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- - This feature will add Turbo Reload to the pmgrams
' "v that you save to tape - no user knowledge required.

i FFAST FORMAT
- Format an entire disk in about 10 seconds
- No more meassing about.

EPRINTER DUMB - Print out your frozen screento
printer - MPS 801, BO3,
Epson, Star, etc.

- very versatile.

ENTRONICS INTERFACE

or parallel printers, Star,

Epson, etc. Print out listings

with graphic characters etc.

(Cable required for parallel

port £12.99)

[SCREEN EDITOR |

- Now you can edit the entire

frozen screen with this text edit or

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

L

202 block program in under 6 seconds - world's
disk serial loader. On-board RAM and ROM

many programs. Mo user knowledge
quired.

their frozen state. 1duat for de-bugging or just for fun!
FSPRITE GONTROLY
- Freeze the action and view the sprites - watch the
animation - customise your games -kill sprite collisions.
PFREEZERIFACILITY Y
- Now you can make your old slow loading programs
load faster. Simply freeze the action and save to tape \
or disk to reload at superfast speed - no more waiting

for pro rams to load.
fluch f ':E.'-.'/
y 4
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- Easy to usa disk/file
than conventional
Ideal for backin
data disks.

GRAPHICS SUPPORT uTiLITIESDISK ' I THE REVIEWERS SAID...

- View your favourite screens in a slide show type display *I'm stunned, amazed and totally impressed. This is easily the
- Unique 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 Cal’ ACT ’
created with a graphics package can be turned into a scrolling Diatel Slactranies Uik maliher ssmianes ar sutharioss the uss of ifs products for th repredustion .
material.

of
The backup focilites of this product mhmﬂﬁm-ﬂ Public
mﬂhnmp&ﬂmmmioﬂl;hﬂih
b is illegal 1o make copses, for ,dwmﬁ,ﬂlﬂhdﬂ
mmmﬁ,ummm

screen message with music. .
ONLY£9.99
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NOW A TOTAL MOUSE/ _ D .
 GRAPHICS PACKAGE
FOR YOUR
COMMODORE
64/128 AT

A TRULY
UNBEATABLE
PRICE!

NOWONLY %299
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SLDER AND OCP ADVANCED ART STUDIO
IRE TAPE OR DISK ;

tt CUL COROUELL Tmﬂ PACKAGE

#

W YOU CAN PRINT OUT YOU!
The Star LC200 Colour Printer
alsu prints out your pictures from Art S
LC200 is a full Centronics p
W Made possible by Datel's
unique colour printer driver -

now you can have a hardcopy

in up 1o 16 colours!!
B Mo more to

COLOUR PRINTER DF

a DATEL ELECTRONICS LTD, GOVAN ROAD,
 Send Cheques, Posial  FENTON INDUSTRIAL ESTATE,FENTON, STOKE-ON-TRENT,

- Orders or credit card

§ bl lo §T4 2RS, ENGLAND,

222 TOTTENHAM COURT RD, LONDON W1 TEL: 071 580 6460
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The Mayhem Mega Mix on this month's
covertape has had a curious effect on the crew.
So did those kebabs we had from Stavros’
down the road, actually, but after we'd got

over them nothing could stop us groovin' to
the sounds emanating from the '64. Er,
nothing, that is, apart from everybody in the
next office laughing at us...

i

Dave Golder, editor . &

since this issue, is a bit

of an indie kid at

heart, but has grown

through the shoe-

gazing stage (he kept

bumping into walls)

and now favours the Fige
arthritic-spider-receiving- j,

ECT-treatment approach -
favoured by Jarvis Cocker of Pulp and Tim
Boothe of James. Bystanders beware.

;e;’ M. Ollie, Art Editor since time
“p= began likes nothing

- ¥ better than a decent
m B pogoing sesh to a 300
\ beats per minute punk
classic. In fact :
he knows no ;
i other way to :

dance. “l like to
express myself in dance,”
reckons Ollie. “Unfortunately,
I think I've got a bit of a
limited vocabulary.” So what is it that he's
trying to express exactly? “You know, I'm not
entirely sure, but it's probably not

printable anyway. ‘ﬂr'

Simon Forrester, Hairy ‘
Happening since nobody else -
wanted to be, was born to be a A
headbanger — in other words he
can't actually dance. But he
also reckons headbanging is
incredibly good fun and the
only way you can ‘dance’ to
heavy metal “You can't bop
to thrash and jiving just
doesn’t cut it,” according to
Hairy One. But how about a quick
minuet to Motorhead? “It sounds controversial
but it might just
— i work — as long as
you don't have to
move your feet and
you can thrash your
hair about.”

A ke
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DAVE’S BACK 0. e

“The time has come, but the moment has been m,lhhﬂﬂ'lﬂﬂm:ﬁ'
prepared for.” So said the immortal Tom Baker Format continues to be the best magazine

in the Doctor Who story Logopolis as he oould posstly b - JOR Detenne
handed the role over to Peter there's no competition now
Davison. And, indeed, the time doesn’t mean that we're going
has come on CF as Hutch to rest on our laurels.
hands over the editorship to e e b e
me, Dave Goider, LIS N o H
But 'm no newie to the most of your C64 by

mag. I've been here before. providing the best-
Some of you might quality game coverage
remember my stint on the and serious faatures
mag (in which case you'll VOU Sould s fead.
be used to gratuitous Be seeing you. Dave

18 REVIEW:

TIME CRYSTAL

Journey to the land of large,
gaudily-coloured geometric
shapes as Simon reviews the
latest Freescaped game.

13 CAPTAIN 19 PREVIEWS
& Psytroniks seem to be going for the world record
STEM’'S DATAFILE in speed releasing new games. We take a look at

Stem emerges from the space/time vortex with some of the software they're going to be
news of all the latest C64 game releases and also  releasing in the next few months.

~= . offers us his wisdom on Mayhem's

B  futureventuresand 20 REVIEWS: PD FORMAT
. -~ 4 computer jargon. Three text adventures get the Powertest
treatment. Plus a guide to C64 PD libraries

~= 14 REVIEW: 22 CLASSIC REVIEWS: EDOS

PENGUIN TOWER The best that EDOS has got to offer.
Beware the Revenge of . :
the Killer Penguins! It's rd 23 GAME m

10TH DAN
. . Is 10th Dan going to do for beat-"em-
. Y } ups what Mayhem did for
'F- platformers? In the first of a new
series co-author Jon Wells tells us what
he hopes to achieve with the game.

Batman 2 meets
Bug Bomberin a
frantic blasterama.

16 REVIEWS:

ARCHETYPE/COPS 3 38 GAMEBUSTERS

Two vertically - g Maps for Mayhem, Future Knight and
scrolling shoot- [ * - €777 .~ Nobby The Aardvark, plus loads of
'em-ups forthe |-~ - .27 . ; == 77 other hits and tips.
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them any good? N e - i What's coming next month in CF plus

ff‘r S = I even MORE games news.
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26 GROOVE IT

Mot only have the Rowlands Boyz
written some of the best games ever
seen on the C64 (Mayhem, Creatures 1
and 2, Retrograde) but they’ve also
produced some of the coolest, hippest,
hap'nin‘est sounds ever to come out of
a computer. And they're here to give
away some of their sonic secrets so
that you can have a stab at producing
your own melodic masterpieces. You
don't need to be a musical prodigy to
create superb C64 symphonies so
discover what the Boyz have got to say
about computer composition.

PACK

plastic thing that was
Sellotaped® to the front

Here is the news. Er, well, not here, exactly. it's on
page eight, actually. See you there.

9 CHARTS
So what were the best-selling C64
games last month? | bet SFZ's in
there somewhere.

10 THE
MIGHTY
BRAIN

Why do people write in
to be insulted by him?
Are you all gluttons for
punishment?

25 BINARY ZONE
UTILITIES TAPE

How many utilities can you fit on one
tape? Over the Severn Bridge. Er, hang on...

Please, please, please take heed of Jon Well's
advice. If we get another completely duff SEUCK
game arriving in the office we’ll hire a hitman.

31 BOOK REVIEWS
A Radio Times for on-line services and a book on
computer crime get scrutinised.

32 BUY-A-RAMA
And Sell-A-Rama, Pen-Pal-A-Rama, User-Group-A-
Rama and, indeed, Fanzine-A-Rama.

33 TECHIE TIPS
No-one knows the CB4 like Jason Finch. He knows
the machine inside-out, back-to-front,

upside-down and dressed in a
velvet smoking jacket

.~ shortly after a steaming

hot orange juice bath.

So who better to
answer your techie

- queries?

stars during the day
gither a) take part in a
very poor Hannah Barbera
cartoon and get hit on the
head (they love jokes like that) or
b} listen to the Prof's advice.

49 BACK ISSUES
From where you can purchase Back Issues of this
fine magazine. You know it makes sense.

G.
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If music be the
food of love
play on, but
when you've
finished
playing
Carnage you
can sit back
and listen to
the music...

differenc

ultimate
cathartic

for anyone
who's been
stuck in a o
traffic jam
on the M25
for half the
week - blow
those other
cars off the
road and

| ,_z.;':r\ .
experience | | //;.' o '
LN

CARNAGE

It's a demaolition derby with a

g — the cars are armed!

Yes, it's the

1

bomb along

at compl

music w

TURN

K PAGES

etely illegal speeds.

MAYHEM MEGA

MIX

Now That's
What | Call
Computer
Music
Volume
One-a
cool
collection
of the
hottest
sounds from
those top Apex
games. Listen to the
hile you read the

feature on page 26.

All this month’s Techie Tips
routines lovingly collated for
your personal use. Y'know,
we really are too good to you.

SCROLL CODE

More interactive-type stuff, this
time to accompany the Dead
Easy Scrolls feature which
concludes on page 28.

THE PAGE FOR

FULL DETAILS ON THIS
MONTH’S COVERTAPE

May 1994 ¢
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6  POWERPACK

Music and
cars, what
more
could
you
want
from 4 /
life? And this month’s
covertape has got both. So
wham it in your datassette
and get it loaded up. You
know it makes sense.

MAYHEM M

landscape.

Pressing the letter

corresponding to the tune will set it playing

- 50 sit back and enjoy some of the best

games music you're ever likely to hear.
Now for a quick lock at

what really
o == ﬁ Efj Can interesting
5 ' nothing landscape at the
* A Rowenose | ipottom of the
f you ever actually bother to read these Pack, which you in 2omarer e screen is all about.
bits of paper attached to the back of your  "®alfy shouid have a WeX Connuter mlon e Moving the joystick
tape each month, you'll find some really  !lsten to (and take a e 35'3'355";;33“;“"* tra. left or right will
interesting features, quite a fow of them  '00k 8t —these Boyz FRIS She move Mayhem over
written by those top programming dudes don’t do things by to the different
the Apex Boyz. There's another one this month halves, you know). monsters. When you
all about writing music for your C64. To This program s _a press fire to make
acts almost like a hec A Mayhem jump on

them you activate
various functions
such as continuous

accompany the feature, we've got ey : BYEN
the Mayhem min player,
Mega Music  With the four function QUICKSTART INFO

Mix Part 1on  keysactingas a
the beginning  9ame-tune selector, LEFT Move cursor 1eft- play (which cycles
of side two of 17 bringing up an Move cursor right. through every single
the Power information screen. RIGHT tune one by one), stop
For each of the games, EIRE Select: unctions bY (stop), play (play), pause
I bet you never  there will be a list of you select the varmlﬂi r: L (pause) (this is getting
thought a SIS tunes and musical 2 ing Mayhem over the o be one of the [ SREIIEEIEHE N
= look so good. effects which will be pottom of the screen. Stfms- we've ever seen- it?) and finally random
Myed above the begirlﬂoh-lng ccnlrﬂ'l 8YS FIi¥ {'Hhil:h pm the
tracks at random).

