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THE MOST POWERFUL, FRIENDLY AND FEATURI
PAC LLD UTILIRY U-.LII;!L'LL EVERICONCEIVED!
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202 block program in under & seconds - world's - - This feature will add Turbo Reload to the programs

disk serial loader. On-board RAM and ROM that you save to tape - no user knowledge required.
[FAST FORMAT/

- Format an entire disk in about 10 seconds
- NO more messing about.

.RIN'I'.DUI‘ Print out your frozen screen to
printer - MPS B01, 803,
Epson, Star, elc.

- very versatile.

RO_«ITEEFA“

or parallel printers, Star,

Epson, etc. Print out listings

with graphic characters etc.

{Cable required for parallel

port £12.99)

SCREENJEDITOR

- Now you can edit the entire

frozen screen with this text edit or

- change names on high scores, etc. Graat fun!!

many programs. No user knowledge

quired.

F MACHINEEODE MONITOR

| 84K Freezer Monitor - examine ALL

ory, including stack, I/0 area and registers

In their frozen state. Ideal for de-bugging or just for fun!

[ SPRITE CONTROL |

- Freeze the action and view the sprites - watch the

animation - customise your games -kill sprite collisions.

LFREEZERIFACILITY | J

- Now you can make your old slow loading programs X

load faster. Simply freeze the action and save to tape \\1
»
Y

or disk to reload at superfast speed - no more waiting
for pro ms to load.
I DISK Yy B
- Easy to use disk/file
than conventional

GRAPHICS SUPPORT UTILITIESDISK 0 | THE REVIEWERS SAID...

- View your favourite screens in a slide show type display ‘I'm stunned, amazed and totally impressed. This is easily the
- Unigue utility allows you to take any part of a picture 0 best value for money cartridge. THE CARTRIDGE KING!*

& "blow it up” to full screen size COMMODORE DISK USER
- A complete sprite editor helps you to create or edit sprites

- Any screen captured with Action Replay or m 1988 m ACT r]

created with a graphics package can be turned into a scrolling Detel N s o o
\ screen message with music. - Pv——
ONLYE9.99

mmpmﬁmm m repredute software such as Public
Domain material, hmmﬂ#awﬂ:-mmmhm&lb;hmhu
i | to make for af b wlluu'lllu lear
It is illegal o uﬁm:;:. mmm“wﬁ rrllllrid, €
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This commodore Mouse is a high resolution twe button mouse featuring
optical counting, on guides, microswitches, rubber coated ball and high
quality interface.

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

Create an image - shrink it, axpand it, mewve it, te it, copy it, colour it, etc., etc,
Spray patterns or shades, make elastic lines - st h and manipulate shapes.

Zoom in to add detail in fine mode. Pulldewn/lton driven menus for ease of use
Mouse operation, plus joystick and keyboard conirol.

16 pens, B sprays, 16 brushes - so flexible anyone can create superb graphics easily.
Full cut and paste facilities plus excellent printer support.

TOTAL PACKAGE INCLUDES MOUSE/ MOUSE MAT/HOLDER AMND OCP ADVANCED ART STUDID
PLEASE STATE IF YOU REQUIRE TAPE OR DISK

e -

G200 - 0N PRINTER PAGKAGE
OW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

The Star LO2O0 Colour Printer not only prints in Near Letter Quality for your regular jobs but
alse printa out your pictures from Art Studio, Action Replay, alo., in generous colour|
LC200 s a full Centronics printer so it works with other computers (Amiga, ST, ato.)

Mare possible by Datel's | pACKAGE INCLUDES STAR LG200 COLOUR PRINTER RAP £345.00 |
urigue colour printer driver - CEMTROMICE PRINTER LEAD RRP £12.99 |
now you can have a hardecopy DATEL COLOUR PRINTER DRIVER SOFTWARE RRF £19.90
in up to 16 coloursi MORMALLY £377.98

PACHAGE
o more to BUe COMPLETE NOW DNLY E258.00

COLOUR PRINTER DRIVER AVAILABLE SEPARATELY OMLY £19.99
It you already naw‘n LC10 or LC200 Golour Printer we can supply the Driver separately,
Works with Serial Version of LC10, Paraliel Port, Sprint 128, ato.

4444 UTHER LOUMMUODOREL ALY,
A ABUANGES MUSIC SveTaM

AVAILABLE
ON DNSK ONLY

P
o

B 3 additional
cartridge slols
= E'mvldm:ll& s,

— enr and tear on t
o bl " ™ Quality Commadare ariginal connectar
MT;H mu::vpm;ug = ::'ndu L %_1 '. compatible Data Aecarder, L l
for the 64/128 offering & huge range of musical s Th":::ﬂ;: '-‘::;'i:L i B Switch provided far selecting between game
compaoslition features & MBI campatibllity, with the B L m-? B g el ¥ :I:r::tdq“hu “;rmh_mm constant unplugging. o
Datel MIDI Interface you have the TOTAL MIDI SOLUTION] mc pbp ST

MAIL DATEL ELECTRONICS LTD, GOVAN ROAD,
Send Cheques, Postal— FENTON INDUSTRIAL ESTATE FENTON, STOKE-ON-TRENT,

Orders or credit card

details to:- 514 ins, EN‘GHND.




FROM THE GRANDSTAND

What with the weather improving, the 5 budding
and flowers a-peeking, we ‘ve got all sporty n the CF
office. In fact, 5o laken weare we by Olympian pursuits
that we've dedicated this issue 1o spor in all its
shapes and forms. Now certain portions of the team
naeded a bit of gaaing along when it came 1o
axarcise but when Hulch mentioned thal pay review
time: was jus! around the comer, the leam became all
compliant. Great wimps aren’t they
HUTCH
Hutch likes his spors o be
fairty unenergetc, Most
saturdays you can find
hirm diown at the: goll club
teing, driving, chipping
and putting his way
around the course. To
date hie's only kilked
thiee peaphe with his off-
kilter shots. The best thing
about golf, he says, & he
jolly obd 19th hole.

OLLIE
When il comes lo sports CF's
art editor likes nothng better
than a looty match down
the rec. He is someathing of
a whizz in goal and has
bz Known 1o save as
miany as 20 shols in one
mialch. With one hand.

o

MON
FORRESTER
i Hairy took it all & bat
senously and invested in
a rather dutkous looking
leatard. Proclaimeng

himself to be ‘Kng of
the Ring'. He stood on

has desk and keapt on

anybody silly enowgh o

wander through the CF
office. What a nutter.

Big news this month — it could change the way you use
your CB4 for ever. You might end up using it without the
halp of an old friend (or should that be acquaintance?)

If you want to find out about the best and the worst
games available this month, ask The Mighty Brain.
You might even get a little blast from the past. Then
again you might just get a blast from his cerabral
botty. Yuckeroonie.
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Paople can spand thair lives in search of

nswars to guestions that plague their souls,
humanity, and their Ce4s. If only they'd have

known that a gquick conflab with the computer
industry’s most intelligent mushy grey blob could
have answered anything they'd have wanled.

Making his debut in the pages of CF, Captain Stem
has battled his way through the centuries of history,
engaging in battle with Napoleon, playful badinage
with Shakespeare, and a good game of cribbage
with Queen Victoria to bring you the vary bast in
gaming expearise.

Thera's more than one way to buy software. We take
a look at a few more gamas that you could get your
hands on for very litthe at all.
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How do you think the CF team get so knowledgeable
on the CB47 Some of us are just complately brilliant
C84 gods, but you'll need to learn your stuff - we
take a look at a few books that might help you on the
way 10 programming SucCCcess.

If you're so cheap that you thought the EDOS stuft
was out of your price range, we're trawling the world
of PD software that you can't possibly not afford.

In case you hadn't noticed, tha big thamea for this
mmonth is sport and the various sports games
available to you. By the time we've finished with you,
you'll know everything thare is to know about getting
sporty on your C64. So to spaak.

It's the definitive sporting dictionary, you know — the
complete guide to the sporting alphabet of the C84.
From athletics to zebra bating, it's all in here,
extensively compiled by the few people on the team
who actually knew their alphabats.

There are definitely a lot of incredibly good sporis
games around out thera. Having said that, there are
also soma dismally bad ones to cancel them out. For
a bit of balance, take a look at some of the absolute
worst sports games of all time.
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 for the covertape, but only a few actually make it all

i .hmyhhmﬂpﬂ%y?ﬂal most of them

~are nob. If you're planning to write your own SEUCK
- game, you might want to know how to make it shine a
little brighter than the rest.

If we were going to talk techie to you we'd only hire the
best to do it for us. And by a spooky coincidence we do
and have. Jason Finch pulls out a cartload of technical
looking books along with a few odd boxes with flashy
lights and oo many wires to answer your most taxing
technical questions {even though we haven't got a clue
what he's on about most of the tima).

32

This month Dr Parguet's assistant goes off on a
tangent that's not enly completely unexplored, but's
also completely incomprehansible. Still, you all say
you know what he's talking about, so we'll just nod our
heads and say ‘Mmm' a lot.

33

BASIC stands for Beginners All-Purpose Symbaolic
instruction Code. Well, it's definitely simple, you can
use It for just about anything, it's meant a hell of a lot
in our lives, it is based on instructions, so maybe it's
about time you started cracking the code.

34

Everyone's been stuck at a party being talked at by
some anorak who's heavily into scrolling routines.
Well, now's your chance to strike back with an eight-
way scrolling system of your very own. Paul Black is
your host for scrollervilla.
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If you can sell it, you can buy it — prams, bedside

cabinets, fishing rods, beaten up cars, stamp
collections, or at stretch, something nice for your
lovely computer.

47

If your complete set of CFs is missing a few
numbers, you might just be able to find what you

Just what have we got lined up for you lovely
people next month? What indeed...

It when yvou get to the back of your issue you find a
strange portal, please ignore it. Caplain Stem uses
this to access the pan-dimensional grid.

Only he dropped it into one of the issues. u:.‘

If you've got it don't venture inside... .-

You dastardly lot — you could only have
bought that game about two hours ago, and

you're on the search for a complete solution

already! | have no respect for you, you
spineless slime, you.

36 GAMEBUSTERS

The crowd goes wild as another month's worth
of game cheats slides inlo the waler, the
smashed champagne bottie still hanging from
its bow.

37 MAYHEM HAPPY PIPES

It seems to take forever, doesn't it? Well, we've
finally got around 1o the solution on how 1o
compiete Happy Pipeland.

40 NOBBY THE AARDVARK PT 5

| pity aardvarks - eating ants can't be much fun.

If you want to gel Nobby out of his predicament
and down 1o Mrs Miggins' Pie Shop for a slap
up binge, hera's how to do it.

42 FUTURE KNIGHT

We gave it away on a covertape, and everybody
said how difficull it was. Well, thanks 1o your
maaning, we've got the complete guide.

44 LISTOMANIA

The ultimate in game cheat listings.




More
stonking
games to
amaze
and
amuse
you.

This month,
five
completely
original zappers...

CHAOS ROAD

There's nothing worse than following
the orders of a superior. People who

sit behind desks or have the power

to order you about don’t 5o much

take it for granted, they just become,
well, detached. The very fact that the link
between those in power and reality is, at the very
best, tenuous, has led to quite a few dramatic
incidents in world history. Indeed, British politics over
the past decade or so have been so farcical that Sid
James would feel a little outclassed.

The problem isn't one, as everyone would
otherwise believe, of red tape, more of the fact that if
a superior asks you to do something and you let them
know in no uncertain terms that they're
making an impossible request, the odds
are they'll come up with a response
roughly along the lines of “da it anyway”.
Some just manage 1o clear themselves of
all responsibility and indeed workload
with phrases such as “don't bring me
problems, bring me answers”, but this
particular case doesn't involve anyona
that bad.

Let'z do a littie scene setling, then,
with an elite army. This isn’t so much an
army as an ARMY, and they know it.
They have several troops of crack
marksmen, foot soldiers, gunners,
tanks drivers, marines, SEALs, and just
about every other homicidal maniac
you can breed in a barrack. They're

the
l'r you're hawmg a hard time
loading this month's powerpack
then plonk the dufl tape
in a jitty bag, slip in
an SAE. seal i
up and send it
1o; CF 43 Tape
Replacement,
Ablex Audio
video Lid..
Harcourt Halestield

TET 4Q0.
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HAL
GAME

14, Telford, Shropshire.

anemy. In the true style of the empire, your ammy
is equally as talented, in other areas. So,
when war broke out, they put their talents to
good use, and came up with a raw, throbbing
powerhouse of excuses as to why they
should be at home in bed with a good book.
This leaves you. Oh, and the enemy nation. |
think you can guess the rest.

If you feel like making your way across the
treacherous terrain you can feel free, but don't expect
reinforcements to come along and pick up the several
thousand pieces you'll get blown into. | think you'd
just better concentrate on surviving for now, 5o
getting the hell out of there is probably in your best
interests. That's why you don't have to kill anybody,

just rumn.

PUD &
DAWSEY

As soon as you get as far a school
you start making the sort of friends

and see when you're forty. What the

poets, films, and sentimental old

fools don't tell you is that while you're
sipping their tea and talking about good old
times, you'll hate every waking second of it, and
secretly loathe the fact you had that second of
weakness in which you talked to the school scumbag
in the first place.

If you're sitting there nodding your head in
sympathy, you'll probably also appreciate Pud's
dilemma. He had one ol those friends that was
always getting lost, into trouble, beaten up, or
generally just dumped on by life, except for one odd

fact — it always misfires on you. We're talking about

that you'll probabdly still pop ‘round m I |— I—E

April 1994

the guy who only gets an exploding drink can when
he opens it in your bedroom, or only trips over when
he's carrying your compater. I'm talking about the guy
who'll lose his wallet on exactly the same day he had
the cash together to pay you back that tenner he
OWES you.

If you're a visiting old friends and have just picked
up this magazine out of desperation and boredom, |
pity you.

Anyway, Dawsey has just managed to get himself
kidnapped, and it's up to you, Pud, to rescua him. in
trua irritating friend style he's not actually harmed, but
his kidnappers have set up the world's most
maniacally dangerous defence system to stop you
rescuing the guy. That's right — he sits around doing
nothing while you risk life, imb, and various squashy
bits to do the right thing and rescue him.

Thankfully, you have a gun, but you'd
better hope you're good with it — you'll need to
be. So if you've packed your woolly socks and
thermos of tea, you'd better get out there and
start your quest. I'd wish you luck, but it wouldn't
do any good.

FAME AND GLORY

Yes, both of these rare commodities can be yours
“But how?" | hear you shriek in unison. Well, it's
quite simple — send us your programs and if
they're any cop, we'll bung them on the covertape.
The kind of stuff we're looking for are original
games (namely no Telris copies) and also utilities
and demos. Before you send your mastarpiece off
to us, have an impartial friend apraise your work,
tetiing them to check for ease of use, stability (it
doesn't crash all the time) and general loveliness.
when you're happy that they thinks it's a great
game, send it off to us here at Simon
Forrestor, Commodore Format, 30 Monmaouth
Streat, Bath, Avon, BA1 2BW. Hurmah!

QUICKSTART INFO

upr

Jump.
DOWN Crouch.
LEFT Run left,
RIGHT Run right.
FIRE Er... Well...

Fire, really,
........ To pause press RUN/STOP.



It's not widely
known that, though

* Male pride is an odd thing. If his girlfriend had
mmmmmwm he'd still have
mpnmﬂnmmmmwm him and

we manage to carry S you or Hutch happy, manummmwmmmmmm
them round in our or get me paid. up more often. s&mﬁmam and ‘it
heads for our enlire | could give it 'im.

lives without really a try, though. ~ That'l do quite mhﬂwnmmﬁhm
noticing, skulls This is abog-  control system, then we can sit back and relax:
pPOSSE5S SOMEe Very standard 8o mﬂm&mummmmm ships,
odd powers indeed. shoot-em-up  and ook off, flying through the metallic tunnels of the
One such power is game that happenstobe  caplor's lair, battling against the defensive

that of thought. It's quite good as well. Your  mechanisms and enemy ships using left, right, up,
quite funny really, to mission is to fly forward  down, and fire, and trying to avoid bumping into his
think that, for the best part of the last collecting skulls, and giﬂmﬁhnm_ﬁﬂﬂf can.

caentury, the medical profession has spant shooting-ll the

a great deal of time, money, and
manpower cutting through skulls and

trying to work out which part of the there, or waren't
brain does what in triggering human alive — either would
thought. do. You've got

The problems comes when people

die. You see, though you may be sitting = ™=
there panicking because of the lengthof

people who'd much
rather you weren't

three lives, and a

mmmmm We're trying to
balance the tape between your more serious software
and the games and demos — thal way every stays happy.
I there are any games or utils that you think we should
inciude on the tape then drop Simon a fine and tell him
which ones you think are worthy of our precious tape

time it takes a skull to decay (it's not nice ~ space. we're looking into getting Head over

being trapped underground for several Heels at the moment., so watch this space

years), the skull actually dies with the body, ; pop pickers. mmﬁ to play Chaos

validating brain death. Unless, of course, you're on B~ F- - And today's lesson in ‘Road. Till next month,

the planet of Drygar (stylin’ planet name, Wi magazine writing is how to

don't you think), on which living tissue create a couple of hundred words of Somehow | 43
doesn't decay. Once your body instructions and plot where a feel that

dies, as your brain has to dacay sentence would have served the the Dadaiss

for at least five seconds before same purpose. First, you'll have movement

brain death actually takes place,

there are thousands of lost,

tortured, and generally unhappy

souls down there on the planet, with
Czn only you to halp them out (empty place).

So it's your mission to fly over the planet's
surface, collecting these skulls, in order to take them
home and shalter them, actually letting these poor
sods, some of which have been sitting there for
millions of years, to die and rest in peace.

That's a bit of a tacky plot, isn't it? Sorry n'all, but |
couldn't think of anything better to write about for this
game, and just saying thal you can

o come up with an introduction.

Lionel the pilot was not having
fun. He was most definitely not
having fun. His girlfriend’s been
caplured, and they were supposed to be
going to the cinema today. Instead, he's
been captured.

Thare. That's a nice star, isn't it?
Now all we need is a twist;

The thing with girlfriends, as any
biloke will tell you, is that they’re hassle.
Yes they are. I'm not anti-
women or anything, but

Game,

has had an

ce
on this

o they really are a hell of a lot of hassle,
-y and ife is a hel of a lot easier without 'I'ECHIE TIPS L
' b them. This is one of the reasons why That's right — the Tachie Tips programs

S

Lionel was content sit back and enjoy
the easy life with a can

thie month's coveriape, so
d will be here In all their
yes, pamely s

finally made it onlo

that you've Mmisse
Ay e e the Techie Tips stuff,

and a good film B
Thera - %l{tn}r;c:;\:m problem mlun-.:_;T lovelies from the
\ deliber t that WT pages of Dr Einch's Techie Tips.
Hldlﬂntknwba'l.ir | o |
rd uﬂnk that ‘hu:\ulv = bm
.iminq lt us. “::m“ .
% So here's the
e e “Plﬁripg exactly what you
hawve to do:
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for a change we’ve got some good news...
FINNISH A LEVEL?

Though game previews normally gat a whole page, a
package has just (we mean within the last half hour at
tha time of writing) arived on Hutch's desk, namely
Penguin Tower — Dinsdale And Ruby's Crusade. This
would have been fine, were it not for the fact that the
time of writing is also the ‘oh, hurry up, we need to get
the magazine to the printers’ time, and Snippets
seams to be just about the only available space.

The game’s based around the adventures of

one huge snowball. They can achieve
this by climbing the penguin
tower and destroying the
Wand of Cold, which will
restore their land to its
former beauty,

Enough with the
plots, already. You're
dropped onto a screen
with various penguin
wandering round, all of
whom you'll have to kill to get
to the next level. Penguin killing
15 especioally easy considering

| for the eight months from 1st
May to 31st December 1994
‘of only £15.50 (including £1
' share) for UK and BFFO
- members. The rate for
Europe (including Eire) and
- Owerseas Surface Mail is
18.50, and the overseas
- Air Mail rate for this special
offer is £26.50.

blow up scenary,
letting you wark
your way to
different parts of
the screen). To help you
even further in your
mission against

The

This special spring m:rz;ngums =

“offer includes four issues menacing -
of the ICPUG journal, free rkahil 2o o=
PD software for the they?) -;ruu —
Amiga, all other i =
Commodore Computers, various power )

. plus an extensive PD ups allowing -

There are technical halp
well. The ICPUG journal
the Amiga, PCs, and the
 machines. The “For Sale and

you to drop maore
than one bomb at a
time, run faster, or
drop bombs with more
gunpowder, giving them a longer blast
range.
Though this is a preview and,
strictly speaking, I'm not supposed to
give any evaluation, but it really is quite
axceptionally addictive, and Simon's really
looking forward to writing the
full review next month (not
unless | get to it first — Hutch).
= Can you wait that long?
Well, here’s a few snaps of the
game to tie you over 'til then.
{Editor's note - this really s a
Guite exceptionally excellant
game which we'll be giving a
humungous review fo
next month. Watch
this space — Hutch).

