
am like th
PrOs - names jn E] I'l.an‘..e

It's not
funny!

Championship (I remember when football
was football, when you could pass back to the
goalie, when level meant offside... = Ollig).
Whather you make it that far without being
thrown out by the club's owner is down to
how well you manage your daily routines.
The game is set up in the form of
an appointments diary, with

cqpepe  Spaces for five appointments  [REESNE{ <- | SS— {; '}5 & E =
2 : on each day. By the side ‘; = F S
e 1 of the diary is a set of gi r_ — :

: icons representing all e | | f ﬂ_

the different things you can
get up to in your busy day
as a football team manager.

You can set up meeat- — HAHE

ings with loads of people
including the team physio, a F
the fan club or your scout. | e R v 'l'_
But no matter how well you pre- o S :
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 '
left to watch the highlights on
telly like everybody else, with
Mr Chinny and Mr Chubby

Saturday at

3pm - get out of pub fast.

Keep "em off the alcohol
and on the the training schedule (it's tricky).

BURHLES

™1 doing the commentary.
| know that you're dying to
ask what | think of Match Of The
Day but | didn’t have much of a
chance to play it this month. If
you can just hang on until next

" VITAL STATISTIX

mlliouill'liiuvlul-mm ﬂ m “r

PUBLISHER ZEPPELIN
month, Tl let you know whether  coNYACT NUMBER......091 385 7755
it plays better than the PRICE ... 3 £3.00

ﬂvﬁ“-ﬁll.; La ol lollo bl iliil‘ll'lul'u-" l"““
OTHER INFO .....cceee....DEMO ON CF24

England lads have this
season (can't be e
worse — Ollie), 8

COMMODORE FULL-TIME 35
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SPECIAL

If you were going to do a feature
about creating the hardest
beat-’em-up ever in your mag,
who would you pick to write it?
Someone well known for their

ave you
ever seen The Magnificent
Seven? A Mexican town is
threatened by a bunch of ban-
dits, so they hire Yul Brynner, 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, 'm taking on the
Yul Brynner 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 guest
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 — Ed). 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 |
think he could do with seeing a psy-
chotherapist; anyone with that much anger

Avgust 1993

,

ultimate beat-'em-up. the
kind of game that can protect us

from the avils that are Final Fight and

International Ninja 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

AT L& % - L
P P i P g e, g R g g g
PR R P e F R PRy R e e
o,

knock ’em dead.

psychotic tendencies? Yep,
we went for the obvious
as well. Go to it Clur,
original Street Fighter was so naff was that you
had no choice but to play Ryu. The one game |
like in which you have to like your character or
lump him (excuse me? — Ed) is K+, but it does

have an excuse — the only difference betwaen
the three players is the colour of their gi, so it
really doesn't matter that you can't choose
which one to play.

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

FIGHTING STYLES

What's needed is a wide range of fighters, each
specialising in a particular field. It's no use
being a Jack of all trades if Jack’s the one who
gets beaten to pulp all the time. So if | was
putting together the hardest bunch of fight-
ers |'d have to include a few of the
SF2 mob for their superb long-
range fighting abilities, plus
some martial arts expers
from IK+ and Uchi Mala for
their precision and speed.
Il chuck in Barbarian and
his missus too, to add a bit

of my favourite slug-fests give
you a choice of characters to
play. One of the reasons the

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

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

of brute force to the pro-
oy ceedings and a sprinkle of
the fancy panted WWF 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 Benn, as he likes
me to call him, says that all | need to do to
get better is get rid of those darned Ed
comments from my copy. Anyway | 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? — Ed)

Let's skip the
Double Dragon
stuff, shall we?
{Anything you

say, your word
is...urghhhh!
Eeesurrghh!
H...e...l...p! - Ed).



‘cos they're

pretty... big. :::
MNow, | may of

have a reputa- Sunset,

tion for getting a

little vicious when
things don't quite go
my way, but put me
up against a Shaolin
Kung Fu expert and |
wouldn't have a clue.
He'd have me flat on
the floor before | even
had chance to say,

backgrounds that there's
no way to see what you're
doing; Street Fighler, Streel
Fighter 2 and Fist Fighter all
suffer from this to a greater
or lesser extent.

Anocther 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

“maybe we could solve

@ B | round now, can you?
sEEEEEER

this problem with a
chat over a nice cup of...” You see, even | need
a helping hand sometimes. You need lo be pre-
pared for absolutely anything in this game.

ONE CHUMP
OR TWO?

You have to admit that even the most appalling
fighting games suddenly become a lot more fun
in twa-player mode. Probably something to do
with the naturally violent instinct that lies deep
inside all of us {except Mary Whitehouse = Ed).
Even when the two-plaver mode means that
you're fighting together
for the same cause it
adds a certain something
to the value of a game.
Twice the players can
mean a lot more than
twice the fun — WWE
Eurgpean Rampage was a
classic case of this in action.

Bashing a mate can be very therapeutic,
and nobody ever gets hurt. Mot 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.

SCROLLING
AROUND TOGETHER

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
tarms of the backgrounds; it can introduce pick-
ups such as weapons along the way, for
example. Turtles was excellent in this respect.
On the other hand some non-scrollers have
such fancy

Even the most appalling
[fighting games suddenly
become a lot more fun in
two-player mode.

and just picking on the little kids. It

HOW MANY
CHACKS CAN A
NUNCHACK CHACK?

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, | prefer beat-"'em-ups when you
face 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 Heatto
SF2if you want to see
what | mean.

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

three players on screen at
all times; it can be two-player
but there's always a computer
player there to put a spanner in the works. But
take this principle too far and youw'll end up with
a disaster of a game like the two-on-two Pit-
Fighter which is just a mess.

ARE YOU TOUGH
ENOUGH?

It's not much cop going on a rumble

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 if 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 WWF2Z. Your enemies need to threaten
but not be infallible

LETHAL WEAPONS

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

.
MRS e,
e I

&

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 ‘Cor!” 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 | am talking rel-
atively, of course). Even the special moves in
Street Fighter 2 are essentially weapons, and
let's be honest, Streat
Fighter 2 would be
pretty damed 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.

her eyes.

'
Mo b on e G

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 (| have to mention the best special
move of all time here: the pants down move in
IK+; | laughed fill my knicker elastic burst).

1 SAID JUMP!

There's nothing that annoys me more than big
muscle-bound men who just won't do as they're
told. If you press Fire and move the
3 joystick up then left, you want
your player to do a spinning
kick there and then. You
don't want him to hang
around 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 falls down on

q"'“ s LT
.what this

manoeuvre's

called.

He's supposed to be a Fist
Fighter not a knee-to-face fighter.

directly, so Chun Li, being
a sensible Street Fighter



is that it's just 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.

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 Ninja?) damaging your opponent is
more a matter of luck than skill. On the other
hand if your opponent is so big he doesn't fit

AN EYE FOR AN EYE

Oooh, | do love this bit. It might upset the
faint-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, puffff! in a cloud of
smoke, that's not much of a reward for
all your hard work.
Okay, | wouldn't go as far 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. | love it in
Barbarian 2 when you get to chop the
nasties' heads off, and in Target
Renegade you can bash "em when
they’'re down - that's what we want.

g D ARRARIANTT "-3

B e
.J'-‘f.\- E - :
Waow, that Mariana is certainly some
woman. She knocks the pants off her
man, the Barbarian.

THE KINGS OF THE RING - OVER 50 €64 BEAT-’EM-UPS RATED

Altered Beast Activision May 91 Wk
Amevican Tag Team Wrestling

Us Gold Jul BT £
Bangkok Knights  Again Again Dec 87 wdwaw
Barbarian Palace Jul BT Akwk
Barbarian 2 Palace Aug BE ki
Barry McGuigan's World Champ Boxing

Activision OctB5 wdwdw
Budokarn Electronic Arts May 92 LA
Bushido Firabird Feb 90 wedw
By Fair Means or Foul

Superior Software Jan 30 LR
Champ. The Linel Mar 90  dwdw
Championship Wrestiing

Kinx Mar 82 dkdd
Double Dragon Melbourne House Feb 89 *
Double Dragon 2 Virgin Jan 90 ek
Double Dragon 3 Starm Jan 92 ke
Dragon Ninja Imagine Mar 88  wdkk
Fight Night Us Gold Fob B8 wawdkw
Final Fight Dcean Mar 82 *
Fist Fighter Zeppelin May 93 ik
Fist Il Melborne House  Dec 86 -
Frank Bruno's Boxing

Elite Dec B85 LR

on the screen... Well, have | mentioned how
sad a game Red Heat is yet? You only get lo
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 sprites in
Dragon Ninja, but that's at a push.

COULDN’T FIGHT
THEIR WAY OUT
OF A PAPER BAG

Before | let you know which fighters | reckon
should be in my group of super desperados, |
think I'll let you in on some of the games that
wouldn't even make it into the ring let alone |ast
a round. So here they are, the sort of beat-'em-
ups that would always get picked last for the
school footie teams, and then be put in defence
where théy couldn't do much damage:

® Double Dragon - this is really one of the
most awful games | have ever played. It's not
even worth giving to your youngest sister as a
chrissy pressie for a joka. Minuscule, uncontrol-
lable sprites make it unplayable.

® Tag Team Wrestliing — Slower than a slug on
crutches and more boring than, well, any other
wrestling game actually.

@ Final Fight = ¥euch, training a cat to bark

Freddie Hardes! Imagine Feb 88 o
Goldern Axe Virgin Mov S0 & & a s
Human Killing Machine

Us Gold May B9 -
1K+ Hit Squad Apr 80 sk
International Karate System 3 Juar BE vk e
International Ninja Rabbits

Microvalue Mar 92 o
Karate Champ Americana Jul 87 -
Karnov Electric Dreams Jul B8 *
Kendo Warrior Byte Back HovBS wkk*
Kende Warrior Byte Back Hov B9 wadw
Knight Games English Software Sep 86 wwkokk
Knight Games 2 English Software  Apr 88 ok ok
Last Ninja System 3 Aug BT  kakk
Last Ninja 2 System 3 Sop B8 waww
Last Minfa 3 System 3 Mar91 wawk
Microleague Wrestling

MicroProse Jun 88 T
Muncher Gremlin (PP Z7) Jun B9 wdww
Ninja Entertainment USA Mov B6 -
Ninja Commande  Zeppelin Augag wwww
Ninja Hamster CRL Feb BB -
Ninja Master Firebird Sep 86 ™
Minja Spirits Activigion May S0 ks

* owing to his

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

JUST DO IT

Ckay then, | 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 | just
lurve his nunchakas.

® Chun Li, from Street Fighter 2 too, for her
fighting speed.

& Mariana of Barbarian 2 fame and Tyris Flare
from Gaolden Axe for their womanly charms.

@ I've got the Uchi Mata gang for their precision
fighting and Barbarnian for his inquisitive adven-
turing nature.

@ All three of the Karate Kids from K+ can take
their places in the ultimate street gang. as long
as they wear their boxer shorts.

@ And the Pit Fighter guys have been invited
too 'cos they've got all the weapons.

@ A couple of sequels next: the rest of the

5F2 posse because their special moves are
dead impressive and the
painted WWF2 players
‘cos they ook good
and have enor-
mous chests.
@ The main
dude from
Dragon Ninja
gels a look

sheer agility.
® The bloke from
Target Renegade
because he's so violent.
@ And, last but never least, the Last Ninja, the
Last But One Ninja and the other Last Ninja (all
three of them) puraly for causing mare fights
over how good they are rather than !
how well they hold up in a bash. m
Anyone wanna argue?

Nirja Warriors Virgin Jan 890wk
Pit Fighter Domark Sep 9 ok
Popeye 3 Alternative Hov 82 #wésd
Pro Boxing Simulaior CodeMasters Jul 50 EE
Red Heat Ocean Sep 89 LEE
Renegade Imagine Mov 87 ®ksew
Renegade 3 - The Final Chapter

Qcean May B9 #&&ak
Rock ‘N Wresile Melborne House — Apr B8 e
Running Man Grandslam Sep B9 LA
SF1 Capcom Aug BB -k
8F2 us Gold Feb 83 wwhww
Shao-Lin's Road The Edge May 87 W
Streel Hassle Melbourne House Dec 87  dwdd
Target Renegade Hit Squad JumBE  wwEw
Turties Coin-Op Viwvid Image: Mow 81 ddkddkd
Uehi Mata Judo Martech Dec 86 ek
Vendetta System 3 Fab 90 *dww
Vigilarte US Gold MNow B9 ok
Way of the Exploding Fist

Melborne House  Aug BS wdddd
Way of the Tiger Gremlin Sep 86 o
WWF Ocean Jar 92 ok
WWF2 Ocean Feb 93 T
Yie Ar Kung-Fu Imagine AprBe  hdkw
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EVERYTHING
VAN 50111; '
WABOUTJSX...

...But didn’t ask because you
hadn’t got a clue what an SX
was. It 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... L E : 'l_"_"g '_'E,C_'_"'_'ﬁ B't

igue Sigue W o oo el RAM 64K

LTSGR o nesded to attach ; ROM 16K

Borgias. TVAM. '?“._': welstot. Display 24 lines of 40 characters
Betamax. BMX's. | on a 5-inch screen (the
The Black Death. same as a normal C64)

The Sinclair C5. The Sinclair Keyboard 62 keys in a casing that
Calculator. The Sinclair Z88. turns into a lid when you

Anything by Clive Sinclair, actu- pack the SX away.
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

e

&‘*/‘ﬁ

Graphics Eight sprites plus on-key
character graphics.
Programmable and multi-
colour graphics. 300 x
200 pixel resolution in

-
R
e

members in a particularly cheap - - BE hi-res mode (again the
episode of Star Trek. Something i imagining how heavy that same as the C64).

else which had the same fate was is check out our handy Weighty Problems Three channels, four

the SX64. The what? The SX64, which was box just over the page). And the business waveforms (hey, this is a
(now don't laugh) the portable C64. market showed about as much interest in it mini C64).

Yep, back in 1984 Commodore unleashed as the English cricket selectors do in win- Parallel user port, serial
the SX64 on to an unsuspecting world. And ning matches — zilch. interface, two joystick
99.99 recurring per cent of the world still But the machine does have a few loyal ports, cartridge port and
doesn't suspect a thing. It's fair to say that the fans. Believe it or not, there are people out monitor/sound port (so
machine wasn't a hit. It was aimed at T there who still regularly use their that it can be connected

the business market, and marketed
rather like an early version of a
laptop PC. But stick this not-

SX64s. Even stranger, thera are to a full-sized monitor).
still people out there who

want to buy SX64s. Andy Payne's a C64

so-little baby on your lap and Don't take my word - fanatic who bought his
you'd cut off blood circula- for it, listen to this: SX so that l;le r:tnuld |:hr,-
2 s his vast collection o
tion to your toes — at “| advertised for - i g':r::u S e M
25.6lbs it wasn't light (and | one for quite a few - on, | thought only

if you're having trouble ! months in Micromart” Vi 4 games-testers and

| . journos were allowed
/ admits unashamed

s to play games at
/' SX-user Andy Payne. ; work! Where's my

“And other people got in i union representative?
contact with me to find out
if | had any success. And if |

COMMODORE FORGOTTEN 35 August 1993 >
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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
almost pristine condition. He
bought it for £80. He sold his tatty
old one for £160. Good profit margin.

“They generally sell for about £150 to £160.
The guy who | 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 £900."

S0 how many people does he reckon sill
have working SX64s today?

“Not many. But | 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-

Even stranger, there are
Stm W wbo want e He's oot a massive collec-
buy SX64s.

sion had just one plus a hole marked

‘storage’. Very useful, as long as you don't store

disks in there; the magnetic fields generated by

Andy isn't some kind of vintage computer
collector, though. He
bought his 5X for a very

good, practical reason.

tion of C64 gameas which he
wanted to be able to play at work, and,
chunky though the SX might be, it is a
darmed sight more portable than carrying a C64
plus monitor to and from work.

“I'm a network messaging operator here in
Basingstoke and | 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 25.6lbs the SX weighs the same as:
® 11 bags of sugar
® A fat labrador
@ A badger in early spring
® Quads
@ 8 human brains
® 60 copies of Commodore Format
(with cover tape)
@ Three women's 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 you know that badgers, besides [in
the early spring) being the same
weight as SX64s, are the UK's largest
wild predatory mammals?

® COMMODORE FORMAT 35 STILL IN EXISTENCE August 1993

the SX64's drive tend to wipe them clean or cor-
rupt them at the very least. Nice piece of design.

A couple of games at the exact size
Andy would see them on his SXG64 -
IK+, one of Andy’s faves, and Creatures 2
which doesn't shrink down too well.

playing games? Andy just smiles wryly:“l don't
think he reads Commodore Format.”

Ah, well, | 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 vary clear, actually. Most games look
fina on it. But Creafures is not so good because
the graphics are so complax.”

Yep, I'll vouch for that. The picture was
incredibly sharp and colourful, and the games |
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
CB4C. It actually sounds a bit dull. | thought that
might be the speakers, but I've played the
sound through my hi-fi 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 K+ 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 bather him. Nope, he's reet
chuffed with his SX; it's reliable and
suits his purposes.

And | must admit | 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 SX7? & @

“l don’t know." Thanks. L i




GET
READY TO
RUUUUUMMMMBLLE!

Dear TMB, :
| 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
(eq, Street Fighter 2)?

3 Which is the best beat-"em-up on the C647?
4 Which is the best beat-'em-up ever seen
on any console/computer/arcade?

5 You can get a shoot-"em-up construction
kit (sure can, from GBH - TMB) but can you
get a beat-"em-up construction kit?

6 In CF33, p27 you said that it was unlikely
that we would ever see Streets Of Rage 2on
the C64. Any chance of the original Sireefs
Of Rage being released on the C647
Ben Jones, Birkenhead.

PS In CF24, Nobby the Aardvark was
reviewed and it scored 92 per cent, but
in CF31 you had a small reminder
review and it scored 96 per cent!

HOLIDAY

well folks, I've chosen my sﬁu:.;:ow

know where I'm going 1o 9° : i
holidays this year. lgotouta
astronomical charts, flicked . .
through all the prochures an -
watched all the holiday shows. .
Mormally, | goto @ small, un:::c“b
Greek Island somewhere in

Mighty Brain, amg !
‘em of the Norfolk Coast . e
So if you happen to be in the

tor me. F've neard that The wnﬂ:n:mn
Hood {smringhnm] are particularly

Sol, The
fancied a change.
Nebula, but this year :m \o Cromer, which legend has

tween 9th
{nmmr}, village
good, so Il

/ 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 TMB, Commodore
Format, 30 Monmouth Street, Avon, BA1 2BW.

1 You'll be wanting to turn to p.16 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, I'll show 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, ne. 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 C&4. These

it, is the

keep an eye out
n) or the Robin
TMB :

and 15th of August
Jnn (West Runton]
orobably pop in there for oy

console folk are so protective about their
games. It's Sega's cart’ and they don't want to
let anyone else play! TMB
PS This is what's known in the trade as an
error. Ollie (who dasigned the page) uses a
DTP technigue known as ‘cut and paste’ to
aitach the scores to their boxes. Hara he
‘pasted’ in 96 per cent for both games and then
intended to change Nobby's 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 par
cent wasn't that catastrophic a difference in
scores — Nobby's an stunningly good game and
96 percent isn't overstating its case at all.

SHEER INTELLIGENCE

Dear Mighty Brain,

| am writing with comments that you have
probably heard before, but | 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: intelligent and sexy!

3 | must admit to being a recent convert to
the C64 and that | am impressed by the
sheer intelligence of your magazine.

4 On the subject of the C64 vs Sega and

Nintendo, may | just say that the consoles )
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CF)
/ cOMIC RELIEF

; i MBT), .
are tolys, the C64 islnm. It is a programmable six, lhrle result |Is Dear Mighty Brain Thingy ( ug':K S _,Em,up.construmlan
machine that constitutes a true computer. pretty imprassiva. 1 Will you be giulng away SE hoot
Jim Foy, Glasgow. &4 | cannot tell a lie — Kif) as a second Power Pack?

uter game?
ou are quite right, good Jud Dredd computer g :
1 Well said Jim. Qur reviews are the consid- ¥ 9 ; 2 s there & e . ke superhero games s
s Sir. Oh yeah, and 3 Why doesn’t someone ma
ered opinions of our reviewing staff. We try to : ; Y Punisher?
be as fair as possible, but obviously views do T 1 e Superman, Iron Man or e titions when | get CF
F : s 4 ing, you know that 4 How can | enter your fabulous compe

differ occasionally. Besidas if we wrote our
reviews in stone, the mag would be way too

heavy (@ Eric and Ernie’s Big Boys Book of m“. '
Masonrny Gags 1972).

cherrytree... TMB | .. months late?