. - w What more can |
MM e = - = _____ say? Have fun, and
—— e T - f‘; 5 ﬁ 0 thanks to the Apex
] Boyz (or Digital

If you're

ing a "y pe .
bt : Lerade Graffiti as they're
now known) for

hard
e B k3 * * producing another

! Q: Thomo

ln?ldlﬂg B: oo f"'"": 't * : * * slice of top C64
this i — ' o Gantme 32 - software. Oh yeah,
month's — * -  cantar 2 and don't forget that
Power d * E-G.H'I‘ﬂ -

SISk imPeg T mtm z part two of the Mega
Pack then I s {,-wd Ny Tham nerve centee 7 Mix will be on next
plonk the e fevar » Yane compfete month's Power Pack.
duff 1ape
: il This is just part one of
in a jiffy i the Mega Mix. Like all
bag, slip | singles these days,
an SAE, there's a Part 2 coming,

out next month.

Marketing ploys, eh?




ripping the nitro boost, wasting

wheel, his her only sudden

knuckles went burst of speed

white with throughout that

desire. The whole course. The f-"n:nge -
wheels of his Mustang exploded car didn’t sustain et
on the track like a slug from a too much damaged, geddit? Oh
.45 = truth, death, maximum but there was quite I_"““"" mind
performance, 400 horsepower, a bit of smoke, and

plercing the night. This is Carnage. that was never a good sign. She made a
Alternatively, CF's ex-arty person and recent  mental note to drive through the automatic pit
driving test success story Lisa woke up one section when she got to that side of the track.
maorning (or did she?) and decided it might be Turning her car around, using the left and
fun to take her brand new shiny yellow Beetle right joystick controls, she hit fire, and held it
down to the tracks, to see just how far she could down. This, she discovered

push it. Hesitantly, she sat at the
start line, a
four-track race
ahead of her. As
the lights turned
grean, the bimbo
in the bikini threw
a flag around,
only to be
submerged in a
cloud of smoke
which she
stumbled out of,
dizzy and coughing.
It started to rain, and
she cursed the fact
she was only wearing a bikini. Some people...

Her car had slightly different controls to the
normal Beetle dashboard. Instead of a wheel
and pedals, there was a joystick connected to
port 2 of a C64, and she could see that one of
her opponents wasn’t computer controlled
aither. Iron Balls McGinty sat with his joystick
plugged into port 1 of his heavily stylised C64,
with flaming fire effects over the keyboard.

As soon as the race began, Lisa streaked
forward, smashing into the corner barrier —
she'd pushed the joystick forward, and this
had powered up the

QUICKSTART INFO
UP Mitro.
LEFT Left.
RIGHT Right.
DOWH Brake.
FIRE Accelerate.
Make sure

that you make good
use of the pits and
shop wisely-

It's a strange fact of life that when you present
Ollie with loads of grabs of cars and one of

scantily-clad woman, he'll make sure that the

scantliy-clad woman gets blown up really large.

when she took off again
(though a little more slowly)

Just as you get into the lead
you can bet a Volvo will
appear from nowhere, cut

was the ;
accelerator, that she had to
hold down permanently if she wanted to
keep moving. The other three racers, having
been a little more confident at seeing the
mysterious newcomer smash straight into a
= . wall, panicked slightly when the
little yellow Volkswagen streaked
past them — the mad giggling
they could hear over the noise
of Lisa's engine didn't do much
 to calm their nerves, either.
After four laps, the race
was over. The other racers
had lost sight of Lisa, but
they could still hear
1 the giggling, and
the mad little
sgueaks of a
woman
. possessed. In
," fact, they only
" got another
glimpse of her when
they pulled up to the finish
line, and saw her standing
with a mug of tea.
“Alright, lovers?” she

said, and jumped back into her funky
roadster. She drove off to find the second track.
After she'd completed track three, it was
fairly obvious that no-one else was going to get
a luck in when it came to winning the trophy.
She'd taken the opportunity to spend her
winnings on various additions to her car, such
as extra nitros, a better acceleration system, a
higher top speed and an altogether better
engine. These she bought from the option
screens that came up after each race.

“There's nothing like a day at the races” she
mused in the office next day, when
she'd popped in to visit her old friends

at Commodore Format. They didn't
guite know what she was going on
about, but she was probably
daydreaming about this, that, and the
other again, they concluded.

Finally, nothing moved. Black thunder

rolled down the pitted asphalt
drive. A concrete fascination,
scraping the edge — of nothing.
This is Carnage.

g Il
Hey, we'ra really
stuff this month. All the programs from

h
Techie Tips plus the scroll code 10 90 wlﬂ.lmE
the feature on page 28 ean be found on S

two of the Power Pack.

If you're lucky enough to own a disk drive and
want to use it as well asg admire it, then you can
get hold of this month's Pawer Pack on disk
Simply cut out the mkunmhtapalmayﬁrd
wmrourramaamrulladdraaaonaplmnfl
paper, POp ‘'em in an envelope with a cheque or
postal order, made out to Ablex Audic Video for
ELED{Merfdupucanm mts}arﬁamdétn:

CF 44 Tape To Disk

Ablex Audio Video Ltd.

Harcoun Halesfield 14

Telford

Shrops. TF7 4QD.

COMMODORE FORMAT 44 May 19948



FUTURE COMPUTING '94

Did you go to the FES2 last year? If you did, you'll
have had a positively wonderful time immersing
yourself in the forefront of gaming technology for
three whole days (or failing that trying to get on
telly). If you did, you'll know exactly how much fun
you can have at a Future show.

" This year things are going to be different. As
the consoles are trodden into the dust, we're
staging the Future Computing '94 show, packed 1o
the brim with goodies of all kinds, demonstrations
of the most advanced technology to date,
multimadia, virtual reality (there always is, isn't
there?) and just about anything else you could want
from a computing show.

It'll be taking place over the Autumn half term
holiday, 26th-30th October. More detalls as soon as
" pur bosses work them out.

Just a short note to say that when we told you
DTBS had closed, we were lying. There. That's
chort enough, isn't it? Dave tells me that | could at
least print their phone number while I'm about it.
He's right, | could (that's 0706 715028, or 0706
524304, foiks, and sorry about any
inconvenience caused - Dave).
= ]

NEW RELEASES
FROM PSYTRONIK

Okay, so | couldn't think of any decent

puns for the title, but the news is good,

even if the writer isn't. Psytronik Software
have several releases coming soon, namely
Archetype, Cops 3 (reviewed this issue), The
Last Amazon and Psyko Zone.

As if this little bundle wasn't enough,
they've also got six more titles in development,
namely Last Amazon 2 (so the original was
The Penultimate Amazon, then?), Trajahn,
Flight Of The Albaiross (sounds like a text
adventure to me), Cops Fight Back,
insectophobia and Cosmic Combat.

Will they ever stop? Nope. A little further
along the assembly line are Everwar, Fighting
Cops and Project Argus. So anyone who says
the C64 is dead can think again.

A lot of people don’t know what’s going on in
the world of the C64 this month. On your
marks, get set, laugh at them.

o
= &~ =

Looks like an excerpt
from Hungry Like
The Wolf to me.

be printing the number for Commodore UK, so you
e 5 T St x Pk s el

WHAT'S
GOING ON?

Good guestion. At last count,
we've got news of 24 imminent
releases from new, old and
definitely enthusiastic software houses,
and this is supposed to be a dying machine?
Oh. and those 24 don't include the games reviewed
this ish — don't give up on your C64 just yet — things
are going 1o get very interesting over the
forthcoming months, and we'll be here to keep you
informed about all the latest developments..

TAKEOVER BID

Guild Adventura Software has just been taken over
by Binary Zone PD, shock! Our on-the-spol reporter
1ells us that as opposed to Guild Adventure
Software selling Guild adventure software, Binary
Zone will now be selling it instead. Binary Zone PD,
you see, have just taken over Guild, who produce
PD adventure software, yes. | love doing the news.
Anyway, Binary Zone, and not Guild, becalse
there's no point writing to them, can be contacted at

34 Portland Road, Droitwich, Worcs WR9
7OW. This, of course, leads onto one
vital question — is there actually any
single thing Binary Zone aren’t

doing these days?

A DIFFERENT
KIND OF
DIRECTORY

A lot of the calls we gst to the CF office
are people wanting the phone numbers for
Joe Bloggs' software company, Bill Smith's mail order
firm or Jimmy Wotsit's PD library. While we're happy
to give out phone numbers 1o people, we've decided
to start up a little system whereby we print a full, up-
to-date contact list every month which everyone can
refer to easily. So, if you'd like to be included in the
definitive C&4 phone book, send details of your
company, PD library, fanzine, programming team, eic,
marked CF Directory, to Commodore Format, Future
Publishing, 30 Monmaouth Street, Bath, Avon BA1
2BW. For the sake of our own peace, we'll definitely

‘e
-

The boys at Parallel
Logic have
announced that their
forthcoming windows-
style package for the
CB4, Util 1547 will be
: disk-only and non-
n copyrighted. We'll be
' reviewing it next issue.

The company also have six
games penned in for release during 1994 (we
weren't kidding when we said
there was a games
explosion on the
cover) so keep
watching this space.

Wow — it's the motio of
Ultira Software, a mail order firm that's devoted to
keeping the C6&4 alive. Richard Taylor, the proprietor
of the firm, is interested in marketing anyone's
software so, if you've written anything of late that
you'd like to sell, contact Ultra at Fulling Mill,
Broughton, Banbury, Oxon, OX15 BAP.

You can call (0295) 730060 for a full CD
product list, by the way.

FLASHBACK?
SURELY NOT?

You might not have believed that my all-time
favourite game, Flashback, may soon be
available for the C64. Or something very
similar to it, anyway. The people at Electric
Boys PD reckon that they're definitely up to the
job. We hope they are.

They have also announced plans to
develop a C64 bulletin board. As well as this,
they've told us that they are soon to be selling
cheap disc drives, huge hard drives (which
apparently come from the US) and loads more
originally-written games.

We'll give you full information next month,
but for now, if you'd like to buy an incredibly
cheap, incredibly fast modem and pipe the very
best in high-quality software down your phone
line, you can’t. You'll just have 10 cross your legs
til pext month, won't you?
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BUBBLE BOBBLE

HIT SQUAD £3.99 PI.IB[IC PUB”C
MAN UNT EUROPE DOMAIN [] DOMAIN
TAPES 0L/0 TAPES

BUZZ £3.99
THE BIGGEST AND BEST PD

COMPILATION ON TAPE
FUN SCHOOL 2 ACCEPT NO IMITATIONS

HIT SQUAD £3.99 41 stunning games all on one tape!
40 PD Games 2............ Yet more games! Every type you could want and more!

A collection of brilliant PD utilities for your 64

MINI OFFICE Utility Tape 2.......Includes many programs previously unavailable to tape users
24 Titles now including new music and intros!

ALTERNATIVE £2.99 A meda collection of games, utilities & demaos!