Loads of PD software can

be yours with ICPug,
Wow-wea,

gl

What’s happening in the land of the C64? Well, just

Dinsdale and Ruby, two parrots who want to restore
thair world to the nice, warm, and sunny place it once
was, before the penguins got to it, and tumed it into

you've got a massive pocket full of bombs that you
can drop anywhere on the screen to help (they also

hottest
“hﬂh’-ﬂ-h-’h‘

It's with a distinct snuffie of runny r
bring you news of the distressing d
Iike to say it's been a pleasy

-

It's test time again. If you think you've been paying
attention so far, then answer thase questions and send
them to tha addresss below. Eirst out of the hat on the
day we write the naxt naws page wins a free game.
1) Who.-wrote the Dead Easy Scrolls feature which stars
on page 347 ;
2) What's the name of the first book we reviewed?
3) What's at numbers 2, 7andB8inthe Commodore
Format charts?
4) What's John Rowlands favourite car? :
E}thmwnagmmmmmawmmnﬂ _
Where does it get its name from
Send your answers o Snips Quiz, Commodore
Eormat, 30 Monmouth Street, Bath, Avon. BA1 2BW.

o



What have you
lot been buying?
It's pretty
obvious that the
slowdown in the
industry hasn't stopped you all
from rushing out and continuing
to buy Street Fighter 2, has it
now? Even odder is the
comeback of WWF, a game that
we all thought had gone for
good. It's pretty obvious,
considering how crap it is, that
this is a game selling purely on
its name, as no-one could ever
really want it for the

gameplay, could they? RS

WWF RAMPAGE o

<

 HIT SQUAD £3.99

HIT SQUAD £3.99

! /* STREET FIGHTER N
1  KIXX £3.99

b |
A Q JACK NICKLAUS N

FINAL FIGHT N
 KIXX £3.99

THE SIMPSONS N

HIT SQUAD £3.99

RAINBOW ISLANDS ©
HIT SQUAD £3.99

#® They've gotten into the habit of just

1 regurgitating game chealts.
® They haven't done anything remotely

2 original or even vaguely interesting in

CREATURES v the last year.

3 ® They're crap.

3, g @ Their covertapes were abysmal
KIXX £3.99 cack, churning up third-rate games
month after menth and trying to pass

them off as ‘entertaining’.
'I'ES'I' D!I“ 2 N 5 ® They're really very crap.
- . ® Somehow they think they can
HIT SQUAD £3.99

charge you £3.50 to read that rag.
® Do you hear what I'm saying?

. Damn crap.

® They completely ripped off

. Format’'s design and characters.
- @ We'll miss them like we'll miss
& Hitler, Thatcher and Maxwell.

® They're crap.

JP2 -ROBOCOD V
KIXX £3.99




10 LETTERS

F

The Mighty _Frain has seen
stars implode and galaxies_-

-

dissolve in ofr
themselves. If you'd -
ike to knqw what _
that looks like theri G
write to him-at TMB, —
Commodore Format; g

L

30 Monmouth :
Street, Bath, Avon,
BA1 2BW.

STAR GROUCH

| amewriting with concern for all the subscribers in
relation to the phone-in compefition in CF37. | was
hoping to enter this compatition on the 27th of
October but | had not received the magazine due 1o
the Royal Mail. | myself have only been subscribing to
the magazine since issue 37 but have been collecting
the magazine since issue 15 from the local newspaper
and magazine vendor on the day that the shop
receives it from their stockist,

So by the powers of deduction | cannot enter the
competition until the 2nd of November, four whole
working days after the phone lines opened. In this
space of time a normal competition phone line
receives around 40,000 callers but this cannol be true
for this competition because most people would call
on the Thursday moming as instructed in issue 37
Anyway, there appears to be little hope for
subscribers to win such competitions in the

Simon Forre
Ankletapp

L
o

: | you

Torn Hamstring' paragraph) to poor si

future unless either the GPO bucked their ideas up or
the method of entry to such competitions is changed.

Continuing tha abowve concern, | rang the reader's
hatline on Monday 24th of October only to be greeted
by a woman saying “Hello, Future Publishing”. Well
that's helpful, isn'tit. | even have to explain the natura
of the call to here and o the well-spoken lady that the
woman connacted me to

| am now writing three days later having just come
back from the telephone box having just been told that
| was too late in entering the abowve competition. On
reading your section in issue 38 | have found out that
it takes three months for the magazine to gat 1o New
Zealand, what from of mail transfer are you using
exactly Tortoise Mail or Group 47

Onto other matters. Firstly, congratulations to Clur
or should it be commiserations? Secondly, do you
know what happened to the game Aliens by
Alternative because | cannot

silver madal and free transter to Avon
ma. and this touched my
ad. | admit o no interest in the sim but & giac
al juggling to abtain team balance, suU and
h as in 15:::-uma'|l Manager, which beat al. Please
f which equals or bettars
he ones which are 0o

ical b Jlative bent.

sim and have little or no joystick manip
urgently feed my addiction,
or, Southpart.
This does present a slight problem for me - whaig
happens when Simon reads thi_s. letter in t_ha n:ag.
He's going to threaten me with unimaginablée
tortures until he finds your address, and then
‘|| suffer a lot more than a torn hnmst.rl.ng.
It's interesting that you mentioned the spltat_In
nerve (if you're |ess medically inclined, _Lt &in
your bum}, because I'll make sure | don’t tell
him whereabouts it is. Damn.

Match Of The Day is quite exceptionally
bad according to the raview, so you'll
probably like it for very much the same

reasons Simon hated it at the time.

from
We've had so many Ietters ‘Lo
think Lisa's sexy
e whe a fan club.

get hold of it (readers turn to Uncle Dave's
Buyarama).

Name and address withheld because we're about o
humiliale him.

| have a question for you. Were you born that
way? Firstly, let’s look at why the team decide to
run competitions like this. They're exciting, you
see. What would the point be in having a ‘race to
the phones’' competition that was open for three
months? If we did, we'd probably get a letter from
your brother in New Zealand complaining that his
miag arrived the day after the competition. On the
other hand, if we were to set a target date for three
months ahead, would anyone honestly remember
the date, what they were supposed to say, or even
that the competition existed in the first place?

MNext, what do you expect the woman to say if
you ring up Future Publishing? I'm quite sure that
if you'd have asked for Commodore Format, she'd
have been more than happy to put you through to
the either Hutch, Ollie or Simon, and you could
have had a lovely little phone call. Instead, you
obviously sat and dumped your troubles onto a
switchboard operative who was obviously in the
wrong for not being psychic, and got incredibly
ratty when the next person you spoke to (probably
Clur) wasn't psychic either. | can guarantee that
you'd have got irate if you'd have had to wait
while the receptionist explained to her what you
wanted, anyway.

Mext paragraph, or should | say gripe? The
magazine is slow to arrive in New Zealand, firstly
because of restrictions on sending them over
there in the first place, and secondly because
they're three issues behind, and probably
wouldn't appreciate having two issues of
potential CF action ripped out from under their
feet by a moaning old grouch.

Finally, it was a nice try at a dig with that
Buyarama thing, but if the game wasn’t released,
why should anyone want to try and buy a copy

second hand? | would ring up Alternative and
find out what happened to it, but | personally
can't be bothered to waste any more time on
anyone with an attitude like yours.

TOLD YOU SO

About this time last year, | bought a Megadrive, but |
still owned a C64. As | was amazed with the
graphics, sound and instant loading, | rather




abandoned my old machine. This is when it all went
wrong. | completed three games easily and two of
them had no playability at all. Later that year, |
thankfully sald the horrible machine and have ever
since concentrated solely on my C64. My point is that
there's no substitution for pure gameplay. Oh and |
love Sarah Butcher!

A Bioka, Somewhere

| think that pretty much proves the point for the
other console-related letter in these pages. As for
Sarah Butcher, that's one, then, isn't it?

HAYLP!

We racently acquired a C64 and 1541 for my
daughter (and myself) and now | nead to access my
texl files which were created on a BBC Mastar
running under 1770 DFS and the VIEW word
processor. Could you please tell me if it is possible to
get those discs transposed from VIEW into
Commodore format. Who does this? Is it 100%
compatible? How much does it cost?

Much obliged,

Fhilip Richards, Pontypridd

| know |'ve got this all-engulfing knowledge and
averything, but to my infinitely wise knowledge,
there hasn't actually been a program or service of
this nature betore, ever. Having said this,
someone will probably read this and decide that
the whole thing is perfectly feasible, and create a
program or provide a service, so watch this
space, and we'll let you know.

THAT DUDE IN BLACK

This is about the hundredth letter 've written to you,
and | really need your help right NOW. You can help
me by answaring the following guestions, pleasa.
1 - | am stuck with Bards Tale 3, because when |

THE'MIGHTY:
BAROMETER

This is the Mighty Brain's very own
indicator of what's hot and what’s,not in
C64 land and the world at large. Anything
on the High Pressure side is hot, anything
in the low pressure smells of weg-wee and
eats crab paste sandwijthes! If you disagree
with any of these writé and tell us.

JOLLY ROGER

|1

: I‘\-E'I-HHFHF' pir,-,l 15 such a problem, helping to g
r the iy hmmﬂw games prices

baing E:L e o glift) i
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‘Operation’ in th

Cueahity
nough. Pirates woulg
threat.
as Wimbiegion, Haclaigh
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xof of all this is thar when consalag armved

enter the Dungeon Shadow, something asks me
the answer of a riddle and it goes like this; *| have no
lips but my kiss is deadly | am not a razor, but those |
caress need never shave again. Your bast friend, |
will kill you. Speak my name, then ready me”. Pleaza
solve it for me.

2 — Why did you spend your time with Roger's doom?
Why do you hate him so, mutants aren't even hated
that much.

3 - What's your Q7

Arnald Havigl,

1 - I don't even need to access my huge mental
database of game solutions for this one, as it's
really very simple. It's death.

2 - You've obviously never met this irritating,
pubescent, grubby little oik before then, have
you? How anyone could find the little toe rag
even vaguely appealing is beyond even my
knowledge. Besides, he stole my lucky

poker cap.

3 =1'll tell you mine if
you'll tell me yours.

A RED
DWARF FAN

This is the sixth time I've
written o you.
Here's a few
questions.

1 = Do you like
Red Dwarf? If
you've never
heard of it, check
out BBC2 Friday
at 9pm.

2 - Please get
rid of Techie

Tips (it's s0 boring) and
replace it with something
more interesting.

3 = Will Creatures 2 ever

be a budget release?

4 - Who's saxiest, Lisa or
Michelle Pleifter?

5 = Could | have Hutch, Ollie,

mpanies I h

THAT GAMESMASTER NOBODY

acently | was after a game alled S
: ave come to grief as | h
iff. weep, weep) please could yo

at the dawn of time, can you? |
5 — What? That novice? He should

& — Is It just me, or have rea
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of that

Lisa, and Simon's autographs pretty please?

This is the sixth time I've read a letter from you,
so I'm answering in the vain hope that you'll go
away.

1 — I liked it the first time ‘'round, but it gets a bit
dull watching it all again.

2 — You might not like Techie Tips but other people
find it incredibly useful and above all helpful. If you
think about just how much of the mag is given over
to games and entertainment, you'd think we could
lat the more serious-minded readers have the odd
paragraph to themselves, wouldn't you?

3 - | very much doubt it.

4 — Lisa without a doubt.

5 — I'm very offended that you didn’t ask for mine
{even though I've got no hands), so the answer is
a definite no.

King. After trying
not been able 1
ou put this game on the

- gu.-'ln-:_: MIM 1 05k,

ong? What score would Yol

. : at |:|r'.r'|1Er_1 waaaaa
back in CF28 work on the full game
4 = When is

to the

6 = | fully

saying that

Pater Hutton, Redditch

1 —I'll have a word with the team..
3 _ I'm still waiting for this better
game you all keep talking about...

1 — Nope. :

— | wasn't born in the gonventional
sense, and you can hardly celebrate a birthday
mean, ask the Silver Surfer.
go back to gazing at the stars.
der letters become a little lusty of late?
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Since the closure of ¥our Sinclair when | owned a
speccy, | have had to move on to another home
computer to satisfy my programming needs —so |
chose the Commodore 64. | am now glad | have made
this choice rather than purchase a 16-bit as | feel that
| belong to the 8-bit scene, if you know what | mean,

Anyway, to get to the point of this letter, | :::?h only
one question, Where can | get the Simon's BASIC
carndge that was mentioned in the manual that | got
with my CG47?

If you answer this letter, I'll assume that CF is the
most ultimate magazine in the whole of the universe.
If you don't answer my letter, I'l assume that (?F is the
most ultimate magazine in the whole of the universe =
I'm a reqular reader, you see.

Chris O'Sullivan, Birmingham.

That was a tear-jerking moment, wasn't it? | don’t
think yours was the only heavy heart reading the
last issue. You made a wise cholce with your C64,
by the way. Onto your main point, about the
BASIC cart, which | shall answer with TMB Stock
Answer number 37 - “Read the Buyarama section
and see if anyone's selling what you want”. Oh,
and thanks - we do try.

FRAMES SLASHED
SHOCK!

1 —In CF34 there was none of you, Why?

2 — Can | have an autograph of all your crew?

3 = Why aren't you going to print this letter?

4 = Whenever | try to do-a listing, why oh why don't
they work?

§ — Could you tell me all the games for the C647

6 — Roger Frames is a pain in the neck. | always cut
his part out of CF.

T = Your mag deserves 100%

Fhilip Thomas, Wales.

1 — I was there, it's just that | couldn't put my hand
up when they were doing the contents page,
because I've got no hands (it was a bit of an odd
manth all in all).

2 —What's the magic word?

3 - Too late. _
4 — | think that might have something to do with
you, Philip.

5 — How long have you got?

& — Well, thanks to me pulling a few strings in a
certain other country, you don't have to mess
about with scissors any more.

7 — Thank you. So does your letter.

NO WAY!

| am writing to ask your permission in using cheats
printed in your magazine. | recently read the arficle
‘Coming On Strong' in issue 40 of CF, and | roynd out
there is a lat | can do fo help the Commodore live
longer. At the moment | am programming a game, and
lintend to start a software house, featuring me and
me cnly. | intend to write a book on cheats for
Commodore games. This | do to get my name known,
s0 | might get more orders for my game when
released. | have a good amount of tips and L:h.EE{IE-
and a good many games but | need cheats printed in
Commeodore Format each month in my book. 1'l
probably ask the other CF too but 'l talk to you first.
John Crotty, Co. Waterford.

| hate to tell you this, but the cheats printed in the
mag each month are either copyrighted to :
Commodore Format, or the original authors. It's
not really our place to tell you to go ahead and
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use them, and the people in suits would probably
say no if it was. If you want publicity for your
game, just send it along to us and we'll review it,
anyway. By the way, it's probably a bit late to talk
to the other CF now.

ANONYMOUS OF
IRELAND

I have a few guestions for you

1 - Will there be a Rick Dangerous 37

2 = | have been told that the Commadore will not be
out by Christmas 1994, |s this true?

3 = Will Super Street Fighter 2 be coming out on the
Commodore? .

4 — | have been trying to get MacDonaldland, Where
can | get it in Ireland? .
3= Will there be a Commodore console not like the Amiga?
Anonymous of lreland

BRAINLESS GONK

After readi fOUr poor excuse for an article in
CF41, | think that | should set the record
Consoles will not die the quick death you
egnvisage. Uridium on e for example was

C

of the original. The idea was taken

and imp d.

The CB4 will eventually
want games and systems that da n
Page of ceefax. “AHA"™ You say, “but you can’t
make games on console.” YOU ARE WRONG.
On many CD systems. design programs are
emerging. You say

i stment in something that will stand the
test of time (unlike the sad, sad C64).

Consider the 8bit — cons: ransition a
‘refinement”. A turn from sad to sizzler. With a
console you have a miracle. Amazing! You can
have more than 16 colours. you can't see the
stupid great hulking pixels. (Thig may blow the
combined mind-power of the CF
Arts new 3DO has no limit to the number of on-
SCreen spriles.
death. Two members
work for
it says that Simon keeps playing Flashback on
the SNES. Please voic my opinions in CF as |
have evidence. (Tell Lisg she is sexy). (His
Hutchness indeed)

Some braindead pral, Idiotsville.

of the CF crew used tg

Oh dear, oh dear, oh dear me. What a
shockingly sad Person you are. Right then,
this is going to be fun. But where to start.
Your first assertion is that consoles will not

die a quick death. Well, excuse me, but that's

what they said back in
before all the con soles

the mid-'80s shortly
climbed up their own

backsides and kicked the bucket. And forgive
me if I'm wrong but hasn't the C64 kept going

right throughout that entire period.

You claim that Uridium is not a re-hash

and in the next sentence say that the idea was
Sounds a bloody lot like

taken and ‘improved’,
re-hash to me.

You then say that design programs are
emerging on CD. What complete rot,
design programs you can get for CO-ROM
systems are the Programmers development
kits which cost upwards of £10,000. Just the
sort of thing everyone can afford, Ha!

You say that it's an investment that will
stand the test of time. Yeah right, the 8-bit
consoles had a shelf life of about four years,

straight

disappear. People will
lock like a

“But what about the price,” It's

crew). Electronic
I'have a CB4 but | am awaiting its

a console magazine before CF. In CF40

The only

1 — Nope.

2 = If the truth be known, it wasn't exactly ‘out’
last Christmas, but you can still buy games, this
mag, and all manner of add-ons through the
reader ads. Don't worry about what the 16-bit
owners say is ‘out’ or not.

3 — Nope number two.

4 - Try mail order pages, Anne.

5 — Nope number three.

THEY WERE CRAP

I wigh to complain about the Commeodore Force
magazine over the past couple of months. | have
.'"!:';‘.:I:.‘E'I'J the magazine has gone up to £3.50 instead of
the normal price £2.50. The question is why is this? |
have one more question, why is there only

50 pages instead of the usual 667
The SNES and Megadrive have had two good
years and have only got another two years in
them. What a fine investment that is,
Compared to meagre computers which only
last you a decade.

Whe gives a fig how many colours you have
on screen. When are people like yourself going
to realise that the only thing that counts is
playability — a commodity that console owners
are admittedly unfamiliar with.

Oh dear the poe gets deeper. Electronic
Arts haven't produced 3D0. The ex-head of
EA, Trip Hawkins has. It costs £800 and sa far
has received all the Support of the C5. Who
cares how many sprites it can display. Unless
you've got a TV the size of house you can
only see the usual 64 sprites on-screen at
once. Besides which the 3p0 can move 64
million pixels a second (data supplied by
Edge magazine next door), Assuming that the
average 3DO sprite is made up of 50x50 pixels
(this is a conservative estimate), that means
you get 25,600 sprites. And even that depends
on the size of the blimmin’ cartridge. So
you're quite obviously wrong.

As to the 64's death — you're sat there like
a timid shrew waiting for. Well whoopy do.
Meanwhile everyone else js using their's to
play games on.

As to the working on other console mags,
they all do freelance for them. It's so they can
pay things called bills. |t doesn't mean that
they think consoles are dead great or
anything, it means that they can buy food and
put & roof aver their heads.

As to Simon playing Flashback on the
SNES, he says he also Plays it on the Amiga.
He says he'd play it if it had abysmal
graphics, because it's a good game which
started out on the ST, Ha also points out that
it's the only game he plays on the SNES,

Right I've had more than enough of you,
so kindly clear off and play with your two
minute wonder console. For the record I'd like
1o say that this is the last letter I'll print on
this subject because I've had more than
enough of all these console owning plebs
whinging on about their precious little games
machines. Must be due to the inbuilt
inferiority complex that comes with owning
machines that will last about as long as an ice
cream in a microwave. Oh and by the way,
anyone want to buy a slightly used Sega
Saturn, 3D0 and Atari Jaguar?

They were a bit crap, weren't they?




CAPTAIN STEM’S
DATAFILE

Fresh from the Crab Nebula and a small
diplomatic incident on Ginfrot 5, we bring you
Captain Stem, time traveller and wine critic...

tem here. Fresh
from the space/ftime
vortex and ready for
action. I've been

cosmos looking for action,
adventure and one of those
whicker chairs that hangs

B

flitting all around the —— -—pg
ey

‘;‘m.;;'l i m’ﬁu\n 4 Lo I-rirlg;;_

pick up mint copies of a couple of games.
The EDDS review section has shrunk
someawhat this month, not because there
weran't any gameas to
review, but
because | wanted
some books
reviewed, To that

from the ceiling, but | haven't [l J—p hitl.o 1 createq end.,”:;..n ;’F.‘Q'B. 16, .
had much joy. “r:n,_. I-,.fm{ ind a page n"
Anyway, on my travels | e f;‘l' iterary criticism - a

encountared Glarexxxtyp or

The Mighty Brain as you

better know him. Tocult a

very long story short, he mentioned
that there was a job going begging on Commodore
Format. Being a bit short on the old Earth money | got
in touch with Hutch, and well, here | am.

DAY TRIPPER

Ower the course of the next 12 pages you can lind my
datafile. In conjunction with the wonderful CF crew
I've collated all sorts of interesting reviews and
features. This month we cover everything from book
reviews 1o a retro review — | zipped back in time to

sors of books, both
Ce4 specific and
general stuff all rated
I'm particularhy

proud of the A-Z of sport.
This was exhaustively
researched by my little team of pixies and
represents many hundreds of man hours, slaving
over a hot word processor.

Owver the coming months |l be seeking out
new and interesting programs and books 1o review
Already I've managed to track down two complately
new and original games — including Penguin Tower
which you'll find some screen shots of on page 8.
Watch out for my full review in next month’s issue.

score (4)

10 Either (2)

issue of CF (4)

better in the US

the game (4)

Birmingham (4)

ACROSS

1 CF's Editor (5)

5 Blinky is one of these spectres (5)

& Punky art editor, but not Reed (5)

7 What a software house did to GF after they got a particularly low

DATAFILE 13

C

GET AWAY!

@ Best CF team exam result: a BA Honours degree
Hutch).
{ﬂ Number of letters that Commodore Format
receive on average every day: 30.
© Average number of words ina single issue of
Commodere Format: 50,000.
© Most ridiculous excuse Hutch has heard from a
freelancer for late copy: My stoat died.
@ Number of times we've had to lay out the
Mayhem gamebusters section because the grabs
K corrupting: 10. :
ﬂa::’nat nnmmpt gn reader letter: what's your favourile
game.
© CF team’s favourite game: Maynhem. _
O Stupidest letter ever recelved: Company teling
us not o use the trade name Biro when refering to a
disposable pen.
nﬁmw of times that Simon made the coffee in
the last week of the issue: once.
© Prefered choice of TV pmgrl_mgm :.ln tthe CF
office when on deadline: Captain Scariet.
© Magazines on the same floor as Commodore
Format: Superplay, PC Gamer, Mega, Edge,
Amstrad Action.
ﬂmuam which has been on the office C128 for the
|ast two weeks solid: Penguin Tower.
& Number of Commodore Format antipodean
freelancers: 2 (Lewin Edwards — Australia, Shrewd
Software — New Zealand). _
@ What's brown and sticky: a stick.