Scolt vandervalk, Victoria, Australia.

er Pack
4 Gremlin are unlikely 1o lat us have SEUCK for the Pow

2 She may be your kind of woman, but she's vm while it's selling s0O well. ot
my idea of a8 migraine. And seeing as I'm Dear TMB, 2 Np. There's an appalling Judge e 5 gn i ﬁlrlne from Tynesoft but
entirely brain-matter, she really hurts! 1.In €F33, you 3 There was a Superman game once ::as planned by a company
3 It's all down to the crew's average |Q, you mentioned something | it was very average. A Punisher ga;m 4ss. Bearing in mind the past
see. If you add them up - there's TMB (===1}, called a Wargames called The Edge but it never came Dtpbea-
Clur (126), Dave (183), Ollie (125.5), Lisa (146) ' construction Kit. record of superhero games it may no =
and Trenton (23) - and then divide the resultby  Could you tell me good idea if we do see more. D:w Batm

where | can get it? (with three excellent games to his

the
2 Will there be another credit) seems able to escape

Dizzy game like Crystal | duff game trap. Spiderman?
R s Kingdom Dizzy? Slugman, more like.
Doodle (Doodle? - 4 Simple. Guess the
TMB), St Annes on Sea. questions gevan weeks
PS Just in case you in advance and then
didn’t receive my tele- send in answers
But is it art? Well no actually, it's the bit pathic message for your | before the issue

reaches your
shores! TMB

of the letters section where we print your pollim issue 33 my vote
Top 10s. This month's first chart rundown goes to Classic Star
comes from Marc Sheermohamed of Trek 0123456789.
Breda in the Netherlands, who tells us, “I
love racing games so instead of making a
boring top 10 I've made a grid.”
1: Slicks
(Team: Codies)
2: Stunt Car Racer
(Team: MicroProse) iy : : : R
3: Revs e Well said, sir. You obviously fike mw
(Team: Firebird)  “Saddc ; s :a:e little tolerance for hype. Good m j
4: Racing e ! urther proof of your obvious tas . Thiy
Destruction Set ' *. ' RI.II.ES OKAY may look like it was coded urﬂa:;:g& |
(Team: Electronic Arts) To the Mighty Brain, still plays like a dream. S
5: Super Monaco Grand Prix How dare anyone with a 2 | was aware of this ‘indiscretion’ and
(Team: Kixx) SNES or Mega Drive take the '© 25k Mr Douglas for some kind of just
6: Super Off Road mickey out of the C647 |'d prefer He said: “To take issue with a m
(Team: Tronix) a bout of Turrican 2, Creatures or Flimbo's Ynsound part of your argument, m [
7: Turbo OutRun Quest to Sonic or Mario any time. the same game that you'd find on a. SNESor b
(Team: Kixx) 1 Thrust! What a game! This might be the 1294 Drive for £15 on the m*imm '
8: Pitstop 2 grandaddy of all shoot-"em-ups, but it can "9 €dge cartoon-quality Mode 7 backaros
(Team: Kixx) "f“" compare well with the other games that ith Pixel-perfect parallax mm E
o B it I've got (all 65 of them)! sounds and exquisitely tuned gament
{Team: Tronix) 2| have read GamesMaster since the very get some sad old Robotron Glnm
T el first Issue and | thought that it was an excel-  "ith 9raphics that look like a page of Ceefax
(Team: Leisure Genius) lent magazine until issue three where on the  /1ich take ages 1o load. Thank you for calling”
letters Page a C64 owner was put down and Before you go around to his house carrying
And here's Owen A Badman (a seriously insulted in Saddo Corner. I'l tell you who's ~ Paseball bats, fragmentation grenades and
brilliant name) with his games top 10: sad, Mr Jim Douglas the editor of that piece  'arge calibre fire-arms, bear this in mind. He is
1 Myth Kixx of bog-paper and not Michael McMillan. He's ~  Magazine professional and has to tailor s
2 Crystal Kingdom Dizzy CodeMasters sad because he spends £60 on a game that  '@Sponses fo amuse and amaze m m-w
3 Ghouls 'n’ Ghosts Kixx he can get for between £3 and £15, shelled out £600 for an FM Townes. FH!-I'#
4 Ghosts 'n’ Goblins Encore Why didn’t James Leach stick up for spent that money you wouldn't want fo read
5 M kocod Kixx :-hﬂ C64? Because it'ne'a a wimp, that's why!  that your machine is actually beﬁ:. :
6 The Simpsons Hit Squad ong live Trent, Ollie, Clur, Lisa, Dave,
7 Street Fighter 2 US Gold ;“d'f Roberts and the rest of the CF crew.
8 Magicland Dizzy CodeMasters ‘M'!y 'sn't there a Leicester City FC game?
9 Fantasy World Dizzy CodeMasters Ihﬂ" re the best, going up, going up...
10 Turtles the Coin Op  Image Works Title this letter ‘Steve Walsh Rules okay’.
Mark ‘Hamster’ Wilkins, Leicester.

® LCFC 35 August 1993 PS The cheese-shaped things are called
Danish Blues. Hope you like the goldfish,

1 This is what's known as an p.24 for details — Dave), though, one of our

‘old package'. It is also-what's know as ‘com- readers may be able to help you locate a copy.
mercialty unavailable’. If you want to 2 Dizzy's pretty resilient, so the tough old bird
use our new small ads ser- (egg, bird, geddit?) will probably be back, but
vice (just flip over to there's no firm news from CodeMasters just yet.
TMB

mighty C84, would you? Besides,
“Actually | quite like the C64, but there
3 When they get promoted to the F
League. Oh, sorry | didn't mean to §
the beaten-by-Swindon-Town woun
4 Your command is my wish {or
like that). You'll be glad to know that
fishy free in the Avon,




J 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, NI.

PS Could you please call
this letter J Bleakley is thick!

Wa changed the Corkerlogo 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 (CF1 -
27) with people saying the new ones were

lame. So we changed them (in CF33) to what
they are now — indisputably the best score
boxes going. They are a lot more informative,
concise and look great, as well. T™™B
PS | could but it would probably be what's
known in the trade as libellous. For fear of legal
penalties | have decided against it.

SCORES OF MISTAKES!
-
Dear Mighty (no need to get familiar— TMB),
It's me again from CF32! I've decided to give
you a survey of your new look. Here goes:

1 Power Packs Try two tapes 83%
2 Pages Make them wider a0%
3 Charts Bring back the Top 100 83%
4 Snippets Bigger and better 98%
5 Previews Brill 99%
6 Specials Love 'em 100%
7 Subscriptions Okay section B0%
B Letters No probs 100%
9 Gamebusters No probs 100%
10 Techie Tips Same as Inside Info  95%
11 Reviews Brillo 100%
12 Compos As above 100%
13 Superstore Fab 100%

MNow the complaints. There's no poster,
adventure section or PD section.
Luke Crolls, Sheerness.

1 Why take two tapes into your datassette? We
endeavour to make full use of the single tape
and fill it to capacity. Am | to take it that you
want more programs.?

2 | thought | was supposed to be the telepathic
one around here! You've cbviously 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 ruge!

11 As per usual.

12 Cheers.
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The new logo's
retty good too.

CeY ierrers 23

13 You'lll 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
M’Lud, on the adventure sec-
tion — we don't have one.
This is a question of styla.
MNamely 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? TMB

THE ULTIMATE THREAT?

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 1, 2, 3 or 4 for the C647

2 |s US Gold's Street Fighter 2 better than
the original Street Fighter?

GO ON, RUB IT IN,

Dear TMB (The Midget Brain),
1 Why do you all hate Roger Frames? | like
him. When I'm feeling a bit down I read his
section and take great pleasure from his
misfortune and then | think, “my life can't
h-malbnd."mdcamrmnruppyn
Lﬂﬁr{ﬂmmﬂwrsmr—mﬂh
2 Which !nou:ﬂrhundnyou:uppurt?l
like Glasgow Rangers FC,
3 In CF20 there is a Creatures listing. When
lﬁsth‘hdlt,nupmﬂums.Ththadtum—
align my heads and it didn’t work any more.
Ilrfrl.mdnrmtrpodulntuhlsmm
and it worked straight away. Why is this?
4“‘hydidrouglveﬂabhﬁoad£mnd
Quest 73 per cent? it's a truly magnificent
game. It deserves a Corker at least.
!lmmﬁnmnbulhrshg-ulngnumﬁhlt
worse. For instance in CF27 you devoted
the whole of Gamebusters to Creafures 2.
Smmumw&mahw
months? Some people may not have had
the pleasure of owning Creatures 2. So be
more considerate next time!
Eummmhﬂwmmwknutn
to 43 decimal places?
7 USA 2, England 0. Ha! Ha! Now you can't
hunhatuasmhrgutthgmms-uhf
Portugal (who are a much better side than
the United States). Taylor Out!
Kevin Davies, Up North.

1 Looked at from that perspective, | can see
your point. But then, | rather miss the chap -
now he's 3,000 miles away.

2 Once again (to keep that fool Trenton
.ufmary} Bristol Rovers FC. I'd rather support
Rangers as they know how to win things likes
cups, leagues and even matches!

3 Is WWF Wrestlemania a budget game?
4 What is your favourite football team?
Christopher Lindon, Sunderland.

1 Yes, Mario Bros released by Ocean shortly
before the last lce Age.

2 Yes. Street Fighter 2 is flawed but playable.
Street Fighter is just flawed.

3 Yes, it's available from The Hit Squad (= 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? TMB

HOLLOW THREAT

Dear Brainy One,

If you don’t answer my letter | will always
read Roger's section of the mag before
yours... what am | saying?!

1 | have just finished reading CF33 and |
think that you have made it better than it
was before. You all deserve a big pat on the
back for all the improvements.

2 If you know everything then you will know
what gquestions people want to ask before
you even recelve 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 | can
ni.'uy imagine that you saved the ariginal listing
with misaligned heads. This means when You
try to load it back in the code is cormupted.
4 Dave found the control systerm 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
¥ou had a cheat.
5 This was an experiment. We could aither
clog Gamebusters up for six months (at about
three pages par 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 vears, 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- | J
cles here. They've been g
having their privacy invaded
for over 2,000 years and |
think it's time they got an
even break.
T If | was
English |
would
indeed
have been
ashamed. America
played well
above them-
selves and
England
didn't. All |
will say is
Trevor
Francis in!
TMB

>




answers on your page without anybody
having to bother writing in at all!

; d out
:1"::?5 aﬂ:.he Naﬂ.::l :nth . 10 CF:]HF ‘L‘Sgimh i pteop!e in this issue. For HHMFh::n‘:LE CF33 that Some things have changed
at the next issue will have more pages; is ‘dumb enough’ to always sters is furth
support Rovers. Y$ 9oing to be like this? er on in the mag. 1s jt

this just a one-off or will CF always be big-
ger in the future?
Paul, Clacton-On-Sea.

1 Cheers me old plate.

2 Of course | could, but surely a list of answers
with no questions would make for pretty dull
reading? Besides it's good to get direct feed-

Audio Videg
. a favour. » Harcourt,
back in the mag. N B ina b Telford, Shropshire, TF> 4
3 Yes, CF34 was an B4-page spectacular. thenan i QD
was therel eW tape will be sent to

Unfortunately, as you can ses, 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. TMB

just the pics we i What a revoly.
GOTCHA! print in the mag. aqnary Concept!
. The Rowlands ' bet you thought | wag going to

Dear The Mighty Brain,
I've worked you out. In Commodore Format

e : bl pracisely so we b is, well, to

you said Bristol Rovers F'.'? are the best won't get too @ henest, no-one. Ollie s pariaf &
football team. Trenton Webb is the only per- Sl e s the odd thrash-punk fine and
son that could possibly be dumb enough to game and owns every recorg that the ¢ r?mmn
support Bristol Rovers FC. So Trenton pre-judge it aver made, byt that's about ituwhava

I : e - We do
Webb :nswers the letters in your column. | 3 | like Chuck like it LOUD, though, i ¥ The i
Try and make a smart excuse for that. !~iah. Voacmis TMB and they :lulr sad band,
By the way | think that the new CF is bet- an’t even pout,

gate of 5,000 there
must be at least

Basides, | said that
to keep Trenton
from blubbing. The
poor dear has had
a hard year so |
decided to do him

bag and send it to cry

2 We've never YOu as soon ag possible.
actually seen a

moving demo,
and the pictures,

make g gag

want it this way
not! The sensible answer

Your biggest heavy meta| fan ever
Richarg Connor, Cumbria, )

1 Easy. I You pop the tape in 5 Jiffy

Tape Hemacament, Ablay

2 No. Every month we're going
to change nearly all the words

about Caesium, Byt 'm

Advanced Flight Trainer. There's loads of
choice and none of that pointless killing.

4 | asked him and he said MicroProse Soccer
on the Power Play 64 cartridge from UBI Soft.
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. TMB

PERSEVERANCE
Dear TMB (Totally Mean Brain),

I've written to you four times without an
answer. This is my fifth attempt (yes, that

eree aps! YEs We saip FREE Avs!

® Pass on official state secrets in coded
messages to the government of the ClIs
...now you can advertise for free in
CF . But there are a few rules:
1 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 free.
4 We reserve the right not to run
an ad if it appears to contravene
the spirit of the section.
So, if you want to advertise
anything remotely C64-related CF |
is the place to be. i

ter than the old one. Right, now I've settled
that, I'll ask TRENTON some questions.

1 Why do you hate Roger Frames? | think
he’s brilliant! .
2 What Power Rating would you give
Mayhem In Monsteriand so tar?

3 What is the best flight sim for the C647
4 TRENTON, what do you think is the best
game written for the C647

5 What's the price of a 128 TRENTON?

6 Will there be a demo of Mayhem In
Monsterland on the Power Pack?

Andrew G, Isle Of Brute.

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

Er... sorry, Paul, but we've run out of room. Il
see if | can fit you in next month. T™B

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
Monmeouth 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).

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

Bargains! Don’t you just love 'em? But
from this very issue (on page 52 in fact -
don't ask why the forms her and the page
is there is just one of those magazine-
type oddities that crop up every nu-..nr 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! Yep, all
small ads now cost nothing, zilch and
completely zero pence. Not bad, eh? So

e -

ADDRESS

TELEPHONE

now, if you want to:

f = E h d atian: Tick bo For sale I Wanted I [ I ]
- Il or l: secor |‘d ha" 4 raware Class C I

@ Sell or buy second-hand C64 games
® Advertise a user group

@ Get in touch with pen pals

® Rediscover lost instructions

@ Send birthday messages

i e ]
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onsteriand’s
resident monsters can't
just wander around aim-
lessly. When you see the
final game it might look
like they do, but they dor't. We've had to tell
each and avery 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 term 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-

R I - I (
- * N
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ONSTER

SPECIAL 25

Forget Jurassic Park. This year’s biggest dino-
smash is going to be Mayhem In Monsterland
and the Apex Boyz reckon it’s going

to be the greatest game ever on
the C64. They keep going on
about it. We can’t stop ‘'em. Uh,
oh... here they go again...

sion to create the perfect C64 game (as perfect
as any game can get). The adjusiments 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 s

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

T

1
Mt TEy,
Nx\

could get a monster
moving left but looking
like it's walking right — moon-
walking monsters, hmmmm). This process is
what | hate most about creating monsters. So
far Mayhem In Monsteriand I've come up with a
new animation system — directional animation.
As its name suggests it animates
.Y, -+ my monsters depending on the
g . direction in which they're mowv-
. ing. So waving a fond farewell
_ to my timing-out blues, my
' ? ' monster animator now
2 v checks each monster's direc-
2= ™ tion 25 times a second and calculates
what animations are required. Yo!

L 3

STEVE After a great deal of thought about how
we're going to market the finished version of
Mayhem In Monsterland we've decided 1o
release it as a mail order only game. This has a
number of advantages:

1 The CE4 shelf space in many software shops
is currently decreasing. This means that loads
of you simply won't be able to buy the game

)



26 SPECIAL

from high street shops, and specialist retailers
are difficult to track down. C84 magazines,
however, are generally available, so if we stick
an advert in them, then the vast majority of C84
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
sall the game more cheaply by cutting out the
middle men. That's better for you because you're
getting a guality game for less dosh, and better
for us bacause the lower price tag should
encourage more people fo buy the game.

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

Your names? John and Steve Rowlands.
¥our occupation? Programmers.
Your specialist subject? The making of
Mayhem In Monsterland 1992-1993.
And your questions start... in three
month's 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 guestions 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 Menmouth
Street, Bath Avon BA1 2BW.

G -3

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 | multiplied all
the star scores by 10
(rermember, stars give
Mayhem different scores
depending on how fast
they are rotating when
he collects them). e
Wall, my little mon- ;"“ by

stars are still :_‘h : -
screaming for atten- gy

tion (you're beginning 530333335
to sound fike
Christopher Lee — Ed), so I've been studying
their movement routines. As I've now got direc-
tional animation why not go a step further and
put in directional movemeant? This is more
complicated than directional anima-
* tion, though. The monsters have
to move in relation to Mayheam
following him left and right
across the screen. However,
a few flow
charts and
a week
later, and
- Mayhem In
Monsterand has three 'Follow-L
monsters. Using directional animation they
all animate corractly, oo, whether theyre walk-
ing left or right or standing still.

STEVE The first part of this week has been
spent enhancing Spottyland with all the water

It's gone all wibbly wob-
bl}r iﬂStead Gf grate‘? monsters that are on the

design faults we didn't think of; it has
happened before, more than once.
- Mow the water characters
'+, are finished | have to note
W ' down which ones will be used
i in the control table, John's
code will check a
character under
Mayhem every 50th of
a second wherever his
is on the lavel. If a
character from my table
. is found there then
Mayhem's gone diving.

- WEEK 3

- JOHN As Steve men-

tioned 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 imprassion 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
detection routine so
that Mayham can only
kill {or be killad by)

same plane as him. That's

SCfﬂpC}“, to say that if Mayhem is behind the

trees he can only interact with mon-
sters or bonuses that are also behind the trees -
he doesn't touch any monstars that are in front.
| then went one step further (there's no
stopping me this month) and made it possible
for the monsters lo

and undarwater slopes. Much like the ; ; W ' toggle their priority
slopes with control charac- IE.!I I;EET Z neW, with the background
ters we mentioned back in = Ty e = =T ; ~  while they're moving.
issue 33 the water surface % z ‘r & @@ Forinstance, | cre-
also needs characters that gntbl ;_-,' {! EE 5 v s ated a monster that
control Mayhem's sub-aqua m e 8 !_y;,_"'.;".r e w0 we BT e walked left in front
movements which will be g = E of a tree trunk.
mare sluggish than his nor- B e 2= £ . Then, as he tums
mal movements. When "I’:!'EE "*!.‘“ﬁ;; Lo - £ - towalk back right,
Mayhem falls through the TaomsemEm i ERET Z a,, he switches his pri-
surface of the water the con- % ' Ia‘ sﬁ;ﬂnﬂ” =03 grity so that he
trol characters will detect this ‘gppo00 goes behind the trees (this

and switch the controls over

to underwater mode... well, in theory, at least. |
expect that in reality we'll have problems when
John starts to code it and finds some major

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




e
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the trunk. On top of this, with the detection | put
in earlier, Mayhem must time it so that he
sneaks past behind the tree when the monster's
walking in front of it.

STEVE MNow the water graphics are
complete I'm going to sort cut the water
sound effects. First of all the
skid effect which uses the tri-
angle waveform instead of
the noise waveform. For

1~¥ §

next new effect to do is
Mayhem's jump which is now :
a cute echoed bubble-burst-
ing sound. Last but not feast €
is his charge sound
which, just like the
. others, is similar to its
. original counterpart,
| but underwaterified.
Towards the end of this
week | started doing some

those of you who don't P happy monsters most of which are
know what I'm on one sprite, but I'm now working on the
about it's gone multi-sprite ones. On the whole the
all wibbly wob- ideas were drawn on paper first,
bly instead of as with a lot of graphics, then put
gratey scrapey into sprites and animated. I've just
(er, yes, that's created a diplodocus (the one with
perfectly clear - the fat body and the long neck)
using three vertically-expanded
sprites. I've animated him so
that he plods around slowly
- {which is what a diplodocus
- would do — I'd imagine). 'm
planning to do a big charg-
ing dinosaur next.
. - . WEEK 4
In the grab below there are various one-sprite monsters JOHN The time has come
Steve has created for the game. Running along the bottom to introduce Mayhem to

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 Cherryland to create your very

; own monster map! Yeah, right!

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 | mean).
Whereas most games' bul-
lets just have a direction to
fire in and a speed,
Mayhemn In Monsterland
has bullet patterns. This
enables us to adjust their
speed and direction as they
move, making them look
much more realistic (as
realistic as a baby-mon-
ster-shaped bullet can
lock, anyway).

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

&

A
=
A

ur b e

But it was __
yery blue,
and cheap.

so something directional this week). This will tell
a bullet to fire in the direction in which the mon-
ster's moving (left or right). So if it's a Follow-U
monster the bullet will always fire towards
Mayhem because the monster will always be
walking towards him.