Any one of the above £3

SUPER MONACO Any two of the above £3.25 each

Any three or more £3.00 each

KRN S WHY BUY YOUR PD FROM US?
Guaranteed loading with full retum service

WWF RAMPAGE N All prices include postage and packing

Immediate 1st class despatch on all orders
HIT SQUAD £3.99 Exclusive/MNew titles

| FREE CATALOGUE
RAINBOW ISLANDS !ﬁk e To receive your free catalogue send one first class stamp

to the address below
KIXX £3.99

Please make PO/Cheques payable to FOX P.D. and send to :-
FOX PD, 6 Sturton Avenue, Goose Green, Wigan WHN3 652
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only know that owing to chaos motion a buﬁié‘i'lu‘_

beating its wings in Korea can cause a tornado in“,

-

California, but that Mrs Thelma Schpiedelbaum

of 1735 Palm Grove, LA, will forget to
bring her dog in from the porch during
said storm and will, on opening the
.. door in the moming, find herself
ng in a pile of Korean take-

away that's been carefully tied

exclusivaly
Army's mission to Kan
“total annihilisation

I_.-' iy ;
then not be a threat.
Nicholas Wimbledon, Hadleigh

Well you know that, and | know that, but the
saﬂ\:.rslure Industry will insist on rmaking monay
Won't it? It had to keep game prices high originally

Pirates are breaking the law and ripping
people off, hmmw they are definitely a
major contributing factor to the dacline of the C64
rﬂ':"l':ﬂ market, but making games cheaper would

pﬂﬂ'lnm out. While the means exist some
people will always prefer to get a game :
for free by having it copied rather than pay
however small an amount. TMB
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I, a being of the greatest
intellect since God, if he existed
(I've
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& More to the point, what's (207146)°47 ana
ou work it out, you'll see that it's the odds to-ton

:gnlnal of throwing together a DNA sa!'npla ar Bt
random and it being an exact maltch with ',n'u:mh.r .

' m
That's far more important than some randol ,
picked numbers, isn't it? The answer to ya:‘.
original question was roughly 1.90E+23. T

Fa

l'_‘ i hrwﬂ“"m’“mt

- please note, my typewriter is m
'Illl't (broken typewriter noted — TME). g

Umos - My GAC (Graphic Adve it |
recently went bust. When | tried to get
replaced, | had it sent back (from Ablex) with

Sadder than the

Stephen, is the
thousands of P

Life is ng if:
excrement. Ta d | decided to counter-
balance m =r if CF40 and write jn about all
things Cg ire Format. Thus,.,

Considering average
Amiga owner gets o :
magazine-wise, |'d say as
good value, The Cg4 LT
Popular than o
figures that the magazing
should cost more
than other format's mags. Yet it
compares well, N
2 Point taken about Mayhem [ ¥
In Monsterland, Given the Apex mwm
track record, it was highly unlikety 7
the game would be rubbigh, 4
However, simply beca e C6
(regrettably) declin : gan

th 10 cent. Agree to

ale

= |t

P Pwadays all the CF team get to
and play
gfound, Hence the MIM did not get an unfair
spread of reviewers, and the review was not as
corrupt as | made it soung,

3 lam amongst those spear-heading the

*“EI itin woa
fact that you sert
eople to read. ¥

games as they are 50 thin on the

sy

‘Frames Has Rights' campaign. If he is not

released soon, | shall eat all the

Bath. You have been warned, r‘
Is it true tha Telatex
With &

olate limfies in

¥ Your average Amiga owner
. oesn't get much for his
. money, does he? Though there
are always disks bundled with
these mags, they don't give
away full games, as Vanous
iGahbodies getangq.rwhﬂﬂthey
do.
2 What's
with unattainak
that there will never be
Mayhem, so if that doesn’t mear 1 Hes
cent | don't know what does
3 Nobody on the crew actually fee
about chocolate limes, so eat away all vou
you'll need a serious digt plan when | el you that
Roger's just been thrown into a cell gn death row {me
and my big mouth).

Point of a rating system
Marks? We honestly believe |
410 fop |

00 per

il stronghy
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| LOVE YOU MAARTJE
First, your Powerpack. Sometimes it's good,
great even (CF28 and CF30), but sometimes
it's not so good, to say it gently (CF38). Any
chance of having some good golden oldies
on there (like Dan Dare)?

Secondly, a computer can
talk. My friend had a
program Say It. It had
quite a large
inventory. lts
pronunciation

12 LETTERS

you run a help-line on this kind of situation or
is there a C64 club | could join?

Another helpful item in your magazine
would be a jargon and abbreviation dictionary
to enlighten the uninitiated.

Last of all, do you supply your magazine by
post? If so will you send me your order form?
John Davenport, Manchester
PS | have just sent off for your Mini
Office 2. Is there a list of other useful
programs like this one?

To be quite honest, your best

chance of leaming all about the :::“ﬂ:.:“ good,

machine you're now a proud owner g e l:rg? it
i d .

of is to keep reading this mag an it o

order a few back issue (sea
page49). You could also get in
touch with ICPUG, the Independent
Commocdore Products User Group,
who'll be able to give you loads of
advice. Contact them through John
Bickerstaff, 45 Brookscroft, Linton Glade, ~
Croydon, CRO 9NA T 081 651 5436, Welcome to
Commodore Formal, by the way. TMB

THREATS, EH?
This is my fourth letter to you and the crew so
it's time to start printing ‘em or else (I'm going
for my red and white belt, so watch it). Okay, so
you printed my charts in CF36 (page 22, bottom
left corner) but you spelt my name wrong, it's
James, James, got that J-A-M-E-S! (who ever
heard of anyone called Jams),

Right that’s enough of the gloom and doom
so here are some good things. Unfortunately

your favourite
music? | think 2
Unlimited are the
best. Have you

heard their song,
Faces? It's great.

2 Unlimited - limited appeal.

my issue of CF36 was late by one week, so, a bit
miffed, | phoned your subscriptions line and they
were hugely helpful. CFis easily the best
magazine around and the new look is totally cool.
Here are my questions:

1 What is the number for the CF office and
when should | call?

2 My brother's friend went on holiday to
Yorkshire the other week and while

he was there he went to Tandy
to buy a C64 at the new low 4
prices but when he got
there the shop
attendant said that
there wasn't much
point as they were Y
golng to stop making them
and the games, Is this true? |§
3 Will 30 Construction Kif\§
come out on budget? if o

the chop just yet...

games coming out and why have they been
delayed? Nigel Mansell, Jimmy’s Grand Prix,

PS To win on WWF2 run to the left or right side
of the ring at the start of the game, turn round
and bung on the autofire — you're man will
continuously kick his opponent.

First of all James, we're not threatenad by your
prowess in the martial arts. Hairy's bean known to
flatten many a karate kid-type who's come "round 1o
the office looking for trouble. Besides, even if you
were to defeat him, the charming but incredibly
violent Lisa Kallet is just a few offices away...

The Brain's not ready for

Bon, c'est le fin de ma lettre. Je vous vois
une prochaine fois (I'll see you next time).
That was my best French. | scored a five {out
of ten at school). My English is better (an
eight). Well, now that you know that, I'll say
Doet (that’s Dutch. It means something like
bye, but a little bit different. Some old peopie
hate the word).

Alexander Ensing, The Netherfands

I'l have a word to Simon about Dan Dare for
you, but he assures me that thera's enough
coming 1o keep everyone happy, anyway. As for
the talking thing, we're probably getting a
program called Speech in the very near future. |
think you can guess what it does.

The CF crew had a quick poll about their
fave bands and came up with Therapy (Dave),
Mud (Ollie) and Alice In Chains (Hairy). |
personally prefer something a little mare
cultured, but we all agreed that Faces has to
be the worst song ever recorded by anyone,
ever. Apart from, perhaps, Atmosphere by
Russ Abbott, that is. TMB

1 Our phone number is (0225) 442244, and you
should call on Thursdays.
2 Unfortunately the CB4 is no longer in
production, but there's still a great deal of life in the
machine yat. Think of it as the Triumph Stag of the
computer world, while these
consoles are just Ford
Sierrag and VW Golfs -
impressive anough to
your Essex lad now,
but hardly the stuff
design classics are
made of. The C&4 will
‘ be around for a long
o time to come.
3 3D Construction Kit
is worth paying full
price for, but there's a
good chance you'll be able to
pick up a copy second-hand
from the Buy-A-Rama (I said it again).
# For the moment, yes. We have heard rumours
about a distribution deal, but there has been no
official announcement yet.
8 unfortunately most of these games have
been put on ice by the companies
cf
[

producing them. Write to them and
complain, that's what | say. TMB

Just before | go I'd like to point that there
have been more pairs of Converse All-Star
Trainers sold world wide than copies of the
Best of Coronation Street Volume | video. If
you want to keep informed (and keep me in a
job) send your missives to: TMB
Commodeare Format, Future Publishing 30
Menmouth Street, Bath, Avon BA1 2BW
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="+ penguins
‘ “'. since The
1 i Wrong Trousers,
i o the C64, but the supply of
; games has suddenly

~+ increased from a trickle to
' flood once more as grass roots
-~ programmers all over the world
_~"  have started to do-it-themselves. And
just because these games haven't been written
by professionals doesn’t mean g
they're cheap'n'nasties. many of Ty
them are as good as, if not
better than, a lot of the junk
the major softies have
expected us to fork out

which century his pay
cheque’s been sent to).

reefings once again. My

voyages through the times this

month have revealed a money on. Take Archelype
plethora of games on the way - not the best game aver

in the coming months. The written, sure, but a hell of a _
major software houses may lot better than stuff like Mercs,

" have stopped supporting which it resembles. And Penguin T
Tower is just a great blast.
Penguin Tower, by the way, has been

Time Crystal - land of the
written by a Scandinavian coder, and, indeed, a

geometric shapes and

slow motion replays. lot of these new games are coming from
CROSSWORD FORMAT

1 It often comes after C.
Do we have spell it out? Or do you?
. of the Mutant Camels.
T Music is made up of these.
8 See 1 down.
9 The end of fanaticism is very realistically
biit a bit mixed up.
13 Screens that often appears while a
game is loading.
15 You're one when you browse through
Commodore Format
16 The software company which gave the
world Lemmings.

Down

1, B across, 5 down Racing game that takes
place on ramps hundreds of feet high.

2 Rainbow Arts’ shoot-"em-up is now
divorced and not inside (it's a bit

cryptic this one).

3 It makes bread rise.

4 Fibre — — - - = cables.

5 See 1 down.

9 Lee does this throughout the Comic Relief game.
10 Comes between Truly and Deeply in a fim title.

11 Warning sound.
12 These help you win games...
14 ...And so do these.

Answers on page 50.

GAMES INTRO 13

abroad. But it's not just in Europe that there's a
lot of CPC activity underway. | predict (it's
one of the perks of the job, y'see) that
you will be seeing a lot of Australian
software before the year is out. Check out
page 50 for a few more titbits of
news on that front.
Hang loose.
Stay cool. Or
whatever this
year's hip phrase
for saying good
byeis (it's a
bit late
in the 20th century for see you later,
alligator, isn't it?). Captain Stem

WHERE WILL THEY BE?

Thanks 1o Stem's access to the Space/Time Vortex
we can present a unique twist to that Sunday
Colour Supplement stand-by, the ‘'where are they
now?' feature, We kick off with Mayhem...