Right, well, I've taken up too much of your time
already, so here's some rather interesting

tacts, a crossword and a gratuitous shot of =)
an attractive lady.. I

8 Your computer has 64K of this (3)

12 These grow on you (5)
13 This time travelling Captain's got his very own new section in this

14 Brilliant arcade movie licence with big xenomorphs which was

edition (6)

1 Speilberg made a film of about this famous pirate and Ocean made

2 The company that manufactures the 64 (9)

3 This party shows off all the CF reader's creative side (4)
4 Our Andy gamebuster extrordinaire (7)

5 Not American but certainly US software house based in

7 Your 64's sound chip (3)

g Vertically scrolling Commando-style shoot-"em-up and nickname
for a flash German motor (5)

11 What the Halians call their capital city or possibly a slightly
truncated smell (4)
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Simon takes another amazing journey into the
land of mega-cheap software. he sends
us this amazing
report...

MHow where could
that key be hiding. | know, it's
under that potty full of poo.

The Codemasters are back, with

a game that owes slightly less than
usual to the egg (they’re nevar going
to be allowed to forget ‘those games').
You play the pan of Robin, on a
mizsion through the sheriff's castle to

rescue your sweetheart, Maid Marion.
This is somehow achievad by collecting
lots of hearts from around the castle, and taking them
to her. | know. This guy's dating a cannibal. You think
you've found a decent, honest woman, and she tums
oul to be a man-eater. Literally.

So off Robin travels, flicking through screens
stuffed full of platforms, ladders, huge insects and the
corrupt men of the sheriff's law who're all armed with
crossbows, in an effort to collect the hearts that can
appear to be nailed to the walls, and take them to
Marion who, presumably, will wolf the lot then marry
you. Hold it nght there.

| didn't mantion the
speech. For some reason
the Oliver Twins (who came up with the

gama) saw fit to include several sampled
messages for you as you progress through the game,
mainly involving Marion calling for your
help avery tima you find one of those
floating hearts,

I'll cut to the chase here —
this game is fun to play. Robin
can run, jump, crouch, and, more
importantly, shoot, so you'll
have no problems getting
about. The castle is nicely
designed with enough rooms to get
you lost in no time at all, but also with
anough to keap you s0 occupied you won't
worry about where the hell you are,

QOccasionally things do get a litthe irritating as
Robin doesn't exactly move quickly out of danger, but
this is still an enjoyable platform romp that'll keep you
happy. Just don't take her out for lunch afterwards.

71%
TURRICAN

MNow here's a game. Paople will tell you what a good
game is and what it isn't, but this is a real game. I'm
talking nearly Mayhem standard here. When you look

Robin tahuaflﬂ't-'i'imh ;ﬁ"l'hr:

his
world and then leaps to : %
= 4aom. All [EEMad Maijd Marion. 55

long. Well, this one doesn't, Onece you get the hang of
using your full range of weapons to your best advantage,
You can seltle down to play a game that'll probably keep

Spanish games always look nice — it can't be denied that
all that blue chrome artwork definitely works wall in a
computer game, Spanish games also invariably involve

lling from lett to right across a horizontally scrolling

ape killing things, either as a space ship, a parsc-m,

or a ground vehicle, Game Over 2 is the parson varety
and, as it's in the Spanish game style, is really very difficult
indead.

you hooked until you're
finished,

Gaming novices
beware, though - this is not
a game for the
inexperienced. This is a a
gameplayer's game. If you g3
rush out and buy it right i
now, don't expect any
sympathy when you call
the office and tell me how
difficult it is. You should
be pleasantly surprised by a

e —

'"'I{:' ﬂuzzic‘

When | say difficult, | mean it. Your standard mission
(to defeat whoever happens to be trying to conguer the
planet} is hamperad by incredibly hard bad guys,
: y difficult timing (on far too complicated jumps),
casional par that requires the gameplaying
skills of a minor deity.

e isn't worth buying, and they'd be right
The games released by Dynamics only really have one
redeeming feature you see — they don't stay too difficult for

atter level of imitating (and above all boring) ease,

80%
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This guy’s dating a
cannibal. You think you've

f ound a deceﬂt, bonest and make serious progress
woman, and she turns out
to be a man-eater.
Literally...

B

all elsg LETIEET
inflate

he airbag ang Hoat
out to segy With a

release that doesn't patronise the hell out of you with level

at

it, it's just
another platform style
game, but it goes quite a bit further
than that.

First of all, it scrolls vertically as well as
horizontally, so you're not restricted to take one
particular path through the levels. Secondly, you can
go anywhere you like at any point - sactions of the
game aren't closed off to you, so once again you
don't feel at all restricted while you're playing.

The plot is irrelevant, but probably involves
journeying through an unknown land to defeat a
tyrant. The blokey you control is anything but
standard — he has a very
powerful gun, loads of land
mines, a laser beam,
and the ability to tum
into a large metal wheel

in a very short amount
of time. As well as this,
you can get down to

S0Me Serous jJumping, as you
don't have that annoying
restriction of dying when you fall too far.
So with this amazing set of abilities, you
set off across the alien terrain, explofing cavems,
towears, mountains, waterfalls and odd metal
structures, collecting crystals and blowing away
evarything that shows its face.

By way of a comparison, this is the useless man's
Turrican. The game itself is wonderful, but you don't
have to be all that good to explore the first level, If
you were planning to buy Gamea Over 2 but you don't
think you could get to grips with it, you might like to
think about Turrican, as it's probably the closest you
can get, and a darmned sight more playable than its
second removed cousin.

If you did decide to buy Game Owver 2,
you still cught to think about this one, as it's
the kind of game that doesn't rely on difficulty
or challenge to keep you occupied, but just
lets you get on with running
— around killing things

until you get bored.
When you do get
bored, you can
continue through the
game and do all your
normal challenging bits
i — there's enough to
explore laterally before
you have to climb the
ladder of the game. So,
= excellent graphics, great
sound, and a stonking

good game to boot. Yippee! c’

90%
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ou've got a

Yﬂnmpu!er. and the fact you're
reading this is proof that you've found
magazine that deals specifically 'Hl["'l‘!"
Wonderful things, magazines. The only

problem is that we only do this once a month, @ e
because of space limitations and the demands-3f the
mass readership, we can only cover so much, ant,
have 1o leave some more heavily technical subjetts
untouched. If you want to cover someathing in mofe
detail, the cbvious answer is to buy a book. Whigh

one, though? It's marks out of ten time for the

following new and slightly old titles: Fl

Adventure Gamewriter's

ibook For The

pdore 64

ADVENTURE
GAMEWRITERS |
HANDBOOK FOR

guaranteg 19
tham wilbe SEUCK games.
Itsnot that wz?;n'l like, 7, :
SEUCK-gamés, it'sjust that,
they'raall very similar. '

Surpnsingly, we don't get dll
thal many text adventure.
gammes which, given the fact
A% o that they're easy to write

b1

How Software Works
ISBN 1-56276-133-1
£22.95

c

Broaden your horizons, while away tedious

" l:qgﬁi:uhl’mﬂnmmﬂare Collection Volume Two
_ISEN 0-842386-70-1

i BASIC, they're,fun, -‘".4

aspects of even

RATING: A-
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hours on the bus, amaze
and
impress
your
friends
with

Step-By-Step Programming
Commeodore 64 Graphics

Price: E6.95
some

and you can use as
much humour as you
want, matey.

bt e It anyone would like to
write'a text atventure for us, though, they might want
to take a look aﬂh'ts book — it's a complete guide to
wiriting a full text gdventure in BASIC. As a tutorial, it
works verywell, 85 even the principles you're not
exactly very clear on are explainad in detail. As for
actual adventurg Writing, this book won't help you out
with a plet— yollire going to have to do the creative
thinking part yourself, but once you've got a clear
idea of what you want, this is a book that should show
you how te get it onto your Cad.

RATING: l:_-l-

the book enables

ithout yo
of it (so many

£11.95
Linlika the fext adventuring book, thereare seme (hat
o't have any majortheme other than jost
programming. This is one of those books-thal
resembles.a rare @nd twisted form of helsuntil you've
actualfy tyned inlbhe of the aregrams, af&rwl"r_rcﬁ you
just feel, well, spent. . -
in betweenthe addly-bound pages, you'll find 27
different programs to type [‘-."_iEE’O'I._.f{arsions ara alzo
given, nostalgia fans); split into ditterenk categories
such as games, edaeation, applicalions (serious
software, tothe rest of Us), graphits-and sound
utilfies and programming aids
» ﬁ" . . d il

e realms of
ing, and all manner of
things that'd scare the willies out

thing about this sen

-

If you want to buy a book of
programs (maybe you like that
sort of thing — it's very relaxing,
after all), this has to be one of
the better ones you'll find,
There's a wide variaty of games
included, along with a set of
utilities that should senously
help you on your way. If you're a
beginner, though, and you think
you might need a bit more help
than a book full of programs has
to offer, worry not - there's a
groovy little automatic typing
checker to spot your mistakes for you. Get me
my smoking gown please Geeves.

RATING: B-
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Feed your brain.

T - —
1 b e 0 g T B 41 B R
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Entertain.

We'd like to help you explore the amazing new
world of CD-ROM for the Mac and PC.

Our magazine, complete with 600Mb disc, is
out on March 31st - Easter weekend. See you then!




Look - it’s
the same every month.
Simon Forrester, free

software, public domain |
reviews. Just read the
thing, will you? |

| love the Eleciric Boys PD library, | do (the band they're
named after are a bit crap, though) - they've made my job
about a million times easier by sending in a selection of
their latest titles (they could be named after the chorus of
the Creaming Jesus song Stray Toasters, though, as that
was pretty good). Whatever, here's this month's snatch of
software, all on PD Games Disk 1 (along with some other
fings) for just £1.50 from Electric Boys, 9178 Brighton
Road, Purley, Surrey, CRA 2BP. Failing that, you could
phone 081-668 7595 for more details.

AUTO-RACER

About three months ago, the mag | used to write for
received a full priced version of this game, which was

3

-~
quite expensive and absolutely no different. Needless
to say, it didn't get a good mark (sorry, James). Why?

Once we've selected a car to race (are you telling
me that you hadn't figured out what kind of game
Auto-Hacer was?), we're plonked onto a road with
saven other cars, with a view to screaming round the
various tight bends, chicanes, and all the other cars.
This is harder than it may at first appear, as not only
does your car have a tendency to slip about all ovar
the shop with some unnaturally heavy ineria, but the
other cars can drive straight through you, causing you
untald amounts of damage while they just happily
trundle off in search of the finish line.

Looks as if it might be quite good, doesn't it? The
problem comes when you sustain too much damage
ta your car — you're presented with a screen of
statistics and a cursor, for you to get all the
dangerously weighted figures back down
below the safety line before the time limit

real problems start when you influence the ball too
much — it travels incredibly fast, so keeping track of it
with an incredibly heavy bat is not as easy as it may
gound — the bat has inertia.

Normally, inertia means that things take a litle
while to speed up, and a litle while to slow back
down to a stop. This isn't so much inertia as
INERTIA — at times the bat is completely
uncontrollable, as is the whole game, but it all adds
to the fun. :

If I'd received this game for a full-price review, |
would have commented on the lack of depth by way
of a few more power ups, and given it around 75%. |
would also have complained that the tune reminded
me too much of the Goodies theme tune, and ponder
for a few paragraphs as to how they managed to get
a really accurate kazoo simulation from a compuler.

This isn't a full-pricer, though, so I'll simply say
that this game is truly excellent, and you should get
hold of it right now. Job done. (Can we possibly have
our copy back now please Simon? — Huich)

90%

7| pieces.

runs out, Fast statistics action, huh sports | ::m;‘m ' Instead, they
fans? B e . spend their
As a full price game, | remember supositories and - time hairing
ripping this little number to shreds. As a ' ::“"“ them into ~ down the
PD game (though I'm not trying to imply | ™ 3 ~ screen
_ thatall PD games are | S  towards you.
rubbish), it works, ' . é ' This, to say
though you won't find | - the least is
yourself racing so much | . Quite scary (if
as swerving all over the 4 = | you're into thal
road trying like hell to keep up. ~ sort of thing).

75%
ESPODILL

Mow here's the jewel in the collection
- a game that should have had a full
price release at around the tum of the
decade. It's a break-out clone, with guite a few extra
bits tacked on. Strangely enough, for a PD break-out
game, it doesn't resemble Arkanoid one little bit (save
for the rather heavy use of blue).

At first it all looks pretty simple, with bricks and
the occasional one-way barrier, but it gets a lot betier
— you can influence the direction of the ball. This is
done by holding down fire and hitting a direction, and
for a single feature, it manages to add an
extracrdinary depth to the gameplay.

Using this feature, you can make the ball stick to
one particular wall, or change direction in mid-flight,
enabling you to get at some of the trickier bricks. The

® COMMODORE FORMAT 43 April 1994




 COMMODORE SUPPLIES | | ELIROCOM

Commodore 647128 compatible cassette recorders.......£19.99 ENTEERTANMENT SoF TWARL
Commodore cassette head w.-................l!.ﬂ

Commodore 64/128 light gun & g-nu fcas & disc)......E29.99
| Repiacement cassette recorder piig And Iead ........ooreom- .£5.99 | : 3
Commodore user manuals £4.99 Eurocom are a leading r._‘.n-n:t_::la and CO developmeant team, and
l: i n L 4 I nputer to ™) £3.99 have developad over 20 titles including Jurngle Book and Dropzone,
Commaodore Gd< modulators £9.99 The team is led by several ex-C84 developers, responsible for
lm printer/disc drive lead [6 pin din] ..cce£5. 99 I classic games like First Samurai, Cybemoid's | & I, Alien Syndrome,
Commodore Colour monitor leads|din/3 — - E6. 99 Garfisld and Stormiord, We now have a small number of training
lm light pens & software —— X places on offer for the very best CHd4 asaembly_- programmers and
hic artists based at our Derbyshire office.
Commodore mzs parallel printer interface...........£29.99 arep
I m Yw SUFFER wnH I Pleaze apply in writing, enclosing discs of
your games and demos, to :
I c&4 T.APE LOADlNG PMBIIMSH I Hugh Binns, Director, Eurccom Developments Lid.,

Have you ever purchased a game only to find that it 51 Nottingham Road, Ripley, Derbyshire. DES JAS

won't load! The most common reason for loading
difficulties is caused by the tape head being out of
alignment with the cassette tape.

The azimuth tape head alignment kit enables you to
re-align your tape head simply and quickly. No
technical skills are required. Step-by-step picture
Igulﬂm Test and re-alignment carried out in minutes!
The kit comprises:- Tape alignment cassette, special

MULTIPLEX

Dept CFF, 3 Middleton Business Park, Middleton on Seca, West Sussex PO22 6HS
Telephone 0243 587089 24 Hour Credit Card Order Line. Access/Visa

Illll‘lll'lll screwdriver plus full instructions. Only £9.99 l Repairs 19.95
Alignment kits also available for Amstrad CPC 464 C64 Repair 19,95
and for the spectrum computers. Please state which I C+4/C16 Repair 2005
I:unlpnnr when ordering. EH EREES;E[ 59 95

II'Ir you would like to be put on our regular mailing list I
for special offers etc. please write and advise us

Iﬂ.lllng which computer model you have. I (JP enuine C64 Power Supplg Lo 14.95

We also deal with Spectrum & Amstrad Computers. Replacement C2N Plu 395
[ " I C64 User Manual 2.95
|All orders sent by return: Cheques/Visa/Access/PO's C6H4 Programmers Ref. Guide 4.95

= . E RF Lea 1.95
| Trading Post, Victoria Road, | | Printer/Disk Drive Lead. (6 Pin Din) 1.95
‘ El'llfrlal, SHROPSHIRE TF11 BAF Contndars 1841 T Disk Deivs. 69.95
Tel/Fax (0952Z) 462135 VISA Reconditioned - 3 months guarantee
6510 MPU 3.49
Sound Ch SID) 330
. oun ip .
! SPARES & REPAIRS Video Chip (VIC) 599
| 1541 :: ELSLEI’[TIISQMI‘E maas REPAIRS: SOFTWARE
| 1541 r Unit ..£39.99 C54 . £25 inc C64 Cartridge. Terminator 2 8.95
: %;:EW&E&TE;, ;;__ e 1 ik C64 Caru-idgg. Flimbos Quest, Klax, Int Soccer 8.95
a5 mn . 1 |
BT T T £24.95 C128 bt Afterburner C64 Cassette 2.95
| C&4 Monitor Lead (Scart on 3 Phono)..£6.99 fﬂ"y;‘f“ ﬂ"'f“m;':m#ﬁ' “‘“"‘1"’: [ Inside Outine C64 Cassette 1.95
gﬂm’&mﬁf‘;m““ (Tape].. Ef:z gg Pusturn Insurance Included B Narmally 48 hour | Mercenary C64 Cassette 1.95
User ::llanuaE (64 on gﬁ?'iﬁ':;?f&gg i e e s ' #cnwtrcljnﬂ {L!Iél:é’?‘x%dj C64 Cassette %gg
st Cover e o BAc erra Cognita assette -
g::n?n!:;l:r':?}:: """""" E‘IQ'% 10::::;:::; :Ad} Or all Fl\fge Cassettes above for only 8.95
C i I ;
sﬁ"nlﬂ'f%'a‘ll%ﬁ ecysnstinin "o Salisbury Burnt out C6477 Have c;lher P%DB anﬁ?;%egﬁﬂ&d the Repair??
C64 System Guide (Programming)...£9.99 [WHITETTE Let us replace the complete or
Eg%%gﬂuﬁfﬂEﬁﬁfﬁéé 371{;;3;} 1 ﬁ (NB Excf des serial, user and cartridge ports.)
ase or pe) ... [ 33506
Lama e to you included on all orders and repairs.
or R0 anly m Seet an SAE foru peca st COMPUTER SEH\"":ES . rep’t};n carry 4 three month guarantee.
78 PAIRS Just £24.00 | x]
8 COMMODORE Cé4 RE ust £24.00 inc
* Commodore registered. * How to take advantage of this exceptional offer:
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* Some computers can be repaired within 24 hours. * Collection Service available
* Prices include full service check, overhaul and soak-test.
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SPORTS

ALMANAC-

v, U
There’s more to a simulation than meets 3= Slort

the eye - Simon takes you through A
some of the more mystic areas of the

sports sim domain. That tern

act as you
want them
o, as
opposed to
them acting as
the computear
thinks best. The
normal solution for
the control of an entire
team is the arrow
system, where you
control the playear
nearest the ball,
highlighted by an arrow.

though it takes a while to
get the hang of the whole thing and
keep up with the active
player swapping
regularly as differant
team members get
nearer to or farther from
the ball. The odds are,
though, that if you're

[
1S pj L
F0roug) hP A¥er's ¥ playing a simulation of a

game, or have they always
run at a tangent to
mainstream releases?

hat’s right —
there is more to a simulation than meets
the eye. The end result may be a game on

a disc that gives a prefty close
approximation Hu muuﬁ

his Ila". j: nl-l'ﬂhlnn

team sport, this is the
system you'll be using.

n't he,

Viewpoint = One of the
more discreat problems
you'll notice if you sit back

of wrastling, running, Iu Ill' Az we all know, there are from your football game or even your snooker sim is
shooting, or even evens good sport sims and there that of viewpoint — whare you on the pitch, you could
such as pole vaulting, Dead interesting are completely crap ones. look around and line up a shot perfectly, but as soon
but how close are those p— R just What actually makes or as you swiich to a joystick conirolled overhead view,
simulations fo the real as much fun as | breaks a sim is debatable, you have only eight directions in which to hoof the
thing? How would the Spy or 1ag. but there are always some ball, and even then you can't see further than the
skills and knowladge standard problems when perimeter of the usually very small scrolling window.
gained in those gameas laking a sport from the Unfortunately, for fast moving yet detailed games like
help you if someonea playing field onto a football, there is no real solution to this problem, but if
placed a vaulting pole in - computer screan you take a look at a game like snooker, there is

your hands, stood back, Physical obviously quite a lot we can da.

5 - ] ;
‘*”dga'd G:j' i "\'EI” P M B Strength = Well, this is a bit of a
Van wnen wea leavea the airect ievel of 4 spons F:lr'l:ltllﬂm. =Mt it? How do we

sim, what gameplay elements could be found lurking represent the need for physical ability
under Tlhe surface of pThnr. more abstract cc:lmpu.mr and stamina in a computer game?
games? .ﬂ_xre sports slms_ and the concepls therein Being good at running has nothing to
linked with the idea of the classic computer do with being good at a running game
and being good at football
won't alter the fact that

DIGITAL TRAINING apviant pdenic

p

ghnﬁ;a 1;:::;1: cﬂlpersan who m,?ﬂ up with the latest do hall; the things you
sister ggbﬂ Fuu?r?:apmenis oy 1eading magazines such as our 33;“';1 |1. Ttn.l this

e il constantly aware of the new craze B t?l UTi Eﬂ'sf- 5
W"“ﬂ*ﬂtum gﬂs”l;n:;lﬁner world — virtual reality, If you start o problem -EIJ-I:'FSII.JS?!EI
i et ?sn woﬂ-d of computer entertainment, you'll fh'flf}mﬂpld?dh‘w-e |
~ from pilots in t 8 80 being used for more serious purposes b it o

raining to architects who want to take g cold since the dawn of

stroll around their creations before they've started building SV S

waggling. The idea is
that to represent
physical toil in a
ﬁf runner, the player
has to waggle
their joystick as
hard as they can (you've al
played that kind of game).
This, unfortunately, has
| nothing to do with physical
strength, and trashes joysticks in
_/ their thousands. Congratulations

mem.‘ mrary:body's jumping on the band wagon,
Simulation is nothing new, though — spors sims have
been amur_nd for a long time. The big question is, can an
allhlats .dama the same kind of training from a computer
simulation that a pilot can? Obviously they're not going to
gain any muscle tone, but there's a lat mare to sport than bein
& muscle bound meat head — tactics and strategy come into 4
play a lot of the time, Unfortunately, in a paragraph wasting
tashion, there is vary little to be learnt from any sports sim,
Whereas speed skatars might want to watch themselves
mﬂwark out where their stance is wrong, and footballers
might want to watch film of their opponents, there is ve g i
little to be learnt from any sports sim about the sport i &  joystick manufacturers everywhere,
self. This isn't a faiing of the C64 alone, though - the s oulihativnen st
most powerful machine running the most realistic simulation DRSS PR
couldn't help you hera. Team Troubles - Sport sim hurdla number
two is the difficulty in getting your team to
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The big question after three huge handicapping
roblems, then, is whether these games are
effectively useless — with all thesa hasslas, you
could ba put off for life. The simple answer is dom't
be. These games give the most accurate version
of the sport they can, and the situation doasn't

improve on other machines — this 1s the way spor
sims are, and it's the way they'll stay until VR and 3D
image systems get a hell of a lot more advanced than

they are today -

these games are
about as good as
they're likely to get
for quite a while to
COoma

Yes, but where's
the wall you can't
cue against, the
fag burns on the
falt, the bloke
whao insists it's
his go next, ah?