STEVE it's charging monster time, using what
looks a tad like a friceratops. This is also a ver-
tically-expanded monster but it's only bwo
sprites wida; the way it's animated reminds me
of something out of Mr Benn. A few of the small
nasties are based on dinosaurs but others are
turning out like the monsters in Creatures (ie,
blobby thingies with big eyes and feet), the
main difference being that Mayhem in
Monsteriand's monsters look even better.

So far on the one-sprite aliens list | 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 favourites are a
giant spikey cucumber with a big mouth, tongue
and eyes. Then there’s a big monster called
Blurp who sits and shoots at Mayhem, looking
pretty disgusting in the process. | sup-
pose we'd better decide where we're
going to stick them all next.

NEXT MUNF

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 just hope it

works, otherwise the game could end

up being called Mayhem In Land.
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Imageworks (Cassette)
10 levels of top-notch beat-'em-up may-
hem with the heroes in two shells (four half
shells).We gave it a mighty 89 per cent
when we reviewed it! RRP £10.99

“  Thalamus (Cassette)
I\ © Itsnasty, its bloody, its FIRST £1 .
" 4 sick and your mother would — SAMURAI
like it if P
'kiddmf: i n;‘gs'af%m UBI Soft (Disk or cas- o |
action that demands i
brainpower as Spacy, ";
well as i If you like be:r—
At ‘em-ups you'
razor-sha A
; reflexes i love this.
\ - SRR Heck, if you
R RRP £10.99 i TICK ] il adr
Wonderfully weird and weirdly won- ‘em-ups
derful, the Bug is a revolutionary you'll love this.
joystick that's taken the computer First Samurai
world by storm! (And Clur likes it a lot, looks great and
as well — Ed). Those in the know whit- plays even

ter on about ergonomics and It'll
change the way you play your games
forever. Get your computer bugged

better. That's why we
gave it a massive 96

per cent — twice!

NOW!!! RRP £14.99! RRP £9.99

Save all the hassle of going to the shops every month te get your copy just to be told, “Sorry,
sold out”. Guarantee your copy and get it delivered at no extra charge! Complete and return
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METHOD OF PAYMENT (PLEASE CIRCLE) ACCESS VISA CHEQUE PO CREDIT CARD NUMBER E

Please tick here if you do nol wish to receive direct mail from other companies [

NAME
DDRESS

ST CODE _SIGNATURE

|| 'SEND THIS COUPON (TOGETHER WITH YOUR CHEQUE IF APPLICABLE) IN AN ENVELOPE TO:
|§ COMMODORE FORMAT, FREEPOST, SOMERTON, SOMERSET TA11 7BR
he coupon is valid until 31st August 1993

Please make all cheques payable

CFMAG/OB33 to Future Publishing Limited
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“You enter

a small
bedroom.

To the East
there is a

C64 and a monitor. The C64

is running an adventure.
You are hopeless at

dventures, it
has to be
admitted, are
not universally
popular. A bit
like football management sims, you
gither 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

adventures. To the west
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

into, with the added bonus that Doomsday spells you'll need to note for future use
yﬂu; actions affect the plot - on the lﬂﬂkw (see the section later on.about TAKING

Part of the reason people are put off
adventures is because they seam 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,
gspecially because it's not always
obwious what you need to type. It's
not like using a joystick where there are
only a limited number of actions you
gan try; the number of different
commands you can possibly type in
are infinite — that's qguite 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-

red herring. So study
evenything 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 interast.
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 THORMNS.

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 clearer,

we've used Corya, which was

on Power Packs 32, 33 and 34, as the

main example throughout this feature,

EXAMINE THORNS
because it's the one adventure most of you brings the response
should have (and if not, why not? Thera's no CORYA SAW

axcuse. Turn to our back issues ordering service
on page 52, now).

THE 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

NOTHING SPECIAL.
MNow you know there's
nothing further to be
gained here.

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

MNOTES). DOWN takes 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 fire...
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 itern 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

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

CATCH FISH WITH POLE 35 August 1993>
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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 - Ed)
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 floar. You
can also hear a faint murmuring. LISTEN
reveals that someona 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. Undermeath you discover the
badly burned body of a man. You drag him out
just in time as the roof collapsas. 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
tumns 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, if 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

5

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
(it happens everyday on
the way to the office —
Ed). Thay don't look
like very nice people
s0 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 wafch them all vanish inside.

MNow you've discovered what youneed to
do when you want to enter the rock. Neot all
problems are so easlly 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 puddie 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
matehing word in its verbs or nouns list and, if
50, takes the-appropriate action and prints the
cofrgct regponse,

A gotd parser s onein whichthe
programmer has packed as many synonyms as

MAPPING, YOU KNOW/ 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

N Top of
Hill

Outside |=
Village |

Floor

on a sheet of graph paper. Each box will be

Centre

BEAM

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

Near
Water

MAN

Hovel

Forest
Path

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

Clearing

LOGS
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was Corya — Ed).

e oy e




possible to take care of as many possible inputs
from the player. Of course, if you'ra playing an
adventure game which acceptsonly two words
{a verb followed by a noun), such as LIGHT
LANTERN, things can get problematic if the
player decides to input TURN OMN LANTERN or
SWITCH ON LANTERM.ar.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 adventuras will
accept such complicated inputs as PLANT
PLANT IN PLANT POT. But these are few and
far between. | spent ages once frying to turn on
a light only to discover that the appropriate
input was SWITCH SWITCH. On another
occasion | was trying desperately to free a
bound prisoner using a knife; it was hours
before | discoverad 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. | knew | had to
get a coupon from a
newspaper so | wrote down CUT THE
COUPOM QUT OF THE NEWSPAPER. After a
few failed attempts such as CUT COUPON and
CUT OUT | eventually came up with the
required input which was,

believe it or not, COUPON QUT. But
don't worry, | don't think you'll find
too many parsers with such an
appalling grasp of grammar.

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 guestion a character again if
you've forgotten exactly what it was they said to
you,and it's extremely irmtating to not be able to
think oi the magic word which will open the
secret door when you know you were told it
somewhere along the line.
The only recourse if you can't
find it again is to y
have to restart the oyl
game from
scratch. Having a
pad and pencil
handy is also
useful if you
come across coded
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 spellbock which you
can read as often as you
want to refresh your
memory, but suppose you
needed a spell instantly
whan someone attacked
- you 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 SPELLEOOK,
you could be dead before you knew it. If you'd
written down the spells on a piece of paper and
had it handy then your problem would be solved.

CAREFUL SAVING

It 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 it's
surprising how
many people
actually forget to
save their
position regularly
during each
adventuring
session and
suddenly that

of
Five was one
The Famous we've

games
“wﬂuwm

xamine everyibing
mentioned in the

location descriptions

Jor usejul clues.

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 probably the previous evening's.

Most adventures allow you to save to either
tape or disk and, in the case of tape saves,
remember to wind on
) the leadertape a little

before typing SAVE, in
case the tape starts
trying to save
instantly and half the
data is lost while the
leader tape winds through

But where should you save? As a general
rule | save every half hour or so in case | come
across a sudden death situation. Maore
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 snarling bear D

that's standing astride the only exit.

Were you a non-believer before this
article and now you're a convert? Then
give Jhotamia 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 after 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
Monmaouth Street, Bath, Avon BA1 2BW.

CLUELESS 35 August 1993 @



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

Who are they? Why
are they? Where are
they? This month’s
featured

PD library
reveals all...

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 simifar to the licenceware

BINARY
STATISTIX

Library: Binary Zone PD
Address: 34 Portland Road,
Droitwich, Worcester WRS 7QW.

Software available on: Tape and disk.

Price per tape: £6 for a 90 minute compilation.
Price per disk: £1.50 (single-sided), £2
(double-sided).

TION
ANTIFRIC ot

Catalogue No:
A orge:u:‘ghwt—'em-up with %ar;lt::
scgr'u'll.lng_ excellent graphics an

music — the whole works really.

RED sToppy

frl'fadj Cata lng ue
5

No: Bzpa22

tape users plus Zone, who wijl charge
yo
cover duplication posta
, disk
® DEMOS, in the PD i st

MISSION MONDAY

Catalogue No: B
This is an Army
the legendary As

CHAOS 004
Catalogue No: BZG

this frantic
o prisoners in
:::t:r fhlch features a variety of

weird adversaries.

“.ﬂ: Bzﬁﬂﬂ‘l
Relieve your frus-
trations by smash-

a wall in this

i“g up swh game__

nifty Breakout-
TERMINAL cITY

: B 3

Catalogue No tion of
Ikabout sec

This is based nnmmhy Ash and Dave.

Parallax and was
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Pmbably the mos
Bsque demg ever on the
C64. Plenty of amazing
effects which include ‘morp

t Amiga-

hing'.
SPIRITUAL D

(Spirit) REAns
Catalogue No:

4 WOHBERLAHD 9 fcensnr}
atalogue No: BZD22g

ELYSION (Origo)
l:atalugue No: BZD21g

release whi
o ich loads
nr:mtlrmn:u.nslg.-r off the digk Wh“edalﬂ

shnwing
You each effg
demo experience, s lengthy

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.
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usually obtained from pp software is morg

libraries, like Binary
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DIR MASTER o1

. isk users as it
jute must for d A
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:tah: directories on all your disks.

USA MUSIC
ASSEMBLER

talogue No: 1
g:ate nommarcial-qual’mr tunes

this su music program. Comes
with built-in Help screen.
DEMON
nﬁﬂungua No: BZUOO3

reate your own

This allows you 10 € your own

demos with music, rasters,

pictures, sprites, I
[;]3 WRI

:I:E:wua Mo: BIUOOE

-notes and add
massive disk-no
:I::?c and effects with this rather

— note-writer.
ROCKMONITOR

Catalogue No: Bzd e i
This sequencer may be ol o i
to use but it's still pnpul.a:ug:w A
churn out gome nice digi-

etc.



elcome to a rather spe-
cial Gamebusters — a
13-page (including this
one) Samaritan's
Corner... er, sory,
5085 Special (it's 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 S0S -
we keep every request on file until it is
printed in the magazine (no matter how
long that takes).

Dizzy games proved as popular as
aver, and no doubt any avid fans of the ovoid
one will be a little disappointed not to find a
single Dizzy cheat in this special. Don't despair,

It's been a mammoth task
putting these pages together,
and | must thank Warren
Pilkington and Martin Pugh for
their sterling efforts in the list-
ing department (hope your
fingers have cooled down by
- W), So, sit back with a cool

A drink and enjoy! ANDY

however, just keep reading CF — we've gol P i ..

A

something rather exciting in the pipeline for [~ - A :
all you egg-freaks. £ sl Sy

I , s 1 L 't
DISTRESS SIGNALS? '

If there’s a game you're stuck on that L
we haven't covered in this special,

never fear! SOS lives on. Send us

(including the name of the publisher

and the type of cheat you'd prefer)to ¥ ., J'..'_-' ]

Wl L

details of the game you're stuck on o

i1 i
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Here it comes -

12 pages of the

cheats, tips,

POKESs, solutions

and listings that you
specifically asked
for. Your lifeguard
for this SOS Special
is Andy Roberts...

Ghkeaasaprid

Last Ninja 2.
Last Ninja 3........

Navy SEALS ......
Nemesis ..
Platoon....
Predator ..

Rambo 3..
Rodland......
Shadow Warriors
Shinobl...........
Short Circuit

Terminator

S0S, Gamebusters, Commodore bk o
Format, 30 Monmouth Street, Bath,
Avon BA1 2BW.

Fi\l'ﬂ..- F ¥ sas “'“HI
Two... One... Gamabusters Is Go.
0On a secret Island in the middie of the River

Avon, The CF crew, aka Intemational Rescue, are

Top Cat...

ready to solve all your gaming probs.

CHEATS AND 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.
RESET POKES A reset POKE usually
has two elements; a POKE statement
(foliowed by a value), and an SYS siate-
ment. For example, POKE 4444,44
followed by sys4444. The actual POKE

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 entar the POKE or POKEs followed by
the SYS call to get things running again.
ACTION REPLAY 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 POKEs.

IO NN ki i i s bbb v v v i m s

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; 0 REM ARNIE
CHEAT BY WAZ followed 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 tested thoroughly, so any errors
are likely to be have happened during the

typing in stage.
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You're all rubbish at Last Ninja, aren’t
you? We had more letters begging for
help with all three games in the series g et
than for virtually any other game. So, the L “ ’r‘;ﬁ: 'I‘feﬁj;“ke
SOS spesh’ presents a guide to the entire m the bottom-left
Series staﬂiﬂg Wl-th, lﬂgl'caﬂh Last "iﬂia - or exit. Take the bottom-left path again. then collect

the GLOVE from the next screen. Take the top-

should that be Second-From-Last Ni“ia rd right exit, continue right and take the top-right
3 : Bt Nf’lW collect the NINJA MAGIC hidden

ACross the rver
and exit top-righk
Take tho bot

LMI- 1 \ across, take the right exit, behind'the massive rock - the ninja will start to
: .\ then follow the path-and o N flash, and you now have limited time tu
mE mmEEHEss take the top-right path ! reach the exit before the magic wears off

If you're the cowardly sort then take note — again. On the next | (unless you use the Action Repiay POKE
it isn't essential to kill any enemies until you  screen, take the bot | given below). Oh, and use SHURIKENS
have collected a decent weapon — it's often tom-right path at the to kill any enemies you meat - it's
possible to sneak past them unscathed. T-junction, then collect guicker (and so much more humane).
From the start screen: take the bottem-right the APFLE from the Take the top-left exit, then the left-
exit into the next screan, then follow the rjath tree, Take the right-hand hand path, then jump across the river

and take the Bottom-left exit. Follow the path exit into the next screen, again and exit bottom-left. Take the top-left
into the next screen, then stand in front of the collect the SHURIKENS, then exit at the T-junction, then jump across the

rock and collect the SWORD. Go back the way go back the way you came to the T-junction. swamp. Once across, take the right-hand peth
you came. to the star scieen (just follow the Take the top-right pafh, thenthe top-right then the top-right exit and follow the path artund
path), then takethe top-right path. Take the exit to arrive at the dragon screen Hnl.t'i'i'r'iﬁa.th\e and exit to-the right. Take the top-right exit

smoke bombs, stand at the position again, then n |"mrnage around in the reeds until
shown in the screenshot to the left — lob a®,  you find the STAFF (it's at the right of the reed
barfilito send the Hragor‘. to steep. Now cluster). Now take the bottom-right exit into the
exit top-right, follow the path arobind, and statues screen — if the ninja magic is still work
walk off the~right to finish the level. ing ynu can safely run past them and finish the
level. If not, you'll have to go back and collect

m‘ 2 b o enme more (which is very, very difficult).
THE WASTELAND LEVEL 3
From the start screen: collect the mucﬁ G mEHS

CLAW from the right-hand lian, then ;

exit 10 the right, Take the right-hand Note that some of the enemies from this level

axit again, follow the path, and take onwards wil r&appeflr when ym.! enter_ o

ot o the top-right path into the cliff screen. screen. Oh, and they're also getling a little

: Holding the CLAW, push againsi the cliff faster 19“' e T e
right exit, then the bottom-right exit, then the

face until the ninja starts to climb it-{stand :
top-right path again. Follow the path and iake the

top-right exit again, then carry straight on and
take the upper-right

=l
-

o > 3
path at the T-junc-

tion. Follow the path around, taking the top-left roughly in the centre of the path to do this). ;
exit, then collect tha POUCH from the tree in the  Walk right into the next screen, take the right HHETIATR] oo, el the [he STt st yet
next screan. hand exit again, then take a big run up and jump .Jurn;:u carefully across the river, take the fight-hand
Take the top-right path, have a quick pray in  the gaping chasm. exit, then follow the path and axi o the right
the temple if you're that way inclined, then fake Exit to the right, then follow the path and Collect the AMULET from the statugs e
the top-right exit again (popular choice this fop take the right exit again.-On the-mext__ then go back the way '%.'{:u came to the river.
right exit — Ed). Collect the KEY from the post screen collect the APPLE from Cross the river as befors, take the
{which can be a little fiddly), continue right into inside the cave to the extreme right,
the next screen, then get the NUNCHAKAS then take the right-hand exit.
from the dead man’s belt. Holding only the CLAW, geritly walk
Go back the way you came to the T-junc- backwards towards the wall, Keep-
tion, then take the top-left path. Collect the ing as far right as possible - the
SMOKE BOMBS from behind the huge rock, ninja should climb down with
then carefully cross over the swamp (this is eas-  ease. Exit to the right, take the
ier if you aren't holding any weapons). Once top-right path, then jump carefully

- August 1993
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bottorhleit

axit, therfol- o

low the ;'er'J'..r-::I g

around and

exit 1o the: teft.

Make your way

around the

screen, take

the bottom-left exit,

then the bottom-left

rlsm'i,_}fet ag‘]sslr}\NDW

lake IH'.'F,- IU[)-lF,'"\

path, fol-

lowed by ™

the top

right path

then (you ,

guessed it)
top-right path

agairy Exit ; b

to the 'top-

right, then continue right into the next

screen | Making sure that

you're holding

the GLIOVE, col-

ect the ROSE

{otherwise the

ninja will die —

what a wimp!).

Take the top-
nght exit, the right-hand exit again, thr:rm\
top-right path. Follow the path around and take
the top-left exit, then the top-right exit. Continue
right into the next screen, take the right-hand
exit, then jump 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.

‘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-
‘hand path again. Collect the ROPE from the
W}”\. exit to the right, then take the bottom-right
path\Now take the bottom-left path, then tre
lnn-ril_j_ht path. Collect the APPLE from the taule,
ther: exit top-right. Take the bottom-left path,

-._then bottom-left again at the ‘crossroads’. Take
The bottom-right exit, then go straight across

Bagund. Tinally rs}‘kmg the bottom-right

not, keep trying).
path and collect the

big grey cauldron —
ninja will turn green. Go
back ir‘:1QIhe previous
screen, then take the bot-
tom-right path into\th};ﬂnal screen. Defeat the
guard if you want, th

stairs to complete the level.

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

axit. Now you .';H+I either take the bot-
tom-left path into the next screen, or go
bottom-rignt to n~1&el a HUGE EPLQEH' | know
which-route | prefer — but you can go on to the
next screen if you want

Now tave thel bottom-left exit into the final
screen; hers you should hold the rope and
push up against the ladder to climb out of the

tungeons and complete the level,

LEVEL 5
<+ LOWER PALACE

From the siart screen: take the
tap-right eit, top-right again, then continue
right into thé mext screen. Follow the path
around andhtake 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

” the statue, move as
~close to it as pu'::s';.ir}1'l.e and

nailwill mizs ydu (i

Mow 1ake the top-right

NINJA MATRIC fram the

the

|it's a quick dash up the

path again. To get past

LEVEL 6
INNER SANCTUM

From the start screen: go right into the next
screen (take the top-nght exit hiere and peep
through the telescope f you want). Take the
bottom-right exit, then pottom-right again I"-.
then the bottam-right path yet again. Now take
the top-right nath and collect the Nashing
POTION. Go back intc the previous foom and
take the top-left exit:

Take the top-right door, than go right
through the door in the next room 10 arrive al
whiat looke like a dead end. Holding the ROSE,
touch the urn in the comer agen a secket
door. Holding the pation, go throuch the dagor
then lob the potion at the dog when it runs |
towards you. If it me:.*_anW fall asleep, leave the
room, then coma back_and rr}\xggain Once |'L1£."s
asleep, go right through the top \door, then ise
your ‘pick up' motion on the <ots on the flogr —
the ninja will tum red and you can walk safely
past the archer siatue :.\NGWNN into th

next roam, tHen take thie
top-left path to meat the
Shogun. If you have infinite
lives, stay and figni. If not,
keep bashing him and leav-
indrthe room. Once he's
dead, the ninja will be tale-
ported to a mystary
Igcaton. Holding the
pouch, JUMP on to the
centre square and’pick up the sgrolls
fo finish the game. .. but the legend.,
continuas on page 38.

b b

AND AS IF THAT WASN’'T ENOUGH HELP...

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

POKE 30855, 165 — Infinite lives
FOKE 22085, 197 - Infinite ninja magic

' POKE 1018, 255 — Loads of smoke bombs

\

and take the bottom-right path again. Take the——

2 POR X=31722 TO 31735:READ Y:C=C+Y:POKE
X, ¥ :NEXT

3 IF C<»8876 THEN PRINT “DATA ERROR":END
4 POFE 64%,0:5Y5 579

10 DATA 198,157,078,041,003,169,000,162

7 11 DaTA 001,168,032,18B6, 255,032,189, 255
POKE 1019, 255 - Loads of shurikens 12 DATA 032,213,355,120,136, 140,021, 003
However, if you don't own an Action 13 DATA 169,128,141,237,002,238,119,244
Replay, type in this listing, SAVE it, then 14 DATA 238,120,244,169,166,141, 020,003
RUN it for infinite lives (and it works on 15 DATA 108,020,003,162,121,142,178,003
both the original and re-release versions). 16 DATA 20€,179,003,076,081,003,169,197
0 REM LAST NINJA CHEAT 17 DATA 141,135,120,076,191, 003,012, 000
1 PFOR X=579 TO 640:READ Y:C=C+¥:POKE 18 DATA 000,169,049,141,159,002,165,234
X, Y :NEXT 19 DATA 141,160,002,096

CODE OF HOMOUR August 1993
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A long time ago in a galaxy far, far
away, the spaceships were yukky colours.