@ After appearing in the sequel to Jurassic Park
(Jurassic Bloodbath directed by Michael Winner),
Mayhem went on to have a rocky career in
Hollywood, complaining of typecasting.
@ After a disastrous attempt to break the
stereotyping by taking a role opposite de Niro
and Anna Paguin in Scorcese’s remake of The
Wizard of Oz (apparently he lost 27 stone in
order to take the part of Toto) he spent
years only getting jobs as walk-ons in
Commodore CD games and pet food ads.
@ Things took a tum for the better,
though, when he started a mass manure
manufacturing plant with a few old mates.
He was a millionaire within a year. "It's not
what you know, it's who you know,” he
revealed in an interview on the Ross show, while
pointing out that dinosaur dung was the most
potent fertiliser know to man.
@ In 2024 he started up his own satellite television
station, BCTV, which showed 24-hour Flintstones
cartoons. It failed miserably.
@ By 2031, however he had become a multi-media
magnate with TV stations, newspapers and
computer networks to his name, but strangely
never travels by yacht.

PLAIN SPEAKING

Welcome to the Stem guide to computer industry
largen - what they say and what they mean. This
menth we interprat the biurb software companies
plaster all over games packaging:
] A mazing vector graphics” - lots of triangles.
® "Arcade Coin-Op Classic" - the original was
sighted once at the Morecombe Bay Palace of
Pleasure amusement emporium,
[ ] :High speed action” - It's not written in Basic.
® “Screen shots may be from a different version”
- we grabbed these off a Videg Toaster,
® “Though provoking” - dull
L ] “Multi-directional, hyper-pulse,
life-deprivating device " - gun.
® “A range of options” — one or two players
: “Saali:ﬂn sound effects” - yeah, right i
“Unique perspective" — . -
g hgu-::;ng s yYou won't be able to tell
® “Flight sim"
weeks to read,

mega-phasorial

= the instructions'll take you three
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ccording to the sont of people who
spend their lives studying these
things, there are only four or five
different dramatic plots. Every story
ever told, written, sung, performed,
tapped out in morse code or whatever, is, when
boiled down to its purest elements, just a variation on
one of those basic plots - revenge, the quest, the
loss, and, er, some others. | reckon computer games
are pretty much the same. There are a few pure
gameplaying concepts that form the basis of every
other game. Tetris is one. Bug Bomber is another.
Bug Bomberis all about a little blokey who runs
around a grid strategically planting bombs to kill

There are plenty of goodies scattered ahuu? lh_e
levels to help you out on you impossible mission,
turning your everyday, brightly-coloured, waddling,
winged thing into Robopolly:
BOMNUS LEVEL — Getting to a bonus level
is always a good idea, though [t does
mean you'll miss out on the rest of the
level you're on, and the lavel
afterwards. These special levels are
usually incredibly easy, and give you the
ghance to collect loads of points before
continuing with the rest of the game.
EXTRA BOMBS - Though your bombs
are infinite, you can only drop one
bBomb at a time, having to wait for it to
go off before dropping another one. If

you've managed to get your hands on a
bomb power-up, however, you'll be able

to drop mora than one bomb at a time.
FLAMER - When your bomb goes off, it
! normally fills the three squares in all
four directions with flame, wiping out

® COMMODORE FORMAT 44 May 1994
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| Exploding penguins can mean only one
thing - a Batman 2 game, right? Wrong.
Simon pulls on his fur-lined parka and
braves the antarctic conditions.

bugs. Penguin Tower is

vary much a variation on

the concept. You control a

bomb-happy parrot, intent on the

destruction of level after level of cute penguins. The
gameplay is very much the same as Bug Bomber,
you have to plant bombs then run like hell in the
tew seconds you have before they go off.

P-P-P-PULVERISE
A PENGUIN

Of course, penguins aren't the only thing you
can blow up, a fact which add greatly to

FINGS

everything on those sgquares. Every time yuu.pick
up a flame power-up, the flames get longer, first
filling four squares, then five, and so on. So if y'Dl._l
collect enough you can wipe a penguin
out from clear across the screen.
FREEZE - This one's dead
handy, as it freezes all the
penguins, letting you stroll
round and place bombs right
next to crowds of the critters,
killing off loads in one go. It's
always best to grab a freeze
power-up when you've got
the abllity to drop plenty of
bombs at one time.
SHIELD - As with every other
game under the sun, the shield
just makes you invulnerable
far a while.
SPEED - Dead simple, this
one, as it just speeds your
parrot up.

The silent reign of
penguin terror.

AR N T ——
L
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) the gameplay. There are two types of
iy " obstructing wall; indestructible ones
.~ and ones that can be blown up one one
square at a time. This might not sound
great shakes on the axcitemant scale
but these walls add a lot more to the
game than you might think; penguins
can be trapped in certain areas areas, s0
it can ba very important that vou don't let
them all roam frea too early on in tackling a
level. There are also eggs on some levels which
need to be cordoned off for as long as possible.

Not ail of the pPower-y

a mystery power-y
of these little |ot:

CONSTIPATION - Sorry n'all, but | think you

t the relevance of the

PS are good. If ¥ou pick up
P You could rigk getting one

SLOW Down - You slow
else could it have been?),
E;TRCITS' = | would have used the si

dox name for this affliction,

dicti
v ::::.r t:-. hand. if you're unlucky enough to pick o,
i “9; € game , you'll be drepping bombs whetse
v r n::_t. This may not Sound too bad, but jf ;
Multiple bombs and jan .
a fla
have a hard time outrunning the shrapnr:fSI e

down, they don't (what the hell

ightly more, g rm.
but | havent got a



 apenguin moving at
. twice the speed of
ﬁ sense, you just

IFAF -5 % F 5ty 5 gy -~ have to plant as
% ﬁf" 5 *-:.*:.***. = muﬁybambs'uwu
| can, find a square
whare you're safe

from the blasts, and hope to God the bionic
panguin doesn't get to you betore the wick runs out.
Tha levels themselves

So we've got penguins and walls. Oh, and
power-ups. These are left

| pennawnenyou sy “You bave to plant bombs theftven: exacty veen

varows arcodanios  Tum like bell in the few e i, win
which are described in loving SQCOMS J’Oﬂ baﬂe befm tbﬁaan‘t really help, as
go off”

detail in the Good Fings box-
out (I'll leave you to work out what the
box-out Not S0 Good Things is all about).

I'd love to spend a few mora hundred words
describing all the other features involved in this
game, but thera aran't
any — it's an incradibly

could really do with a
few more narrow passages and places
to hide, instead of standing in wide,
open spaces, waiting to be
killed. One thing the
programmers might want
to include in tha final

simple concept that version would be a level
just happens to be designer, so that
incredibly good fun. everyone wha's had it

up to the back teeth
funning round oddly
laid-out screens could
design their own (or
just ramove all of

the eggs from the
original designs).

But the sheear
addictiveness of the
gameaplay wins out
over the flaws.
Whoever came up
with the idea (though
it wasn't exactly
original) was obviously

not concemed with their
reputation — they've resisted the temptation to cram
the game with loads of flashy gimmicks that I'd
have probably slagged off anyway, and
gone for a simple but well-executed,

FOWL
FIENDS

Of course, life isn't all
roses = there's tha

odd thorn. But then
rosas have thoms, so
parhaps it is all roses.,
Or perhaps, using a
cliché like life isn't all
roses was a pretty
dumb idea. But you get
my drift. &s with all
games, Penguin Tower
has its gameplay flaws,
this time in the shape of the penguins. Okay, so
you have to have a bad guy for a good plot, and tha
whole thing would be boring if thare

wasn't anyone

When you first start to play chh ie-.rl_al. most of the
penguins you need 1o exterminate will almad-l.-qbe A
happily going about their business, but the re. 8 rnc;:lr
to this game than meets the eye. What does rm-.e:1 e
eye are a large number of eggs scattered about 1 h:_-.
place. The problems come when these eggs hatch -

nguins pour out. :
mngd[:lf-,r,%f an a;:gg is engulfed in a blast, the pengl.rrn
inside doesn't get scrambled — it _n;etr. supemharg.t.d.
This means that when it hatches it can move at up to
three times their normal speed; they also come after
you. Beware the eggs of, erm, Penguin Tower.

trying to bump concept. While there's no great
you off, but the :::*;f depths to the game, everything
penguins’ magazine that's there is polished and up
motives are would give a to standard, with fairly

never really all game a big reasonable sonic effects and
that clear - review and an appealing graphics. The

they'll happily wander excellent marik,
about the place doing
nothing in particular, and

i they'll probably walk right

power-ups are all vary easy

to understand, there are no

difficult technigues to get the

hang of and your parrot is
slightly intelligent, in that as
the grid is laid out clearly in
squares, he'll move from square
to square as opposed to around the
screan pixel by pixel.

So it's a game that you should buy (| love

this reviewing lark), because it's good (can you
believe | actually get paid for this stufi?). It's well

past you sometimes, but
for randomly mowving
creatures, they really have a
knack of hanging around the
exact spot you want to walk
through yourself.

1 Then, of course, there are the incredibly fast
penguins, who'll randomly bump into you,

eye on the news Pages over the
next faw moanths, we'|l
promise to keep you
informed.

out
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THE STEM
INTERVIEW:
-/ CAPTAIN SCOTT

‘“"‘ **  CF's roving reporter from the
. " nathar dimeansions, Captain

Stem, journies through the Time
Vortex to bring you an expert
opinion on Penguin Tower...
“It's interesting you should mention
Penguin Tower- we've lost guite a few important
pieces of equipment through parakeets dropping
bombs on nearby penguing. There is an upside,
though - after we'd finished off the last of the
huskie stew, we managed to harness a few of
those really fast penguin dudes, and got to the
South Pole in no time. If only we'd have twigged
that Norwegian bloke Roald Amundsen’s game,
and fed the huskies to the radiated penguins, we
might have been able to achieve lift-off as well.”
“Hi doesn’'t really matter, though, because
we came across this tower and, once we'd Killed

the blokey at the top, it was warm enough to
stay there for as long as we wanted. Besides, it's
a long walk back."

presented, incredibly good fun and well worth
whatever amount you'll end up paying for it
{within reason — see the Not For Sale
box-out to find out what | mean). Be

sure to pick up this penguin. SIMON

p

A 1t's really incredibly good fun.

A\ It carries on being incredibly good fun.
/. The levels are ingeniously-designed.

A\ You don't have to worry about accuracy.
W But the speedy penguins are irritating.

RONER Rafiti

COMMODORE FORMAT 44 May 1994 ¢




16 POWERTESTED

DOUBLE

G

e

C

ARCHE

AME PACK

Two games for - = Qe At ine

= s * f“ . graphics are

the price of one - g - =, functional at
S = o= pest. But

can’t be hﬂd, can - '“ﬂ o :_-_;; things do

= "=y improve as

it? Ah, they’re “ ~ for temporary .
i i " immunity (and a = = = almost
vertically-scrolling - = [ urois we = == imperceptibly
) = _"next day). = ™ the gameplay
shoot-’em-ups. e = begins tosink
Could be bad, then. . - iy By
E : G- Archelype is
Dave discovers T the better of the
whether either neither — b i, ey
- ; there's not much in it.

or both are worth paying
half as much for.

ertically-scrolling shoot-'em-ups
have gained a bad reputation since
the Shoot-'Em-Up Construction Kit
enabled everyone and their dog
could write them... badly. | reckon,
though, that there's still life in good old-fashioned,
no-nonsense blasters — but will this double-pack
from the currently hyperactive Psytronik software
provide the resuscitation the genre neads?