A“ﬂ the act o ¥
eti 5 real) Hﬁt'ill
L]
"B'E as t e two Ayer L] uEED
I"Ell-l"lhlg I"-a hﬂ" I'dlul the ]
s,

9 up




S0, Mr Grundy's not
the most skillful of
players then

MO SELELC

LOOKING BACK

It's all very well talking about the future of sports sims
and the current problems that the industry will have to
iron out in the game 1o coma, but everything has its
roots in the past. Indeed, you can get quite far
predicting what is to come from what's gone before —
take ping pong.

If, several years back, you owned an aarly Atari
{or even Binatone) game system, you'll be familiar
with early bat and ball games. If you want io look at
the way games have developed over that time, take a
look at the following two grabs:

Though the two games look massively different,
there have only been a few major
changes: _'-1?;:'1_;

Scoring = Obviously, if you want to
make the transition from simple
bats and a ball to tennis, you'll
have to change the sconng

system from a race to 21 points [~
to a system involving games, '
sats, and matches. The tennis |
game featured went all the way to f
recreating tournaments, but whatever

iz done, all that's
invohved is
mathematics, and
simple changes to
the scoring
system.

Perspective -
Take a look for
yoursell, You could
aither have a flat,
overhead view of ra's
the proceedings, or : 0
a ball bouncing back

and fourth in full 3D

perspective glory.

This has made very little change to the gameplay,
though it has caused one major gameplay flaw
playving the blokey stuck at the back of the court (in a
two player game, for example) is an obvious
disadvantage for accurately aiming a shot, or even
hitting the thing.

Graphics = Here's an alteration that makes absolutely

no difference whatsosver to the gameplay, as the
white rectangles have simply
beean replaced with animated
figures who serve exactly the
same purpose.

Shot detail = Congratulations,
we've finally found a change that's
done something big. In the ald
version of the game, the ball had a
simple angle of incidence atfair with
the bat. Nowadays, you can change
the direction of the shol using your
position in relation to the ball, hitting

~— DIVERSIONS

-
We can sit here and talk about
how various games manage to
give an accurate simlation of a
sport while others have teams
that are difficult to control, but it's
all a litte academic, isn't it?
When we'ra marking games with
an emphasis on how realistic they
are, it's easy to lose sight of the
paint of computer entartainment — it
is, after all, designed purely to entertain. If a game is
good fun, or it's addictive enough to keep you playing
for a good few years, does it really matter whether it's
a full representation of the original sport?
Take One On
One, a review of which
can be found on page
25. This is not a game
about a full basketball
team, or even a
recognized sport at all
it's a computer
simulation of what
American kids do whan

back
hands, slicing, spinning, and

various other angle-altering shots, This is not a
sophisticated alteration though — break-out games (try
Arkanoid) have been using a similar system for ages
(though not quite as advanced).

Walking forward — Obviously, this is an addition
exclusive to tennis, being that
you can now walk forward
toward the net giving a faster
retum on the ball, whereas
before both players were sluck
on the back line, This particular
addition came from computer
versions of squash, which
have had this feature pretty
much since the star
Obviously, ping pong
games don’'t have this
feature.

Being good at running bas
nothing to do with being
good at a running game,

and being good at football

won't alter the fact that ey vored. its just fun.
YOur computer team Are gumq o conocroy it

anly two people? If you've
crﬂp- ever played Mastertronic’s Hyperbowl, you'll
know that you can have fun with a game that's
assantially based on a sport without going through the
nightmare of organizing teams, picking the best
members, and wading through stats.

In many ways, the games you're playing have
mutated sport anyway = you may think you've got an
accurate sim when your players are running around a
pitch kicking a ball, but all sports are about a hell of a
lot more than the game itself; players have to train,
managers have to organize, and the team has to be
brought together to get them playing in the same
direction. Most of this stuff would be boring, of course,
but if your favourite football game complately ignores
the massive amount that goes on behind the scenes
and before the game, why can’t ignore a few of the
things that go on during the gama, if it makes the
game you finally buy several
times more fun?

Always remember that when games develop, they

don't follow straight paths, sports games don't give
rse to just sport games
Let's take a look at a classic
old TV game, a version of
squash:

This particular version
was two player, but one
player versions were just
as frequent. What
happens, then, if we rolate
the whale thing by 80
dagrees (or not even

bother 1o do that, in somea
gamas) and let the player
smash through the back
wall of the court? We end
up with a game very much like break-out, which
has gone from strength 1o strength, and has been
responsible for a hell of a lot of commercial releases
since its birth. This is a PD version you'll find details of
elsewhere in this issue, and if you start flicking pages,
you'll see exactly what they've added, and what an
excellent version of its classic ancestor this
really is.
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d:
Learn everything you’ll
need to know about
computer sport. Or just

revise your alphabet. It’s
up to you really...

DATAFILE

'ou know, it takes an expert
computer<journo type o know
evarything there is to know about
computer games. Actually, it takes a
building full of computer journos who
keep ringing each other up in blind panic to know
everything there is 1o know about
computer games. If you want to
impress your friends with a full
knowledge of all things C64 and
sporty, you might neead to know
your alphabet...

is for Athletics. You
Alﬂmﬂmber the
games. Maybe you

still play them — tha games
that had you whacking your
joystick back and forth with
plastic-grinding effort, just to
time your runner's stride and |
beat the computer runners b
who aren't unfairly slowed b
down by possibly the most
stupid, senseless, and hardware-
destraying control system known to
mankind, and therefore get to run at reasonable
speeds, winning the game evary tima whilst you're
down the shop forking out yet more money for yel
another new joystick since the other ane snapped
clean in two.

issue 30) for its graphics, sound, gameplay, fun
factor, and surprisingly for any sports sim, its very
gentle blend of statistics and gameplay, as opposed
to a management sim or a baseball game sim. Okay,
s0 the emphasis is on the game side of things, but
thera are still enough numbers to keep propellor-
heads happy.

Cis tor Cricket, a game which produces either

very good simulations, or incredibly bad ones.

An example of an excellent sim would be
World Cricket, a game that Hutch holds regular
waorship meetings for, as its combination of a small
amount of stats and reasonably programmed game
sections works very well. On the other end of the
scale, though, there’s Graham Gooch's Worid Class
Crickei, which didn't exactly impress any people -
fielding has always been a bummer to program, and
the one par of any cricket game that everybody
dreads. Until this problem is overcome, it looks as if
Worid Cricket is alone in its group of good cricket

Basaball,
the best
~ 4, simulation of which
“ . being ABI2, which
.+ has always

hate crickel and can't see beyond that fo the
computer game. — Hutch).

F.f‘ .. received high sims. (Actually, | thoroughly enfoyed Graham Gooch's
" 4 — . marks Cricket and cowidn'’t undersiand the kicking it got in
ﬁ"‘ 1 (B4%in the reviews. Maybe they were written by people who

is for Darts, and thankfully the only two darts
sims to make it big — Bully’s Sporting Darts,
and Jockey Wilsan's Darts. Neither, it has 1o
be said, were very good — as computerized versions
of darts, they were quite good, but as
a game

that's hoping to entertain you for anything over thirty
seconds, they didn't really cut the mustard. Of course,
you're not reduced to simply playing dars, as all
manner of litle games involving darts skill end up
being included, but at the end of the day, you're just
left with that empty feeling deep down inside,

is for Equestrian or horse
E riding, if you don't happen
o have a dictionary
handy. It's not every day a different
animal makes it into a sports sim
(discounting Bully who, as well as
being completely crap, is a
| fictional cartoon character), but
| because there's a human rider,
| there's an element of horse-riding
| that you can transpose onto
computer screen, Apart from
Horsey-Horsey on tha VIC20,
the only equestrian game you're
 likely to find is on the Summer
Games 2 compilation pack, and
it's, erm, realistic (as are mast of
Epyx's simulations).

is for Football and the hundreds of
different footie sims to reach the market
since the birth of the C&4. OFf all those
that managed to appear, two are still hailed as
probably the greatest; Malchday (by Jon Ritman), and
Italy 1990 (from Tiertex). These two made it to the top
of the pile simply because they're good — the control
system actually takes into account the fact that wa're
human and can't react in 1/50th of a second, the pre-
match bits don't contain endiess screens of statistics.
Probably the bast bit is that the whole thing is very
easy o get to grips with — the emphasis is placed on
football, not moving the player's feet exactly correctly,
hitting fire with a millisecond accuracy to carry out a

tackle, or being able to watch four things at once. The
emphasis is on deciding which way you want 1o go,
and just doing it.

On a slightly sadder note, foothall games gave
birth to the anti-game; the management sim. Tha idea
was that if a programmer either didn’t have the talent
or couldn't be bothered to write an action football
game, they'd write a 'game’ based on statistics,

management decisions, and just about everything
else likely to bore even the most avid football fan to

. tears. Maich Of The Day is such a game. It's cack.

is for Golf, Jack Nicklaus being the greatest,

mmmﬁwm probably the

greatest golf game ever to hit the C&4.
When you look for a good golf sim, you should be
lzoking for a choice of irons, several courses, stance,
power, slicing, fading and spin control. Jack Nicklaus

 Golfhas, happily, got most of these. Its only a pity




is for Hockey, the icy variety in particular.
H Probably the only version of this fast, violent

litthe sport ever to make it big was Zeppelin's
International lce Hockey, a game which not only
featured all the rules of normal hockey, but a few
slightly mare nice touches in the form of some
gruesome litile penalties on other versions.

is for Ice skating. No, not the couple whizzing

round the ice doing lots of poncy litle spins and

picking each other up, but the people who look
really silly, speed skating in circles wearing a funny
hat and wet suit. Funnily enough, like every other
sport that's even vaguely cold, this one tumed up on
Winter Games, and was absolutely brilliant.

is for Judo, a poor second to Karate because

its no-where near as violent, and you can't

cause half the damage. If you're into passively
beating people up then, you'll find the two games well
worth getfing are Bangkok Nights, and Uchi Mata.

is for Karate and subsequently International
Karate Plus, probably the best beat-'em-up to
come out of that earlier era of gaming. Of
course, being incredible and all that, it's still available
from The Hit Squad (and probably EDOS), and is well
worth getting - it's the original one on one fighting
game, that's responsible for just about every other
contermnparary console beat-'em-up. Get it

is for Luge, though God knows why. Let's face
it; the sportsman lies on a flat board, and slides
an icy slope. Gravity then carries them

around a track, and they belt round at speeds that are

not only unnatural, but damned well dangerous. So
apart from keeping your balance and not panicking
from the terror of the whole hideous experience, the

only real talent seems to be in greasing up the battom

of the board. You can find a version of the balancing
game on US Gold's Mega Sporis pack.

is for Motocross, an insane sport by

B motor bike and riding over anything that

sticks out of the ground, The best (only) two examples

of this one are KickStart 2and ATV Sim (obviously
there was tW‘lMﬁm ‘nowhere near as
good). 1 ATV was that it was very
slow, wymmmmm your
bike, whereas KS2 was constant action, coupled with
a course designer. | mﬁmwamm

's standards, invalving jumping onto a

is for Nautical, because if fox hunting is a

recognized sport, what about the Hunt for Red

Oclober? It just means that instead of
clomping around the countryside chasing after this
litthe fury thing, you can swish around the ocean,
blowing up hundreds of people. Fun.

is for Olympics, a four-yearly event that's

coming up again guite soon (1996 to be

precise), and shows every sign of spawning
its own computer game on the console formats - keep

‘em peeled.

is for Pool and a game called, funnily enough,

Pool. Some of the first graphical sports sims to

ever appear were snooker and pool sims, as
their sheer reliance on mathematics made them the
obvious choice to land on a computer. More recently
there's been 30 versions of the game, where the table
is viewad from a perspective angle as opposed 10 a
boring flat overhead view, but the idea never really
caught on with C64 programmers, it seems.

is for Queensbury Rules, and a simple
cbservation; why aren't boxing games ever
any good? They nearly always involved
controlling the bloke's feet with the joystick narmally,
and then trying to control his hands by holding down
fire and moving the stick. Let's just get one thing
perfectly clear right now. THEY'RE NO FUN. WE
CAN'T CONTROL THEM. STOP RELEASING THEM,
PLEASE. (Ermm, Simon. they did actually — Ed).

is for Rugby, the best two sims being

International Rugby Challenge and World

Class Rugby, the latter winning by a nose
because it was easler to control, slightly faster, and
contained an incredibly painless stats section (always
a good point). Personally, | think the replacement of
the sport with this game should be enforced by law,
because forcing PE classes full of bespectacled boys
to jump up and down on each other's heads is an odd

is for Swimming, so get
Summer Games. |s it just me, or is this tuming
into one long Epyx ad?

is for Umpires, who never really seem to do
U anything at all in cricket games. Is that just

me, or have you noticed it too? You can get
your bowler to make a ball defy the laws of motion,
turning moments, and even quantum mechanics, but
the umpire just stands there. He doesn't argue or
screw up (you can’t argue with something that you
know is right). Hell, he doesn't even move. Hate 'em.

is for Volleyball, and just how amazing the
v Epyx stufi really was, as beach volleyball not

only goes where other sport sims fear to tread
{into volleyball, for starters), but does it incredibly well,

is for Weight lifting in a leotard, and looking
constipated. If this kind of thing is your bag,
you'll want to get hold of a copy of either the

Hypersports or Summer Games compilation packs, as
they both contain purple-faced men lifling things.

is for X Sportsman like Gary Lineker. Now I'm
XE Leicester man myself (Gary's “Leicaster's

favourite son', apparently), but | still can't see
the attraction of taking a crap football game, slapping
Lineker's name on the front, and flogging the thing for
a tenner a time to eager young Gary fans. Is he an ax-
sportsman though? | can dream, can't |7

is for Yachting but did anyone ever actually do
' a yachting game? Apparently, the guilty party
is the same company that produced Run For
Gold, namealy Hutchinson. Still, it beats Virgin's
attempt at the computer simulation of Branson's

transatiantic balloon thingy. Just.

is for badly planned features. Ask any
computer writer about A-Z guides, and theyll
cringe. What exactly are you supposed to find

on any topic that begins with 27 Olympic zebra-aating
doesn't really work

well in a

- sports
feature.



DATAFILE

24

‘asthmatic skivers of the games world. Of these, it's
usually the management sims which truly suck. And
one of the worst of these is Soccer Rivals.

There are some people who get a bizarre
pleasure out of jiggling with
numbers and even hava the
nerve to call it gameplaying.
Soccer Rivals is one of those
games whera you twiddle with

“i
tall

E‘S. DHOUNEC
pushes and

collisions
is mo mean feat.
Unfartunately, this game proved

just how hard it all was. It was slow, jerky and

impossible to beat. In short it was about as much fun
as a red hot poker up the bott.
The problem with lvan Stewart’s Off-Road Racer
was slightly different. It

It bad graphics that looked wasn nai e concept
like they’d been digitised

s bad, or that the
graphrcs were a bit crap or
even that it was boring. It

figures, firtle about with data and ‘frmﬂ tbe Bayeux tapest,j)‘ , was just so ridiculously hard

then as your big reward see a

few farty numbers whizz past. The fact that it

all relates to a football team is irmelevant, you could
equally be ordering parts for toilet cisterns for all the
thrills you get.

(R

® COMMODORE FORMAT 43 April 1994

to control your truck — you end
up heaving the joystick at your nearest younger
relative to release steam. I've seen grown men cry
after trying to complete a lap of this game.

Ilce Hockey's a tremendously exciting game,
chock full of action, scraps, scrapes and end to end
action. Unless youhappen to be playing Intemational

lce Hockey on the 64. This
cruddy game had
graphigs that
looked like
they'd been
digitisgd from
the Bayeux
tapestry, ithad
next o impossible
to control characters,

BEYOND GRIM

International Truck Racing sounds like a vaguely interesting
game, but it has all the grace of a legless hippo. The
programmers must have programmed it in BASIC because
the trucks never manage to get out of first gear and shug
along like arthritic rocks. Gouple this with the fact that the
computer controlled trucks gang up on you and you've gota
maonstrously bland game. There are some spors which are
very hard o successfully simulate. Yet software houses still
insist on having a bash at them - the results are usually &
complete dogs dinner. One of the most popular spors 10
simulate badly is wrestliing. Ever since American wresiling
became popular, everyone's wanted a pieca of the action.

Sport sims are very easy to do badly. The games I've listed
above prove the point beyond all argument. You've got 1o
get the graphics right and the control system spot on. If any
of these elements are missing you'll end up with a dogs
dinner of a game. There are those games which are
great, some of which you'll find on page 22, At
the end of the day, in this up and under
world, when the onion bag's bulging

and the plucky Kenyans aren't in the
stadium you'd probabiy

rather play the real
thing anyway



ONE ON ONE

Here's a nice change to a normal team sports game,
in the form of one on one basketball. The idea is to
take one basketball ring, two people, and a ball. All
they have to do is score points. Simple, really,

So the two players battle it out, doing all the
normal basketball moves with all the normal
basketball rules, except for the fact that thera ara only
two people. Dead simple.

Before you actually star, there are lots of lovely
options that you can change to alter the way the
game works, such as the choice of locations
park, college, and college pro (really difficult),
and which of the computer players you wanl
to slug it out with. As well as this, you can
select timed or scored game, and which
man-outs on each point

What makes this game so
damned memorable, though, are the
actual abilities of your player, as not
& only can they dribble without the ball
8 bouncing weakly off the side of the
' court whilst
averyone laughs
but they really can
jump. The variety
of different jumps
you can do is
guite reasonable,
letting you fly

past the basket
and drop the
ball in, twist

through 180

degrees and

And here's i

Michael Jordan
performing his
famous ﬂml't

jam dunk shot.

month, and probably ask yourself why you're
rading the ew of a very similar game

p cd reason, being that the
rains this

Commando style game at
run through a jl.,u'ig!a

upon thousands of enamy

of fun, lkarn Warriors is
but for a
on't have an

oods and then get
y one bullet to

Well, there
enamias
time round. That'

soldier appea

just run in on

you if you get in th
groups of them rur s gide o
the screen, kneel down, and rifle

¢
s :hlﬂl old
; s you. Failing that, they'll be foo i
rersion of th NGy soldiers using that wonderful tactic L y

nd shoot affair, wit :
+ and shoot afiair, with of outnumbering the victim 400

— there are larger gun

out with a handy
ot down, rivers to

interesting — vy
roll through the
y 40,000 enemies, with

ﬂ

; not all there is to this lovely little joumey
thrgugh the jungle, though — if
0 =@ and steal it, running
as you ke be
the original owner,
15 dowin.

ground.
Then again, you'll find Cha
covarape thi

[ 2.

t-

F]l DATAFILE 25

Captain Stem steps
through the time
portal and brings

back this report from
some ten years
ago. Phasers to
stun...

then score your point, or
just stand at the back of
the court and throw

from where you start.

It's not as
simple as that,
though, as either
player can jump up
and snatch the ball
either from mid-air or
while it's rolling around
the top of the ring in a
tense basketball film-like
fashion, and take your own
shot.

For entertainment’'s sake, there's also the ability to
pull the ring clean off the wall on some courls, at
which point a little blokey comes along and sweaeps up
the mess. If a foul is committed, a bloke who looks far
too much like Danny DeVito comes along and points
at you in a threatening manner.

Altogether, this is a damned nice little game
There's no need to spend ages staring at screens and
screens of statistics, just as there's no need to spand
at least an hour getting used io the unmanageable
control system.

For added fun, there's a two player option, latting
you play One On One with a friend, or get some
practice in against a shop window dummy. All of this
means that One On One is one of the most enjoyable
sports based games seen in a long time, and its
graphical palish only adds to the fact that this is an
enjoyable and playable little game, well worthy of your
joystick’s attentions

85%

The Oxford boat
crew had a novel
training technique
which involved the use
of lozenges.

ither bullets or grer

.
-ty ' ..

2,
time. The
& someathing |'d
s to the fun, and the odd
refreshing —
fou're play

with both lkari Warrio
ability to sh

Hutch |T

80%
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ave you ever seen casualty? If you

haven't, and you suffer from a weak

stomach, be thankful, as it involves lots

of gore, broken skin, people with bits of

metal sticking in, out, or right through
them. and tonnes more stuff guaranteed to make you
wish you'd never eaten that seafood sandwich half an
haur earlier, People wear out, you see, and they get
damaged. Bits drop off, other bits 5ag, things cave in,
other bils shrivel up. Your C64 is exactly the same -
vulnerable,

There are bound 1o be some of you oul there who ve

tried the suggestions on these pages and have got
nowhere, still suffering a badly working computer, serously
doubting that | know the first thing about maintaimng my
CE4 and wondering how | ever got this job in the first place
{the guestion has crossed my mind before now). It you're
still floundering, and there's something seriously wrong
with your machine, your best bet really is to take it to

an electronic repair shop — they shouldn't charge to

much to fix any problam

C

MAINTAINING
YOUR 64

Is your equipment falling to bits? Having tape
loading problems? Maybe your connectors aren’t
connecting quite as well as they should. Here’s
Simon to show you how to take care of your kit...