NEMESIS Konami

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 for infinite lives.

® Nemesis help requested by: David Filzpatnck and A J Davies

WRRI“N US Gold/Kixx

Before;: Dam it, dead again. After: Blam, blam,
die you alien scumn! If you're after infinite lives,
infinite time and infinite gyroscopes, look no fur-
ther than this armour-clad listing.

LA T L AL 2l U

And for Action Replay owners:

POKE 3030, 173 = Infinite lives

133, 173 — Infinite gyroscopes
POKE 16365, 0 — Infinile weapon use
® Turrican help requested by: Daniel
Habcher, Mark Whelan, Daniel Smith, K
Heaton, George Henry, Kavin Hollowed,
Garry Armstrong, D N Seifarth, Tony
Sands, M Dunn, Alex Lord, Chris
Darsel, Raymond Mawhinney, Michael
Park Christopher Betts, A Booth, Lee
Grean, Daniel Roach, J Grawt, A
Areskog, Raymond Moore, Stephen

O Sullivan, David Muir, Mall Baker,
Steven Fyfe, J Button, John Michols,
Ged Ayres, T S Harris, Carol

Peebles, Wayne Ledsham, Sean
Rogers, David Tumer, Mick Stupple,
Siuan Henderson, G Matthews,
Andrew MchMahon, Chnistina Hancox,
Sukhdev Joolla and John Amato.

TURRICAN 2

US Gold/Kixx
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.

Ch

And for AR-owning types:
) 3 - lives

, 1 = energy
- tlime
power lines

& Turrican 2 help requosted by: Davinder Kardoka, Gregory
Ratole, Mark Oabome, Rutger Anema, Richard Thompson,
Johin Moore, Matthew Sampson, Richard Joy, C Matthews, Lee
Green, Dansel Rpach, Liam Dyson, Raymond Boore, Gary
Pater Hughes, Barry Paterson, Chagtopher Fedl, Steven Ruske,
Diavvicd Bwsir, Richard Gould, Mark Dinneng Mark Tew, Anthony
Drakes, Mark Wallers, Andrew McCombe, Michagl Cox, Wayne
Ledsham, Stephen Julty, Sean Rogers, Scotl Grant, David
Turner, Mick Stuppbe, Chnstina Hancos, Liam Weldon, Paul
Blackman, Joe Greiner, John Amato, Liam O'Hara, Darmén
Heath and Gary Jones

HAWKEYE Thalamus/Kixx

It's sort of The Lasi 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 cheal
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.

POKE 7456, 0 — Infinita lives
POKE 6105, 173 = Infinite weaponry
And a hefty ovs »46 to restart the game

# Hawkeye help requested by: Chris Harrison, David
Garlhwaite and Andrew Banks

T i - ":F_'E" T
o e gy

Let's he honest -
that's NOT a hawk's eye
that he's got there. It looks more like one
of the head light off of a 1965 Morris
Traveller, if you ask me. And he hasn't
even spotted that his gun's on fire yet.

AUGUST 1993

ELITE Fienira

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

@ Elite help requested by: Richard Parkins. M 5 Hall, Daren
Paul Chenery. Luke Verona, Andrew ey, & Humphrey, Matt
Joynes, Victor Thame, | West, Paul Fosberry, Hanif Mayal
Gary Boolh, Brian Wilson, Michael Smith and Jamie Abbof.

T T "7 One thing's for
sure - | don't
want to meet
the spider that

managed to

spin that.
few ¥ . 1
:I'l | L 4 .I
al. ; —H|

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




RARR™ T
Iif only | loved this
game as much as

it loves me.

RAMBO 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
- we'll be printing a listing POKE next month,

LEVEL 1 Fromthestart: B« DOOR e U s U »
DOORe Re U el e COLLECT GOGGLES
BATTERY «» U « DOOR « GET DETECTOR & U
s Us GETMEDIKITe O e D e DOOR wHReB.»
ReRelU s RAD ¢ D o GET WIGHT KEY o Ll »
Usl2AU s« TOPDOOR o La HIT SWITCH « R »
DOORsaDeaDelLslLeleaDabl sl « DOOR
sReDeDOOR s UsUeGET

WITH EXPLODING ARROWS « USE THE
LIGHT KEY « DOOR » and that's the first level
of the game completed,

LEVEL 2 Fromthestart: R e Re U s U e SET
BOMEsFRseFRsUsUsSETEOMBeLeLwe L
sLelelLelelelLelLel «DeSETBOMB
o U e R e R e BLAST DOOR AND GO
THROUGH « R e U SETBEOME e DeReR e
HeReFReFRelel e SETEOMEeLelL el
¢ GETMEDIKITs BeRelU el « BLAST
DOOR AND GO THROUGH s Le L e U » GET
MEDIKITsLeLeLeDelLeolLesleolls UL »
SETEOMBesUeUe URR e Re R« SET
BOMEsFReR e USR « GETMEDIKITe Re R
s DeD R sR e BLAST DOOR AND GO
THROUGH « SET BOMB « L « WALK UP TO
CHOPPER TO COMPLETE THE SECTION!

NB 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 help requested by: Steve Thare, G Matihews, Geoff
Crow, Archie Toms, Mark Kidby, Cathair MeKenna, Michas!
Henderson, Kar Hicks, 5 L Malihews, Kenny Almmed, James

Allan, Chriz Birdsall, Michag! Banim, Thomas Caora, Christy
MCSEY, Jon Russ apd Bemco Komduuss

ARROWS « D « DOOR « D & GET
SILENCER & U « RIGHT DOOR & D
+« DOOR « D « LEFT DOOR » LEFT,,
DOOR e GET GOGGLES AND USE
GOGGLES BATTERY « RIGHT
DOOR « RIGHTDOOR sl »
RIGHT DOOR « D » GROR « GET
GLOW TUBE (sounds homibly 70s —
Edie RIGHT DOOR « U « DOOR »
LEFT DOOR « U « B « DOOR.

You are now outside: Use Us Us Ve UelL
slLelololoeleoloalleolelslUelle
GET ANTI-PERSONNEL MINE « U « DOOR & D
sDsDeReD e GET DARK KEY o D » USE
DARK KEY « DOOR o GET DETECTOR BAT-
TERY AND USE IT « USE DARK KEY » DOOR »
LelUsUsUsUsDOOR oD e HIT SWITCH »
UeDOOReUeReReReD &« HITSWITCH &
UslLelLeDeDeD o«R « DOOR « GET RUB-
BERGLOVES « DOOR e Re R e U« DOOR »
RIGHT DOOR « GET MEDIKIT « DOOR « LEFT
DOOR « D e R e D e GET PISTOL AND USE
SILEMCER « D « USE LIGHT KEY « DOOR.

You are putside again:De FeRelUes U e
UsUsUeUeDODOR s ReReaDOOReD e
. DsDeDOOR « USEGLOW TUBE ¢ D »

1# D e GET UNIFORM & U « DOOR & U
: OR » USE UNIFORM » D » D «D.» USE
. LIGHT KEY « RIGHT DOOR » U » U » GET
. MEDIKIT e D e D e« DOOR & D ¢ D & RIGHT
. DOOR « D » GET EXPLODING ARROWS « U

: alGETMA‘CHINEGUN{MMl}‘ﬁ.Dl
WUHIU-U'UIHWEWGHWALL

wDOOReDeDeDelslLeDOOReUeU

SWIV storm

Start a game, then press H to
pause it. Now press the
Commodore Key, Q) the
Commodore Key again.and

s then H to un-pause the game.
You should now have infinite lives.

@ SWIV help requested by: John Logan

and F Roberts.

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

ARNIE zeppern

We've had more pleas for help with this game
than any other, 'which.is not surprising as it was
thie'miast popular game of '92. Try this listing for
infinite lives, infinite ammo, and invincibility.

{i REM ARNTE CHEAT EBEY WAZ

"2 FOR X=512 TO 612:READ Y:C=C+Y:POKE

X ¥ NEXT

3 IF C<>11184 THEN PRINT “LATA

ERFOR® : END

DT 141

4 DOKE 157, 1908 feye gyl
10 BATA -332.-uqa,;ea?,:55,159,015,141,%2 .
11 DATA 003,169,017,141,064,003,032,108

1. DATA 245 |'?l 032,141,068,017,169,057
13 DATA 141,06%,017,165,002,141, 070,017
1 62,255,189,193, 016,157,153, 002
ifi 202,208,247,162,033,189,159,016
N BTA r'“? :I'.'l‘ '-Jr.-'rufr : ;ﬁ”" :"’ _,I'_I brlzu

,..z.[m.-]_‘z.ﬂ':-'.:,'jiif:
)13,220,096,169,173,141
214,.051,141,198,052,169, 165,141
053,169, 001,141, 036,053,163

53,141,038, 053,165

1 DATA 234,141,03%.0
22 1 31,141,039,053, 096
® ARNIE help requested by: (deap breath) Mafthew
Edmondson, Michasl Henderson, G Matthews, Tadhg Molan,
Michalas Power, Dake Wigley, Paul Rossiter, Matt Baker, Roy
(FLhea, Michael Moriarty, Mark Wilson, J Quinn, David White,
Daniel and Darren Merry, Jamie Morton, Michael Holland, J
Bution, David Proudock, Jacob Sakes, Anthony Leigh, Jon
Russ, David Downing, Ratesh Sharma, David Hodgson, Gary
Boland, Ged Ayres, Tony Barry, Stephen Smith, Lee Tarbox,
Peter Poulay, ABansPrioe, A Lioyd, Wayne Bridgett, SD Lowa,
PaulB, Josh Bradey, Andrew Mason, Carl Gannon, Andrew
MeGlone, Mark Jones, Ben Baatson, Lee Bailey, Kevin Tooke,
Mell Fundle, Danisl Deeping. Dan Hinton, Erc Goodale and
Aidan Higgins, Phew.

HAW SEA'.S Ocean

Type BRAINDEAD on the high score table.
Mow pause then un-pause the game, and you
shiould be able to skip levels by pressing the
left-arrowskey (at the top-left of the keyboard).
Altermnatively, type MAD CYRIL and you'll be
ableto start on level four.

& hNavy SEALS help requested by: John Mo Dowed,
Milke 7 agorst, Mark Osbomna, David Fitzpatrick, Andrew
Hallingworth, Peter Reynolds, M Hewitl, Robert Rick,
Andrew Paterson amnd William Wears

PLATOON 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.

REM PLATOON TAPE CH

I' *DATA ERROR" :END

DATA 032,086,245,169,051,141,1396,002

\T} 12,141,201,002,076, 167,002
12 DATA 169.074,141.,111,001,169,002,141
13 DATA 112,001,169,088,141,211.002,165
8 DATA 096,141,114,226,076,081,003, 169

RSB TA 0B1,141,196,002,169,003,141,201
B TA 002,169,222,141,114,226,169,173
;054,189,141 ,016,18%,141,211
SEYDnTA 189,16%9,000,141,114,180,076, 000
B8 DATA 004

I-Fhluonmp requested by: Jamie Baker, Archie Toms,
Fober Hall, Graham Wright, Richard Muiray, Mark Cuthbert,
Robert Buckeridge, Audi Anslow, Paul McDonald, Adam Dade,
Alan Leach, Martin O'Donnall, ). Button, W Smith, Martin
McMahon and Gavin Cverton.
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the ways of the ninja.

LEVEL 1
CENTRAL 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 guite 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-
right exit, collect the HAMBURGER, then take
the top-right path. Nip 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-laft
exit. Jump carefully over the two gaps, collect
the STAFF at the tar 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

- R

It’s the second part of the trilogy,
so prepare to chuck your nuns

with the best of ’'em as
Andy Roberis trains you in

LAST N

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. Do a

huge jump off the top

of the screen to land

on a small island in i
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 2 :
THE STREETS

From the start screen: take the bottom-right
exit, cross the street {(when the lights are green),
then take the 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 then take
the bottom-right exit. Collect the BOTTLE

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 bottomn-
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

Fa o KEY to open the manhole — drop down
% to finish the level.

% LEVEL 3
THE SEWERS

From u. start 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
he 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
fire (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.




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
lake the right path. Follow the path and take
the 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,

A )

$S SIGNALS

the num-
per that appears.

Leave the room, take the left exil, then
go through the door at the top-left. Use your
‘pick up’ motion on the button on the table
{undemeath 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 axit, then jump off tha top-right of the
screen when the helicopter flies away.

LEVEL 6
THE MANSION

From the start screen: pull

down to drop from the
helicopter when the
ninja is above the

ﬁlﬂmw'm

E_ETED BY: Lee Wilson-
NINJA IIHELP RECY ul Allisan. furthest turret,
Holding the chicken leg,  LASTNINC . Jason Yound POV i Groves. Kevin . )
iy ; Beaty, ponald, Simon W onathan , Dale jump on to the
use your ‘pick up pavies, A Mc Darrell Porter, J ndereon, Chris ;
gimon Cundry, Michael He Lee right-most turret
motion on the box of Turner, ST 4 & Robert Madden. n Dodd, .
! cartwright. \and, Antony 1 g5, Chris Twin, (using the other
WIS OO Ellmer, - ' Thacker, N“"‘"mrg:mhlﬂ' turrets) and care
Go back the w hbens, ©anyer, JAmES
r i Nowers, J LE:Hmn, pominic Staay= fully drop off to the
you came to the bottle n Mchlahon, id Robinson :
. ; Harrisskitt and Dav left. Walk right along
, room. Take the middle-right

exit. Holding the chicken, walk for-

ward 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 it. 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
‘pick up' motion — note down

PE———

g -

the ledge into the next
screen, continue right, then 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
axit, 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

A I

B

.

e, oo

\

F
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m through the maze, then 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
THE FINAL BATTLE

From the start screen: kill the guard and go
right through the door. Use your "pick up’ maotion
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, I

simply put the orb back into the

safe to complate the game.
MYSTICAL SECRETS
Action replay owners might like to dig
into this tender batch of POKEs:
INFINITE LIVES
POKE 37456,173 — Level 1
POKE 36690,173 — Level 2
POKE 31852,173 -=Level 3
POKE 35481,173 - Level 4
POKE 35771,173 - Level 5
POKE 36879,173 - Level 6
POKE 34444,173 — Level 7

INFINITE SHURIKENS:

POKE 46554,173 - Level 1

POKE 45218,172 — Level 2

POKE 40153,173 — Level 3

BOKE 44925,173 —Level 4

POKE 44707,173 - Level 5

POKE 45788,173 — Level 6

POKE 43049,173 = 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.

0 HEM LAST NINJA 2 CHEAT

1 FOR X=304 TO 431:READ ¥Y:CeC+Y:POKE

X, ¥ :MEXT

2 IF C<>14491 THEM FRINT “DATA ERROR":EMD
3 POKE 157,128:8Ys 273

10 DATA 169,173,141,080,146,169, 060,141
11 DATA 094,023,169,003,141,095,023, 162
12 DaTA 036,189,079,001,157,060,003,202
13 paTa 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 141,178,003, 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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Virgin/Tronix

Close the garage
quick before we're
nicked for no tax disk.

The first (and worst) of the Double Dragon trio
is made a little more bearable thanks to this infi-
nite lives and time POKE.

@ Double Dragon help requested by: Archie Toms, Jabed
Hussain, Simon Stubbs, Michasl Burgess, Allen Tamabadibo,
Russeall Jiggans, Ashley Simpson, Neal Booth, Stephen

O’ Sullivan, Stephen Garrett, Michael Henderson, Colin Stewart,

Ecén Ward, Paul McClintack, Muddasar Afzal, Paul Barlett and
John Jarnes Badrock,

DOUBLE DRAGON 2

Virgin/Tronix
When you've finished the first game, try your

luck at the sequel. Type in this listing for infinite
lives and time...

M ra y pd
E 138 - 53
PR S B
4 JA 'f_-«.'}':-r 13% ,
A e o
L 41,097,003, 16
...... o \ ATE A 5 .
L L B NE1,003,169,
v r
D D Bl 4 BE
= L, Ve, lel,ls « S B D.u'J .\.-

And for any Action Replay Cart owners:
POKE 48537, 172 — Infinite lives, player 1
BOKE 46553,173 ~ Infinite lives, player 2

# Double Dragon 2 help requested by: Paul Robinson, Gany
Crawiord, Darmen Oyebo, Laurke Tumbull, Tom Rans, Chis
Chalk, Darmen Pannell, Darren Cole, Rory MeGrath {ane you
sure? = Ed, Michasl Park, Suhail Sarwar, Robert Hickley, Neal
Booth, Craig Jaundrell, Mathew Bourke, Robart Drury, Ged
Ayres, Darren Dalgetty, Alan CGoulman, A K Edwards, Jonathan

Thacker, Ben Beaison, Kevin Turner, Siman Litther and Jon Russ,
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if yau think you're hard enough.

"J n@wlll'i magic? The Grand Old

‘31

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 — Edb. Type in this listing, SAVE
it, than RUN it for infinite energy, coins and time.

And if you've got one of those handy Action
Replay lhmg-s ti"_.l' this out for size:

34 — Infinite energy

POKE 37046, 2
® Doubfe Dragon 3 help requested by: Daniel Overton, Chrig
F, David Fltzpatrick, Richard Miladeno, Robart Todd, P Oswell
and Jonathan Thacker.

SHIHOBI Virgin/Tronix

Where does a ninja turn when he wants to learn
the secrats of time and

* A shadow of its
2 former self with
our listing.

Hit Squad
As mysterious as time
itself, the Shadow Warrior
appeared from the darkness and walked
towards the stranger... who promptly
booted him in the gob. Sounds familiar?

Then wreak your revenge with this listing for

infinite lives and time.

WARRIORS

Wise One? Nope, he simply types in this handy
Waz POKE for infinite time and magic.

@ Shinobi help requested by: Vincent Johrson, Paws & Rob
Suhail Sarwar, John Feehily, Chris Jones, G. Dunnett, P
Batts, David Cobbin, Andrew McCombe, Christopher Jones,
John Yianni, and Patrick Momison

DRAGON NINJA

Imagine/Hit Squad
Incredible as it |l
may seem, here
is another baat-
‘em-up listing
offering infinite
lives and time.

? ! f
snarmiias i o
o geur! POSEUR!

What a po

#® Dragon Ninja halp requested by: Stephan O'Sullvan,
Martin Bates, Kavin Davies, David Bast, Anthony Leigh
and G E Clarka

And for Action Replay Cart owners:
! i = Infinite time
— Infinite energy
C 34665, 2314 = Infinite lives
& Shadow Hl'.amur help requea.ted tr,r



mnlmn fc!iv}:lnn :
WEOoER

sty n'll th:t s supposed
-~ ‘mm.. in heat vision,

hutwhf.itmmunﬂ'_ e

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 FREDATOR CHEAT BY WAZ

1 FOR X=528 TO S5B1:READ Y:C=C+¥Y
X, ¥ :NEXT

2 IF C<>4942 THEN PRINT *DATA ERROR” :END
1 POKE 157,12B:8Y5 528

10 DATA 169,029,141,040,003, 169,002,141
11 DATA 041,003,032,086,245, 169, UL1,141
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 5672, 165 — Infinite lives

POKE 4019, 165 = Infinite bullets

FOEE 4189, 165 — Infinite grenades

® Predator help requested by: Paul Holmes, Mark Kirby, 5
Humphries, J Button, Wayne Doyle, Tony Barry, W Smith, Paul
Cresham, Ryan Barrat. A Meehan, James Ison, Marc Cobedli,
Stavan Paynier, Steven Windridge and J A Meehan.

For the not-so-impressive sequel, here's a

superb POKE for infinite energy and ammunition.