Both of them, it has to be admitted, start out
looking very much like your bog-standard SEUICK

Archetype is a sword and
sorcery romp in which the plot is so minimal the
instructions settle for, “your
goal is unclear.” Basically,
you play the knife-throwing

tantasy landscape throwing
knives at anything that moves.
Thare are hostages to rescue as
well but you don't have to worry about killing them
because they seem indestructible.

The game follows the standard shoot-"em-up
format. You wander up the screen killing hordes of
knife-fodder nasties with one or two carefully placed
krives (where does he keep them?) and nunning up

“There’s enough going on
hero who trudges through a 10 Reep) the gameplay from
becoming stale.”

L]

-
~ | recognise - - ’
Liowies i vamaesesa” - T
i~ in Dr Why, }}' -"'i
. - e -

against the odd monster who might take a
few more stabs before deciding there must be an
easier way 1o get lunch. Finally you grind to a halt
and face some end-of-level guardians who are
wearing the latest in M&S mystical knife resistant
armour. There are also a few pick-ups in the form of
potions that make your life easier by giving you
invincibility or destraying
all the baddies on screen.
Okay, so in the
originality league stakes
it's battling with the
scriptwriters on Noel's
House Party to avoid relegation 10
the Vauxhall Conference but it's still a decent
enough slice of gaming action: the animation of the
knite-throwing s simple but much more interesting
than dull old bullets or lasers; you can walk beneath
trees and become hidden by the foliage: enemies
leap out from behind rocks and tree trunks; the

Cops 3is subtitied Cops, Robbers and Dingsaurs.
Quite why, I'm not sure, because, to be honest, |
didn't get through the whole game {I've got a
magazine to edit here, okay, and my Action Replay
failed me) and there weren't any dinosaurs as faras|
managed to get. Then again, maybe I'm just being an
incredibly naive old fogey and dinosaur is some new
fangled lingo for some illegal
goings-on or other. Or
perhaps they're just
hoping that after
Jurassic Park we'll
buy anything with
dinosaurs in it.
Anyway, what we
have here is :
another

scroiling shoot-"em-up, this time set in some huge
Metropalis in the future In which crime Is running
riot over the Christmas holiday period. You know the
sort of thing, shops selling 10 Christmas cards for a
fiver, Cilla Black Boxing Day specials on TV, pubs
not opening in the evening — eriminal. Oh yeah, and
there are loads of gangsters running riot, robbing,
shooting and generally acting like gangsters. So you
{and your partner if you can find mate who wants to
join in) have been assigned to clean up the city -
virlually single- (or double-) handedly it seems.
Actually, the game doesn’t vertically scroll at
firsl. Instead you have to '
eliminate all the erims ]
on screen before you
allowed o walk up the
screen and into the
next section. But after a
while you enter familiar
vartically-scrolling
territory (in a sudden
change of scenery that

takes you out of the city and into some military
barracks which look exactly like the ones in Arnie 2).
There are no pick-ups which is disappointing
but to its credit the game does try, often guite
successfully, to disguise its vertically scrolling
roots by limiting the play area 1o certain rooms orF
using things like lifts to give the game a more three-
dimensional feel. One odd aspect of the gama is that
it you fail to kill a baddie and he wanders off screen,
bullets continue being fired from the bit of the
screan where he walked, and there's nothing you
can do to stop him. It can
be annoying if you let it
happen, but that's the
point - you shouldn™
let it happen.
Problems? It'd be
nice to be able to change
YOUr Weapon every now,
there are a few annoying
graphical glitches and
the backgrounds are
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-

- S
i Tis scenery changes are
o - g e :
_ - :,L often pretty drastic; a
R A mysterious woman
. fW_  # appears who gives you a
e 1 few hints about what the
” blimmin’ ‘eck you're
. £== purpose in life is supposed
= - - to be. In other words,
- - i : i
b | = { there's enough going on to -
- —= ] keep the gameplay from o, - -
dy o - # becoming stale. E'* . "*H
- - But it's not all Qﬂt)-d news: . L 5 ;
! s g . -
] o 20 while the intention seams # o

to have baen to write a "] ~§
shoot-'am-up with a bit
more meat to it than your
average blaster, there
seems o have been a
lack of attention when it
comes o the actual
mechanics of the
program. There's no

denying that it's bean : i
a bit shabbil e
pmgramrna::: for :::.'W I
example, the scrolling Wy mm. -
is slow and often : [ ory.
jerky, the extra life
you're supposed to get with every 10,000
points doesn’t seem to materialise and enemies
occasionally vanish off screen before you shoot
them. And occasionally the graphics are so lame
they look like rejected entries from a Blue Peter
hardly artistic masterpieces
(uniess there's been a q“i'; -,
recent revolution in ' lift, willya?

modern art criticism |
haven't heard about).
Okay, let's ba honest,
Cops isn't much cop.
It’s fun for a while,
and tries hard to
keep the interast
level high with rapid
! and numerous scene
changes, but the
gameplay is more limited
than Morrisey's vocal range.

L

«F

A\ Good, old-fashioned shoot-
‘up-action
A Tries to break out of the continuous

vertically-scrolling trap.
¥ Some really quite horrible graphics.
¥ Needs more variety to the gameplay

- .l P
| % s
1 stick to
. ~ hidaie the wogds
design a
set of crap
monster
sprites
competition
{under fives
section),
such as the
monsters on
the second
level, which are
little more than
badhy-drawn,
disembodied
green heads,
And the
baddies are a predictable buch. This is one of those
games which you leam your way through. You know
what | mean — you get to know that after you've dealt
with the two baddies who leap out of the second
tree on the left a dragon will appear from the
right, followed by an aftack of Japanese
tourists and a new sernes of Paul
Daniels on BBC1. So often getting
through a section is more a test of
== Memory than responding
. instinctively to an attack.
i So, does the good outweigh
the bad? As we all know, at the
end of every fantasy good defeats
bad, light beats back the dark, and
truth, justice and the American Way
are upheld. In this case, however, the
bout goes the full 15 rounds and good
wins on a controversial judge’s decision

€~

=

A Levels that remain refreshingly playable.

A 1w's not Mercs.

A ANl that knife-throwing looks impressive.
¥ There's nothing startlingly original in it.
¥ it's a bit slow and jerky, frankly.

W And some of the graphics are shameful.
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The disk version of Archetype/Cops 3 comes with a
demo of Sceptre of Baghdad, another one of
Psytronik's games. Well, you can’t
blame them for trying, can you?

THE STEM

' <7 INTERVIEW...
¢ &': E Whao better qualified to

st give their views on two
out-and-out shoot-"am-ups
than the man who's probably
shot more people on film than the
whole ltalian army did for real in World
War 2 - Sylvester Stallone:
“Er... yeah.”
Thanks, Sly. We appreciate that.

(me being the judge). Personally, | reckon that for all
its faults Archefype has enough playability to pull it
through. It's nowhere near as good as Arie but its &
darned sight more enjoyable than mindless pap like
Marcs. Sure, it's darivativa, a touch slow and a bit
shaky, but it's got humour and a distinct character
which help lift it above the average shoot-'em-up. If
you want technical perfection and the great graphics
this isn't going to be up your straet, But if you like a
straightforward, good., old-fashioned blast

it delivers the goods, slightly battered,

but still in fully working condition. G

Avallable from: Paytronik Software, 34 Portland
Road, Droitwich, Worcs WRS 7QW.
Price: E4 on both tape and disk.

A Both games are decent enough entertainment
to make £4 a definite bargain price.

¥ But they're both a bit on the ropey side and
could do with tidying up.

76"
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oes anyone remember the 30
Construction Kit from Incentive?
The idea was that the user builds
their own 3D landscape using a
series of shapes supplied by the Kit
(mainly rectangles), and the program then let's you
wander around and interact with that landscape,
viewing everything in perspective — this system
was known as Freescape. Of course, game writers
being what they were, you interact with the blocks
by shooting them, but that's
pretty much the only reason
you've got a gun — there are no
bad guys to slaughter.

Anyway, looking at Time
Crystal, | reckon Parallel Logic
have got a copy of 3DCK. The plot
could be anything from 'crystal
sucking time out of universe, find
and destroy’, through, “villainous
bloke steals crystal, get it back’, to “throw
crystal into Time Well' = it's not important,
because this, like all Freescape games,
is about a player wandering around a
landscape wondenng what they re
supposed to be doing. In this case, the
landscapa's a castle.

The movement
controls are vary simple
— forward, backward,
rotate left or right, with a
few more complex
manoeuvras, such as
leaning forward or
backwards, tilting to one
side and gaining a higher
viewpoint. Bul if you've ever
played a Freescape game, you'd know that.

Bearing in mind that all Freescape
gameas ara to the great extent identical,
there isn't all that much to review — most
of the comments you could make would be
true of all Freescape games, as pretty much
the only thing that changes from game to
game is the environment you're exploring

And what a nice litthe environment it is. The
dasigner seems to be a fan of walking in circles,
as some of the rooms have spiralling walkways
around them, whether they’'re visible or not.

Did | mention the invisible blocks?

Obwiously not. The idea that a lot of the platforms
you're walking on are completely invisible is quite a
good one — it's not used excessively, 50 you can
judge roughly where they're going to be (as opposed
to wandering around a maze of invisible walls) but
this simpla little idea does add quite a lot to the
gameplay. Well, it would add a lot to the gameplay if
the whole thing wasn't 5o damned slow.

Simon had a problem finding an angle to this
review, but there was no lack of them in the
game. Unlike crystals, strangely enough...

That's right — I'd left out that little point up until
now, but we do have to face the fact that Freescape
games on the 8-bits really are incredibly slow, aren't
they? In fact, it's the total lack of speed that puts
maost people off this type of thing — no-one wants to
turn to the right and wait 10 seconds for the screen
to redraw before tuming another step to the right,
and having to wait again. Whatever gameplay The
Time Crystal had gleaned through cunning layout,
fun puzzies, interesting siructuras
and the like has trickled slowly
away down the plughole of
obscurity. Really bloody slowly.

This lack of speed isn't too
much of a problem in flat,
featureless areas (you can even
increase your step distance to let

but it plays hell with the
exploration aspect; by the
time the screan’s redrawn
10 times, you'll have
forgotten what you were
looking for. It's also very
disorientating. You might as
well play it by post.

But horrific speed
problems are a curse of all
Freescape games on the
CB4, so all credit to Parallel
Logic, who have undeniably
used 3DCK to its full
capacity. But no matter who

designed the landscape,
there comes a point at
which you have fo say it's
a Freescape game, and
knock quite a few marks
off the final

percentage
just for that,
PATHEISTEMVIEWSS

] a L if you want an expert opinion on this kind
of game, you've got to speak to the real
authority on architecture, Escher, S0, Mozza
(as his friends call him), what do you think of it all?
“lz damn weird - | couldn’'t work out what
was supposed to where. It was slow as well.
Zoooo zlooow. Ze weirdest bit was when |
chimbed up some stairs and ended up at the
botiom again. | couldn't work it out. It gives me
an idea for a picture, though”
And with a faint ‘kerching!’ ringing through
the air, he scuttled off. Mad old fool...

it's time for
a guick
game of
spot the
crystal.
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you move further on each redraw),

VIRTUAL
UNREALITY

Follow CF s simple guide and you'll feel like
you're really there, sitting in front of your
maoniter playing Time Crystal...