The big question, then, is how can you stop all
these horrible, torturous things happening to the
computer you love (sad case)? With s0 many wires,
boxes, keys, and other fiddly bits, things could get
rather difficult. Let's start with a few very basic
problems, then.

Our extensive tool-kit
for these little repairs
consists of a bottle of
alcohol and a cotton wool bud.
So nip off down to boots, buy
yourself a bottle of pure
alcohol (don't start getting

and a pack of cotton woo
buds (the ones that everybody sticks in
their ears even though you're not
supposed to). The whole lot should only cost you a
couple of quid, though if you're really (and | mean
really) desperate, and you can' find a chemist
anywhere, a teensy sample bottle of vodka
should do the trick (vodka always seems to have
the best results).
Do be careful, though — if you use any fluid with
cleaning agents in, you could risk
damaging your

equipment, and it could be permanent — you have
been warned, so don't do it.

MY TAPES WON'T LOAD

Life's hard, isn't it? You get home after a really hard
day, and you just want o crash out and kill a few
pixelized people in a burning hell-fire of glory, and
you can't load anything. What to do? Most tape
lpading problems usually occur from dirt and grime.
We'd better clean it all up, then, hadn't we?

Mext comes the really difficult bit that isn't,
imagine you're loading up a tape, without a tape in
the drive, and with the tape hatch wide open — open

the hatch (eject), press play,
and hit SHIFT and

You'd look like a complete puwstop on your

keyboard. Now all you have to

Lionel sitling there gois i e coton wool bud
solemnly trying to stare
anyiceas—itakiyon.  through a film of laddered
tan nylon...

{avoiding mentioning brand
names, of course) into the
alcohol (letting it drip for a
while, so it doesn't flood

your equipment and stan

short-circuiting things, hic), and dab it onto
two parts of the bits that stick out, shown in
diagram £

The first part is the read head — all you have 10 do
is make sure that all the muck on it is now on your
cotton wool bud. The second bit is a little more tricky

— if's that black wheel that's tuming quite quickly. The

other problem with this bit is that you can't actually

sea the dir, as it's the same colour as the wheel -
black. A little care should see you through, though
make sure you've got all the cotton wool off the wheel
before you finish. You could to this with a little help
from a finger, but make sure you wash your hands
thoroughly before trying, as you'll end up putting more
grime onto the wheel than you staried with if you don’t.

When you've finished all that, you'd be wise to

leave your tape deck for at least fifteen minutes

{you can turn it off, though), to make quite

sure that all the alcohol has complately

evaporated, before trying to use it again.

MY ADD-ONS
WON'T WORK

: Children are running into the streets,
tascinated by the day the Earth stood still
then went out to look for a bottle of pure
alcohol (help reduce the EEC bottle of pure
alcohol mountain). It is said that the entire human
population didn’t bother with the stuff for the tape

You should avoid the urge to ask for swabs, scalpels, dabs,
pay rises or any other medical thingies while you're
performing this delicate operation.
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heads, because it meant
leaving a nice, warm, The material the

dull and maﬂ*}. v

cosy house and bet - ery quickly. This dulls the signal
slogging all the way .g:d:: :,':,:1. D':r:::‘::':;:':i;h:! :It'_:lph;r::: and leads to
= = - | Fi |
duwn_tﬂ the by investing in a piece of extra ﬁnﬂﬁsa“dpz;: :rohlems
chamist. You
really need it
now, so buy it and stop all that whining. MANKY
The reason your add-ons don't work on the whole KEYBOARDS
is dodgy connections — edge connectors (see diagram It could be jam, honey,
B) are the worst, so if you have an intermittent fault pine needles, 2mm high
with your Action Replay, tape deck, handy blender or invaders from the planet
anything else that plugs onto those odd circuit board schnup or your grandad's

strip connectors, they'll need cleaning as well.

There are two levels of edge connector griminess,
sel down guite firmly by EEC regulation 437:
@ - General dustiness or the odd bit of dirt. This one
is easily fixed, by first turning your C64 off, wiping the
connector with a little bit of tissue paper, then going
over it with your alcoholic cotion bud, leaving it for
fifteen minutes, and tumning it on to find that everything
works wonderfully, now).
@ = Swamp of despair. This is the ‘edge connectors
don't shine any more, and the dirt is unshiftable’
situation, in which you'll have 10 nip down to B&Q or
such a place, and ask for some really amazingly fine
grain sandpaper, explaining that you need to sand the
duliness off an important metal surface that's under
1mm thick. Then, with aimost no pressure at all, rub
the paper up and down the connector until they start
to look like metal again. Once you've done this, give it
& bit of treatment number one.

Also try to bear in mind
that edge connectors
have two sides - clean
both of them, or all your
hard work is effectively
usaless.

Oh ick = you've got
problems with those
little round DIN sockets
and things, haven't you?
Those are the plugs that
connact your powear
supply, monitor, disc drive,
and God knows what else
to your C64. There is one
thing you could do, before
sending the lead off to your
local repair shop.

If you take a close look at
the plug on the end of the lead
(see diagram B), you'l see
there's a little metal bit sticking up,
stopping the plastic sheath coming
off. If you push this bit of
metal down, you can
easily get inside the plug,
and sae if there are any
loose wired floating around
inside. If there are, than
you've found your problem,
but if nat, you might be looking at a slightly more
serious problem — a problem so senous, so grandiose
in its straight-ftacedness, that it's out of the hands of a
magazing article, and into the hands of your
repairman, along with the sort of cash that folds. Best
start saving up now then eh kids? Of course this sort
of thing only happens when you're really skint, The
living embodiment of sods law.

¥ use to create edge connectors gots

bottom set all rolling around
inside my keyboard. What
ever it is, it's a right royal pain

in the butt.

For the first, ground breaking
technical feature ever, you have a
choice of what you can do; either
go out and buy a really bloody small hoower
specially designed for job, or do as | say
(writer laughs, evilly). When you're hoovering
{you can work one of them, can’t you?), just
run it over your keyboard slowly, about half a
centimetra away from the keys. Well, you get
the idea — it's perfectly safe, but you'd be
surprised just how many people didn't do it,
and it means typing on a squelchy keyboard,
damaging new interesting forms of wildlife
and possibly a very interesting alien race i

you don't. So get your dustbuster out
now and give it a hoover.

Up until her bizarre gardening accident, my grandmother used to
bounce me up and down on her wooden knee that she used as a

pin cushion (| was only aight months old at the time), and tell me
that if something works, you shouldn't try to fix it, and that people
never stuck to this rule. Indeed, when CF gave away a free tape
head alignment kit, loads of people wrote in claiming that their
tape deck worked fine until they tried it, and now it's irreparably

I’M BEGINNING TO GET
HEADACHES

Mot me, you doink, you, and if you're screen is clean
and you still get them whilst sitting at your machine,
you can either go out and buy a screen filter, or
stretch a pair of your mum's tights over your telly, but
go out and buy a screen filter, because you'd look like
a complete Lionel sitting there solemnly trying to stare
through a film of laddered tan nylon, and | can't writa

damaged, and could they have the money for a new one, please
(some people just sent us their repair bills)? We didn’t pay a
penny = if it worked, why did some total Derek start poking
around inside it with a screwdriver?

The same applies to what you've read here today - if
you start sanding away at bits of circuit board that
were quite happy as they were, thank you very
much, wa won't take responsibility for your
actions. You're on your own, Jim.

many features on trying to restore
your credibility, can 17

-
.. AND FINALLY...

If you've got any spacific problems
with your 64 then write to us here at
Gommaodore Format and we'll see
what we can do.

Other topics we'll definitely
be covering in the future will
include how to mend that
supposedly knackenaed joysticks,

how to get a much betler picture
out of your television, how to
restore your 64's case 1o its
former glory, how to amplify the
sound which your C64 usually
sends out to the TV and all sorts of other wonderful
jiggery pokery. We may even demonstrate how to get
nuclear fission operating on your TV modulator, how
to divert jet airplanas, how to get whites clean without
the boil wash, how to stop cats pooing on your lawn,
how 1o invest in futures and how to tell if your
neighbours are Mormons. All this and more
is yours in a forthcoming issue of the best G
and only CE4 magazine.
April 1994
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More hints and tips from the Slimfast™ king
himself, the one and only Jon Wells...

n last months installment we covered the

simple basics of getting into our SEUCKed

games. This month we'll go one step further -

incorporating BASIC into the finished GAMES.

This will enable us to use the 64's BASIC
programming language to - display better title
screens, add highscore tables and end sequences or
even incorporate intro sequences, get ready and
game over parts.

Basically this makes life a lot easier than using
full machine code. Before we start though, you mus!
have the loading hack listings from last month - if you
haven't then there's an address later where you can
send for a copy.

LET’'S BEGIN 2

First use the hack listing and load in your SEUCK'ed
game. Hitting RESTORE will exit you 10 BASIC, at
this point we will now install the BASIC driver. When
a FINISHED SEUCK game is saved, the editor is
saved with it - but is not used by the finished
program. The SEUCK editor is over 20K from
locations $6500 - $B680 HEX which is a large waste
of memery. If there was only some way 1o use this
memaory for extra presentation.

Well, that's exactly what these next few listings
are going to do, before we type them in though use
this - POKE 21745 87 - what this poke does is move
the random fire, from a part in the EDITOR to a part
of the main code (Otherwise it won't work properiy!).

Remember to save this
listing before running it.
Once that's done enter
SYS 25856 again. This
listing has just
relocated all the MAF
COLOUR and BLOCK
data over the aditor,
and also changed the
pointars in memory 1o
read this. One final
listing to go - we're
nearly there, Enter
NEW again and
Now enter and save this listing: then this:
5§ FOR A=25856 TO 25873: READ B: POKE A, B: i
MEXT A
10 DATA 162,0,183,
1 paTa 10,157,0,1086,232,2048,
Once you've saved this enter S5 25858 and type
MEW. This gives us a
bit more basic space to enter a bigger listing, as
foliows:

0: FOR A=25856 TN

with a little bit of prac'lh:ln it
't be long before you re

on . I
” ting games like this.

crea

Once this cumbersome listing is typed in
SAVE IT, and enter RUN. Enter SYS
26015, which allocates the original MAP
locations into BASIC locations, and installs
BASIC into SEUCK. From now on you
must enter SYS 25856 - which runs your
SEUCK game without the normal TITLE
SCREEN. If you QUIT ar DIE the SEUCK
garne will return back to basic from wherea it
left off. If you are playing about with ona of the FREE
gameas, then enter - POKE 168640 - to stop the
game from returning to the editor on SPACE BAR.
From now on you won't need the RESET RESTORE
hack. So enter - POKE 24583,0 - to disable it.

If you're using a two player game then - POKE
16578,0 or 1 - is one of two player respectively. Also
in one player mode - you may just notice, that
pressing the fire button on joystick player two results
with, no second player appearing!

As we no longer need the data listing - NEW the
program, now lets check to see how much BASIC
memory we've got. To do this type the following:
PRINT FRE(D)-{FRE(D)<0)"85536

If all goes well you should have about 7800
BYTES - that's about BK of BASIC RAM. More than
enough to handle what we want. There’s still plenty of
memaory left from the EDITOR - 5.5K from $A000 -
$B680, which we can use for music, and 7K from
TEE00 - BE900 / $8680 - $A000, which we can use for

addon machine code - all of which will be looked at
in the future.

You may notice that,
in using somea of the
FREE games - SLAP
‘N TICKLE for
example, that sections
of the background
graphics bacome
corrupt. This is
because of tha
KERMNAL basic pointers
35‘ overwriting the chars

from 166 - 169. Entering
the following FORMNEXT
loop will blank these
chars for you; so it won't
look s0 bad:

o

That large grey blob is

actually his greeness’
hl-l'“ﬂl'l.. Yuek! . bﬂ"y

I'm currently working on a routine to stop this
from happening. Lets try a small basic program o get
yau all off and running. Type in the following and
RUM it:




12 DATA 173, 032,208, 041,015,221 035,152
" 13 DATA 240,236, 189,035, 192, 141,032, 208
. 14 DATA 076,006,192, 005, 002

* Dear Techie Tips,
| read somewhere that you could
see If the RETURN key was
-\h pras.-sad duwn I:n_.l doing I

1 PEEK (1 =l THEM whatavar
1 Is it possible to check for mhar keys in this way?
2 Which numbers go with which keys?
3 I've done a PRINT PEEK(157) from BASIC and it
gives 64 even if I'm not pressing anything, Exactly
why is that?
Michae! Hill, Rochdale.

1 Yes, you can check for most keys like that.
The only exceptions are the SHIFT,
Commodore, CTRL and RESTORE keys. The
first three can be detected using PEEK(653).

2 You want a big list? The easiest way is to write
a short program that does nothing but PRINT
PEEK(197) and the loop back on itself. Press
down the keys whose value you want to Know.
3 That's like asking why POKE 53280,1 changes
the border colour to white instead of red. It just
does, that's the way Commodore programmed
the machine.

”““ Way back in GFE{S Vou gave a
listing that made a smooth
f /{ ;‘n scrolling message appear along
the bottom of the screen. | was
wondering if it is possible to make it two characters
high instead of one with the fop character nomal and
the bottom one reversed. This is because | have a
double height character set and want 1o use it with
that scroller. Also, could you tell me how | can move it
to a different line of the screen instead of it appearing
at the bottom.
David Dennis, Canning Town.

THE ROYAL SCROLL

Dear Techie Tips,

In CF37 the scroller on the Logyk Demo
looked tamiliar; | saw a very similar one
in your GlubLIGHT Dema many

manths ago, also on the Power Pack.
What utility have they used to make
that scroller? Please give me the

pame of the utility, price and where |
can get it from.

Suhail Sarwar, England.

No special utility was used to produce
the scrollers in either of those demos.
How da | know? Well, | coded both of them.

u ” 1

N=CY+40 : AD=AD+3: GOSUB 38
N=8Y+717:xn=19312 :GOSUE 34

12 NS+ 9 aD=4 SN GOSHE 18 ’
19 N 20 - 40 FEAE0SHE 1d
14 M=CY+79 A0=14 32500508 2 H
5 FRINT CHRSHTSER
JETEEE 159152
17 BND
18 POKE AD, (N/256-TNTI(M/25E) ) *256: POKE
AD+1 M/ 256
309 RETURN
40 REM
S0 DATA 120,169,137,141,013,230,173,013

Technically they are called 2x2 scrollers because
gach letter is made up, cunningly anough, of two

characters horizontally by two characters
vertically. A standard piece of machine
language is used to scroll the letters
and bring on the new ones. The
reason they looked similar was
because | liked the clear chunky
character set and colour scheme
so decided to use them in both
demos. The Techie Tips Proggy
Salector also has a similar scroller;
» made different only by altering the
colours and character set. Scrollers will
be covered in a future edition of the

Professor’'s Surgery.
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51 DATA 220,16%,027,141,017,208,162,050

However, instead of approaching it from a 1-4

52 DATA 141,018,208,169,255,141,143,152
53 DATA 169,192,141,144,192,169, 060,141 Rﬂ?'l DQM TIME and 1-13 point of view, the routine calculates
§4 DATA 020,003,169,192,141,021,003,163 Dear Techie Tips, numbers from 0-51 and then works out what
55 DATA 001,141,025,208,141,026,208, 163 | am in the middle of writing a card game in Basic. | the card should be from that: 0-12 represent
56 DATA 147,032,210,255.16%, 008,032,210 have written a routine that will simulate a deck of the cards in one suit, 13-25 the cards in the
57 DATA 255,088,096,000,162,002,202, 208 cards and sort them into order, but it takes far too next, and so forth. The maths in I_ine 240 may
58 DATA 253,173,059,192,009,192,141, 0. long when the program is running. 1t works by look a little horrendous, but it works.
50 DATA 208,169, 066,205,018,208, 208, 251 selecting a random number trom 1 to 4 for .
&0 DATR 162,009,202,208,253,16%, 200,141 the suit and from 1 to 13 for the card
61 DATA 022,208,173,05%,192,056,233,003 and then checks to see whether that
62 DATA D41,007,141,0569,192,176,072, 162 card has already been dealt. If it
T 000,189, 001,004,157,000,004,18% has, it checks another until my
64 DATA-GO01,216,157,000,216,189, 041, 004 array is full, in random order. it's
65 DATA 157,040,004,189,041,216,157,040 fine at the start but by the time it
66 DATA 216,232,224,039,208,227,238,143 gets to the 50th card or 50, there
67 DATA 192,208,003,238,144,182,173, 001 are so few places left that it can
6B DATA 193,208,012,16%,032,162, 255, 160 take a while to find & spare slot.
6% DATA 192,142,143,102,140,144,152,141 Could you tell me how best o do &

70 DATA 032,004,009,128,141,079,004,163 card dealing routine please?
71 DATA 001,141,039,216,141,079,216,163 Danny Calder, London.

72 DATA 001,141,025,208,076,049,234
The best way to tackle random number tables

| @R onsecutive numbers to a big

.« INTO THE is to assign ¢ ety
o ' GROOVE table. So, A(1)=1 and A(2)=2 and s0

o go through them and use random numbers 1o

Dear Techie Tips, exchange pairs of elements in the array. This

I've been a keen reader of your way you'll get them all mixed up. If you go
‘-‘ brilliant section for quite a while through in order and exchange with a random
F2+% | now. Reading through issue 35 | glement you will ensure that each one is
noticed a letter entitled MUSIC exchanged at least once. The following
TO MY EARS. I've enclosed a routine to play music, program does just that in lines 120 to 160.

under interrupt, while you program in Basic. Simply
load up the program/game/ demo or whatever and
reset it (assuming you have a reset switch, AR
cartridge, or equivalent). Once you have reset the
program, load up the saved copy of the music playar
that you should have typed in earlier. Add the
relevant data line and run the program. Type 5vs
49152 to start. F1 restarts the tune, and S¥YS 45202
stops the music. For any tunes located low in the

music needs the accumulator to be set to zero
before the JSR $1000 so make sure you make that
alteration if you want to use any music from it.
Enter and run the Basic loader below:

= 7 WIDESCREEN TV

p Dear Techie Tips,

| have been trying to work out for

ages how to make raster colour

gplits on the CB4. | want to make

" REM INTO THE GROOVE BY C.AYRES " a “widescreen” effect with two
40152 TO 49239:READ Y:C=C+Y : POKE g T black bars across the top and

memory (2048-8192) i's a good idea fo move the bottom with the background being the full width of the
start of Basic up to 16384 to avoid overwriting the [P Pe=10369 THEN PRINT *DATA ERROR®:ENI screen. | nead to change the border colour for part of
music routing with your Basic program. s READ WX Y. the screen 1o do this. Could you please list a Basic
Chris Ayres, Victoria, Australia 4 POEE 4 . BOEE 49217 ¥ loader that will do it for me.

James Patlerson, Chesterfield
Thanks very much for your routine, Chris. Line 21

is the line that contains information about how to NP 40374 4 : Poaih A Y In order to achieve raster colour splits you need
iﬂm?"“ the music and how to play it, and 474 ' to first set up raster interrupts of course. Then
obviously changes for different bits of music. The 159 STARTS THE MUSIce:pRIyT  You need to “latch” the raster line at the top of the
Proggy Selector’'s 4207 STOPS T screen and then again at the bottom, changing
032,078, 192,120, 165,192,141, 0 the border colour each time. If you take a look at
103, 1 - the machine language generated by the following ‘

Basic loader, you should be able to suss out what
is going on and why. In order to change the
colour of the bands at the top and bottom, you
will need to do POKE 49192,COLOUR instead of
the normal POKE 53280,COLOUR. This is
because the routine is constantly changing the
contents of location 53280 itself.

Chris has also supplied some extra DATA lines
for various games so why not try giving these
funky little codettes a try:
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: J/i Dear Techia Tips,

| . Firstly | would like to compliment

e o W g you on a truly excellent section,
h _ 8NJ— by tar the best in CF. So here
come my queries:
1 | am very much a beginner at programming
assembly code, and only have the AR monitor 1o work
with. | am trying to write a routine that has two IRQs
working “at once” by changing the IRG vectors within
the intarrupt handling routine. What am | doing
wrong? | have enclosed a simple example
2 To display text upon tha screan, do you have to use
something like:

or is there an easier way?

3 How do you access the drive and tape deck for
"housekeeping commands” and file manipulating in
the language?

4 How about an assembler tutorial (to accompany a
Power Pack assembler for those not very proficient in
the languagea?)

5 | have enclosed a routine that will flash the border
while tape files load, while a Basic program is LISTed
and when a disk file is loaded. The border will also
change when RESTORE is pressed or when a Basic
program stops running

M. Tweedale, Swansea

1 I'll save some space by not reproducing your
listing here, but what you are doing wrong is
using SEl instructions within the interrupt itself.
You cannot do this as they switch interrupts off.
Effectively you are getting into the routine and
then telling it to stop the routine and the computer
doesn't know what to do when it has stopped it;
s0 it crashes. Take out the SEls and CLls from

within the interrupt routines and everything will
work.

2 You need to do that if you are using
screen POKE codes. For ASCII text

4 up an MPSB02 printer which works fine
rd, InterWord and Mini-Office 2. It's
| me to graphics or ant programs that it
on't print out.
» Odell, Olgham.

The MPS802 printer was never designed for
graphics work. The Power Cartridge from BDL
will, however, tackle the problem and produce
screen dumps on an MPS802. Drop BDL a line
at Bitcon Devices Ltd., 88 Bewick Road,
Gateshead, Tyne and Wear, NES 1RS or call 091

490 1975.

o o ~ ]
How do you redesign the lower Case character set?