' FEM PREDATOR 2 CHEAT BY M PUCGH

1 FOR X=520 TO 623:READ ¥Y:C=C+¥:POKE

BT iNEXT

2 IF C<>11E70 THEN PRINT “DATA ERROR":ENI. -

: POKE

3 POKE 157,128:8Ys 520

10 DATA 032,044,247,160,017,140, t¢4 003
11 DATA 136,140, 062,003,082, 108245, 169
12 DATA ﬂ32,144,2!3 016, 169,061,141, 234
13 DATA 016,169,002,141,235,0]6,162,157
14 DATA 159,_55,015.15"515a,ab2 202,208
15 DATA 247,169,166,141,020,003, 169,002
16 DATA 1@1,u:1,301.?nh,254;141,u13,zz:
17 DATA 072,169,032,141,240/, 003,169,082
18 DATA 14;,:41,:05;16ﬁ,ﬂnﬁ.;41.242,u03

19 DATA lDé,UHﬁ.lEE.Eﬂl,lfl,23&,;16 164

20 DATA 002,141,211,136,086,098,002,072
21 DATA 077,080,1659:.189, 111, 43,015,141
22 DRTA 8,022,000

182,015,141, 1}|JI?-I,-.E|r’

® Predator 2 1
s, PREDATOR 2
by: Andew e L e

Sands, A Booth, |5y e TE=—1 i ol N

Wayne Wickman, LA llls T s

K Samusel, ¥ q{—‘,} 5.
Matew 'i;-" i "
Edmondson, Ged 1
Ayres, Mark ;
Kirty, Philip |
Pidgeon and Nope, I'm afraid that image |
David Watsan. doesn't work. Try a face lift.

r |"' et e

'lﬂlll!1HIJE!i 'agamnnks
Let's faceit — the lean, green, fighting machines
are not as hard ag they like to think, which is

prremselg.g why y‘?l Il need this infinite lives listing |

to help What a bunch of wimps.

0 REM TURT EAT BY M PUGH 5

1 FOR f'=.*u' ) 606 :READ ¥:C=C+Y: POKE hy

X, Y:NEXT f ;

2 PR X= 3&%-;{;“'{0 404 :READ ¥:C=C4Y: POKE (
l‘i‘“’-"‘ / §

|?}£|E:-':| THEN PRINT
tfﬁ}i‘.—: _SE,_QB:JYJ 520

ATA 032,044,247,160,017, 140, 064,003
T 1nE.1:1 062, 003,032, 108, 245,169

*DATA ERROR": ?JD

i0 D

016,169,002,141,235,016,162,157 |

. 189,158, 01 5,_;;,_.5,:n?,:ﬁ:,:3° {

5 s 247,169,166,141,020, n;,re& 'Jff
& 141,021,003, 208,254, 3, 220

lf;?ﬂﬂ
18 [DATA

19/ DATA
()

072,169,032, 141, g-n,:}EC.b,,Egé

141,241,003,169,002, 14}, 242, D@3

104,096, 169,093,141, 230,24 s.ﬁ
e I

/

032,141,233, 016,169, 061,148, 234 -"l

ooz, 141,;._11 2

20 DATA qfﬂ@@ 128, Uu;,1t9
a1 DATR 141 141 %2400 g,169,001,141,
22 DATA n!a,.tq,uze,ncb _u,,idﬂ,lﬂ].l?ﬂ

23 DATA 061,076,013, 008

Meanwhile, over in Actiq-h Replay land:
POKE 14473, 96 — Infinjte lives

® Turties help requested by; Miss § Salisbury, Veemish
Jowaheer, Robart Hall, -.Ia.fmi: Pearson, Danial Ovarton,
Christopher Dibb¥e. Draniel dege John Ketsas, Stephen
Duggan, Matt Finch, Stephen Leahy, David Farmes, David
Kiepacz. Linda Godwin, P Roberts, Jonathan Menks, Kenny
Ahmed, Alan MacCormack, Daniel Sorrell, Andrew Spencer,
Paul Carroll an.:l H&m:u umduur

BACI( TG THE FUTURE 2
Mirro =
On each leval, slmply pause the game and type
the following phirases for different effects. ..
Level 1 — MARTY MCFLY (infinite lives)

2- , 1S THAT YOU (skip level)
Level 3 - TOM LOVES THERESA (infinite lives)

LBFBl 4 = QUTATIME (skip level)
Level 5 - K TO THE FUTURE 3 (infinite lives)
@' Back To Future 2 help requested by: Kevin Heywood

and Michael Atherton,
|

o

Ocean/Hit Squad

He's back! Or rather, the listing from CF24 is.
Type it in, SAVE the little darling for later, then
RUN it for infinite energy (on every level).

} REM TERMINATOR 2 CHEAT BY M PUGH
¥=516 TO S83:READ ¥:C=C4Y¥:POKE

X, ¥ :NEXT

3 IF Ces7249
(!

1

1 FOR

} IF C<=>7249 THEM FRINT “DATA ERROR" :END
157 12858 516

Th 032,086,245, 169, I.-?I.,I:] 249
ATA 169,002,141,250,003
12 DATA 0BO,16%,034,141,037, _‘.‘,-4, 1 f:':?l, 02
13 DATA 141,038,004,076,007,004,169,059
14 DATA 141,132,1 j.l"\?.rlﬁl: 141,137,193
15 1
1

,003

n 076,000,152,169,063,133,033,133
6 DATA 034,133.035,1 3'-3',-.;4. 240,096,169
7 141 ,241,224,169,002,141,243
18 DATA 224,076,000,016
& T2 help requested by: Steven Fowler, C Matthews, Michael
Henderson. A Meehan, 3R Shubotham, .J M Ward, Thomas
Corbett. Dean Wison, Andrew Uinwin, Jarmes Smart, Howard Helly,
Hanif Mayatt, Richard Newman, Gavin Moms, George Oakes.
Brian McFardane, Andrew Paterson, Matthew Martin, Govinder 5
Bhogal. Paul Canfield, Peter Austin, Tracy Holmes, lan Smillie, J A
Meshan, David Farmes, Alistair Roden and Helen Williams.
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Can Andy Roberts make it a hat-trick
and give you the complete solution
to the last Last Ninja? 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 shuriken-lobbing enemy
and collect the SWORD from the siatue. 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 MAILS from the left-most hut; this
combines with the glove to make a CLIMBING
GLOVE, neaded 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
argund the
back of the
hut to the
next screen.

Walk into
the hanging
gardens and
collect the CHAIN from the basket on the right;

othis 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
footing, but once you have, climb up the rocks
and go into the next screen. DO NOT go near
the boulder (yet), just continue right into the next
screen, then pick up the LAMP from the wall.

Go back the way you came, down the rocks,
and then go through the gateway into the gun-
powder section. Holding the LAMP, stand next
to the first barrel on the left and use your “pick
up' mation to transform the lamp into a BOMB,

2 Assassin 1993

o Bl ~ 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

This can be tricky, s0
keep trying. Switch

::;:E::.E::;ip via the floa?ing lily. This is tricky, but can
the r nqi-.s be done simply by pausing for a second
again | = . when ygu enter the screen, and then rua-
g # ning straight towards the lily.
!ha. Continue into the next screen, and
boul collect the POTION from the doorway to
d replenish your strength. Go right again, and
$::ee i then take the upper-left exit and collect

i ‘the scroll from the centre of the screen.
Salect

k| Take the left-most path, then take the upper-

tE:I;MB right exit. On this screen you need o collect
o the ROPE situated just under the window, but
R " be careful not to venture near the tree; there is

facing : ;

a nasty bug in the program which often gets you
the boul- i P

stuck 'behind' the screen.
der, use the

Take the bottom exit, then the bottom-left
path into the scroll screen. Take the bottom-right
exit, then the bottom-left, then follow the path
into'the next screen and jump back over the lily
{which is a touch more difficult than before).
Once over, follow the path round 1o 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 Shogun’s
domain with the scroll and nunchakas at hand -
kick his botty as before.

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 tha

‘pick up’ motion to

blast it into the lower gorge. Gio 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

E screen, thep enter
the temple with the
MUMCHAKAS and
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 ; 2
not yet. Take the right path, w
and collect the BELLOWS
on the next screen. Before
you leave, use your pick-up




it

ok
Fir
@.-— ?

very bonomf the - oy ey i B8 DUST MASK from the bench. Go
screen. Now go s =™ fi“ ::;_I'T:Eq-“ L _F : back into the previous
along the upper- FUaE P it WYY B BT 2SS & e :',;___ __ screen,
left path, then a2 . climb up
take the top and go
path again, through
collect the J." i the: door-
POTION from | S way. Make
the vase T, - ; your way
and take g{# - thru:t!ugh the
the right- & ,r next room,
hand exit, gy ¥ then climb
This next :Ic:wn from the

bit is tricky; you must jump on
to the wooden jetty, which can be done by
standing in the "square’ just to the right 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
jetty; and take the bottom-right exit. Mip behind
the hut (sounds ominous — Ed) and collect the
GEAR COGS for use as shurikens. Take the
upper-right axit, then take the upper-left exit.
Mow take the bottom-left path into the waterfall
screen — the waterfall blocks the exit, and must
e 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 fo plug the whirlpool
(you will flash when it's been
done correctly). Go back the
Way you came to the waterfall T o
screen, then select the L
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
fram 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
&xit 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

o g . ' balcony and exit
~ :n.___ |l'a|“'..'.'-‘-‘--""'!J into the lava
room. Jump
across to the
middie path. select the mask, and go left into
the otherwise lethal dust room. Collect the
FLOW AID POWDER from the barrel, take 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. Walk
up to the furnace

WELL “ARD 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
reguired 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).

COMPLETE
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and, standing just behind the nearby line, use
the bellows with your ‘pick up’ action; the
furnace should burn brightly (IF you
rememberad to pick up the bellows
on level two, that is).
Take the top exit, collect the
SCROLL 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.

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 comer,
then take the left exit again. Take the left
path, then go left again into the Shogun's
chamber for the final
showdown (cue eerie,

] Stand in the centre of
the star, then press Fire

- and 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 destrue-
tion, but the fight's far from over. Now you
must defeat him using only your nunchakas
and Bushido. .. good luck!

After that you can sit back, relax and
watch the graphically stunning end
sequence (oh go on, you Know you deserve

it). And if you're a beat-'em-up fan
then check out our Ultimate Beat- ir-..
'Em-Up feature on page 16, 2

s = LEvei-
s !ﬁ_‘:- %i“m ttg_ﬂ'f sombre music).
= -,:.I - P 2

CASSETTE VERSION
POKE 28986, 165 — Level 1
POKE 29231, 165 — Level 2
POKE 28824,165 - Leval 3
POKE 29059,165 - Level 4
POKE 29212,165 —Level 5
DISK VERSION

POKE 28962, 165 — Level 1
POKE 29207, 165 - Level 2
POKE 28800, 165 - Level 3
POKE 29035, 165 - Level 4
POKE 29192, 165 — Level 5

Avgust 1993 ¢
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CARTOON Timi

WONDERBOY

Activision/Hit Squad
Don't be fooled by the title of this game - the
Is it so-called
._‘,‘.'.. i 1 el 1 just me Wanderbay is
';k- . or is she a bit of a wimp,
P Cross-
Y eyed? | really. So, to
o, help him along
WO )] ol | 2’. a bit, try this
ey —3 5 listing POKE
i LLIviSion for infinite lives

and a limitless stock of hammaers (without which
the garne is wrtualflyr mpussnbia}

REN 5H
FOR Y s POKE
> 3 THE! "BA ERFOR"™ + END
157 L hEeE
4 169,029,141, 040,003,169, 002,141
5 b 041, C 13,032, 086,245,169, 006,141
b 2.0 18 59,173
g, 1 41, 08B0,

® Wonderboy help requested by: Philip Banks, David
Middieton, Pau Sannetl, James Pearson, Anthony MeGonnedl,
Kim Hauglid, Shaun Wonders, Michael O Sullivan, Stephen
McDonald, Thomas Savage, Robert Hickley, Stephen Leahy, C
Matthews, Damien Hensey, John Pawl Dufty, Michael Mariarty,
Tom Rans, Addam Brennan, Andy Downs, Kyle Wilson, David
Tumer, Melonie Dsborme, Andrew Newell and NE Dawson

MONTY ON THE RUN

I ETEE WA Gremlin
ot pr el 2= Forimmunity 1o the
g i LS S various nasties
:::;t'::‘f =, \ throughout the
rat - er, % | game, try this
mole. = ¥ cheat: enter |

_/ WANT TO
CHEAT on the high
score table, then start the
game and collect the little boat on the second
screen. Oh, and you should

Alternative

If only this listing worked

in real life... infinite

kisses, infinite alcohol and infinite maney. ..

( REM ANDY CAPP CHEAT BY WAZ
. X=528 TO S72:READ Y:C=C+Y:POKE
024 THEN PRINT *DATA ERRCR":

UT "INFINITE KISSES )

L Y H*:B

B EF

END

C

select the following items as your escape kit;
the ROPE, the JETPACK, the PASSPORT, the
GAS MASK and the BOTTLE OF RUM.

& Monty help requested by: Scott Field, PJ Cufliton, Kyle
Wilson, Mekanie Clark, Steve and Victoria Hulford.

TOP CAT niec

Many of the people who wrote in for an infinite
livas cheat for this game had problems with the
listing printed in CFB, so here is the corrected
version... a mere two years later (well, that's the
British posraf system for you — Dave).

] REM TOE CAT CHEAT EBY M FUGH

1 FOR X= M 555 :READ Y:C=C+Y: POKE

£, M :NEXT

2 IF C«=3795 THEN PRINT *DATA ERFPOR?:EHD
g 'E 157,128 522

4 DATh 832 044,247, 032,108,245, 169,032

5 DATA 141,093,003,16%, 002, 141,095,043

& DATA O076,167,002,072,077,080,228,032

7 DATA 208,169,165,141,080,187%, 141,114

8 DATA 154, 0496

# Top Cat help requested by: Wayne Armsireng, Graham
Wight, Mes C Warr, John Ramsay. AM Carlisle, Yvone A
Simpaon, Matthew Tolley, Lee Barlow, Christian Geoghegan,
David Scoffin, J Fondacars, DW Seabury, Gabsial Wright
and GE Clarke

CREATURES

Thalamus .
Mot content with creat- tg
ing Creatures 2, one the m. |
best games ever on the :
C64 {until Mayhem In
Monsterland arrives, that
is), the Apex Boyz were also
responsible for one of the hardest — the original
Creatures. So don't be ashamed to try the
following listing for infinite lives, shields and
no collision detection.
0 BEM CREATURES CHEAT BY M PUGH

1 POR X=520 TO €22:READ Y:C=C+Y:PUKE

% ¥ NEXT

2 IF C<=11989 THEN PRINT
“DATE ERRORT:END

5 INPUT “INFINITE MONEY Y/H

® Andy Capp help requested by: Andreas Paviou, Stephen
Harding, Dean Luxton, Scott Gibson, Gary Thomgpson, John
Ramsay, Gavin Black, and
Darmines Wright,

3 INPUT*INFINITE LIVES ¥/N":35:IF AS=%¥"
THEN POKE 511,141

4 ITNPUT*INFINITE SHIELDS ¥/N";BS:1F

B

IS="¥* THEN POKE 614,141

5 INFUT#*NO COLLISION Y/N":CS:IF Co=r¥"
THEN BOKE 617,142

6 'POKE 157;128:5¥s 520
032,044,247,160,017 140,064,003
140, 062,003,032, 108, 245,169
141,233,016,;169, 061181234
3 L169,002,141,235,016; 162, 157
14 DATA IFH,'_-,U,L':&, 157,158,002, 202,208
DATA 247,169, 166,141,020, 003, 69,002
16 DRTA 141,021,003, 208,254,141, 013,220
T DATA 072,169,032,141,240,003; 169,082
18 DATA 1 G, 002,141,242;:003
Q- DATA 104,096, 169,093,141 ,215,192 189
DAT2 002.7141,216,192, 096,095, 002,162
21 DETA Q96 168, 173,;172,035,032, 172 167
22 DATE 077,172,056,064,108,022, 000
..and those essential POKESs for the Action
Replay Cart owner:

POKE 732B8,173 = Infinite lives

FOKE 44183, 173 = Infinite shialds

POKE 15596, 60 — No collision

@ Crealures help requested by: Michael Treagust, P.
Fitzgerald, E. Morth, Gary Halliday, Jonathan Price, P Jomes, H.
J Foster, Leroy Kirby, Garl Gannon, Robbie Daly, Richard
Murray, R. Richards, Chrstina Hancox, Scott Barron, Debbie
Coggias, Liam O'Hara, Shaun Watson, David Hadley, Adrian
Cardy and Tony Lockwood,

RODLAND storm

There's a very simple cheat mode for this sickly
sweet platformer. When you collect the last let-
ter from the word ‘EXTRA’, hold down the Fire
button — you can now skip through any of the
levels, leaving only the guardians to be tackled.

@ Rodiand help requested by: Thomas Akdis, Mark Whelan,
D Guir, David Latta Alex Maund, David Coblbin, James Hum,
Alistair Wilson, and P Oswall.

STEGTHE =~
X
SLUG e

L0 DATA

11 DATA 136
14 P
12 DATA
1
1
!

DATE

CodeMasters Prepare to of =
If all the passwords shug it out, T
for this entertaining pat™ *# ¥

little feed-"em-

up aren't enough, try entering POSH
MOTOR as a password to activate the
cheat mode (F1 can then be used to
skip levels).
LEVEL 2 - RDNUHCCMGU
LEVEL 3 - EDOUTIOCKO
LEVEL 4 - HDPFUVLCCM
LEVEL 5- ODQMFUVLIC
LEVEL & - MEBHETPIAG
LEVEL 7-LECGODTRHK
LEVEL 8 - NEDGFLDVRL
LEVEL 8- CEFVHAGHLV
LEVEL 10 - PEGTTHIGLD

@ Steg The Siug help requested by: Rachel Potter, Robert
McGackin and Grant McMaster,




PEED

T: I.'.i:{..‘.’,UBE,EQE:,159‘,032,1%1,'334,[353
b 169,147, 141,085,003, 169,001,141
i 003, 096,072,032,156,001,104
D32%208,096,163,173,141,0%4

Jabed Hussain, William EAgIS
Allen Tamabadibo, David FIE

& Bjom T .Jaeckx, P Drummo .

: ann:l invincibility. Lln . .
M CHEAT BY M PUGH . === POWERDRI
& T 557:READ ¥:C=C4¥: ; ST Activision/Hit Eq '
Hares a sup \

listing POKE
st hopeless
ou qualify

i
trg,.r 1h|5 smart listing.
0 BEM EUROPA CHEAT
565 TC

1 FOR ¥

C<>p01l6 T

) LE N PRINT “DATA ERROR* :ERND
96, 07 177 3 POKE 15?,128 ;gYs 537
12 DATA 072 . 189, 163,088 10 DATA 032,044,247,056,169,018,141,177
13 DATA 173, 3§ 96,173, 1414095, 189 11 DATA 003,169,048,141,178,003,169,106
14 DATA 096 % i | 41,160, 165 12 DATA 141,179,003,032,108,245,072,077
Action Replay ow an gliso gve go: 15 83,020, 140,150 13 DATA 080,169,032,141,228,009,169, 069
POKE 14686,173 — Tl 1 14 DATA 141,22%,009,169,002,141,230,009
POKE 44049,96 — | i 15 DATA 032,191,003,096, 141,032, 208,072
16 DATA 169,191,141,178,003,169,003,141

: And he
8L, O Grall, Chris you've all

® Out Run help requested by? An "k waiti r i, al i
St i Muson: Aober MBI . oo 1 % nﬁd“i{:a{“ ::II":’T YOUwith 17 pata 179,003,169,173,141,221,025, 104
Edwmondson, § Humphries, A Doca bl .:F;g Hz Igﬁmrte”i’:di;' 18 DATA 096,234

' FORE SO ® Powerdrift help requested by: Chris Bell, Simon Musson,
"m m =1H] di'Kmx POKE 53139, 165 = Infinite time Matthew Edmondson, Aiden Higgins, and J A Meehan,

FOHE" 27286, 165 — Infinite boosts

~EOKE 10051, 166 — Infinite ammo SUPER OFF ROAD

Probably the best game in the €
but the action gets dead difficult ¢

Fear not! Here's a Sﬂbn’dld ||5t|ng ;a?:fﬂm EH'I‘E:IIMMF requested by: BIH'U'W McQuesn, Wrﬁmrﬂl Ll r 31 I've q’l a
fi tns, Infinite credits and unlimited b Michas! Zuitser, G A Lews, O Da Nolting, Mathew Ghandir, 111S game ep- aF F h'““‘f‘f}‘
| 0 REM TURBO CHEAT BY M BUCH Nicholas Power, Chiistopher Jones, Carl Gannon, Benjamin St resents the A

1 FOR =525 TO 562:READ Y:C=C+Y: 0
Riy:NEXT
2 FOR X=396 TO 465:READ Y:C=C+Y:POKEE

John, Suzanne Boyle, Colin Hales and Waren Anderson, most fun you ﬁ@,ﬁ_n @
\ CHASE Hq OceanHit Squad ik

the road... er...
JTIF O B O
X, ¥ :NEXT ‘ ] : ) s without actually
§ 3 IF C<>11328 THEN PRINT *DATA ERROR":EM : & /7 Beat being on a road.
E o - & 5= th
| 4 POKE 157,128:POKE 464, 53:5¥S 525 i a3 0 SOl Us a little tricky, though, S0 what better than
10 DATA 032,086,245,169,024,141,086,009 § = “blues. infinite lives and credits? Sharon Stone ina...
11 DATA 169,078,141,088,009,076,016,008 @ L -5 {Snip! — Ed).