1 Place the magazine about seven inches in
front of your eyes and stare at this grab from

the game for approximately five minutes.

e

2 Now look at this grab for another five
minutes. Repeat with the other grabs on this

page for that unique gameplaying experience.

AVAILABLE FROM: PARALLEL LOGIC,
40 WINDSOR AVENUE, WHITEMLAD,
COUNTY ANTRIM, BTI8 PRX
PRICE: TRA

A Wonderfully designed environment
A Original puzzles for a Freescape game
¥ Oh so sloocooooo0OW

¥ Well, it's a Freescape game, basically
¥ The colours are pretty vile as well
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Blimey, here we go
again. Ditto the caption
at the bottom of page
seven (but replace
‘cars’ with tents’).




PD software may be the
source of thousands of good demos and hundreds
of shoot-'em-ups, but this month Captain Stem
takes a look at some slightly more cerebrally-
challenging software - text adventures.

S x

e M

Some Ccommands used in “"D.H.B.R"™
HODTY,. TALE, GIVE, UHLLICI\ SHASH
RINK., HIT, RIDE FPRESE, PuSH
EAR, REMODE, cCuUf, uHi IIF FEEL,
NTER, CREDITS.
OUN - LDok UNder something.
OBE LDok BEhind something.
OIN LDok IM=ide something.

- Examine.

- Look.

Get.

E — Drop.
There are a lot more too' (it you were into

that sort of thing)

E
.

A
|

The kind of parser
you could warm to

thought we ought to ask the ultimate
authority on all things wild west, and
things rabbit-like — Yosemite Sam.

“First of all, I'd like to draw & very
definite distinction betwean my media
image, created by Wamer Brothers in their
creative genius, and myself in real life. For
instance, whareas my scripted character
would have chased after a certain rabbit
for hours on and, succeeding only in
getting blown up, thrown off cliffs, run over
by trains, or some such, | marely retreat to
a safe distance, and take advantage of my
incredibly accurate skill with a high-

T
elie,
LL.,

tem here, with a disc full of text
adventures, two of which we'll be
taking a look at this month. For the
ultimate in authoritative reviews, I've
thrown the C64 into the time
machine, to see what some hand-picked exparts
had to say about the games. ..

DANCES WITH
BUNNY RABBITS

Simon Avery really is a prominent figure in the text
adventure market — his reputation for producing
high quality games goes before him, but we

Good guestion. It's all very well avidly reading this
section every month but if you don't know what PD
actually is, then this whole section isn't really all
that much good to you.

PD is, and I'm going to duck to avold the flak

here, free software. PD stands for Public Domain.
The software is written by non-professionals who
do not expect to get pald for the work - they just

COMMODORE FORMAT

powered rifle. | don't have a problem with
bunny rabbits in reality,

“ANCE

vy OUMMY EABBITS -

b
jimon Avery (A.F.01.0.)
Timeig is not & happy adolescent
Farced inTo The mould oFf & Cowbhoyw b
hifs WUnNCar-ing father Taimey woWwld Iike
nothing better to play pat-

Texas

Thamn @ —C ik

wWith has Ffriends

The last straw for Timmy Ccomes when his
father ionfisScates his teddy bear. Timey
iS putraged, ke CAR SEe RO WAY TO St

BaCk Excepl 1o to
make his father proud
Théen hé Frémémbers, rumours have been
rUunning around Town of untold riches
JUST I@ing &1 The LOTToM oOf SOME Mine
the Badlands. Surely if Timemy were to
Find These riches, he could get his bear
BaC ik

Converted by Fegasus

his bear fifid Some way

Software.

€L

Kevin Costner would be turning in his grave... if
he were dead, that is (oh, we love the old ones)

Timmy decided to clear up this matter once and for
all, proving he could be a cowboy by finding the
huge pile of gold that lies at the bottom of a deep
min& in the badlands. When he's found the cash,
you see, he can afford to set up on his own.

“Onto the game itself — though being a fan of
the text adventure genre isn't exactly in keeping
with my media personality, | do like to sit down and
solve mental puzzles now and again. You see, if
you don't like text adventures in the first place,

you're not going to enjoy

because | don't have any = yourself with any text
problem killing them A doorwsy lesds Hest adventure game — these are
“This game is an :‘i:.?.i::."':'f[ ﬂ';‘.’ltm. '"“*“'j"q* i games you either love or
interesting one - the plot neatly in The wergroke hate, and you'll never really
tells of Texas Timmy, who's *EEE"'E',"E LE;'E'“E:.;:“. :"'"“':r T el change your view, no matter
forced, understandably, into BT SRR - R what you play.
being a cowboy by his TR LB s ™ o e o ere “As for DWBR, we've
tather (which is fair enough it PRt aE Fidrens i ; definitely got a doozy here -
- when my son said he cugdly nittens. . Of Tluffe bunnies and | ihe parser is reasonably
wanted to be a barber, | g T e g e complex, with some rather
glued a Stetson to his nice naw verbs introduced,

head). Finally, when his
father took his teddy bear,

release the stuff into Public Domain for anyone to
copy to their heart’s content. That's right = PD
software is non-copyrighted.

Biit it's not always easy to gat hold of. That's
why PD libraries are set up all over the country.
They collect together lots of PD software which
they're more than happen to copy for you for a
small charge. If you send them a disk or tape and a

| May 1994

What would you do in a situation like this?
That's what text adventures are all about.

such as LOUN (look under),
LOBE (look behind) and LOIN

small copying fee (it's usually around a quid), you

can get a disk back stuffed full of wonderful

software (well, wonderful if you order the stuff we
give good marks to).

It's always bast to write to the library
beforehand to get a catalogue and details
about how much copying charge you'll

nember o send an SAE
— the people running these libraries aren't

making a profit, so it's unfalr to expect them to start
paying for postage

S0 it’s not quite free. But it can be

The other side to PD is programming - if you've
written a nifty little game or utility that you'd like to
submit to the Public Domain (and see your mame in
lights), just send it along to a library and it’ll spread
like wildfire. It could even be your first steps
towards fame and fortune.

have to pay. But r
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(look inside). Obviously, there are all the nomal
directional and object manipulation commands, as
well as some slightly more advanced verbs for the
occasional more complicated tasks.

“The other element that makes this game so
special is the sheer amount of detail. Though the
descriptions aren't especially verbose, if anything is
mentioned in the overall description of a room, it
can be examined, and aven objects that have
absolutely no purpose at all within the game have
descriptions. This attention to detail makes all the
difference and gives the impression that this is a
PD game that's received incredible amounts of care
and attention from someone who takes great pride
in their work.”

“Overall, I'd give this little jaunt into the wild wesl
through a child's eyes about 75 per cent.”

Thanks for that, Sam — and | hope the 75%
throat clears up soon.

It took me ages to find someone suitable to review
this one. The plot involves some nutter called
Fredernck Davies who, for a dare, volunteers to be
locked in a department store after it's closed

We dare you to actually play this dire game.

wearing nothing but his underwear, and attempts o
gel out without being found by the security guard or
the police, as an incident like this would surely ruin
his carear in law before it'd even begun (he'd have
to go into politics instead). In the end, | could think
of only one suitable reviewer - my very (very) good
friend, Lady Godiva,

“Mrs God here (| love that joke), with the
uitimate qualification for reviewing this game — | did
very much the same thing for a bet, except | was
tied naked to a horse which was sent into town, and
| had to get off before it reached the town square. |
didn't, but at least | made the papers.

“Enough about me, though — it's very important
that | talk about this game — it really isn't very good.

you see, In fact, it's worse than that. You start your
little adventure standing in a toilet cubicle in the
dark, with your head dripping blood. From this point
onwards, you may as well give up, because no
matter what you do, you've consigned yourself to
typing in words, and beaing repeatedly told you
either can't do that, you can't go that way, what
you've tried is impossible, you can’t see anything,
you've fainted, or you've set off the security alarm.
A game based on escaping from a toiletis a
thoroughly crap idea, especially when you can’t see
a thing, you're slowly bleeding to death and there
are no objects available to you. | rather suspect this
is more a parser problem than anything else, but
either way, this game is unplayable. Everybody
likes a game in which you can settle down

to solving some really meaty problems, ‘ o%
but this game is just discouraging.”

Believe ma | know from experience that nobody in

Arthurian days talked in that olde worlde style. For

instance, if you were Merin, would you really have

said, 'l welcome thee, King Arthur as My Sire Lord

The Shining Inspiration Of Our Forces'? Or would
you have said, ‘Hi Art"? And while I'm
having a whinge, Guinevere is a blimmin’
silly name if you ask me, so we'll call them
Art and Gwinny (well, that's how | know
them)..

Gwinny's just been nobbled, by the way.
She's being held in the nearby Boscastle
which is, incidentally, a castle. Great. |
think we'll rename this mag fo
CommodoreGdMagazine. Mice and
creative. Oh, about Gwinny = just send
glong a knight or two.

But they're all taking part in a
tournament. As the high wizard to Arty, you
have the same sinking feeling in your
stomach the minister for defence gets when
they find out that all the millions of pounds

we've baen spending on paratroopers has been
blown by the Red Devils trying to perfect the six-
pointed star formation, instead of actually working
out ways of killing more of the enemy.

As Merl, then, you decide not to disturb the
Knightly game of cribbage, and go along yourself to
rascue her, without weaponry, armour, a horsa, or
aven a brain (Merl is traditionally a scatty bloke).
Still, he's got his magic to help him. That's why the
opening description lets you know exactly how
rubbish you are at magic. Still, you mustn't disturb
the knights, so it's ‘'one man against the world' time.

As far as the parser goes, there are the extra
commands LOIN, LOUN, etc (see elsewhere on
this page), as well as the standard bits you'll find in
any taxt adventure you care to name.

Aftar two text

Here's : o
the rather Im8 CUBICLE adventure reviews, there isn’t
ou Ccan‘t go in Tthat way.
L bkl You ‘re head iS5 Srireing blosd ail ouver really much more to say about
;:Tal:n:u oo i i ? this one — the descriptions are
doesn't ﬂgl’ l'ﬂ;l—:: i clear and sometimes fun (if a
et Il Voure mead 1S dripping blood all Rl itie short), and the parser is
want t’u :::c:!nnr o i i B " faidy powerful. That's about it,
bother rﬂ FAFPER really. Of all the adventures
:’:: ve LOST @ 10t Gf Blood Yyou faint wa'va seen this
further. ; month, this one ranks

?ﬂu have scored B¥
Paz; taken 18 Turns.
- Another 'l:r‘:.p“'-r

Okay, so this is an idea that Dave swiped from
his old magazine Amsitrad Action, but why not
- reader directories really are a GOOD THING.
This one in particular is a little list of public
domain libraries and when you think about it,
it's pretty essential, because wa don't give
you contact addresses for the PD that we
review. Why not? Well, most PD is available
from most libraries do recommending one
place seems a bit unfair (it's a bit like
reviewing a book and saying it's available
from Waterstone's, when in fact it's available
at all bookshops). But now you can just
browse through this list and decide who you'd
like to order the software from. Send the
libraries of your choice some SAEs and they’ll
send you back a catalogue of their stuff.