SF/

MOVING Away

1 Can you move the cursor around
stick? If

_2 In CF36 there was a program that makes the
screen : low. Do you have to put line numbers
the beginning of the DATA lines or not? | .
couldn't get it to work,

Alex Smith, Essex

1 Anything is possible, yes. I've
written a piece of machine code

that uses interrupts to read the
joystick. It will then make the

cursor move around if you push

the joystick - use one connected

to port two, nearest the power

socket. It uses a very simple method
of placing cursor control codes into the
keyboard buffer which is exactly what happens
when you press one of the cursor keys. It"

s not
the best approach, but it certainly does th

e job.

you can do:

>C100 LDA #500

»C102 LDY #5C2

»2104 JSR SAB1E

That assumes your text is at SC200 - load the
accumulator with the low byte and the Y index
register with the high byte of the address where
your text starts. Terminate text with a zero byte.
As | said, it uses ASCI codes so you can also give
control codes to clear the screen, move the cursor
and so on.

3 Take a look back to PUBLIC SECTOR in a recent
CF. It used a lot of machine language based file
manipulation.

Christopher Bedo, Faversham.

The lower case character set is 2048 bytes
further on in memory than the upper case one.
You redefine it the same way as you would
redefine any character set; the fact that itis
lower case is not important.

Do you know where | can find a program on th_e i
CE4 or IBM that will convert C84 multicolour bitmap
and/or standard bitmap inta 1BM format?

John Muf, Canada.

| am not aware of one myself, but am hoping
that someone else may know of one. Soif
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2 Yes, due to certain problems that
h_a-.rn been mentioned in past
Issues, the lines got joined
together in a rather odd manner.
Therefore the line numbers
appeared at the end of the
previous lines, confusing some
people. | wouldn't necessarily
: ::Incrii:he the effect it produces as
glowing though. The program
have looked like this {as:u:'uging tl:'-mmd
same doesn't happen again!) (Actually I've
looked long and hard at this listing and it looks
perfectly okay to me — Huteh):

4 Your vote has been registered.
5 Thanks, here is the routine for everyone else:

anyone does, please get in touch with the
details!

Can you still get the disk from Ablex Audio because
the aﬂdress has not been in the last two issues?
JHill, Yeowil.

Huteh assures me that you can, yes.

Could John Conlon of Dublin (of Ghost of
Printer 801 fame) please get in touch with me
agaln as | have news of an Important
development for you if you are still in!grested_ in
obtaining a manual. (Could Erika Eleniak get in
touch with me, because | fancy her — Huteh).
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How long’s a string? The ﬁ?

Professor knows...
MEET LEN

LEN is a Basic command for finding out the length of
a string; the number of characters thal are in it. For
example, if you had A$="SOCCER", then PRINT
LEN{A%) would give 6. Dull but true. You can also
do things like PRINT LEN(AS+BS) and, if you're
feeling silly but adventurous you could always
give PRINT LEMN(LEFTS({AS,4)) a whirl LEN can
be used in conjunction with MID$ for some very
useful tricks. For a start you may want to search
through a string for a particular character, like

the letter F. | don't know why on earth anyone
would actually want to search for just the letter

F. but it's only an example, after all. Try this:

vEr THEM FRIMI

When you run that incredibly exciting

program, you should get the result FOUND AT
POSITION 9 printed on your screen. This is because
LEM has been used to work out how many checks
need 1o be done. You could substitute line 20 with
FOR X=1 TO 16 but when you don't know how long
the string is, you must use LEN. The MIDS command
is then used to extract each letter in tum — it starts ai
position X and takes 1 character from AS.

A BIGGER BITE

You may want to check out, say, the three characters
that came bafore the F in the string. All you need to
do is take note of where the F occurred and then use
MID$ to extract what you nead. So amend the
program so that it looks like this:

0 AS="AMERTCANFOOTE
20 FCR X=]

10 IF MIDS (AS.X.1)="F* THEN [
40 NEXT X
} PRINT MIDS (AS,]

Mow the variable P will hold the position number for
the last letter F in A%, Line 50 subtracts three from
this and then takes the next three characters staming
at the position calculated. Remember the letter Fis
found at position ten. Three from this is position
severn. The three characters starting there are “CAN"
and that is what should be printed. To take the three

o \NX .

after the letter F you
would change line 50 to

PRINT MIDS(AS.P+1.3). You could even split the
string into two strings with everything before the letter
F in one string and the rest in another. Try changing
line 50 to PRINT LEFTS(AS,P-1):PRINT MIDS{AS,P)
in order to do that. Don't forget that if you leave off
the last numbser in the MIDS command, it starts at
position P and just uses everything to the right of that
position.

GET IT

A very useful command for building up strings is GET.
It reads characters from the keyboard. For this
axample, remember that CHR$(13) is the computer
version of “the RETURN key".

B0 GOTO

Line 10 clears out W$. Line 20 uses GET to read the
keyboard and stores what it finds in the variable AS. It
nothing was being pressed, A% would be the empty
string (™) and so it would loop back until something
occurred, Line 30 checks to see if the character it has
read into A% is the code for the RETURMN key and
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ends the program if it is. Line 40 takes the original
contents of W%, adds the character in A% on to the
end of it and assigns it back to W$. Lines 50 and &0
print what was pressed and loop back for more. GET
will only read one character at a time.

Ancther way to read from the keyboard and store the
; result in a variable is using
Wy the INPUT command. The

: format for doing this is
shown in the following slim-line
prograrm:

' *WHAT 15 YULR

PRINT *HELLO ";N3

INPUT will always print out a guestion
mark after the text, or just a question mark if you do
something like INPUT N$. You have to press the
RETURN key after typing what you want. The
disadvantage of using INPUT is that you cannot
control from within the program which keys reqgister.
With GET you can limit things 1o just the letters, or
just the numbers, and so forth, With INPUT, the user
can mess everything up by cleanng the scraen,
deleting the question, changing colours and
genarally causing havoc.

COMMAND
PERFORMANCE

There are a few other commands

associated with strings, namely VAL, STRS,

ASC and the one you've already met,

CHA%. VAL is the opposite of STRS and

ASC is the opposite of CHR$. For example,
to convert a string variable into a numeric

variable, you use VAL. To do the opposite you use
STR$. The following few lines demonstrate some
uses for STRE:

Mote how the space disappears when STRS is used
with MID% in line 20. Line 30 is useful for displaying
scores bacause the last digit of the score will always
appear in the same place on the screen — it builds
numbers up much like a calculator does. Line 40
shows how to use a fixed size for a score or
something, padding the beginning with zeros.

ASC and CHR$ are concerned with character
codes. Every character on the keyboard has its own
code and you can find these out by doing PRINT
ASC("A"), for example. That will print 65.

PRIMT ASC("0") would give 4B. As CHRS is
the opposite, PRINT CHR$(65) will give i\

you & letter A. A space is CHRS(32).
¥ J ' - 4

That's it for strings but if you've got any follow-
up questions, just drop me a line. Mext month
we're going to be looking at starfields and how
they ara made.



Are you tired
of just loading
up different
games? Do
you want
slightly more
from your
machine?
Simon shows
you the
BASICs...

oops are fun things
Last month, we took
a look at some
loops that just spin
round until you decide to stop them.
Now it's time to create some slightly more useful
loops. Let's not waste time wibbling, though - you
could type in the following program instead

You could even run the program as well, using the
RUM command, if you really wanted to. Those of you
who took that option should see the words STILL
COMMODORE FORMAT printed on your screen 10
times. Try this next program:

Congratulations —you've
Jjust completely
your tflﬂﬂ", between 0 and 20:

Congratulations — you've
just completaly wasted your
time, and created another loop that acts in
almost exactly the same was as the first
example. You see, it all depends on the numbers you
put in the first line:

1y FOE a=gktar ar

This command, in collaboration with the NEXT
command in ling 30, runs everything between the two
lines (in this case only line 20) the number of times it
has to in order to get start to equal end. The second
program, then, runs the loop on the numbers 11 to 20,
printing the string ten times. If we'd wanted the string
to ba printad five times, the line could have read FOR
a=1to 5, FOR a=6 TO 10, or FOR a=21 to 25

In case you're wondenng, the a in ines 10 and 30
is a variable. If you aren't sure what a variable is, you
can find a boxout alsewhera on the page. In the
meantime, we're going to try something else:

v | slipped one in there, complataly
! The truth of the matter is that a varnable is
like a normal number in almost every sense, except
from the fact that it can hold a variable number (an

Because n is a vanable, we can view the contents
of it throughout our loop. This means that this program
will print the numbers from 1 to 10 on the screen. It's
boring, but when you get further into BASIC, this
variable loop will prove itself to be invaluable. We can
take this further, though. Try replacing line 10 with:

And before you know it, that writer slips another
keyword by you at twice the speed of sense. It's still
quite straightforward, though - the extra bit does

exactly what it says,
stating the steps the
loop has to move nin

I{'{fﬁ'f{_’d Far instance, if we wanted

all the even numbers

Or every third number between 1 and 30

But we might want to count in halves, backwards,
from 3.141:

All you have to remember is that for absolutely
any step size, be that positive or negative, other than
+1, you must give a step (even for -1, because
computers really are that stupid, folks)

WHAT USE IS ALL THIS,
THOUGH?

Good quastion. Let's take a look at a few of the
Gamebusters pokes, or in particular the Executive

elastic value). If we wanted to assign the value 4 to n,
wa would use:

And if we wanted to double the value, we could
use something like:

Or if wa just wanted to add 7 to our variable:

So if we combine all of this with our loops in a
heavy way, to work out thew sum of all the numbers
from 1 1o 10:
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Leaderboard poke from
page 38 of last issue. If
you can't find that one,
don't worry, as you'll find a
similar line in nearly evary
poke, but the bit we're
interested in is:

BOKE X, Y :MEX
It'd help if we went
through it command by
command:
Starts off the loop, with
¥ at 272, stopping it when
it reaches 331,

You don't really have to
worry about this command
just yet, so just remember
that it takes a byta from

the DATA statements later
in the program.

This instruction isn't directly related to the poke bit
— It adds together every number it comes across, so
the total can ba checked at the end to make sure
you've typed in all the DATA statements correctly.

And hera is where the actual poking is done,
poking the address held in the variable X with the
value held in the variable Y.

Because thara's only one loop, the variable letter
needn’t be stated. In fact, there aren't really many
instances in which it'd be imperative to state the
variable, but it's always wise to do so, as it makes bug
hunting about a million times easier.

CHEERIO

And there we have it — by now you should have a
fairly firm grasp of the principles of loops. As a little
taster for next month, you might like to try this:

ENOW THAT ¥OU ENOW THA

Remeamber to include the last character on line
10, by the way, and see what happens — this is a
method of joining strings of text (or anything, raally)
together. Next month, you see, we'll be dealing with
strings of text, and all the wonderful things we can do
with them

In the meantime, if there are any aspects of
BASIC that you're having trouble getting to grips with,
just write to Back To Basics at Commodare Format,
30 Monmaouth Street, Bath, Avon, BA1 2BW,
and I'll sae what | can do. Right, now where
did | leave that nested loop? % B

you've just leamnt something
L he scree

same as any keywords (you can't call a va
‘print', for example)
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8

Fancy learning
the secrets of
funky 8-way
full colour
scrolling?
Our technical
bod, Paul Black
has got some very
good
news
for you
all...

quire lots
and look

Flight simulators re
of processor time

n the last

article | took : ; i
i crap with dodgy scrolling
a quick
look at keep everybody happy.
sprite A scroller routine is
multiplexing. usually written in

Multiplexing 1s a
good technique

that can be used
to pull down the
eight sprite barrier of |

the '64s hardware. This

time I'm looking at scrolling and
how to achieve this using large maps with

a good tried and tested game comprassion technigue
that's easy to get to grips with, but very efiective
espacially when used in conjunction with scrolling.
There's three main areas I'll cover, how 1o scroll the
screen and some limitations of the processing
invalved, how we can build large maps that seam to
expand the memaory of our machine, and finally to pull
this together there's a pretty extensive program that
uses the techniques discussed. To star off lets talk
scrolling.

WHAT IS A SCROLLER?

machine code for speed,
it basically enables you to
display an area of a map
most often called a window
{onto the map). The benefit of
scrolling is that the player can
interact more naturally with the play area
and it alsoc gives the impression of reality and the
increasingly important presentation factor, scrolling
gives an heir or professionalism that, if
done well simply looks good.

HOW IT’'S
USUALLY
DONE

Most shoot—"am-
up type gamas
use some sort

of scrolling
Static screens are fine if the scenario lends itself well background, the
to the restriction of the physical size of a single landscape

smoaothly appears
revealing the next
wave of mutants. Other
types of game use scrolling
for practical purposes (there's
just too much information to display
an a single screan), even baring old utilities are

mare interesting when stuff scrolls up the screen.
Scrolling is achieved by altering the view of the
‘map’ that we see. For example a map of say 2
by 2 screens may be displayed using only a

screen of you may even flick screens to progress
around your computer world. When you're watching
films you'd cringe, get confused and lose interest if
the camera kept flicking between views, 50 use a
scroller be cool,

hip and

characters down.

Usually the map is stored entirely
in the computers memary, if its &
character based map then this is stored
character by character. So a map of 2

. screens by 2 screens wide (40 by 25
; characters per screen) uses 4000 bytes of

il Wﬁﬂﬂf’ﬂ L B 2 &/ RAM. All scrollers display a portion of the map,
sort of like looking straight through a window, it's
no coincidence that visible portion of a map is often
called a window. Scrolling is achieved by altering the
paosition of the window relative to the map.

The illusion of scrolling is achieved by displaying
a slightly different portion of the display near the

Uncle Fes
and resigns himself to a spot of redecorating.

ster looks on gloomily at his wallpaper
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original (ie. vertically, horizontally or a combination of
both in diagonal scrolling). The only drawback of
maoving a character at a time is that we'd be moving
the display window in characters 8 pixels a go, which
doesn't make for the smoothest of scrolling by any
stretch of the imagination. The answer... alter the
vienw in pixels rather than whole charactars, but how
do we do this with a screen of characters that can
only be placed in columns of 40 across by 25 down?

The answer lies in the ‘645 hardware, that good
old videa chip (VIC, not a jolly as Mr Reevas, but a
hell of a lot more useful). VIC can alter the ‘64s
screen position horizontally and vertically by anything
from 1 through 8 pixels. Thus we can maore the
soreen in any of the intermediate positions before we
reach the character seem. Therefore the new
sequence of events is: display the initial window,
incrameant or dacremeant tha scraen position until we
reach the character seem, then redraw the window
lat a new position) and reset the screen scrolling
registers (this character "seem’ thing is the paint
where we can't move the screen any further using the
video chips registers, so wa're forced to shift the
screen data character by character).

The "64 has the ability to move the screen in
pixels using two registers, 50011 for Y and 50016 for
X movement, These registers aren't dedicated to
scrolling so we've got to watch what we'ra daing,
sathing only the bits that interest us, these happened
to be the first 3 or bits 0, 1 and 2. The following
BASIC code illustrates the use of these ragisters by
maving the screen up and down, its crude but gives
you an idea of the whole scrolling thing.

10 FOR A = 1 TQ 7
) POKE 53270, 200+4

30 NEXT A

The scroll register
takes care of the
intermediate
positions, but
can't be
persuaded
to move the
charactars
that form the
display as
well (| would
be very nice, but
it just does do this
. | know I've
begged!!). Therafore at
this point VIC says sorry and
makes a “sharp exit"(tm). Your program
will have to do the rest... There are two basic
directions we can scroll, horizontally and vertically.
Horizontal scrolling, is accomplished by shifting the
contents of each line either left ar right depending of
the direction of the scroll.

- 4

-

[
MNew
Data Data
Lost

Appears

Here's & flow chart for horizonial scrolling on a
standard screen.
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From the diagram abowve, notice the effect of scrolling
the screen, both horizontally and vertically, these are
the loss of data at the end of the screen and the gap
created for new data at the other. The easiest way
around this is to ‘wrap’ the screen data from start to
finish, thus data leaving on the right appears of the
left. This isn't really all that useful to us, we want new
data. The effect of scrolling a landscape eic is done
by introducing the next bit of the picture in the gap at
the head of the scroll -we just keep putting more of the
picture in there until we're at the end of our picture or
want to stop. Scrolling the screen vertically is just as
easy, we just shift entire lines up or down. There are
savaral ‘rules’ that should be followed religiously when
you're scrolling the screen, namely:

1. Always move the data starting at the ‘end’ of your
scrolling window, If you don't the next character to
move will be overwritten by the previous
move and your scrolling will look a bit
odd to say the least!

2. Raster interrupts are the
only way to achieve silky
smooth scrolling on the
'64. Update must be

the VIC
dead useful, if they
hadm't just think how many games might never have
existed or far worse the ‘84 might never have
achieved such popularity.

As a point of note, other scrofling hardware
around such as MNintendos’ (the NES version,
acknowledgments to copyrights, trademarks elc) allow
the screen to scroll a whole screan worth, before it
reaches the ‘end’. This is because its screen is raally
a window on a 2x2 screen that can be positionad
anywhere, it even wraps around the edges! This
allows the programmer to introduce more data in the
hidden part of the "screen’, making scrolling so much
easier (console programmers have an aasy life, with

all that dedicated hardware, makes you
spit really doasn't it).
In a nutshell we can
scroll the screen
using two
mathods,
completely

Animating objects in 3D takes a lot of
maths. Not for the faint-hearted I'm afraid.

constant (ie. every 5|:|F.1wara
rastar) and the driven or
speed of scrolling hardware
miust also be assisted.
smiooth, eratic scroll Ef"'_
frames of 1 pixel, plus assisted |
3 pixels, plus 2 pixels mean that
resull in jerky movemeant the hardware
has some

(unlass the scroller uses
saome kind of momentum, but be
careful to ensure that this has smooth
transitions between differant speeds)
3. Sometimes in the heat of it, games will tend to
have masses of objects moving about simultaneously
take into account the machines processing power
don't over-do-it, or you'll suffer from the
consequences of slow motion city... or worse a night
at the flicks!
Lising the hardware to move the screen in pixels

15 much aasier and faster than doing this process by
software alone, but newver the less many machines are
forced 1o do so, the Spectrum and

tarl ST for example have
no hardware
scrolling. The “64

facilities to help out,
but they still neaed a fair
bit of coding to get a decent
screen scroller routing ticking over. The

‘all software' method gives maore control over the
display. but needs plenty of processing power and
memaory, something that we '64 owners just don't
have 1o be honest, so forget it

Anyway back to reality... Smoath scrolling is most
always achieved using raster interrupts, updating the
display while the raster is off the screen to avoid
flicker etc. When we display a window, valuable
processor cycles are being used, and before we know
it we have hardly any raster time left (that's the
delay between screen refresh), and to top
that we haven't even considered
cotemrr vet! This is a major design

was lucky in :

that the problem with scrolling games, we
designers r|11u51 make decision like ...

saw fit 1o should we go the whole hog
include s sl Gﬂlﬂlt;:: or just
scrolling -::ha,a.mer data?". Even

e scrolling characters only takes
facilities of a fair amount of processing on

the ‘64, the reason, a
processor speed of a mere ane
million cycles per second, by
companson to today's machines of
standard 25 to 40 million, the '64 is slow.
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A window with colour, other than
the four basic screen colours, takes at
least twice as much time to display,

but as with any problam a little
compromise has many a benafit, If
we limit the speed of scrolling and
ensure that moving diagonally both
honzontal and vertically we cross the
character seem simultaneously it can
be done ... in the tradition of good old
Blue Peter, its a case of here's one |
prepared eadier, First we display a full screen
of characters and colours, then while we're
serolling between seems the next window position is
secretly buill. When the time comes to cross the
character seem we dump colour information into the
colour RAM and switch in the screen we made earlier.
If this all sounds a bit simple, then your dead right, but
as always the simple ideas are definitely the best (or
at least easiest to understand). The only trouble left is
implementing the idea on the "64... (as luck would
have it I've done that one for you, luck so-and-so s).

HOW TO INTRODUCE
DATA.

Thera is still a small niggle in our scroller design that
needs attention namely the map storage. If we want a
good size map of say 4 by 4 screens, then wa'll lose
nearly 16K of the 'G4s precicus RAM. Again a little
thought and we come up with the answer; compress
the map data. This means that we'd have our map in
a form that takes less memory, but would allow us to
get at the data when it's needed, ie. when the screen
scrolls and leaves a gap for more of the picture
Easler said than done, no not really... there are many
technigues available that can be used to compress
data, simple algorithms such as BRLE (run length
encoding) and not so simple ones such as Huffman
coding. While these methods are generally good at
squeezing a large volume of data into a small space
(such as batwean Mr Blobbys' ears), they don't really
lend themselves all that well to scrolling because of
the time it takes to run them. What's needed is a
simpler and therefore faster method to store more
information in that small space. Il you've ever used
the shoot-"am up construction kil (tm) you're already
familiar with the technique we'll use... data blocks the
way forward...

SCREEN PACKING...

Reducing the amount of memory a map will occupy
involves issues such as dimensions (how big does it
have to be), whather we want or need to include lots
of colour, are we satisfied with character graphics or
do bit-mapped graphics lend themselves more
to the project in hand, and finally the big

one... is this screen going places, or in

ather words, will it scroll?
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If you’re close to tears because you can’t finish
that game or simply because you want to do
better, read on. We are the gamebusters...

RIGHT, collect missile and genes, UP into exit,
RIGHT, DOWN into exit, RIGHT, collect genes,
DOWN into exit, RIGHT, DOWN into exit, RIGHT.
Collect GENES and weapon, DOWN into exit,
RIGHT, collect genes, DOWN into exit, RIGHT,
collect genes, DOWN into exit, RIGHT, collect genes,
DOWN into exit, RIGHT, collect genes, DOWN into
axit, RIGHT, DOWN into exit, RIGHT, collect genes,
DOWRN into exit, RIGHT, collect genes, DOWN into
exit, RIGHT, kill devil with missiles, DOWN
into the exit to complete the game.