12 DATA 072,077,080,238,032,208,165,032
13 TATA 141,045,194,16%,140,141,046,154
14 DATA 169,001,141,047,194,096,169,154
15 DATA 141,050,004,169,001,141, 051, 004
b 16 DATA 238,032,208,096, 169,003, 141, 223
L 17 DATA 255,032,146,004,162,009, 160, 000
18 DaTA 173,163,062,201,054,240,030,048
19 DATA 021,173,163,062,201,173,240,007
20 BATA 142, 057,062,140,028,053,096, 142
21 DATA 078, 063,140,049,053,096,142,028
22 DATA 053,140,255,052,096,142,054, 063

0 REM OFF ROARD CHEAT BY M PUGH

1 FOR X=271 TO 31B:READ Y:C=C+Y:POKE
X, ¥ :NEXT

2 IF C<=5364 THEN FRINT *DATA ERRCOR” :END
POEE 157,128:5Y5 271

DATA 032,0B6,245,169,032,141,226,003
DATA 169,001,141,228,003,096,072,077
DATA 080,16%9,032,141,023,202,169,051
DATA 141,024,202,169,001, 141,025,202
DATA 206,032,208,096, 169,000,141, 088
¥:CaC4Y : BOKE 9 DATA 065,141,108,110,173,032,208,096

{ 1 FOR X=384

| §# DATA 140, 028,053,096 X, Y :HNEKT @ Super Off Road help reguested by: Mark Payne, Adam
. @ Turbo help requested by: S Lee, O Grati, Szan Treacy, Neil e Spurling, Derek Fitzsimons, Andrew Davids, Paul Swilt,

~ Woodhouse, Evan McFeaters, Clark Wilson, Jared & Robert 2 IF C<=3356 TA ERROR":END  paniel & Darren Merry, Glen Gillespe, Marc Sheermahamed,
- Magkden, Alan & Paul, Bily Davies, David Proudock and J Monks. 3 POKE 157,128:5Y3y Allan Price and Ted Pearce.

his gaudy Starsky and
in the following listing,
en RUN the blighter.

SAVE it for fu
0 REM CHASE

O -1 ho LA e

MMODORE FIRST GEAR 35 August 1993 @
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The land was in turmoil.
The populace was
in commotion.
From out of
the chaos
came a
man
who
could _
restore ¢ JuluFelel
the balance.
They called him Jason of the
Finch, Lord of all that is C64. If
you need his help then look in the
mirror and say seven times ‘Inside Info’.
Either that or you could write to Techie Tips,
Commodore Format, 30 Monmouth Street,
Bath, Avon BA1 2BW. '

srluljhl1r ...... 218,18 el

Il' ) 2l gl 1805
PICCIE DATA 174,233 i 2,0
Dear Techie Tips, 18 DaTA 208,169,063,141, 221,169,028

If you load up a piccie WTA 162,059,160,2146,141,
- drawn with the OCP 20 DATA 017,208,140, 308
Advanced Art Studio, it displays it in bits and
takes ages about deing it! Can it be made to
bring up the picture instantly?

James Buchanan, Kent.

Dear Techia Tips,
1 In Assembly language
listing thingies, when | enter
the bits like LDA RANDEYTE into my Action
Replay cartridge all | get is a question mark.
The same happens when | enter them into an
assembler called Psymon that | got with the
deceased CDU magazine. Haylp!
2 Is there a way that you can show all the
CHR3 codes with their numbers, through
Basic, that would work on the C&4 and an
Amstrad word processor.
3 | have enclosed a program that uses strings
to bounce text from side to side.
Paul Cardno, Mersayside.

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. If you're ask-
ing if | can provide a quicker
replacement for the Basic pic-
ture display thing, then yes |
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 '
g-lhh:tlnu:u“d

1 The problem with Psymon is that itis a
[ monitor and the problem with monitors is
IF - 531 THEW PRINT "DATH that they don't like you saying things like

ERROR* : END LDA RANDEYTE. You have to find out the
NT ASO¥E 4915

137 : READ ¥ US04+ i POKE

JISPLAYS AN LOADED actual memory location that corresponds to
TLIRE" the label RANDBYTE and replace it so that it
g says something like Loa $c280, for example.
DETRFT6Z, 000, 189,064,063, ; , 004 2 I'm not entirely sure what you mean so I'll
BATA 133, 064,064,157,000,005,18%, 064 just say no there isn't.
2 DATR 065,157,000,006,189, 04 s 3 Thanks very much:

3 BATA 232,006

® CAMERA FORMAT 35 August 1993

Dear Techie Tips,
| have written a really sim-
/ ple drawing program that
uses only two colours on a high resolution bit-
mapped screen. | 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 MPSB01 printer and
also a routine that checks to see if the printer is
switched on before daoing it?
Dave Wilkinson, Sheffield.

First of all, to check if the printer is on, do
OPEN 4,4:POEE 154,4:5Y5 &65490:PCFE
154, 3:CLOSE 4 and then check the value af
the variable ST. It will be 0 if the printer is
on, -128 if otherwise, So IF 5T<>0 THEN
FRINT "PRINTER ERROR". The 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
MPSB01 - other printers may not find it to
their liking.

100 MAPR

2:REM ADDRESS OF BITMAEL

R
PN 2, 4




. VICIOUS
CIRCLES

Dear Techie Tips,

1 How do you make a
T 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

}.-" 'l Your section is
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YOu can exp
|'T'|_5II r'rrz rr‘” Exﬁerjﬂf
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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, ckay?).
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
(oooh, that's confusing, isn't it) you can
change the circular path.

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.

b (<, “ga BARRED
\’5‘«‘ Dear Techie Tips,
| am an avid reader of your
4 section and | thought it was
about time | contributed
something. In
CF25, you gave a
listing called
Behind Bars
which created a
menu in which
you could select
something by
maoving a high-
light bar over it.
Waell, 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 F1 to move the bar up
and F7 to move it down. The RETURM
key registers your choice.

A highlighted
menu-

KE 532800 rOpr 285
Z¥a; 3 : POKE 646, 15
265, PEEK (53265 ) OR B4

NT CHRS(147);:E=1

{EN K= CEE
J-2
| PRI 18
EM [« 1) a2

CURRY FORMAT 35 August 1993 >
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Glen Wells, Liverpool.
Ah, I'm touched (we knew that — Ed) — peo-
ple do actually listen to what | say in Techie
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 differant
colours, so long as the values of CHOICES
and COLOURS are changed in line 10 to
whatever's appropriate. Alternative colour
combinations are:

[}

JaWdl, Ll

2 Dear Techie Tips,
fff 1 When me and my friends are pro-
i gramming on the Archimedes, we put
on some music in the background.
8 This is very relaxing because, as you
' know, sometimes programming can get
extremely frustrating. Can you do the
< same on the CB47

' 2 How much better is
a C128 than a C64
and has it the same
layout as an Amiga?

=

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$ 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.

® Could you tell me where
| 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 1541-1l available from Datel
Electronics. There could well be a com-
pany somewhere in the omniverse that
sells guality second-hand hardware but |
don't know of any in particular.

3 Why doesn't the memory saving program
which was in issue 29 work ?
Shaun Underwood, Taunton,

1 Erm, well. yes. | 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
CDftape/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. | 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
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QUICKESVOTS'

@® 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 | keep getting an OUT
OF DATA error on line 17.

Steve Hulston, 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 C128 has an B0-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
€128 is still an 8-bit
machine at heart.
3 If you mean the
one with the L
FOR...NEXT loop in i
it, it's not meant to work; it just shows you
how to go about making loops do what they
should do. | assume you haven't typed in line
50 exactly as it was shown. If you don't mean
the one with the FOR...NEXT loops then |
don't know because | haven't got a clue as to
which program you're talking about.

And with that | run out of space for this
month. What a shame. And | had so many

other letters to... (watch it, mate
your pushing your luck — TMB). D
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
month's Do The Sprite Thing feature
every time there is a # it should actually
be a 7. It's the same key on our key-
boards, y'see, but a different font.
(Excellently wriggled out of — Ed.)



Craig McGuigan, Dalry.

Youtes off 150 foot above the fairway and
then traverse a wibbly, wobbly ‘death’ rope
bridge. Playing the next shot, beware of the
tzardiinfested sand trap and the curous ‘bat
treps’. Plaving a shiot-over the piranha: lake and
the 10,000-foot chasm, but staying short of the
o' den; is tough but feasible. From here the
hole's & plecs of cake, You just have to hit-over

the shark-infested moat. Ah,

What & horrible concept = a Country.and

but do-be careful on the green —some chesky
Western song as a hazard!

lithe scamp hag planted anti-personnel minas!

¢ David Leatherbarrow,
 Alntree. This Inoks an

easy hole = which doesn't rely on
distance for difficulty — but

proves to bea right little devil to

play. The first hazard is the wild

cacti. These are easily-lobbed, but

they do disguise an earthguake rift.

Having cleared the rift it's bast
10 shick to the left-hand side of the

falrway — avaiding the killer bees,

broken glass bunker and the very
dodgy tar-pit. The piranha lake is

maore of a distraction than-a threat,

set purelyto trip you up whilst you
approach the 'Ring Of Fire',

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

O’'Connor music blaring from a ghetto blaster.
The nightmare continues as you also get an
THE TOP OF ear-bashing from the world's least helpful
MEm m Is landowner, Farmer Palmer. His dulcet tones
; o can be heard to cry, “Arf my land, you
Or, in other wnrfh. this is who won... townees,” despite the fact he sold up lock,
DT:"”“ i, Tntn. stock and barrel to the golf club 15 years ago.  strafe you until you play the ball over the
is is totally evil. Hannibal Lecter could Once past the initial hurdles, the river and into relative safety.
have designed this course (if they'd let fairway is lit- The river isn’t that easy to
him have sharp pencils and he wasn't in : cross, as it's got sharks and the
a straight jacket...) : ~"a Lock Faldo Monster roaming the
m;‘: :r'l’:;:::':n'"ﬂ - | g PO waters, and, erm, no bridge.
S W chsrod L il Make it through and you're on
e, vou sew, i g like i R the home straight. There's just a
3 t“"' Then, [;arran g, (Y 8 ¥ e = few meters of razor wire and an
cunningly placed a number - "' e b electrified fence to go before
of distractions right near the ) - MEmiy : = by you can begin to play the ball
start - figuring that if you go - " = B - \ B ' up the mountain (in case you
wrong here, it's game over e Vi : hadn't noticed) and into a burn-
(man). The first priority is to ing hole. Simple. It's a Par five
chip over the brick wall which ' " .. Z‘t'r‘;::'::::h'::'?m‘::;wu 3
is, ‘rather unhandy’. Ti
p;mure P ﬂmr:?s al:ﬂpi[::ﬁ injuries to complete,




SPECIAL

Amﬁwmmﬁwuwmﬁrhm”-namruamw

ﬂm&ﬂﬂmmmwm
® POPLAR TREES - me

Mnﬂt; ’Mlypnphls why not birch, or

cedar, arlamh?mm‘mpqﬂm‘h
Welwyn Garden City?

@ ANT-GOLF BALL TANKS - Terry Anthony

Spicer, Dover. What a brilliant concept. Not
much use in a war, but brilliant all the same.

) >

THAT’S CRUEL
THAT IS!

Some of the nastier golfing
hazards you came up with: o

VINNY JONES -
Callum Chan, Ayr.
Mow 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? | 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 its
heart. The latter? Well
anything that bad is !
bound to be off-putting.

(Off *putting’ — geddit?)

TEE - Grahame Todd,
Larne. “Knee deep, piping
hot, black and no sugar”. No, |
must admit, | 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 spap 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,

e
i

Bt

The Black
18th Hale.

® SWISS CHEESE BUNKER — Danlel Smith,
Penpoint. It's Emmental, my dear Watson. (He

Avoid Vinnggmmodore

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-
helmeled sheep you'd be gutted to

sink your ball in the wrong hole. No

= 1 JJ fair! Referee! Neat move.

" BOX OF COMMODORE
W 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 Berlin Wall got to! No sooner had the
Germans declared national
unity, peace, love and
o economic turmaoil than
"= 2 they woke up to find
‘ ¥ b Ki% their wall had been
ﬂ* half-inched —

' - barbed wire,

Checkpoint

Charlie, The

Brandenberg Gate,

naff graffiti about
Uz, 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 appealad to us, so
hah!). You tee off near Heytesbury, then it's
a none-too-pleasant drive (drive, 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 it's hard to
actually hit the ball. Most golfers would see
this as ‘the trap’ when, in fact, it's just 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)!

“l‘lﬂthe, of

the
mora -"“ﬂ'a-m
Suggestions,

only included this suggestion because he's been

waifing 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 FILLED WITH SQUASHED TOMA-
TOES - Lisa Hewitson, Darlington. What?
Very unpleasant, I'm sure — but a hazard?
@ EXPLOSIVE BOGEYS — Sam Breeze,

@ JOHN MAJOR (in red and white striped pyja-
m}-mmm;m,abﬁ
political but we laughed. But what's he doing in the

ummﬁmﬂmn?wmmmm

would have been more appropriate?

Weilshpool. That'll take "em by surprise.
The players are bound to think this means
one over Par but... (snip, in the interests of
good taste — Dave).




Commodore 64 Power Supplies .......cccococimiiiniiinne. £18.99
Commodore 64 /128 Compatible Data Recorders .. £18.99
Commodore Tape Head Alignment Kit .................... £9.99
Commodore Data Cassette Head Demaqnetixm ...... £9.99
Commodore 64/128 Light Guns and Games ........£29.99
Commodore 64 /128 Light Pen and Software ........£29.99
Commodore 64 Instruction Manuals .............coeeees £4.99
Commodore 64C Modulators......cccocveimmrmnnnninnn £19.99
Eornmodore BB Leatl . . oo consinyarsaziinsasnisn semesmnes £3.99
Commodore Replacement Data Recorder Plug & Lead.....£5.99
Commodore Printer/Disk Drive Lead.......cocovn it 99
Commodore Colour Monitor Leads .......ccovvvviivanans £6.99
Prices include VAT, postage and packing.
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________________________________ TN Tordo Quinm ..o
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|| Tape Alignmant Kit (64).
CE4/128 Mouse & Mat.
C64 Reset Cartridge ..........
User Manual (64 or 1541 1) .............£5.99
Dust Cover (64 Old Shape o 64c)....£5.99
| C64 Serlal Lead ........ccoeecveeeeee. £5.98
Commodore Chips. ... P.OLA.
Centronics Interface plus Support
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| Action Replay MK VI Cartridge .......£29.99
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and your |;I.|:|r||r|'r| telephone number il possible B
Return Insurance included B Normally 48 hour
turnaround B 3 month warranty B Unrepairable
machines returned with full refund B

IN-STOCK TODAY - FROM £2.99:

and many more....

for your nearest
High Street stockist
or write to: Software On Demand Ltd, Unit One,
Rosevale Business Park, Newcastle Under Lyme ST5 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.

EC/RYSINEE

Ce4, 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.
£250 ono. Tel 0282 451199.

C64 Games. On tape. Last Ninja 3, Strider,
Double Dragon 2. On disk Wrestle Mania,
Hudson Hawk, Smash TV. £2 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.
£250 ono. Tel Simon on 0892 521942,

For sale, 15411l disk drive, includes
Speedball, Daily Double Horse Racing
and Kings Bounty, £50. 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 2HM.

C64 with tape recorder, joystick, powerpack,
30 games and 10 magazines with tapes. Tel
0706 816529

100 games on tape, all original £80 ono, will
split. C64 and tape £50. Ring Andy after
Neighbours on 0992 892821.

CB4C plus 154111 disk drive, Action Replay,
Trilogic cart, datassette, parallel printer
interface, over 110 disks , 80 cassettes. £100
the lot! Tel 0670 715406,

C64 disks: GEOS V2.0, £10. OCP Art
Studio, Mini Office 2, £5. Many games including
Taerminator 2, Robocod, Speedball 2 etc. £4

COMMODORE FORMAT 35

each. Tel 0670 715496,
Bards Tale 2, Death Knights of Krynn,

WANTED

Gateway to the Savage Frontier and Gateway
to the Savage Frontier clue book. Contact Mick
on 0937 584182 (after 7pm only).

Wanted, Doomdark's Revenge (C64 cas-
sette) £10 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. Tel 261251.

Wanted Commodore 64 datassette in work-
ing order. Has to be inexpensive. Tel Gavin on
0506 822630,

2400 AD: Origin, Ultima V1. Ongin, Space
Rogue: Mindscape, Aufoduel Origin, Ogre:
Origin. PS I'll pay any price!!! (Almost!).

Tel Nicholas on 0474 362361,

Wanted, Advanced Dungeon and Dragons
gold box series games on CB4 disk.
Dragonlance or Forgotien Realms. Phone
weekdays after 4pm. 0934 628606.

Wanted: Great Giana Sisters. Tel Luke on
0795 661319

Commodore Format issues1-18. Also C64
games PD (tape only). Tel 0792 793086.

CE4 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.

Little Computer People, Supremacy, The
Rats and Nick Faldo Golf to buy or swap. Will
refund postage. Tel Mark on 041 641 3580,

Johnny Rebb (1) — Has anybody got a copy
| could have? I'm willing to collect or pay for
postage. Tel Frank on 081 348 9379,

Wanted, Buck Rogers, Counfdown o
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
tima. Will pay cash.

Wanted, Schoal Daze. Telephone 0254
581063 and ask for Gemma. Thanks.

UISEERYG RCIUIES]

Colt 84, a revolution in the C64 world! For an
info pack send an SAE to Richard Jordan, 4
Tam Road, Formby, Merseyside. L37 252

EENEENES

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 WWV2 4NA.

LOOKING FOR THE
FORM TO FILL IN?

Er, well this isn't it. The form's actually...
well... it's on page 24. Alonhg with all the
details about who can and can't advertise
(PD libraries, for example can't). Why's it
on a different page? Very good guestion.
Erm, well, ah yes we don't want just any-
one advertising. We only want ads from
smart people who who can follow instruc-
tions, like turn to page 24. Er... and you
don't really want to cut up your copy of
CF, do you? Why 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, | admit
it. There were just so many ads sent in
this month | 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.)




YER KIXX
ON THE A36

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 £3.99 - 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-braaker suggestions:
@ The bankrupt state of Russia
Spurr, Strathhaven
® A very cheap, second-hand, dead blue whale
- Stuart Dennett, Birkenhead
® Mr Big's Big Book Of Enormously Big Things,
by Hugo Large — Stephen Fagan, Dublin
® Second-hand clothes from Russell Grant's
car boot sale — Richard Beckett, York
@ A bag full of the editor's hot air — Martin
Rithwell, Merseyside

@ “A feller | met in the pub offered me the

Christopher

OH NO, LET'S
COME BACK

The results of the Lemmings compo from
issue 33 are here at last. Drum roll
please (Brrrrererrrrrrrerrrr — Dave).

The winner of a white label copy

of the Lemmings Record is...

(I'm rolling, I'm rolling -

Dawve)... 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 1? | didn’t say

they had to be proper words for

that matter either). The record’s on its
way to you as | write, John.

A

C

distant star Ete Carinae (200
times bigger than the sun) for the special

sale price of £3.99. And it's very heavy™ —

D Broughton, Scunthorpe.

@ A bobble hat for the Mighty Brain — Claire
Bowditch, Pontypridd

@ A pair of Sumo wrestler's underpants — Ryan
Medlock from Rotherham

& “I'll tell you young man, in my day | could go
o 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 botiles 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 2 i

its winning author (let me ouf, v

let me out - winning author). The winner

of 50 top Kixx titles is: James Cole from
Soothill in Batley whose sugges-

fion was: "My Mum’s
A knickers". Er... yes.

WEIRD
BUT
TRUE

In other words this
lot haven't won a
prize but we
thought the sugges-
tions were._.. er...
certainly original and
well worth a mention.
@ For £3.99 you could buy my

WINNERS 53

We hoped you’d forget all

about those 50 Kixx
games, that
Lemmings record
and those eight
copies of
McDonaldland so
we could keep
them for ourselves
(well, perhaps not
the record). But
no such luck.
So, reluctantly,
here are those

compo results...

grandmother from me — you wouldn’t believe it,

she's soooo big — Arjen Brink, Holland.

® Enough balloons to float my sisler into space

- Ashanti Mercer, Aberdeenshire. ( You'll learn
to fove 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
McDonaldland. We got loads
of entries for this one but
here are the winners of a
copy of the game:
e James Toller from Epsom,
" ‘,’f Laura Caryle from
e 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
12,500. 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.)

@ Kixx elephants are incredible bargains at only
£3.99 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 litfle girl — Ed.)