This list is by no means exhaustive,
though, so if you run a C64 PD library that
you'd like to be included, just drop us a line,
and we'll be sure to slip you in. Write to
Public Directory, Commodore Format, Future
Publishing, 30 Monmouth Street, Bath, Avon,
BA1 2BW. That's also the address for all PD
libraries and PD programmers to send their
|atest software to as well, so that we can let
the world know what's available. You know it
makes sense.

BINARY ZONE PD

34 Portland Road, Droitwich
Worcestershire, WRS 7QW

ELECTRIC BOYS

9178 Brighton Road, Purley,
Surrey, CR8 2BP

FOX PD

6 Sturton Avenue, Goose Green,
Wigan, WN3 65Z

KINGSWAY PD

72 Glencoe Road,
Sheffield, 52 25R

1 Westmore Close, Burrows Park
Mortham, North Devon, EX39 1SR

PENSNETT PD

21 Tiled House Lane, Pensnett,
Brierley Hill, West Midlands DY5 4LG

UTOPIA PD

10 Cwmaman Road, Godreaman, -
Aberdare, Mid Glamorgan, CF44 6DG I_,
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More juicy choice cuts

from the EDOS collection

selected by Simon
Forrester.

SECRET DIARY OF
ADRIAN
MOLE

There have been
those who claimed
that the book this
game was based on
prepared them for
adulthood. As far as
| was concerned, it
was just a warning
about how truly
dire life could
become if you
eal too much
marmalade. It was
vary funny, though,
which ever way you
looked at it.

Thankfully, this is a
book that the programmers had the good taste to
turn into a text adventure rather than a platform
game, a decision that has almost definitely saved
them from probably the most scathing review the
world has ever saen.

The first thing that strikes you about this game
is that a good deal of originality was used, and
that the programmers haven't just stuck to the plot
of the book into an adventure-writing utility and
hoped for the best, The second thing that strikes
you about Mole is that it wasn't written by Sue
Townsend. If you've ever played Hitchhiker's
Guide, you'll know all about the benefits of
Douglas Adams having written it. With Maola,
things aren't as aasy, but you'll have an
antartaining time nonetheless,

Ag with most commercial text adventure
releases, the parser is reasonable, accepting
most of the usual commands, and not getting in

WIZBALL

Y¥ou may think religion is all about going to church

and being kind to people in the hope that you'll
achieve some kind of immaortality (wake up), but
it's also been the cause of most major wars in the
20th century. Religion doesn’t have to be
anything incredibly holy, by the way — you just
have to believe in something.

The reason I'm telling you this is because |
there was a religious war in Britain about five
years ago - though the event didn't receive much
press publicity at the time — in which an entire
town folded in on itsell and started fighting over
one small fact: is Wizball a platform game or a
shoot-'em-up?

The game itself is all about bouncing arcund
a horizontally-scrolling landscape, filling
cauldrons of different-coloured potions in an affort
to complete the level. However, there are things
you can kill by shooting at them. There are also
platforms in the form of pillars, and things to avoid
in classic platform fashion. So some say that this

By

S 't

13

the way ] .1" F
of the plot -

too much.

The anly thing that
you've really got to decide
before you rush out to you
nearest EDOS stockist is
whether you actually like

[

text adventure games —

this is a perfectly adequate specimen, but if you
don't like that style of game in the first place, you're
wasting your time - this is the kind of game you'll
either like or loathe, and if you'd prefer

not to spend your free time reading, Bon/
there isn't much here for you. 'l'
HEAD OVER HEELS
Way back in the mists of time, there was Ultimate
software. Though they had nothing to do with this
particular game, they produced a natty little title by
the name of

Knight Lore.

The twist

that made Lore

PRUSER

I N

is just another

platform game

in which you

shoot things,

wheraas

others point

out that

thare are

hardly any

platforms and, when you do come across

them, they're obstacles rather than something to
stand on. It's usually around about now that the

first group of people slowly draw knives, and the
second aase fresh clips into their handguns and
stare group one out.

All this is actually irrelevant when we get
down to is, as this is a game that, whether you
believe it's a platform game or a small, brown,
disgruntled antelope from Peru, you're bound to
enjoy it. The action is constant, your reactions
will definitely be tested, as will your
brain. Basically what I'm saying is that as%
Wizballs good, okay?

® COMMODORE FORMAT 44 May 1994

Heels faces a rathe~
intimidating prihce
Charles .rgb!f. Scary
, whough, huh?
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not only so popular but so valuable
to the history of computer gaming
was that the entire thing was dona
in isometric 30. For those who
aren't up on their maths, that's the
type of 3D where every line has
either a 30 or 60 degree angle,
and you
wander
around not
really sure
whether a
block is right
in front of you
or at the other
side of the
screen and very
high up. More recently, this
game style has crept into other big titles
on the consoles, but we know we did it best whan
Jon Ritman and Bernie Drummaond
wrote Head Over Heals.

HOH is tha story of two dogs,
namely Head, who is incredibly light,
enabling him to jump quite high, and
who has little wings under his arms
which help him glide on his way

down, and Heels, who has no such
ability, but can move like grease
lightning (whatever that is)

Anyway, these two canines start

off stuck in ditferent parts of the
enanmous game area — what's worse is that they're
actually in the same room to start off with, but
separated by a large wall, and so have to use
different doors, which takes them wildly out of each
other's way. One of the main elements of the game
is the chase to actually unite the pair, so that Head
sits atop Heels, and the two can act as ona.

This game is made aven maore interesting by a
number of gameplay additions that eadier isometric
titles didn't sea. First, these are several special
devices scattered about the place thatl when
collected will give even mare power to the player.
The second addition to the theme comes in the

form of having two characters to control — you

basically switch between the two
whenever you feal like it, and so
have, in effect, two different games
o play for quite a while.

As for standard game criteria,
Head Over Heels is absolutely
massive, with some incredibly well

thought-out puzzies that are not anly
fun but mentally taxing. The graphics
are some of the best to be found on the
B-bits, courtasy of Bemie Drummond —
| a name that carries weight in the
decision to buy any game.
Allin all, Head Over Heels
is definitely a game to rush down to your 90%
local EDOS stockist and order.

EDOS EXPLAINED

EDOS stands for Electric Distribution of Software.
Basically, certain shops (such as John Menzies
and some Fulure Zones) have a load of games 64

games saved on a massive computer storage
davice which they can copy on the spot for you.
Tao find out where your nearest EDOS service is,
contact Software on Demand on 0782 566566.




Leap into action
oh C64

Life before Lemmings? It seems hard to believe now, but in the dark davs before the Sering of ‘91,
those loveable losers with the lime-green hair were no more than a twinkle in the eve of creators DMA Design.
Since their launch by Psvenosis on Ualenting's Day, February 14th, 1991, they've conducted a Lemming love affair with computer gamers worldwide, who've rescued
Lemmings from certain doom (and sauished a few in the process) on multiple formats, making Lemmings the biggest selling computer 2ame series of all time!

Now wour suicidal chums are celebrating their third birthday, after three chaos filled vears, with their long awaited arrival on C64!
& remarkable conversion of the original, ultra-addictive Lemmings format brings C64 owners all the thrill filled fun of pozzle-rowered Lemmings action.

97% - Commodore Force 88% - Commodore Format | SR S

I'c order please send a cheque made pavable to Special Reserve, to
Inter-Mediates Limited, Lemmings Offer

2 South Block, The Maltings, Sawbridgeworth, Herts Chi21 9PG
Also quoting your name and address on the reverse of your cheque.

Please allow 28 days for delivery

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 *

COMMODORE

* Fully interactive soundtrack & SFX # me

] * Amazingly detailed graphics *

. * New non-standard colours * m
* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)
J CASSETTE £8.99 A 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.

c64 BN
SCREEN -
SHOTS




Mayhem might have been the greatest
platformer ever on the C64, but Jon Wells
reckons there’s still room a beat-'em-up
that knocks all the competition for six,
and he’s out to prove it...

ow City Bomberis complete with
Escape From Arih and
BreakThrough nearing completion
it's time to get ready for a new
project, But I'm looking for this next
project to be something special, something that'll
give you an idea just what the 64's really capable of.
| also want it to be one of the most gwiftly-produced
{decent) games ever of the C64. This is the reason
for contacting Phil Nicholson — y'see this time there
will be two programmers/graphic artists working with
this project, as well as one of the best (well we think
he's the best) musicians on the
C64, namely Paul Hannay.

With this combined effort, not
anly will the game be
programmed and released a lot
quicker, but it'll have extremely
compact and unigue routines, 10 get it
looking and sounding great, while
hopefully moving graphics and
operating code as fast, if not faster than the 18- and
32-bit rival machines (yeah, well, we can try, okay?)

INITIAL IDEAS

First we came up with an early design for a multi-
directional platform game called Vegpire. This
would feature eight-way, full-screen, colour
serolling with collect-'em-up platform action. The
plot of the game was based on a veggy vampire
called Vincent who had to restore peace in the
Outerwurlde, while rescuing his village friends from
the Uncerwuride of Evil Baron Braculla.

Although the main background scrolling code
was complete, we decided to postpone this for the

CREDITS

“Each bout will be displayed
in a double-screen, full-
colour, bi-directional, 1ave a ot more moves
scrolling landscape.”

time being. ¥'see we wanted to produce
a game that was the very best that could
possibly be produced of its type on the C&4; but
Apex's Mayhem In Monsterland had already nabbed
that position in the collect-em-up platformer stakes

In the end we decided to go for a mong Senous
style of game instead, a type of game that hasn't
utilised the 64's capabilities to the fullest extent yel.
And we reckoned that type of game the 64 really
needs a good version of is a beat-'em-up

Although it's basically going to be a karate sim
{the main characters will be as big as the
international Karate
and Fisf sprites —
that's three sprites

high and three

across), it's going to

than any pravious beat-
‘em-up, and for the first
time ever each bout will ba
displayed in a double-screen, full-colour, bi-
directional, scrolling landscape — phew! That's a
left- and right-scroller, and we're hoping o move
this at almost any speed, which would be an
amazing achiavement, not only for us, but for the
CE4 as well — fingers crossed everybody!

That's not all - we're also hoping to achieve all
this plus loads more featuras (like bonus roun ds,
for example), in one solid load! This may seam
impossible, but we've done a fare amount of
rasearch into this possibility, and there’s a 90 per
cent chance of seuckcess (oops! Sorry, wrong
feature). No MULTI-LOADING! Whhaaaat!?

Once some of the main features were thrashed
aut. we needed a more thorough approach to the
design. What would be the graphical setting? Past,
present or future? How would the game be played?
What features would be included?

The obvious solution was to look at the classic
&4 beat-'em-ups of the past. So after playing more
beat-'em-ups than seems healthy, we complied a
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list of their best and worst
featuras. Finally, we
contacted a few mates in the 64
scene for their views on beat-'em-ups.
The hardast part
was thinking of a
name that would bea
easy o remembaer, bul
not ridiculous or 5o dull
it dicdn’t stand out from
all the others. Hmmim.
We couldn’t just call it
N Way of the Expioding
(] Toenail for instance while Karate Capers

| I." sounded like a Hannah Barbera cartoon.
.| J Actually, the name was staring us straight in

| the face. We ended up calling it by the aim of
| the game which is 10th Dan Karate
|

\| THINGS TO COME

The game is set in the ancient East and the &im
{if you haven't already guessed) is to kick,
punch, bash and smash your way through
the black belts from Novice to 10th Dan
and achieve Grand Master Status.
Sounds easy? It won't be. For a stan
you'll have to fight thro ugh the
different belts for every Dan (unlike in
Ji+ and Fisf); in other words you'll
start off as a NMovice/White Belt, but
once you've worked your way through
all the other belts and defeated the Black
Belt you'll become a 1st Dan/White Belt.
Get the picture? The highest level will therefore
be 10th Dan/Black Belt.