Mot content with our

sprawling player's
guide? Can't use the
Action Replay POKEs?
No luck with the
listing? Fear not, here

(RACK-IT)
Hera's some tips for this classic budoet alien shoaot
‘em up. From the start: go RIGHT, UP into the exit,
RIGHT, collect genas, UP into the exit, RIGHT,
collect genes, UP into the exit, RIGHT, collect
weapon, go UP into the exit, RIGHT, collect genes,
UP into the exit, RIGHT, collect ganes and waapon,
go back LEFT and UP into the exit, RIGHT, collect
two genes, UP into the exit, LEFT, collect
genes, UP into the exit, LEFT, collect
missile, UP into the exit, LEFT,
collect genes, RIGHT, UP into the
exit, RIGHT, collect weapon and
genes, UP into the exit.
RIGHT, UP into the exit,
UP into the exit directly
above you, RIGHT, collect
weapon, LEFT, DOWRN
through door you cama in R

through, RIGHT, go UP into is a very simple cheat
the naxt exit you reach, for even the most
RIGHT, collect genas and incompetent dweebs.

weapon, LEFT, DOWN into
axit you came in through,
collect genes, RIGHT, DOWN
into exit, RIGHT, collect genes
and weapon, DOWN into exit,
RIGHT, collect genas, DOWMN into exit,
RIGHT, collect weapon, UP into exit,
More sumptuous and downright

5 scrummy Action Replay POKES

courtesy of my old mucker Warren

"WAZ' Pilkington. To use them, freaze
the game, press ‘E' to enter the
POKEs, then ‘F3' to restart the game.

On the title screen,
hold down the keys B,

Ride a cock horse from
Banbury Cross. Ermm, y&s-

FUTURE KNIGHT
POKE 12783,173 - Infinite lives
POKE 13040,0 - Infinite energy

VENGEANCE
POKE 30083,234 — Infinite lives
POKE 30057,96 - No collisions

JGCK‘_I" WILSON'S DARTS POKE 23017234 POKE 23018,234 POKE
POH_I: 34884,96 ~ Stop player 2 23019234 — Infinita power
winning FOKE yourbrotherinthe arm - a nasty litile row

POKE 35241.0 - Infinite time which could easily escalate into full-blown
sibling war.
1.0,
POKE 25117,189 - Infinite lives a3
POKE 27018,169 - Invincibility 5
POKE 24969,0-3 - Starting level : . >
POKE 25122.90 POKE o
26122,125 POKE 26163,162 — .
Press O for orbs

=

t

pba the Hut
MONSTER MASH somebow ‘o # 84 g
POKE 19305,142 POKE ::: etused to MoV :

20089,142 - Infinite lives
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U, G, 8, and 7. The border will tum grey, and the
FUTURE KNIGHT logo will now say FUTURE
CHEATS. You can now start the game with infinite
lives (but a constant score of zero sob!).

JOCKY WILSON'’S DARTS
And here's
another handful
of top-notch tips
for this ‘rather
boring Saturday
night at the pub’
simulator.
Mastering the
contrals: The main
problem in this
game is that Jockey
seams to be drunk, and thus his hand is very
unsteady. His hand moves and then stops at regular
intervals, so only throw a dart when it has stopped
and not when it is moving.

The dart will land roughly a dart’s height above
the throwing position {What? — Ed). Round the clock:
In this game you must hit the numbers from 1 to 20 in
order, in as fast a time as possible. There are no
points to be scored, just the fastest time, so it makes
more sense 1o aim for the outside of the ring where
there is the largest area to hit.

COPS & ROBBERS

Apart from pressing F1 and F4 to start the game fast
or slow, you can also press F2 or F3 for average
spead oo,

VIRTUA RACING

Basically don’t get involved with this game at all. You
see it costs £80 and we reckon that that's about £65
too much. The Commaodore 64 posse have got a
small message for all you sad console owning
chumps — SUCKERS — bet you can afford

loads of games at that price. Ha! G

Cash, lolly, loot, readies and spondulix. Call it
what you will, there's a £20 Software voucher up
for the taking every month, and it's so easy to
win one. If you have any tips, maps, solutions,
Action Replay POKES, or general gameplaying
advice, jot it down with your name and address
and send the lot to: Andy Hoberts’
Gamebusters, Commodore Format, 30
Monmouth Street, Bath, Avon, BA1 2BW. Go on,
live a litthe.
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Gremlins attacked Mayhem'’s page

HAPPY PIPE LAND

last month, so after much tweaking,
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FIFELANID STAGH

Time limit: ; : '
Dust quota: =
Star quota: _ :

n 5 g Il:=t:.:.'.lzmaw:'an:.ll....rzir.,.I
CAOTEG - - R W

- Very similar to its earlier counterpart on Jellyland, but the Dinos in
Pipelagdhave learned to run - now i's your turm to run and hide.

Flapotacty the same as its Jellyland counterpart — thoughs
before. Be especially wary of groups g i

Blurp Jnr

- Quite an elusive monster, as it's often possible to
Whim while he's jumping. The best approach is to stop
qﬂhmﬁnh&dtﬂﬂubumﬂmnmdwum af skilfy.

- This is @ springboard monster, and r
therefore won't harm Mayhem. It will, however, : ..:_f
enable him to reach various ;

hdmnu {hidden or otherwise) and c .
high ledges. Hurrah!

Iﬂm lﬂll‘.ll.l'l' 43 April 1994
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Helmets at the ready for the fifth
part of Andy Roberts’ awesome
player’s guide about the amazing
glove trotting aardvark. If you're
stuck on that irritating fifth level
and you’re loosing sleep because
you haven’t got a clue where to go
" next, then read on, oh intriped
travellers. We’re too :-
good to you '
lot really...

EheARD /R

¥
e
i1

E

s N
- 3 S L il
‘.-'- 2 ‘- o — —-—'——_- - = = ; —
- H s : ® - 7
iTReEnER | :Ff::::. © - .. i | | - | -
o ] e TGy 1 Y TR (G [T T ) [
LEVEL 5 - MARS SPACE across onto the disappearing plattorm just @
STATION as it disappears - if you're timing is good, U

From the start: Head right, shoot the two
flying saucers that appear (jump to get the

bomber, and dodge any
bombs he throws.
When you reach the
fire pit, jump
up onto the
platform,
then jump

{
\

y

you should land on the platform, so
immediately jump right again. Now jump
: . : right across the platforms until the green
top one), then continue right. Shoot the little Marti I b Shae by et

spot and shoot him,

When you get to this section; jump
carefully, because that top lip's a
tricky leap. Don't say that we didn't
warn you pop pickers.




jumping any bullets he
throws at you.

Jump across onto terra
firma, run right and shoot
the big blue baddie (again,
jump any bullets), then go
right and drop down. Kill
the big blue baddie (if he's
there), edge right and kill the
first Martian, then continue to
the right and kill the next martian in
some cruel, meaningless way.

oy

(G ocAMEBUSTERS a1

Jump up to the top and shoot the big blue
baddie and the flying saucer, then carefully
drop down and shoot the two green Martians.
Mow you're faced with another ‘disappearing
platform over a fire pit' dilemma, so deal with

it in the same way as before.

Once across, run quickly under
the gun turrets (don't stop to shoot),
then drop down the gap at the far right.

Walk left and shoot the two bombers,
. then carefully edge leftwards and
' shoot the gun turret. When the
| bomber below you moves right,

J"( ?/'

N\

>

&
L

drop down and shoot it, then drop down again
and head right. Don't be tempted to go left
and drop down the pit - it's full of hot firey fire-
type stuff.

Shoot the alien at the far right then drop
down, holding left as you fall to land on the
platform below. When safe to do so, drop
onto the moving platform and ride leftwards.
At the left, shoot the alien and flying saucer,
then drop down and jump left across the fire
pits (shoot the saucer that appears suddenly).
Continue left, kill the bornber and the one-
eyed alien, then jump up the platforms to your
left. Shoot the flying saucer at the top (trickyy),

then jump right and go up on the moving

\ platform. Get on the next moving platform

and jump off at the left-hand side, then walk
left and shoot the flying saucer. At the

,‘ ‘crossroads’, don't bother going up - it
merely leads to a pathetic pile of pointless

platforms, so you'll be wasting your time,

Instead, go left and shoot the big blue
baddie opposite, then drop down the gap and
head left. Shoot the bomber, jump up the
platforms, then kill the two green Martians
which block the
path. Edge left and
shoot the other
Martian, then drop
down and kill the
big blue baddie. Go
left and jump up the

platforms, kill the
green Martian at

the top, then drop
left down the gap

and quickly run left
to collect the ACME
crate and you'll

1 Put it first in the dictionary.

2 U!ﬂﬂ&sﬂh&rﬂywﬂ-mnumﬂjm.hﬂm
kitchen blender type thing,

3 Hoover up pine needles after Christmas.
4 Useitas a sleeping bag,

5 Hit people with it.

6 Skin it and hang its still-dripping head on
your wall to offend animal rights people.

7 Woear the skin to parties where loads of
greenies hang out.

a Umﬂuanamahpunmtmnaum

9 Uaﬂittudlﬂukﬂ'lnolhyuurmr.

10 Use its tongue as flypaper.

11 Anmaﬁ_pﬂnwme,whs-tabmﬂany
other cloth bag.

12 Donate it to a zoo where it can lead a
propnr,hummifn,ﬂmmﬂahmawm
harsh realities of urban Britain.

13 !anlitmundmum.maalﬁyaayin
‘Penny for the aardvark’. y
14 Send them into the office, simply marking
vour parcel 'Aardvark’,

15 Commit marsupicide.

16 Collect the set.

17 FHIitquniants,hanaknhmhat

someone you don't like and squeeze the
stomach.

finish the level.

Join us
next month when
we design our very
own aardvark out of
two loo rolls, piece
of sticky backed
plastic, and a

washing up _
liquid bottle. __

It's the positively perfect penultimate part of
our complete Nobby solution, so join us in
CFa4 for a jaunt around the biggest maze in
computer gaming history (probably).
Meanwhile Simon will be cooking an apple
tumowver. Stay tuned.

March 1994
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Only three things in life are certain: death, taxes,
and platform games, and Future Knight happens to
be a whopping great platform game. So big in
fact, we’ve had to slice our solution in two.

Here’s the first bil...

rom the start: Go left, climb up the

first ladder, up the ladder to your

left, then continue leftwards over the

acid pits and up the ladder. Now

make your way to the right, jumping
over the blocks, and coliect the SAFE PASS
at the end. Now go all the way to the left and
climb down the leftmost ladder, then quickly
down the next ladder to avoid the boss.
Scarper into the exit. Walk all the way to the
far left, jump over the exit, then head up the
ladder. Go right at the top, then down the
next ladder you find (you can nip into the
weapons booth for a change of firepower if
you wish),

Go right, up the ladder to the top, left and
down the next ladder, then left again and -
wait for it — up the ladder. Avoiding the boss,
climb up the ladder
to your right and
dash headlong into
the exit. The next
section is pretty
straightforward —

* simply make your
way to the far left
of the section until
you reach the exit.
Stay at the top of
the screen and
you should be
able to bypass
the majority of
level bad things’. Once you're in the
next section, head left along the bottom of
the level and drop into the second ‘pit’ to
swap the SAFE PASS with the CONFUSER
UNIT. Love my pony.

Use the unit immediately to freeze the
aliens, then make your way to the far left of
the level again (the acid pits are very tricky to
negociate, so think before you jump). Once
you reach the exit, enter it. Head left over the

= Hutklﬂhur}r Finn's
% LLE ol

acid pits and climb up the
leftmost ladder, jump up to
the ladder to the right,
then climb up the next
two ladders.
When you reach
the moving
platforms, jump
carefully across,
then jump right off
the top one. Now make
your way to the right of the
level and head up to the exit
—goin it :
In the next section, stay at the
top of the screen and make your way
to the far right of the level to collect the
SECURO KEY. Once collected, go left up the
'steps’ and go back the way you came into
the exit. Now press
‘mmal SPACE to use the
] — key, and an exit will
Don't look now, byt appear at the
B bottom-left of the
level... but don't go
into it yet. Drop and
climb down to the
bottom of the level,
then leave via the
bottom-right exit.
Head right to the pit
were you left the
SAFE PASS, collect
it, then go back to
the left (again, be
careful over those acid pits) and into the exit.
Mow go to the bottom-left of the level and
into the exit which was created by the
SECURO KEY. Use the SAFE PASS
immediately (press SPACE), then go back
into the exit you've just come through. Go
right, then elimb up the third ladder and
collect the PLATFORM KEY to the right. Now

© COMMODORE FORMAT 43 April 1994
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go back through the bottom-
left exit. Make your way down
thorugh the level (use slopes
wherever possible), then go
through the exit at the bottom.
As soon as you emerge, use
the PLATFORM KEY
immediately, then work your
way down to
the bottomn of
the level and
collect the EXIT
PASS. Returmn
upwards and go
through the exit, then
work your way up
again and nip into the
exit at the top. Not forgetting your satchel.
Make your way right and go through the
bottom-right exit, then make your way to the
far right of the next section (yep, the
one with those deadly tricky
acid pits). At the right go
into the exit, then
make your way
right across the
next section too
— go in the exit
at the end.
b W, You should
I &7 now be at the
VN Il top of section
2l || 2 (the second
section of the
game), so
= make your way
"‘E down to the
bottom-left of the
level and go into the
exit you jumped over
earlier... remember that
far back? (Yeah, sure — Ed).
When you appear in the next section, go
left and drop down the gap. After quite a fall,
go down the ladder to the right and make
your way into the exit situated at the bottom-
left of the level (look out for the worms). Now
head left along the next section, making your
way up and down the network of ladders,
until you arrive at the far left. Don't worry
about the big boss, there is no need to fight
it. Simply prod SPACE to use the EXIT
PASS, then quickly make for the exit which

appears. Well done, you've .

)
i '

¥,
y :-%:;' ),

completed the first half of the

\ VY
lf

\

\

L\
More derring-do's and valiant knight-type
escapades in thirty days. Dare you cross
the creepy forest? Have you the skill to
negociate the castle? You have? Great,
you can go first then.

e




-EXIT
~-WEAPONS
g -BIG BOSS
-START
""'"—] -SAFE PASS
~CONFUSER UNIT
=PLATFORM KEY
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Pokes, widgets, cheats, edits, you want ‘em,
we’ve got ‘em. Just about the best gamebusting

section you can get...

GRAND PRIX
SIMULATOR

And. There. Goes. Mansell, It opponent/player 2
| seems as though the other two from scoring (but
{ cars on the track never qualify. only on game 1 -

And here's

that damning video evidence wihich
sant Tonya Harding to trial by
grand jury.

How does the charsmatic

man do it? Could it be

something to do with this

listing POKE? Who knows.

0 REM GPS CHEAT BY WAZ

1 FOR ¥=512 TO 604:READ

¥:O=C+Y :POKE X, Y :NEXT

2 IF C<»>9872 THEN

i PRINT *DATA ERROR”:END
POKE 157,128:5Y5 512

0 DATA 032,044,247,056,169,016,141,062

narmal matchplay).
Oh, and drinking
copious amounts of
alcohol in no way
anhances your
abilities... sadly.

0 REM DARTS CHEAT
BY M PUGH

1 FOR X=516 TO
546 ;:RERD

= o

Y:C=C+Y:POKE X,Y:HNEXT
1 DATA 003,169,017,141,064,003,032,108 3 IF Ce»3221 THEN BRINT °"DATA ERROR®:END
12 DATA 245,169,032,141,068,017,169,057 3 POKE 157,128:9v8 516
13 DATA 141,069,017,169,002,141,070,017 4 DATA 032, 086,245,169,019,141,207,003
14 DATA 162,255,189,192,016,157,193, 002 5 DATA 206,208, 003,096,072,077, 080,169
15 DATA 303,308,247, 163,033,184, 153, 016 § DATA 002,141,113,009,076,230,003,169
16 DATA 157,159,002,202,208,247,076,120 3 DATA 173,181,205, 035 076,027,008

17 DATA 003,072,206,032,208,032,063,002
18 DATA 104,044,013,220,096,169,032,141
19 DATA 013,055,16%,085,141,014,058,163
20 paTA 002,141,015, 059,096,224,000,208

Type in this splendid listing to start in the first division with &
cool £900,000 to go with it. They think it's all over... it is now

" 21 DATA 003,254,189,051,096 {to cain & phrase).

{ REM LEAGUE CHALLENGE CHEAT BY WAZ
| JOHN LOWE’S DARTS 1 POR X=517 TO 573:READ Y:C=C+Y:POKE X, ¥:NEXT
[ .n'isamm HSHﬂg will hab your game imﬂﬂﬂ“lf. It won't 9t's & game of two halves isn't it Terry?

"Yeas Nigel and the best team didn't win

improve your skills, but it will stop the computer

FUTURE KNIGHT

Hera's a handy collection of DATA siatameants
which, when combined with a C64, will reward
you with infinite lives and power, Now you can
play the game all through the ‘knight' (Groan -
Edj).

What cheery looking chaps they all are. Can't
name one of them though, unfortunately.

5820 THEN FRINT "DATA ERROR" : END
5517

41,040,003, 169,002,141
41,003,032, 086, 245,169,029, 141
002,169,002,141,17%,002, 096
032,141,222,003,169,048, 141
223,003,169,002,141,224, 003,032
15 B 003,096,169,0587,141,251, 060
16 , 169,049,141, 087,066, 206,032,208

DALEY’S SUPERTEST

Let's tace it, old Daley has lost his magic touch when it
comes 1o athletics, so why not try this listing to give the old
fella a Iittle boost. Think of it as ‘binary Lucozade',

0 REM SUPERTEST CHEAT BY WAZ

FOR ¥=400 TO 434:READ Y:C=C+Y:POKE X, ¥:NEXT
IF C<>3936 THEN PRINT "DATA ERROR":END

2

3 POKE 157,128:5Y8 400

4 DATA 032,086,245,189,032,141,120,003

5 DATA 169, 165,141,121,003,169,001,141

6 DETA

122, 003,076,167 ,002,072,1639,173 .
T DATA [

141,083,138,206,032,208,104, 173
2 DATR 013,220,096
|1

=

- UUUI‘-H—

MNow you can claim vengeance on the God of

CH4 gaming frustration — simply type in this
listing and RUM it for infinite lives, infinita




_IIE}-_wu' (Who me?) Yes -].mu‘. Check this out...
UTOPIA PD

We at Utopia PD stock the vesy best Public Damain software for your
Cﬁ,{m&km@l'mnﬁaﬂ,u_  dre working on'tapes!)

Our softwire 1 utilities to Music Players to cool
PD games and the latest and best demos!! Disks cost just £1.50

each (gven dou ones!) and -_ disk is packed full of finger

So if you wanna streligh your cufcapubfﬂugi*a‘mue further then
squiggle anSAEto: S ]
UTOPIAPD.
10 Cwmaman Koad, Godreaman,
Aberdare, Mid Glamorgan
CF44 6DG

Both ONLY £3.95

5.25"
Branded Bulk
x1 E£0.65 EO.55

o
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Buy 100 discs and get a free storage box and disc head
cleaner - SAVING YOU £11.40

Please make cheques payable to ULTRA SOFTWARE and send your

order to Ultra Software, [CF43), Fulling Mill, Broughton, Banbury, Oxon OX15 6AP

product

us a sample and we'll offer
U.K. postage is

you some excellent terms!

Do you have a product -

either software or hardware
For more information

- which you would like us to
sell for you? If so then send

on these and a wide
range of other products,
send us a stamp for our

WANT SOME MONEY?

gmmmwﬂl:mﬂmu
stampe, and we'll send yau sur
Shareware PD & GEOS caulogues but at
Sharewars PLLIS we're pleased with our
quick delivery record, To demonstrate
cur efficiency we've got a special offar
for you ... just send us £1 {2 pound coin,
a chegue or a postal order) and choose
any one subject disk below.

GEOS | GAMES EDUCATION UTILITY
MUSIC CI18 GEOS 1 FINANCE

Frnulm.wﬂarmofndnﬁkltjun
£l per disk, we won't mind. ¥We'll rush

you your order aleng with our PO,
Shareware & GEOS catalogues.

SHAREWARE PLUS
Fulfilment Centre, 66 High Street,
Pershore, Worcestershire WRI0 IDU

Outside LIK - Please add £1 per order for

SOFTWARE
Hire CLuB

3 Briarbank Avenue,
Nottingham
NG3 6JU

:Send SAE for |

full details

Airmail posrage.

lc64/PARALLEL INTERFACE]!

64/PARALLEL INTERFACE
TYPE 92008/G

I The C64/Parallel printer interface model 92008/G I
l is designed to connect almost any parallel printer I
to your Vic 20 or C64 computer, and will also

operate with the C16, plus 4 and C128. I

I Together with most types of printers, the interface I
will be fully compatible with the CBM printer MPS
I 801. Other printer types (e.g. daisy wheel printersl
or printers that do not have graphics capability or
have an unusual kind of graphics) will be able to l
I print all ASCII characters and all printer function I
will be available. :

ilt is necessary for the connected printer to have anl

I interface to the centronics standard. Most printers I
are offered with this interface as the principal,

| lowest cost, option.

I As the printer will not be modified it can be used
with its original centronics interface at any time,
l thus if you change your computer system later un,l
you will be able to keep your printer and connect
I it to another computer by simply changing the I
interface/cable.
I Price £29.99 inc p&p.

! All orders sent by return.

| Cheques/Visa/Access/P.O's
| TRADING POST, VICTORIA ROAD,
| SHIFNAL, SHROPSHIRE TF11 8AF

TEL/FAX (0952) 462135 e
R

| SRR e pa—— | |

PUBLIC PUBLIC
DOMAIN DOMAIN
TAPES 0 TAPES

Access

THE BEST PD SOFTWARE ON TAPE £4.25 EACH!