@ | would buy a twenty pound note — lan Stove,

Chester. (7 - Ed.) 3

And | think we'll leave it there
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NOBBY THE AARDVARK

Thalamus

Seven levels of pure bliss

: and each one like a game in
“ 4 itself, from a manic ballooning
; , section to a /ndiana Jones and the
hip and hap- pEE : : i
pening way to n “ : o R Temple of Doom-style rail car ride.

get educated is : : Dascription . BAP CFPrice  OwderMo
Fun School. Designed in L ——s e R R R £9.99 GFNAG
line with the Mational . . ; Nobby he Aarchvark (Disk)  £15.80 £13.00 CFMAD
Curriculum, Fun School comes
in three age ranges to suit children of all
ages (er, well up to about 11 anyway).

FUN SCHOOL 3 & 4

Europress

Forget blackboards
and dog-eared

{1 taxt books. The

MCDONALDLAND

Virgin

A different kind of platform game

altogether (a different kind of plat-
form game — the whole CF crew).
Mario-esque fun with relish and no
gherkins. Have a nice game.

ﬁCDoaald and

Dascription RRP CF Prica Chrgher Moy
MeDaonaiotang (Cass) E11.599 £9.99 CFMCC
MeDonaldlang {Dhsk) £15.95 CFMCD

E13.99

Drescription CF Price  QOrder Mo
Fur Schaol 3 Under 5 (Cassette) £9.90 CF184a

Fur Schoal 35-7 (Cassette) £9.90 CF1ME

Furr School 3 Over 8s (Cassetie) £9.99 CF184C

Fum School 4 Under 5 (Cassette) £9.94 CF1954 UBI Soft

Fun Sehool 4 Under 5 (Disk) £1299  CF1894 An arcade adventure hack-'em-up
Fun School 4 5-7 (Cassete) £9.99 CF1958 with a distinctly oriental flavour, First
Fur Schoof 4 5-7 (Digk] £12.99 CF1aag Samurai received one of the highest
Furr Schoal 4 Owver 85 (Cassette) £O.09 CF196C CFh ded

Furr School 4 Over 8s (Cassetbe) E5.09 CF194C ey S — 4 ol
Fun School 3 And 4 Under § (Cass) £12.00  CF196A 96 per cent, and it deserved it. This

Furr School 3 And 4 5-7 (Cass) £12.00 CF1368 game's got the lot — great graphics, great
Furr Scfoal 3 And 4 Ower Bs (Cass) £12.00 CF196C sound, great gameplay, great whatever else

there is left to be great. Be warned — this game is

MINI OFFICE 2 . dangerously addictive!

Europress - Diescription RRF CF Price Cirdar Mo
An integrated word pro- First Samural {cass) £11.88 £90.90 CFSAMC
cessor, database First Samural (disk) £16.98 E13.98 GFSAMD

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).

——r ry

Thalamus '\
If you haven't got this game - WHY

Desscription RAP CFPrice  Order No i “ I
Mini Office: cass £13.99 £10.99 Gz NOT? It's a Corker of awesome 3
Mini Office: sk £15.99 £1289  CM202 proportions. Gorier than a whole series

of Casualty and more fun than watch-
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-
ten for the C64. There is no
excuse for not having a copy.

FORMAT

What's orange an

d Whﬂq. metal ang

DEAD
SMART

How can you

CF Fri Descriplon RAP CFPrice Oider Mo
55 Price Order N Creatures 2 {cass) £10.99 €9.99  CFCR2C

Two CF binders . " CM103 Creaiures 2 (disk) E15.00 E12.00 CFCR2C
E11.00  Cpros
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COMMODORE FORMAT BACK ISSUES ORDERING SERVICE

CF22: Cover tape - full games: Hover Bovver,
Agent Orange.

Demo: Robocod.

Gamebusters: Murray Mouse, Rainbow Islands.
Reviews: James Pond: Robocod, Biff, Dylan
Deog, Jimmy's Soccer Manager, DJ Puff's
Volcanic Adventure, Light, Bug Bomber,

€F23: Cover tape - Full games: Defenders Of
The Earth, Johnny Reb 2.
Demos: Biff, Bug Baomber, Nobby The Aardvark.
Gamebusters: Maze Mania, Rainbow Islands,
Super Seymour Saves The Planet.

Reviews: Cool Croc Twins, Turbo The
Toricise, Xenomorph,
Millennium Warriors.

CF24: Cover tape - Full

game: Famous Five.

Demos: Fuzrball, Match Of The
Day, Ugh!, Cool Croc Twins.
Gamebusters: Space Crusade.
Reviews: Mega Sports, Ugh!,
Elvira 2, Higar The Horrible,
Nobby The Aardvark.

CF25: Extra Cover tape -
¢ Saracen Paint.

Cover tape - Full game: John
Lowe's Ultimate Darts.
Demos: Slicks, Hagar.
Gamebusters: Space Crusade,

DJ Puff, Vendetta.

Reviews: Hook, Match Of The
Day, Bangers And Mash, Count
Duckula 2, Frankenstein, Slicks.

CF26: Cover tape - Full games: Twin Tiger,
Cosmic Causeway, Bomber.

Demos: Stuntman Seymour, Doc Croc,
Gamebusters: Space Crusade, DJ Puff.
Reviews: Stuntman Seymour, Super All-Stars,
Boxing Manager 2, Popeye 3

Specials: First installment of the epic Let's
Make A Monster series.

CF27T: Cover tape - Full games: Deflektor,
Alternative World Games, The Muncher.
Demo: Scepire OFf Baghdad.

Gamebusters: 13-page Creatures 2 special.
Reviews: Crystal Kingdom Dizzy, Bully's
Sporting Darts, Crazy Cars, Locomotion.

CF28: Cover tape - Full games: First Strike,
Fifth Gear, Locomotion, Reckless Rufus, Nick
Faldo's Champ Golf.

Gamebusters: Spelibound Dizzy, Famous Five.
Reviews: International Tennis, Graeme Souness
International Soccer, Cool Worid, Hick

Faldo's Championship Golf, Paint And Create.

CF219: Cover tape - Full games: Herobolix,
Battie- ships, Highway Encounter.

Demo: Carnage,

Gamabusters: Spellbound Dizzy, Batman.
Reviews: WWF European ge, Sceptre OF
Baghdad, Magic Rufus, Dalek Attack, Street
Fighter 2, Superstar Seymour, Lethal Weapon.

CF30: Cover tape - Full games: Slayer,
Rebounder, Daedalus, Blackjack 21.
Gamebusters: Creatures, Reckless Rulus,
Winter Camp.

Aeviews: Jimmy's Super League, Carnage,
Gladiators, Football Manager 3, Spelling Fair,
The Big Box.

€F31: Cover tape - Full games:
Cauldron 2, Snare, Subterranea.
Demo: Arnie 2.
Gamebusters: Stuntman
Seymour, Dalek Attack, Crystal
Kingdom Dizzy.

Reviaws: McDonaldland, Table
Tennis, Snare, Super Sports.
Specials: SEUCK.

CF32: Cover tape - Full
games: Thrust, Steel, Corya.
Full Utility: FROST (sprite
designer utility).
Gamebusters: Stuntman
Seymour, Lethal Weapon, Dalek
Attack, Wild West Seymour.
Reviews: ARNIE 2, Fist Fighter,
International Truck Racing,
Trolls, Stone Age, World
Champlonship Sqguash.

CF33: Cover tape - Full
games: Snackman, ATA,
Water Polo, Corya Part 2.
Gamebusters: Dalek Attack,
Lethal Weapon, Thrust.
Reviews: Sleepwalker, Robin
Hood, WWF, RoboCod, Darkman, [1+] ]
4 Most World Sports.

CF34: Cover tape — Full games:
Arac, Coyra Part 3, Shellshock.
Gamebusters: Lathal Weapon,
The Simpson, Steel.

Reviews: Argon Factor,
Addams Family, Liverpool.
24-page special: The best 64 55
games that you can still buy. &

r——————-ﬂl—!ﬂm_-------_-—---------nm“'—m——!l———-———!#——————-
I

COMMODORE FORMAT MAIL ORDER AND BACK ISSUES ORDER FORM

Descripiion

@ SEND THIS FORM TO: Commadore Format, Futura Publishing Ltd, Freepost, Somarton, Somersat TA11 TBR
® Please make all cheques payable to Future Publishing Limited

Method of payment (please circle): Access Visa Cheque Postal Order

Credit Card Mumber:

Expiry date: EEC customers registered
for VAT, please guote your
registration number:

Signature;

S N S S R N SN N G S W S S G G WS W Wm— Ww—8—— w—

Please send me the following CF back
iSsSuUes: (pLcase ciRCLE)

22232426 28293031 32 33 34 E£2.50 each
25 27 £3.25 each

Plus £1 P&P per order (E2 R.O.W.)

Name
#® For overseas orders call the Hotline number for prices on 0458 74011,
# Mo stamp required if posted in the UK, Channe! Islands or the Isle of Man. Addrass
X AR AR Lt B A R S e B S,
: = : Post Code i
Phone number
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Shock! Horror! Hulk Hogan in non-

33

waggle-frenzy game exclusive. Yup, that’s right, this time the
action’s of the platform variety. The only wrestling going g
on here is Clur and her conscience - did she really have <

to hit Dave that hard when they were arguing about who 4
was going to review the game? Who cares? She won.
¥/ e %
ave reckons it was a bit of a and now Suburban Commando prove; the dinky little ' el
dirty match down at the Bath computer-generated Hulk even displays a bet- space ship

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 well.
Wrestling's not a real
combat sport; it's  § ] 4
more like some kind 4 o
of performance art, b B s 5 'iﬂ :
which is probably why b= S
Hulk Hogan thought
that he could make it |
as an actor. f1]
Wrong! It has to be
admitted that Terry, née Hulk, Hogan has been
in some appalling movies — Mr Nanny is an all-
time Croaker. Suburban Commando did have a
couple of amusing bits but there is just no way
that it could ever be described as a good
maovie. But bad movies do not necessarily
make bad computer games as Hudson Hawk

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 tums out just fine in the end. But in

i the game it's all up to you — (cue
' [ 1. anaff Awesome Wellies-
1o style voice-over)

JEEY f ~ only you can

N save the universe
from certain destruc-
: tion! (Loads of loud
"' bangs and flashy lights
: then fade to a space ship
flying 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 Com consists of
platform action, it opens with you playing Shep
Ramsey — the Hulk character — in control of a

£h

blasting your way

through a shoot-'em-up

section. As shoot-"em _‘%
ups go it's no classic

and is fairly easy, but

then again, it is only

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
weaponry to pick up
along the way; you

=y A
o

sne
]

Thumbs up to the
hero of heroes,
Shep Ramsey. 5~
Without him
the universe
would be a much more dangerous place. And
Los Angeles would probably be a lot tidier

OH, COME ON, LISA, YOU ARE JOKING? YOU REALLY RECKON I CAN WRI

Erm...hello
there, had a
nice day?

This is the start the second level. That
green meanie's going to shoot you if you
don't get him first but watch out for the
floor bubbles, they can be lethal.

¢ CINEMA FORMAT 35

Wa-hay

elevator
surfin'!

7
*

-y

[
[ 9

There are moving platforms all over this
level - just leap on one to hitch a ride.
Watch your head, though, you never know
what's up there.

i

L
1
[

These are the things you're looking for. The
arrows point to a weak spot and that's
where you have to a place a bomb. Finding
arrows is what this level's all about.
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These big green guns take a lot to destroy,
~ | soconect 2 many powerups as A QUICK TRIP AROUND THE SUBURSS
f you can. ¥

i # b .L
| e e W HULK - Ohhh, isn't
| SRS ’ he handsome? The
f sort of lad your
| mum would love

| £ " you to bring home.

g e b -
| 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 lavel.

‘. ". A

( : N AMNKH - Next to the
J £ - s Ankh is a number

- PR BT that tells you how
many lives you
have left.

| B - ENERGY BAR -

| : Tells you how
you've got left,
surprise, surprise,

INFO WINDOW - Watch this window SCORE - What a great idea! it'd be
closely because it'll give you a few  great if there was a high score
hints and tips during play. table too. No such luck.

Y

=
|

(i

P'
|

KEY - Believe it or
not, you nead keys
to open doors; this
panel shows you
how many keys
you currently have
in your pocket.

3 012870 43 §

Surely this man must be acting?

each weak spot: when you've done that you Nobody could look that

gain access to the end-of-level room stupid for real.

where, would you F’HIW‘, there's an tals that fuel your ship s
level baddies are big brash bullies. end-of-level guardian waiting for you. that you can make it
But you have to face them to get any further. All this destruction makes the psy- back to the General's

chotic General even madder. In fact, it

gets him so mad that he forces you to hide-out to get rid of him

soon wark out which enemies o destroy to get a

bonus. 3 for good. And guess
Get through e I;n:ﬂan Ea::}{::t_ . who are around to make
that level, and Make sure you keep an nn;:: sc:;na i i o g life difficult? Yur_:n, it's
you're into the . eye out for openings in Nl i Vs i T 7 o guards again.
much tougher the walls that could lead, R o At the ena creach piatiorm
platiorm section. through secret tunnels, to ools to repair your level you tace & guardian, each, In
You're now in extra hidden rooms. trashed ship. time-honoured computer gaming tradition,
humanoid form, Under the Thais it B meaner than !hamipbafom.!\lutﬁutanyul
on board a space car park in S thﬂmmea?fmhagt.aspecmassormnl
ship where no-one :‘“‘:r:ftm pots them are twice the size of you and all you've
seems to appreci- 0. nels that AR got to hit 'em with are your fists. They move
ate your presence. ‘;_ litter t.h:' LA, ‘cos they pretty fEB.t. too... well a
The ship is owned e SRR
by the one and only _—
General Suitor, amad ' s~—3 £y 018020 16 1 e pl:e:giﬁrz 7. wmaat Py
man who terrorises the ' E !_E-J PR cl mid-air above a sky- they still ;
space-ways with his e scraper, for example. ha:z:t: 'L::ru:; :_
band of bounty hunters. Making your task even trickier ness on Shep's
What you've got to do is to leap from is a squadron of The General's ;:anet. StiaI:. :ﬂu
platiorm to platform, pulverising guards with quards who've been dispatched with orders to e s 4
your bare fists and identifying weak spots on exterminate you on sight (well it's easier than try- men... They L ] ﬁ‘;'
the ship (they're not that difficult to spot; there ing to exterminate you when you're not in sight). " m:f;‘;‘o:f; =% 0
I are big red arrows pointing them out). To Once you've found all your tools it's on to sacked - Trent.) 5 s
S complete the level you have to plant a bomb at the next level. Here you need to find the crys- -

TE A BOX HEADING THAT’LL FILL THIS SPACE? WHAT D’YA MEAN DON’T TURN...

Where

! do | keep iF i % ol | £ Go ahead, _ I may be
J something L I8 1 e = |  make my - : tough, but
that big? A ials —alels ot : s B day. ) - that door's
- i i s g
I & L b iy | g " tougher.
|. i . . 1 - | ;_ v
e — TR = »a £ | o o B 2
I - . I ~ ..1
: 1 LT SR 0T L) NS
— T B L _.-.‘I

The key cards open doors so that you can
get to the other parts of the level. There
are only as many cards as there are doors.
Aliens never seem to get extra sets cut.

See what | mean about watching your head?
These guards love hanging around the tops
of lift shafts. The white blob on the right is a
key card; pick it up, you'll need it later.

Just walk over the red arrow to drop a
bomb. They're controlled remotely so you
can hang around as long as you like, they
won't blow up in your face.

COLLIE DOG FORMAT 35
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I'm sorry, | can't help it... I'll
have a P please, Bob.

going back for more,
like trying to beat your
high score,

The tune’s dead
groovy, though; you
might want to go back to

listen to that. It's not a
Yow-wm, - e representation of the
~w ¥ »_, film score but it packs a
sharp left hook.

Shep's an obedient

bl

-

RE

. sprite (he's not a Blue Peter
" dog, Clur — Ed). A sharp tug

faster than Shep’s little legs can
carry him. In fact, compared to the rest of the
gameplay they feel a little out of place because
they're s0 much tougher.

In the version | saw it wasn't very clear
when you were getting hit, especially
shoot-"em-up | s
level. But . r';J'_IJ-':’
being the ¥
powerful, all-
knowing chapess .
thatlam, i gotthe !/, =
programmer to " J;
tweak the game a bit
especially for me. So now the border flashes
when you're losing energy to let you know that
you're doing something wrong.

Though there are only three platformy 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 (| tried my charms with the
programmer again but he said: “not enough
memory, Guv!™). Once you've used up all your
three continues the game

log

instantly flicks to the p’
intro screen so you -
haven't even got 3
chance to note J_ -
your score down 11 1k s i
on a piece of .
paper. So when -
you've completed the o
game, that's it — there’s o

' on the choke chain... er, |
' mean, joystick and he
responds instantly to com-
mands. 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 Shep'll
balance, Sonic-style, on one leg. Very un-big-
_wrestler-like, but quite cute in the game. Talking
‘Nzl . of Sonic,
LA LA 2 there's lots of
consoley-style
bouncy springs
s around the platform
Sy levels to help you to
. higher places.
: Suburban Commando
ig & solid little game; nothing spectacular or
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
rounds. Ding Ding! Seconds out. G
w3 Teetering
£ on the brink

of insanity?

-

&

.y

¥

3 012070 %7

Ding! First floor, ladies lingerie and shoes.
Ding! Second floor, ties and hats.

=
-

G VITAL STATISTIX

GAME .....c0...SUBURBAN COMMANDO
PUBLISHER ....c000ms0m00000n+- ALTERNATIVE
CONTACT NUMBER.......0977 797777
L L1 | - S ————— - ]
AVAILABLE ....covnsnsarnssnsnnss OUT NOW
OTHER INFO..........ccceneae.-. TAPE ONLY

12345678910

-J.JJ‘_;--.I-

Mothing fancy, but clear and playable,
and the Hulksome one himself is great.

L9 LV N LY

Some stonking music, but a complete
absence of sound effects.

VI

The shoot-"em-up section and the
decent controls draw you in.

But when you've completed it once,
you won't be in a hurry to re-load it.

POWER R

---THE PAGE OVER...? AAARRRGGGHHH' THERE’S EVEN MORE!!!

Boing! this
is great!

Wa-hay, this is more like it. Forget boring
old moving platforms - we want more
springy things (calm yourself, woman - Ed).

( KENDO FORMAT 35

One up

what,

r— . e S —

Here's a bit of friendly advice - bounce on
every spring you find, ‘cos there might well
be a goodie hidden out of normal vision.

; = AT Coochy, y
i { coochy coo... 1 i
e, ouch that |
el Z [ hurts! |
=~ -
Iz Zi
o0

When you walk on the magno-floor your feet
are stuck at ground level so you can't jump
to avoid any baddies.
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IE'\TRHDL'LZTURY OFFER JUST £14.99 ||| |RSse 33 e n s
Commodore 64 microdrive system, superb value add R ﬁ m,.,_:,,, 73 ;wﬁ-m'?"&im
on storage device specially made for the C64. Gives %:":____"_"—"' L9 Postmas Po 3 i'; ins, Batileships. Disk £3.99
e to your programs and data THIRTY TIMES e RERT
aster than cassette and THREE TIMES faster than ||| |fsie——is ﬂ‘m“""”‘“““:":
o | N = A S A 3 [ S—
disc! BARGAIN OFFER PRICE JUST £14.99 includi A S ¥ Sy Bty VT p—
one cartridge. Fx : ' e b g | = e 1
= ridge. Extra cartridges are available at £3.99 T L I L
I‘fat . Fully Computer controlled functions including ﬁ"mu—ﬁ mh._”_ W is
l."f'mﬂh load, verify, directory etc. Supplied complete ?H'Fﬁ mrﬁ.‘.‘."’""""‘“‘_i
with lead, software, instruction manual and one data m-u_ 4 E""—ﬁ
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ke where | come in — Andy)
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play in & variety of time
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1o on famous exped
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o A R &
three different types of game. There's ; i ' %

Don't attack everything you
see at first - if you're not
skilled enough in combat
you'll end up getting captured.

Phnaar! Pleasant conversation, my
foot. Come here and give us a snog.

Prod your opponent in a vital area
enough times and he'll eventually surrender;




useful skill
to have

if you're
planning on
raiding a
galleon
trundling
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HHAT IS EFUflgsFﬂit;ty MNAME ? f

(SNITH.

IEH Sﬂiséﬂl ABILISY
3 it l'. FEHCIHG

JI\.-u_

This can be
useful as
long as
there's a
Do It All
around
where you
can buy
the panels.

Something
Trent could

around
Spaghetti
Junction.