40 PD Games 1
40 PD Games 2

& stunning games all on one tape!
Yat more games! Every type you could want and moral
Uthity Tapa ..o A collection of brilliant PD ulilities for your &b
Utility Tape 2..., S

To receive your free catalogue send one first class stamp
to the address below

Please moke PO/Cheques payable to FOX P.D. and send to :-
FOX PD. 6 Sturton Avenue. Goosa Green, Wigan WH3 651

REPAIRS AND SPARES

C64 Repair PARTS

C64 Datasette.........£24.99 || Sound Chip ..............£5.99
|| 1541 Drive Repair...£34.99 |i Vic Chip....................57.99
||| Parallel Converter ...£19.99 [f 6510 CPU .................£5.99
C64 Manual..............£4.99 (|| 65626 C.LA. ...............£5.99
64 Slimline Case....... £7.99 |fl Other P.O.A

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.)
8E Friar Gate, Derby DE1 1BU
Tel: 0332 291219




stuff to sell, stuff

to swap, stuff to chat
about and most of all,
stuff to line your loft
with. It’s all here at
Uncle Dave’s place...

WANTED
@ Urgently GAC booklet in good condition. Will
pay good money or will swap for game killer
cartridge. Contact Chris on 0795 536

® C64 Disks Cregtus

June ‘86 of
call Fu Sang

Street, Fanrﬁa i

# Simon's BA il IC manuals
conceming mulll-coloured 3prltﬂs and hires. Will
pay reasonable prices. Contact funky Liam dude on
0825 890761.

# Speedball 2, Red Storm Rising, Steel Thunder,
Space Rogue, Strike Fleet — on cassette, with
instructions. Contact Marc Cobelli, 57
Holdenhurst Avenue, Boscombe East,
Bournemouth, Dorset, BH7T 6RB.

@ Creatures 1&2 in exchange for Barcode
Battler. Write to Steven Warrall, 2 Old Church
Park, Clondalkin, Dublin 22, Ireland.

@ C64 Microtext, teletext adaptor. Scanner
Radio as Swap or reasonable cash paid. Also

24 original C64 games for sale including
Sentinel, Arcadia, Chase HQ, Lineker

Collection, Demons and Drivers. SAR for full

ist. £20 the lot'£2 a disk. Writa to G Gallagher,
Flat #1, 20, Darling Street, Enniskillan,
Co.Fermanagh, BT74, TEW..

FOR SALE

s ® C"$ Games, on
tape and disk,

magazines,
cluebooks, computer
and other items. SAE
for list. Write to Mrs 5

Movis, 6 Chalford Road, West Dulwich, London,

SE21 8BX for full details.

@ Creatures 2 £7.50, Smash TV £3.50, Double

Dragon 2 £3, ltaly 1990 £2.50, Heroquest £3.50 or

whole lot for £18. CB4, 2 joysticks, one datasette,

one mousaand Emlyn Hughes Soccer £60.

Telephone Amir on 0602 208696.

@ C64 with one joystick, datasette, lig

games all boxed. CF Pay

eFormat mags 6-40 £2 each plus
&P. Call James on 0896 B31278.
#® C64 Games for sale. Hundreds includingGreat
Giana Sisters. For complete list send SAE to Ben
Garton, 14 Brookside Road, Loughborough,
Leicestershire, LE11 3PQ.
@ C64, Datasette Light gun, joystick, 90 Games

AEY_A_D fi, i
' E = =Nl

(Cass), 35 Commodore mags with 76 tapes. Will
sell for any good offer or will separate. Phone Billy
anytime on 0642 613681,

PEN PALS

@ 14 Year old girl, ljocking for male penpal aged
between 14 and 16. | like most music and love my
Commodore 64, Please reply to Sophie Howson,
46 Dapifer Drive, Sandy, Bediordshire, SG19 Q4.
#® Pen Pal wanted, any sex aged 14+ Want to
exchange tips, games, stuff and have some form of
contact with the outside world. Help! Write to
Graeme Murgatroyd, 54 Cavan Drive, St Albans,
Hers, AL3 6HP.

® 14 year old male would like female pen pals. |
enjoy computers and listening to all types of music.
Give details of yourself. Write to Kevin Stocks, 23
Pendalar, Llanfairfechan, Gwynedd, LL33 ORA.
{Editars note — perhaps Kevin and Gragme should
gel in touch with Sophie. Just a thought, don't
mean to interfere or anything — Hutch).

® Pen pal wanted. Must have a C64. Boy or girl
aged 10-13. Contact James, 19 Bryn Mor Road,
Lianellig, Dyfed, SA15 2TF.

® Got a 647 Want a pen pal?

you are around

i g--wwm g fa«-:-'
:,;-_'W T
: "'?'F tﬂ"i!iu F"ﬂ'U.'JE{ "5:; L
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4&%4&!3’ 5!&'%1”‘ ki
b1

1 funny pen pal? Then write to mal got o
ba human and 14-100 years old. If you like Rave
music and Cé4s then get scribbling to Jane
Webster, 7 Birch Avenue, Windlehurst, St Halens,
Merseyside, WA10 6UR.
® CBE4/+4 Pen pals wanted. pref. 6502 coders, to
swap PD/ong software and ideas! Also wanted orig
plattorm and adventure games (disk pref.)

Write to Lewin Edwards, 20A Ross St.,
Toorak, Vic 3142, Australia. a

AA ORDER FORM




omatimas it just
wiorks out that way
You were planning
i get down 1o the
ghops as usual, but
disaster struck. The cat might
hive baan sick on the
Chostartieid, & blua whale might
hava dropped through the nood,
yOou may have avan baen
convaned to the Jehovah
Witnesses. Basically, you missed out on an isgue of
CF. Howaver, wa've gol some good naws — you can
simply send us a cheque or PO and we'll send you
the appropriate issue. So it thare's a gaping hole in
your collection, send off the coupon today.

Ol course the other problam is the condition of
your issues. Are they simply stored in a pile next 1o
your computer or in an old Sainsbury's box undar th
bed? Sounds like you could do with a binder 10 keep
evarything nice and neat. Again, simply fill in the
coupon balow and we'll send you a rather tetching CF
binder. Hurrah)

SHOP SAVIOUR

Do you find that you can never gat hold of a copy
ol Commodaore Format? The magazine's so
popular that it tends to sell out rather rapidly. And
let's face it, there's nothing more annoying than
trekking all the way down to the shops only to find

r-—————————————————

| COMMODORE FORMAT BINDERS AND BACK

Fh )

FNEr AN

! 1 FUTURe

I f v ey
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| LIERL L F
VENMTLRHCT %

thal some sod's gone and bought the last copy in
rmainiand UK. Wall, we have a solution, You can
ask your newsagent 1o order you a copy. He can
do this whether he normally stocks the magazine
or not. All you have to do is request it every month
and he'll put one by for you.

You can lind a dead handy shopsave
coupon on page 50. Simply fill it in, drop it off at the
nawsie and anjoy the delicious feeling of

I ® SEND THIS FORM TO: Commeodore Format, Future Publishing Lid, Freepost, Somerion, Somerset TA11 7BR

o

® Plaase make all cheques payable to Future Publishing Limited
@ For overseas orders and customer services call the Hotline number for prices on 0225 442244,
® No stamp required H posied in the UK, Channel Islands or the Isle of Man.

e ——————

Method of payment (please circle): Access Visa Cheque Postal Order

EEC customers registered
for VAT, please quote your

e

-

| g

a7

MAILORDER

T oh -
- il
satislaction that'll sweap over you. !

Then you can releax come Salurday, knowing thal
an experienced team of circulation

warriors are battling =N

e

through the British =~ _——
weather to bring you

a pristing G}l

issue.

Yippes!

ISSUES ORDER FORM

Please send me the following CF back
isSsSUes: (PLEASE CIRCLE)

ggﬂﬂﬂﬂﬁﬂ 3233343536 £250 sach
37 38 39 40 4142

£3.25 sach
£2.95 aach

Plus €1 P&P per order (£2 Rest of world)




ZONE

Maximum SNES GAMES Magazine
R ek Speee __ SPEED

Racer has one
final chance...
If only he can grab
April’'s Game Zone.
Only there would he
find the secret story
of how this cult
cartoon kid came to
the SNES. Only
Game Z2one 18 would
enable the boy Racer
to thwart the evil
Racer X, Snake Oiler
and Captain Terror.

“Gosh, |
hope nobody
gets hurt”

Tipped! The hardest
games you’ll ever

play

.......

s i
Game Zone, a magazine packed with verve,
nerve, style and everything Super Nintendo

Next issue on sale 10th March
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50 AND FINALLY.. (&

PEN TO
QUESTIO}

;Irs month we've decided to Favourite
t_'.- something a hit different song:
with the last page in the R
mag. So we've had a little v
< chattette with John
owlands and asked him some CE4
related quezzies, along with some
;ﬂ}:h&r dait questions. Anyway, here's Pain,
at John had to say for himsalf Favourite
or ice cream
Name: John Rowlands flavour:
:‘:wul::te C64 game: Wizball [-’"”-t"l“
ost hated C BT F he
s ﬁ: game: ;-,-u”ﬁ {Flare) Chocolate with Chocolate chip and
iwhich is hy ? e _E‘fme; CyberSled chocey sauce with a Ffakt-‘ in llh"m
ﬁ,hu,’s "_“: he =L:1Lu.l Favourite car: Dodge Viper S
g “L 4 programmer ever; Is there life on earth: Juj;t l-i.r
‘ . e - ; ; L] L l. iy
i h;u; 00 from a technical point ~ What was your lagt dream |h:l;l?.
¥ i In terms of gameplay it'd Frob: : i I
ey u te i eplay it'c robably something 1o do wi v
Jeff ‘i!j: :t’ the one and only Yak-lover - chased by z man wihrh 1I]{1 ‘:"”h s
ik 3 a loofa,
A Is there a
gpatnbend - S ny hope for mankind? As
platform game? E:-:-::L.“P BLa long as they Stop asking people [:J'jil:""i'r
% hoot-"em-up uite sa h # ) ;
g quite so much for console games
written? ,-..g.ame. d_ﬂ you wish you’d Favourite home made m'—‘ﬂ'ifu. |
some rr ?.fr?_hlg licence that made Bolognese - ittsa brij i
L;“t gp _lg::mnwr' a lot of money, Best experience: Mt"‘ltj fi
ame bought: Doom (pc) L sl R M Ace,
P agfad:ﬂ.\-"jt]m 1Pf ._J_ { F:h' d like to point out that Joh n said ‘:::'-
Worst exam resul ,‘_5. definitely. after much cajoling from Steve! :H f .I
for not lurnin-.au v I].:] English Lit, Worst txp!rirncé:- Getting 'IJP L s
i B up to the exam Mornin : gyl
Ideal job: Writine o ! orming or maybe the mastarine -
job: W Ung games, bug acutally fabby Creatures I{'Imr-rr s

Around by
[J’IE ace
House of

bfi'l'lg pi:.jd for it i

R Where's m d

Favourite band: House of Pain (Steve Whe's an tL:"F“::":E‘-’:“I st
x

reckons Abba)
1ba). month? Some faq bloke, cb

CF TOTALLY AMAZING SALE TYPE OFFER!

Forget that new Superman series, there are far more interesting things happening on your CB4, CFA3 will
be on sale on the 15th March 1994, 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. Mo more

ESAVE

Fugitive for me then matey!. Hurrah!

Dear Mr/Mrs/Ms Newsie.
I'd like you to know that the new issue of

Commeodore Format (#43) arrives in this shop on
the 15th of March and I'd really like you to put a
copy aside for me. May | just say how nice the

decoration is inside your shop, especially those

cardboard price stars. Thank you very much.

MY NAME
MY ADDRESS

COMMODORE
FORMAT

CF43
April 1994

Editorial & Adverlising Olfices:
Commodore Format, Future Publishing Lid,
30 Monmouth Streat, Bath, Avon, BA1 2BW

Tel 0225 442244
Fax 0225 446019

EDITORIAL = THE ONES WHO CREATE
Editor Andy ‘Hutch' Hutchnson
Art Editor Qllie 'Ollie” Aldarion
Stalf Writer Simon ‘Freebird' Formester
Art Assistant Picasso

ADVERTISING - THE ONES WHO DEBATE
Sales Executive Rob Bennett

CONTRIBUTORS — THE OMES WHO'RE LATE
Editorial
Jason Finch
Andy Roberts
Bijork
|r'|!_|r-'|1|| L'li'rlil‘lrr'i_lrlll
Jon Wells
Captain Stem
Sigue Sigua Sputnik
Robert Spankin
Cover
Mike ‘The Dabber' Roberts

PRODUCTION - THE ONES WHO'RE IRATI
Production Co-ordinator
Claire 'Couch Patata' Fullck
Scanners Simon Windsor, Chrs Stocker, John
Moora, Heath Parsons, Mark Gover
Paper Controller Fiona Deane
Milk Maonitor: Bogey Breath Barry
Production Controller Claire Thomas
Group Production Manager Judith Middleor
Postroom Operatives: Phil, Phil & Alex

MANAGEMENT — THE ONES WHO PONTIFICATE
Publisher Colin ‘Consala’ Campbell
Promotions: Tamara Ward

Circulation Director Sue Harllkay

Managing Director Grag Ingham

ADVERTISING PROBLEMS

If you have a problem, query or complaint about an
advertised in his lssue then contact The MOPS Parson

[Some Temp Probably) in writing at, Future Publishing,
30 Monmouth Strest, Bath BA1 2BW.

Commodore Formal is brought 1o you from the
corridor an the third floor (the only office
without a door) at Future Publishing, the home
of : GamesMaster, Super FPlay, Totall, Amiga
FPower, Amiga Shopper, Mac Format, Sega
Power, Amiga Formal, Amiga Format
Specials, PC Format, ST Format, Amstrad
Action, Edge, Game Zone, PC Gamer
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Commaodore Format is printed in the UK by
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All material © Future Publishing 1994
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From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the
C64; Mayhem in Monsterland is an intriguing blend of fast,
frenetic platform action, with five wickedly cute levels to
explore. Featuring the cutest dinosaur ever to emerge
from the Jurassic period, you'll soon forget all about Italian
plumbers and spikey blue hedgehogs.

* First video game to receive 100% *
* Super-fast full screen scrolling *
* Fully interactive soundtrack & SFX %
* Amazingly detailed graphics *

* New non-standard colours *

* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)
- DISK £9.99 PRICES INCLUDE P&P

Send to: Apex Computer Productions Ltd., PO BOX 100, South Ockendon,
Essex, RM15 5HD. Please enclose a cheque/postal order made payable to
APEX COMPUTER PRODUCTIONS LTD. Allow up to 28 days for delivery.

E R -~ "B J CASSETTE £8.99
fe- %

Frevireeee
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GAMES SUBJECT TO AVAILABILITY. ‘-"|[£*F NOTE
POSTAL ORDERS MADE PAYABLE TO WIZARD G uFr"F'

CHEQUES +

A i‘HnﬂE C

'ln-'H"’rE.J'L C 'F"lh‘l: R

ALL RESERVES YO

¥ C. 64 CASSETTES ¥ ¥ DISK COMPILATIONS ¥* m
BOMANLZA BROTHERS ............ 299 PREDATOR 29 FER FIGHT ¥ Fight, Bubbis Bosbbie,/rkeomoiel Ligend o Ringe, Renegads | posruam et couieTion i
BUBBLEBOEBIE ............... L15. PHEDEE ... . .cciniosmnirans 1% e SPOTS COLLECTRON 595 Poctemn Poi 1.7 + 3
“BUBBLE EZY......_........... 375 010 TAKK BUSTER i LD v Tonois Tour, R the Gamnilul ::H'I:.lll:lli:ll.:ll in
CUP FOOTBALL .. 099 REMEGADE ..................... 299 rriors/Gokden Any/Tokd lace §  Workd Cup Soues Inalic %9 Loy i
DVALEX ATTALK ...........cc.ceue 499  RAINBOW ISLANDS... ... ...... 3rs DRE ..4 l.-. .. ¥ Frmews S, Toel Duckule 2/ Popeve Postman Pt 3 buley
DARKMAN ... 875 BEVURN OF THEJEDI ............2.99 on Sampsars, WHF Terssinaton 7 D i
DEFENDERS OF THE EARTH  ....... 199 SCOTIISH FODTBALL ...........2%% 0 e CHAMHONS 19 'sl.:-h'culm::t.a|m~.u.~.um..- g
EURDPEAN SUPERLEAGLIE SHERLOCE ......covmuninnnnnia 399 J Khan Squash, Manchester United "World Champ Boxing * 00 PECUL i
+BOARD GAME .................59% SWPSONS ................._375 Arkonead Revange of Doh, Slap Meanzager orkd Chompices, P D't Hondiell Merndora, skl
“FANTASY WORLD DIZZY .........375  SKATEWARS .............. 375 o N R T
NS sy I SU0S 29 [ CHOOSE ANY 6 OF THE || CHOOSE ANY 3 OF THE | oo ivioe ik e
FOOTRALL MANAGER 2 + EXP KIT 2.99 + o [0 o ol
POOTRAL AR 3. 7gy CMOWBALLMHEL ........29 | FOLLOWING TITLES FOR FOLLOWING SPORTS | .voiiue

e B COOTY'S FUM WITH £5.00 TITLES FOR £5.00 S g Mg L i/ T Dynarma L i e 154
FUM SCHOOL  6-8 YEARS ... .3.75 e
WUMBERS UP TO 7 YEARS. ....... 499 AUSSIE FOOTRALL, CONFUSION, CRIKET T, THE BONER, JX SORUSH, LEAGUE FOOTRALL, INT, | oot :
FUN SCHODL 7 OVER 8 nia el B S SIPHE LR YRR i
RN SOML 2 INDERE . 375 TMECUSINE 399 | FALLEN ANGEL, DANDY, GINE OVER FOOTBAL UGB COMCH, FNLWHISTLE, SOECER | 52 o e koo po et
HAMPSTEAD (ROLE PLAYING] . 399  SUBURBAN COMMANDO .........7.99 GAME (VER 7, GRANDMASTER CHESS, GRID BTN 2, DOUBLE, SOUCER DOUBLE 7, CRACKET MASTER, EURD | ervce, Saves S v he Pona Wid Wt Lyraee
" " ies SWITCHMADE ...............2.99 | MOEDUS, WAGEC UFLS, ECKLESSRUFUS, SPN DUTY, | | BOSS, WORLD BOKING K, STRNER, YN HUGHES | o ouinon s

bz, e TENRY'S DG ADV/TERRAMEX 299 |  SWEER LAST NI 0B, WHO DARES WINS SOLCER, AW SOCCER MAW, 2 PUATER SOCCER f;; B et g M B
s e ASTHE TAM ENGIME 199 | OPERATONHORMGL, T BALY'S SPORTNG DARTS, | | - SOUAD, SOCCER PNBAL SHOOKER MANAGENENT, | 0 Lt rerra———
ICE HOOKEY . i SI0 G STUNTIMA, MEA MACHINE IEMBLEY GREYOUNDS, 2 PLAYER SUPER LEAGUE | sepmaur oot Halveed
JACK NICKLAUS GREATEST 18 .3.75  THOMAS THE TANK FUN SUPER SRS CHALLEMGE 558
“KWICK SNAX DIZZY ....375  WITHWORDS UP TO 7 YEARS ... 499 P T —
LOTUS ESPRIT 299 THUNDERBIRDS.................299 . sa ciscs ¥ oee e
UVERPOOL .....................B99  TRACKSUITMANAGER............199 Sleepwolker ...............599  Space Gun ..499 fﬂ?i'-'::;-';:;ii:.E;.‘.T:'.':feﬂf'-mfuﬁ:ﬂq..
“MAGICLAND DAZTY 375  “TREASURE ISLAND DiZZY ......375  Cool World 499 SmoshTV ... ALY ook gt
WA UTD EUROPE ..............375 “DIZZYDOWNTHERAPDS .....375 New Zeolond Story .........4.99  Nick Faldo Champ Golf ...13.99 BERO e g

" i b P 8 o] BartlnTaind +
MATCH OF THE D L ;T;;T;T:Eﬂﬂ:i i :;5— Liverpool .. 10.99 e L e i
MATCH PONT iR TOLK FOLK 375 R 1]
WAVY MOVES ................375  TRIVIAL PURSUITS .. .75 M. s baboie. o ettt
MEW ZEALAND STORY B DR TS vt S I L H.ﬂ. M oeeeen....599  Baitle Commond ............599 ook ropen/ibebornnrion Sow SWEC s bom
NICK FALDO CHAMP GOLF ......10.99  WWF _...............299 Toki S 5 Doy ... 500  srmmm "
FLAYDAYS AGE 3-8 YEARS ... 599  WWF 2 EURDPEAN RAMPAGE 375 Rnhnmp g 599  Mow Seals. . 5,90  fou S T

o !} 2.4
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MORTURE TROUBLE;’Q

CRAZY, HILARIOUS AND VERY, VERY SICK!
Clyde Radthﬂ‘e is back and his desperate mission is to
save his nine kids from the clutches of their torture-
happy kidnappers — the demented Demons!

Can he prevent them from mashing, frying,
chainsawing and melting his beloved Fuzzikins?

The original was whacky, zany, cruel and fun —
this is mad, bad, frenetic and seriously over the top!

*Even better than the original®
Lzap!o4 Gold Medal 97%
Commodore Format 90%

Commodore Power 97% F!m&
CBM 64/128 £11.99 cass £15.99disk EEEEY oo

ICE COOL FUN! CBM 64/128
Maximus Mouse survived Summer Camp, but winter £10.99 cass
brings an avalanche of slippery, skating, snowballing  £14.99 disk
antics at Camp Nice ‘N’ lcy!

5?

’ -7
Eight frosty levels of mayhem test Rescue Ranger *Get your wellies

Max — can he save the winter wonderland...?

on, this is fun® Zzap!64 93%