VITAL STATISTIX

As Goering once said: “Guns will make
GAME .... PIRATES us powerful, butter will only make us
PUBLISHER........ccnvsnssnnsansnsss MINX XL fat.” (But guns taste foul - Dave.)
CONTACT NUMBER......021 625 3388
L1 L= R————— -1 -1
AVAILABLE .....c.crvrrerrrrrnnsas - OUT NOW
OTHER INFO TAPE AND DISK VERSIONS

mittedly a litfle slowly. You're asked

given a selection of app

Aalee A
e In

vou dor’t have ir_; "J;:| gL

-
all that tedious typing nonsense and the com-
p

nan has raised his cutlass he's already had his ter goesnt have (o decipher what yvou've
edd lopped off. Ship-to-shore combat is even written. Everything is controlled via the joystick
iower but the snail’s favourite has to be ship- Okay. | admit that Pirates is showing it's
to-ship combat. Invariably the wind is - ge a amd it
Iowing in the wrong direction so that " crashed a

en the jellyfish overtake you as you p— f timie | was rea-
leam towards the enemy's treas d al at

arler azllanr - ;¢ :
18N Qanecn. mastered the art

5 - of
he text side of | /‘ you're into strateqgy games Pirates is worth
fiNgs works : " b a whirl, bt for action fans it's a buried

INSs 5 d buned
Ve we

althougk
gy 1 digging

Seven years old when he
passes his degree? Doogie
Howser eat my shorts!

OO ‘|r|.lr'.

do with a
crash
course in.
He's no
gentleman
at the best
of times.

Basic. They do their job, but then so
does the real axle on a Morris 1,000.

SOUND!

Errm... a few bleeps - you might as
well keep the volume turned down.

IMPA

It's easy to get into the swing of
things thanks te the difficulty levels.

Too sluggish te have a lasting appeal
for anyone other than strategy fans.
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I know we're in two-
player mode but I'm not
sure who's on my side.
L't jast shoot you both
* and 2ee who flashes!
i L 5= alnd

nmar i

‘_l.l!.l-' AT L

Mercs is not a subtle game. It’s all jungles,
violence and anti-personnel weaponry. So it
seemed natural that Trenton - CF’s least
' subtle person - should
get the reviewing job.
* i Apparently, he loves

F'| the smell of napalm in
af the morning, he says
) it smells of...

P e
HMa *‘_
':1 :_;i.'.-'_ll“-.:

CREDLITS:1 ictory! 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 wha 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-

—, -

| 1and on beaches, kil folk
and blow up houses. Hot
the best job in the W

. but it has jts moments.

P s

CREDLTS o L UYe

e {11 5005

-
e i b
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ing tickets at
the Indy
500, but it's
what you've
got to do.
You're to follow
thair trail up the Du Lon river
(through eight different battle stages) and kill
everybody you see along the way — except the
Praesident, 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/lkani 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 commandear 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 gver the enamy soldiers

¢ handing out

Mot content with mu:
_dering masses of folk
Howie Powell decide:
to hotwire a ocar and
nick it. Not
__sporting is it?

M

R
M it _".-.
.



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-

Smart - a little
Dinghy! | used to have
on of these for my
Action Man™ it was
brill, it had a little
motor and everything.

T, the end-of-level
- g

Sl
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or the result of bad playtesting, it comes down
to lax game design and is unforgivable.

With serious amounts of on-screen action
Mercs might sound like the kind of non-stop
slug-fest 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 psyche-soldier once said, “Let me

spires that
enamy soldiers
can run through
hitherto solid
walls. And while

bad guys are huge,
they're also hugely

lame — there are easily-
spofted safe zones on every

ate the contents. screen, so killing
aring in mi | i

A s F./ Holding down Fire launches a S S SR

these crates grenade. These are dead Worst of all,

contain guns, - affec- though, is the

" tive
against
the end-
of-level bad
; guys so
don't use an auto-
fire "stick. You
get one grenade
per M token so
use them wisely.

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 gum.

All would be fine in the world if
Mercs was simply a one- or two-
player game that boasted with it may _
hordes of isometric blasting, pick- ‘:W:J
ups galore and big end-of-level e
baddies. Mercs m.ges, but never ?;Tt::: I
achieves even this simple level is real
of fun. It's just loo flawed. k?ﬂ? 5::

The shooting itself is inaccu- grenades
rate and the collision detection = Now)
turious 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. “Safe’ positions suddenly turn into

death traps when it tran-

scroll. Normally
it's s0 slow you
have to push right
ta 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. Wheather
this is intentional,

...0r an extensive guide to the weapons and pick ups you'll be seen dead withaut!

1 First Aid — heals vour Merc back to full strength,
I's amazing how just a few Elastoplast™ plasters can
patch up over 30 3 wounds!
2 Credit — ge u an
i 1 further into the game. .. 50 yo
'™ 3 Three Way Gun = The m
@ game. It fires three sets of
death over an impressivel
4 Roast Chicken — replenishes
very tasty served in an or
> 5 Ham - the jungle fighters
t'ln.::"i- roast ham that's been stored in a crate in humid climates
@ 6 Gun With Big Bullets But No Other Discernable Benefit
— DON'T pick this up. By the time you find it you've got a
tha this junk!
7 ‘N’ token -1 an extra grenade. Just pick and throw!
=+ B Missile - apart from looking like a lipstick this gives you
no discernable benefit. Still, if it's there, grab it!

tell you something, young Captain. Someday
this war's gonna end.” Play Mercs for
too long and you'll pray he was right.

TRENTON C
c = VITAL STATISTIX

CELLE L] i-vﬂivliiiiiililrillm‘
L LR E | ] UR——————{ } ¢ ]
CONTACT NUMBER......021 625 3388
L L ¢ APPSR —————— = - -
AVAILABLE ......ccommemrmnennesa= OUT NOW
OTHER INFO ...TAPE ONLY, MULTILOAD

12345678910

GRAPHILS

Big but blocky. They're too simplistic
to be taken seriously.

kg 0O

The bland tunes swiftly force you to
turn the sound down.

It looks so busy you assume that the
first few deaths were your fault.

You'll soon discover the game’'s
flaws and lose interest massively,

COMMODORE FORMAT 35 August 1905L @
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Anyone who’s ever been
stuck in a traffic jam has
dreamed about doing what i
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

ave you ever been to Alton
Towers? Or Bush Park in
Florida? Or any of the various
Disneyworlds? If you have, then

i

-

il

_".5.{..:.!—_1-‘ i T
= ..ﬂr .-‘-'-li —
- =" =g e ———
- s
= o
- W

.... B

The ¢,

you'll have some idea what it's queste for anything Up 1o P : L w
like playing the cassette version of Turbocharge. B, L% ﬁﬂ 2 1 l;r' { I i Ay, Oute , ::x::&
Y'see, these theme parks offer some of the ~ =v" o1 @ - Mk =R Hel aE - "ln:f ¥y,
best, fastest, most exhilarating rides on the good day, = n"ﬂ.
planet. Thunder Railroad, The Tidal Wave, The you're lucky if T actually
Black Hole — experiences not to missed (unless yag have : &k being turned ony),
you've got back problems or you're pregnant). s ‘-E; _:‘-‘ . _ because you have

But there is a price to pay... er, apart from what than half an hour.
Turbocharge —

it costs you to get in to the theme parks, that is 3 73
The price I'm suffers from a simi-

on about is all far problem. The
game itself is superb. It's breathtak-
ingly fast, instantly addictive, lush to look at,
great to listen to and, basically, darned good
fun. But on tape it has one mighty drawback —
it's a multiload nightmare.
| reckon that you spend more time
watching wigagly lines prancing about the
screen than do actually playing the
game. And no, you can't go away and do
something less boring instead (like
descaling the kettle or
watching the static on
the TV when you switch
over to the video chan-
nel without the video

SMASHING BARRIERS

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.

to stick around
o 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 picturés that pop up
after each level and gualifying 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'l

! probably be running out of

time and the missiles will let you

apprehend him speedily.

If you hold the Fire button down your
sights get bigger, indicating that your
missiles are ready to be launched.
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up other road users,

impressive, but a bit of a

waste, and they slow down

what is already a tedious

loading experience. o
So, the question is, does Turbocharge have

the necessary thrills to compensate for the

loading niggles?
Too darned rs ﬂ,ot 80
right it has - i’s f
well worth all
the hassle.

It's not so ius
much a driving
sim — the controls

are kept to a minimum - as a shoot-"am-up that

just happens to take place on the road. And the
action is... well... 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... pretty 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
icence 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 oust
of fuel, b} running out of time or ¢) wracking
your car. To get around these problems you
can a) pick up the fuel
which periodically
appears
in the
middie
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 ¢) not
bump into thing and not get shot
at by the terrorists.

Mot getting shot at is diffi-
cult, because the terrorists have
a lot of hrepower. They shoot at
you from the back of cars and vans, from heali-
copters and even jet planes. Well, | 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 fast that thare's wouldn't really

R e ——
‘w much paint in

a rlving sim soon hot up.
L% l 1 ! 3

C - 2345678910
S e i, B
=X _JK i e s e

be >DUND'

_— - making them any more
complex anyway.
The first few levels are tad
easy but things

Great driving soundtrack and
intelligently used sound effects.

VIR

There are
always sur-
prises waiting
around the next
corner and the 5‘)1431_:': ”L‘I 241
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 £3.99 it's not to be missed. -
DAVE e

G  VITAL STATISTIX

LT | UR—————— (e T
L] LT SRR ————— () & {
CONTACT NUMBER......021 625 3388
| | 1 [ m—— - .
AVAILABLE ......cccocnvennesnnens. OUT NOW
OTHER INFO ...TAPE ONLY, MULTILOAD

P that

You'll be smitten by the driving bug
from the first rev of the engine.

Despite the awkward multiload, it's
one you'll keep going back to.

THIS YEAR'S SUPERMODEL, WITH KNOBS ON

See that See those
car? Tlul!'s bullet holes?
you that is. If you get too
many of
those your
m‘h" car'sa
remain- wrechk, it is.
ing counter? It is. Just
That's your like you. An
age, that is. old wreck.
See that
score? That's
Sas that rubbish, that
Speedo? is. It's really
That's the rubbish.
number of e,
cock-
roaches
you've See that fuel counter? See those little See that target
got in That's showing how much missiles? That's sight? That's how
your hair you've got sticking how many you've got Square you are.
kitehen, out of your nostrils, that left. How many brain- Square, sqguare,
that is. is. It is, hairy nostrils. cells, that is. boring old square.



* Think about it Webb, everything, even my 1@, is a limited edition! - TMB

Hey Newsagent dude/babe (Sir/Ma’am),
Like, save me one of those righteous (rather
good) CFs (Commodore Formats) man.
CF36 (the September issue) is happening
(goes on sale) real scon (on the 24th of
August). Excellent (Thank you very much).

MY NAME

MY ADDRESS

66 NEXT MONTH

o, what's inside your C64, then?
It'd be easy to find out; just open
it up and take a peek. This would
however, e 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
— CF crew will be pulling the world's best-loved
computer to bits for you. Yes, we'll be showing
a 64 NAKED without its clothes on and totalty
starkers! We've already got our patient (a
machine 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 C&4 flight sims for a test flight in the lates
of our ‘Ultimate’ features.

All this and more in your {in the great
Pepsi™ 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-

month-guessing FORMAT

CF SHARES OFFER!

Forget BT3 here's a limited edition offer
that you can't afford to miss. CF36 will be
on sale on 24th August 1893, 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
stash a copy away for you. And won't
have to suffer any dreadfully unfunny
Inspector Morse pastiches ever again.

G

We asked Penny Cyclopedia (lan’s graphol-
ogist sister) to give us her opinions on the
CF crew's various spider scrawls.

TRENTON WEBE - Wild and highly disor-
ganised. This chaotic script is worrying.
The man can’t even spell Commodore! The
product of a disturbed mind.

ﬂ:}"?mﬂ.]lll'?"‘ﬂ. J-_-l!"ﬂ"hﬁ."":‘f_- 'ﬁl-"

OLLIE ALDERTON — Note the way Ollie
keeps all the letters the same size and shape.
He's obviously very attuned to design. I'm
none too sure about his T's, though.

ot Fhorty

s P B
TL%

LISA KELLET - Good crisp clean letters
and precise gaps. Curiously she seems to
be better at writing numbers. She must get
a lot of practice, on cheques, perhaps?

s Fouik m&ﬁ

DAVE GOLDER - This hand-writing is a lit-
tle light-weight. Note how each letter is kept
small — and covered in chilli sauce. | think
this person wants to save their energy and
eat while writing.

r. nenedt  Formwr Thery Five \

CLARA HIGSON (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?

This is the last page we 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: BZG005; Chaos, Cat No: BZG002.




* COMPILATIONS - DISK¥

THE POWER HOUSE.......... PSR i
SECRET OF KANDER, TERMINATOR
TRIPLE DECKER
INVADERS, MUNCHIER/AXIENS
SIN APPEAL
TWWIN WORLD,PICK “N° PILE/RICK
DANGEROUS
SATIN 1+2/P47 /PURFY'S SAGA
SUPREME CHALLEMGE ......................... i
STARGLIDER, TETRIS,ELITE/ALCE 2,/ THE
SENTINEL
RN e 499
EYE OF HORLES, TIME FIGHTER,STAR
RAY/MATADLE
FSNCHO"S SOCCER ... e 99
FRGHTING E[JE([!-"'EI[I{ IZIFF E.”HUELD
(HAMPIONSHIP SOCCER, MANCHESTER UMITED

49

599

38 S

ik FINAL FIGHT, WWF. PIT FIGHTER

SHADOW WARRIORS, GOLDEN AXE, TOTAL RECALL,
SUPER (6F ROWD

gy MEGA HOT 509
ATV, FINBALL, BRCX, TENMIS, RUIGBY, MIG 29, FRIAT

MACHINE, GPS
THE I CROWE: 59
COMBAT SCHODL, KARROY, GRYIOR, BARBARIAN,
WIS, PREVTN, TARGET RENEGADE
POWER UF 599
ALTERED BEAST. RAINBOW FSLAND, CHASE HO,
TURRICAN, X-0UT
e e T 599
30 PODA, 5 A-SIGE SDCCER, JOOKY WILSOK DARTS,
INT. ICE HOCKEY, FANTASTIC SOCCER
......................... 550
THE HOBEIT, LORD IHTHEII‘HIE SHADOWS OF
MORDOR
WARNOTHG. L]
SPIN DIZZY, FORMUL 1 SINULATOR, DAY OF THE
EXPLODING FIST SPACE PILOT, D BAKE, MORPHELS,
PLUS 34 MORE GAMES,

BOND COLLECTION
mEsrrmmm'meEHEanLf
LET 01

T/ IMDMABA JON LAST
(RUSADE/STRIDER wmw THE SFY Wi

HERD QUEST + RETURM OF THE WITCHLORD ... 5.9%
POWER PRLK L
B IIU.-'THRI.ISI 1/ IMAGINATION, PRODIGY
LINENER COLLECTION i

SUPERSHILLS/HOT SHOT/TIALY 1994
SIPER STAR SOOCER

i
UIIFWII.A GAMES TARBARIAN EJ'W?EI.II
SOOER SPECDVULAR—.........ooo 45
WORLD CHAMPIONS, PETER SHILTON'S HAHDBALL
MARADAONA, FOGTRALL MANAGER,PETER
EEARDSLEY'S INTERHATIONAL FOOTBALL/SOCCER

]
(SPECRAL PRICE] 5.99
POSTMAR PAT/POPEYE 2/500TY =

SHAQ-LING ROAD....
MATCH OF THE DAY,
LASER SQUAD

ENGLAND
CHEMTRY 7
IR R

GINORMOUS PACEK ... 5.99
WED ARROWS,/ARMY MOVES,GHID (RO 2/PR0
MAOUNTAIN BECE SIMLILATOR MY HIN A/ RUGEY

BOFSS, EVERYONE'S & WHLLY,SOCCER CHALLEMGE, THE

REAL STUNT EXPERTS, COMBAT ZONE, S0CER
BOGS/ RN FOR GOLD,/DEAD OR ALINE, TURBD
BIKE,/MSTRALLAN RULES FOOTBALL/GUN
BOAT,PUNCH & JUDY, GAME DVER,/RALLY
DRIVER/STRIKE FORCE (DBRE

CLUBHOUSE SPORTS ..o 599
30 PINBALL/SHOOTING GALLERY 3 MEPMHMMUPF”FBIJ;{;;“EIJ gllw:w
BILLUARDYS /SHEEBALL/FOOTRALL/CRATY POOL f H
AL GAMES K. 49 *'“"*“;ﬂ"’ﬁ”m'rwu%’e? fﬁ ﬁmw ﬂ‘ :
o0tk L;':[ OFF EAD 5"'IP!ll\g-“.":lmNEl,.-""_-Trl.HI}LII]il',--‘ELI'rE,-"J.':E W/TETRIS
s b | AR e e e 009
TEST DRIVE 1| THE COLLECTION......_....6.99
THE DAL TEST DRIVE I EUROPEAN
CHALLENGE/ CALIFORMIA CHALLENGE, MUSCLE
CARS,” THE SUPER CARS
CHART ATTACK DISK.._..ooe 7.99
SHADOW OF THE BEAST, SUPER CARS, LOTUS
ESPRIT IMPOSSAMOLE, GHOULS N' GHOSTS
COIN OF5...
THUNDER BLADE mmun swnum
ROAD BLASTER, BIOMIC COMMANDO

FLEASE NOTE - A PHONE CALL RESERVES YOUR ORDER.

PSYCASTRIA
AFTERMATH
LETHALL
CONFUSKN

NOMAD OF TIME
PUNCH & JUbY
Wik
CROCKET INTERNATIONAL

FOOTBALL FRENZY
U5 BASKET MASTER
(HAMPIDNSHIF BASKETRALL
Jma

550 ¥ COMPILATIONS - CASSETTE *

i

8. FLIMBO'S QUEST + EDD THE DUCK
499

WORLD SPORTS
BASEBALL, JUDO, BASKETBALL,
GRIDIRON 2

AIR POWER
ACE, MEGANOVA, HELLFIRE ATTACK,
IMPLOSION

ACTION
STRIKE FORCE COBRA, COMBAT ZONE,
GUN BOAT, DEAD OR ALIVE

THRILLERS
FURY, SPLAT, VIXEN, MEGA, APOCALYPSE

TOPPERS
SPIN DIZZY, CONFUZION, OINK, TARZAN

HITS
SCHOOLDAZE, YETI, MAD FLUNKY,
HYSTERIA

£1.99 EACH ANY 4 FOR
£5.00

¥ DISKS - SPECIAL OFFER - NOT BOXED %

AUSTRALIAN RULES FOOTBALL/FALLEN ANGEL/BOXING MANAGER - ALL ¥ FOR EZ.99

GAMES SUBJECT TO AVAILABILITY

ORDERS UNDER £5.00 ADD 50p

POSTAGE + PACHING. CHEQUES + POSTAL ORDERS MADE PAYABLE TO WIZARD GAMES.
FLEASE ALLOW 7 DAYS FOR DELIVERY

¥* ANY 6 OF THE FOLLOWING TITLES FOR £5.00 %
SOCCER BOSS
ENDZONE
MUSSIE RULES FOOTBALL
RUGHY BO55

CAME OVER
GAME OVER 2
THE LAST IKIA




FROM SILICA SYSTEMS
THE UK’s No1 AMIGA SPECIALISTS

Y |AMIGA 500..s| AMIGA 600 | AMIGA 600 | AMIGA 600
F R E E ' ICS _ STANDALONE LEMMINGS PACK__ | WILD, WEIRD & WICKED
SOFTWARE Fm':ll FROM SILICA £ — e E i

ZOOL is the software pack of the year. It includes:
Zool, Transwrite, Pinball Dreams and Striker - Value £127.92.

All Amigas from Silica (excluding AG00 Standalone and Amiga 4000)
include a FREE ZOOL pack as well as GFA Basic and Photon Paint Il

’ \ NEW LOW PRICES!

Fa B0 IR e e £25.09
Piafloen Tibe of B pear - 975 Amiga Comp - Now '8
¥ ? THAMNSWRITE .........conminn . E£49.85
¥ Word Frocessar and Sped Checos
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EFIC + HARD DRIVE Gmﬂ]ﬂ RELIEF COMIC RELIEF HOME ACCOUNTS SPECIFICATIONS CONFIGURATIONS
F EPT lmnn'nnwi P ' e - Hﬁﬂn DISK
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EEMH.: 680306
ﬁmu == meﬂmm‘““ﬂﬁ“‘
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O AL CORFIGURATIONS [ T

D AL CONFIEIRATIONS O ALL COMFIILRATIONG
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SILICA PRICE: £259.00 full apgroval and 1 e ks o VE : 6' 4“ H msgg* : .
Numariz Keypad ool bl WAl | = awis vesiin 11163 | o BESOLUITIONS LR 701 Rk = sl ypPGRADES & REPAIRS
= ® 2% |rigrsal IDE Hard Drive N S FREE FROM BILICA, (o Ton Lo K207 07 | a1 anel BOGHOS ﬁ =
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1= e TAGE Anr TARD 85: = ARe OO0 || § e it IR AT AL el el e
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349 2:/£390 =12 109 = 1z, £360 - Py
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ALL PRICES INCLUDE WAT - DELIVERY IS FREE OF CHARGE IN THE UK M
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