Bonus rounds will be included, but for those
who'd rather keep fighting a Cancel Bonus option
will be available. The classic two-player mode will
also be available, as well as a new mode to the
genre — a practice mode. “What's so new aboul
that?" you might think. Well, in stead of just
attacking a static fighter, the computer player will
move about the play area, but he won'l attack you!
Thig'll give you practice at hitting moving targets.

Another feature which hasn't really been
utilised before is interaction with the backdrops.
The backdrops in most beat-'em-ups are mainly
there to look pratty. 10th Dan will be different,
because the players will be able to move behind
trees and foliage or under ancient bridges, or fight
in flowing streams and waterfalls, or even do battle
on the edge of a high cliff.

All these will have an effect on the gameplay.
For example, it will be harder to judge your moves
when fighting behind trees because you'll be
partially hidden, and fighting in the stream will affect
the speed of your moves.

ENOUGH THEORY

In the following months you'll see how our latest
project is getting along. From the initial design of
development, to programming and incorporating
the graphics, music and sound effects, and adding
those final touches of presentation, we'll

keep you updated. We'll also be telling
you some of the problems we

LET THE CODING
COMVIENE

encounter, and how we combat them!




= images, but you can stretch them, alter their size,
flip them and distort them in many other ways.,
' Sprite designers are never really this

I — complicated, as thay’re usually designed for
artists to use, and not programmers.
5 Probably the bast two packages
' I ' on the tape are Sprite Designer
ut —-—-J — . {t] P S'U e

p— V1.7 and Sprite Editor V1.3, If you
4 4 \ l ‘* | ‘ Y \

were 1o buy this tape only for these
two (or ona of tham, at least), you'd
be getting your money's worth.

MUSIC PACKAGES

When | first looked at the inlay for this
tape, | thought ‘my, what a lot of sprite
editors’, | then counted the music
packages, and passed out. 10 of them?
Who the hell needs 10 music packageas?

C
.E(
L
=
e
«
-

i1 Bl'ﬂar]\' Zﬂne se"t Thera was a composear once (| can’t remember
his name, because |'m common) who wrote several
J us a tﬂpe stuffed fu', of 50, count ‘'em fﬂﬂ don’t pieces of music simultaneously. That's one person,
' spegy = - = - though, and | suspect he'll have died a long time
actually), 50 utilities. We asked Simon to investigate. | . .. ..o |dont think he's reading
He turned us down puﬁte[y_ So we forced him... As someone who once wrote a soundtracker, |
n know that there's never really much to choose
e see a lot of utilities here only hope is that someone will find this review and between different music packages. For this reason,
at CF, you know. Normally know my fate - | died of boradom. Il cheat on this review and use the fact that Digital
we get them one at a time Graffiti, AKA Apex, AKA Those Blokes Who Wrote
k —which is fine. But, and I'm THE SP‘R“'E DESIG"ERS Mayhem recommended the USA Music Assembler
sorry if I'm offending I'll throw the UDG designers in this category as and so |, in my infinite wisdom and divine reviewing
! anyone by saying this, but I'd rather eat the entire well, mainly because they don’t really come under powers, recommend, wait for it, the USA Music
Paterborough phona directory than sit down for a the musical classification. Sprite designers, quite Assembiler from this collection
weaek to review 50 utilities on one tape. Think obviously, help you design sprites for use in your
about it — after your 14th word processar, what's OWN Programs OTHER B"S
left to be said? One word There is a quite  There are actually a few variations on the old ‘loads
processor does very : a variefty of sprite packages and enough music editors to
much he same as = rULEE LR O available float a battlaship full of jazz fans’ theme, but kind of
another, you know - e g | on this ruin the big gag behind this review. Besides — |
! Woell, thara are a ' - - compilation, blimmin® hate jazz.
couple of word processors F $ Tl . the bast of ¥ou see, there are about five word procassors
on this tape, though the - which let you in one farm or another — probably maore, depending
majority of the 50 utilities + ‘Ef‘ 3 test animations  on what FLI and EMC mean. You'll also find a
are made up almost Bt . B8 batweean video sorter, whatever the hell that might be.
entirely of music packages o5 me b8 different Ah, now this is more like it — an assembler.
! and sprite editors. A decent i :— RE sprites, give You'll need one of these because we're planning a
" Tetris clone would have g o ’ you access to  cpurse on getting into machine code at the lowest
broken things up a bit, the full colour  jevel, and if that sounds like the kind of thing you
frankly, but instead : palette and want to get into you'll need an assembler, and a
we've got loads of i - save the good one at that
music packages and —- - 1 A sprites in a
1 loads of sprite or UDG i 11 i : : useable form, A FINAL FIHG
designers and not I — T 1 Very few So I've got to come up with a mark that sums up
much alze. 1 - ; BB designers the performance of nearly half a ton of packages,
I'm still faced with IS = actually go the have 1? The final mark represents not only the
a problem, though — whole way, performance of the software (which is generally not
how the hell. am | ever L i . TII1T though — there at all bad) but also the pointlessness of putting
| going to review two - i . aren'tthat many  {sgether a compilation that may as well have been
sets of 20-odd T ! with cut and called Repetitive Tape No 1. Then again, it does
programs that do ' e ] paste facilities only cast a fiver and if you find three programs you
, exactly the same - el 1 TTTT + that go much regularly use, that's not a bad return for
thing, without making TR : further than the outlay. But a bit more variety would 70%
it sound boring letting you copy be an even better value.

one sprite on to
another, so that

toward the last ten or

Music packages g ;
nd sprit
s | Sprite designers dominate this tape

COME AN’ GET IT

can't = it's a job too big even for me. So you can change it ’ ,
. instead I'll review all the sprite designers at once, slightly to get your blokey to walk, for instance. if you want to get your hands on this tape , just
I T 5 N ne send a cheque or postal order for £5 along to
| and all the music packages at once. So, fegling like If you take a look at an art package such as the 4
Binary Zone PD, 34 Portland Road, Droitwich,
one of those mad people who play chess against OCFP Art Studio (a commercial release not available Worcs. WRE 7QW
17 people at once, that's what | intend to do. My on this tape), not only can you cut and paste it
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you checked out the
covertape Mega Mix
demo? Impressed? So
were we, so we asked
MC64 Steve and
Professor John how
they produce such
wicked
grooves...

al's face facts = a
lot of game music has the
harmonic gualities than a
broken alarm clock. How
many times have you
resorted to playing with the sound
turned down before the music sent
you insane? Sadly the art of writing decent game
music is a neglected one, which is a shama,
bacause, like in a feature film, decent mMusic can
really lift a game by adding to the atmosphere. And
at its best, in-game music can produce
stuff that you'd even want to listen 10

Music editors are thin on the
ground, especially
commercial ones, but here
are a few to look out for.
ELECTROSOUND
{Orpheus) Before we
started writing games, we

write music, the editor
being Electrasound.
Getting hold of a copy
nowadays would be
very difficult, but if Ta
you do manage to track it
down, load it up and have a bash.

It's a relatively user-friendly system, but
unfortunately the tunes sound very similar to
each other (owing to the preset drums and
limited volce-creation]. If you can get hold of
the compiler, it's possible to incorporate your

26 SOUND ADVICE M

outside of the
game. So, what

makes good game
music? That's what

you're about to discover.

TECHNICAL INFO

There isn't any, basically. Not a
shred of it If it's waveform
diagrams and anvelope tables
you're after, check out any decent
programming manual or reference
guide. However, if you're
serious about writing
music for games and need
some practical, understandable
assistance, read on. And if you're
not, read on anyway..

Music has always been a
fundamental part of C64

games, and this is down to one simple factor — the
5D chip (or Sound Interface Devica). It's flexible,
has three voices and all manner of filtering and
sound distortion technigues. Heck, even the volume
control register can be used o play samples. It's just

masterpieces into any games you've written - [t
meupnvﬁmmndm.mﬂl. it's not
a bad editor (from a nostalgic point of view).
URIK’S MUSIC (Firebird) This
editor I= a litthe
complicated for a beginner.
It has a mass of options and
variables, and demands
quite a lot of patience. The
whole package is very user-
friendly, but it's very difficult to
write tunes spontaneously
without prior knowledge, which
involves ploughing through the
mass of instructions. Novices,

B e"ﬁ'b.@.,
“ehage, steer clear.

DUTCH USA MUSIC
ASSEMBLER (Binary Zone) This
is a brilliant music editor, and is
fairly easy to use (even for a

beginner). Editing volces is a cinch, and tunes
can be built up easily by using a series of
different sequences. It has the drawback of
being a disk-only product, but Binary Zone are
currently updating it to cope with cassette. It's
uur-frlanﬂr,pmdumimm-um:um
{check out Scaptre of Baghdad), and, most
importantly, you can get hold of it easily.
FUTURE COMPOSER (Binary Zone) Before
Dutch USA appeared, this was by far the most
popular music creation utility. Originally
written by Charles Deenen from the Maniacs
of Moise, it has since been updated by
countless PD programmers, each adding

user-friendly, but is geared slightly more
towards the experienced computer
musician. Both this and the USA editor
{along with quite a few others) are available
from Binary Zone (see pages 27 and 25).

a shame that more people, particularly the musically
minded ones. don't produce music on the
Ch4. It's easy when you
know how, and that's
what we hopea to prove.
In the early days, C&4
music wasn't anything to
write home about. It
wasn't commonplace,
and if you managed to
find a game with some
sort of sound track it
was usually ‘beep’
(which might have
axcited Laurie Andarson
but rated only slightly
higher than 2 Unlimited
an the musical
accomplishment scale).
Two men changed all
that, and it started as

early as 1984 when
Gremlin Graphics
released Thing on a
Spring. a game that
contained an amazing
soundtrack by Rob
Hubbard. Mo, nat the
bloke who invented
Scientology. Basically

he was the God of C64
music. and classics such as Sanxion, Delta and
Skate or Die were all down to him. What a guy.

He was followed by Martin Galway, nephew of
James Galway, whose mellow and psychedelic
style was admired by millions. Even today, his
music for Parallax and Wizball remain superb. But
as quickly as the music scene developed, it
subsided. Aob disappeared to the States (to work
for Electronic Arts), and Martin Galway... &f... what
DID happen to him? Shame.

Creating and writing music is a difficult process. In
fact, it's virtually impossible to translate
whistles and hums into something

maore and more features. It's flexible and



recognisable and half-decent on the
C&4. When you are creating computer
graphics you have an |dea for a picture,
you draw a sketch, and nine times out of
ten the finished drawing on the computar

is what you expected to see. Music is a I\_/ 2
totally different bag of worms. For a J a5
~ start, music editors are very thin W
on the ground compared with ‘
graphic editors, and there are very |
few commercial ones available (see the 'I
Close To The Edit box-out).

Secondly, the actual translation of an
idea into a musical piece takes time, and can often
be frustrating. How many times have you sat in
frant of a piano attempting to play Chopsticks?
Exactly. There's no substitute for practice, and if you

have access to a piano or keyboard of some sort,
sit down and tinker with it for a while.

THE MOOD

So you've thought up an incredible piece of music.
You can't get the tune out of your head, and you're
bursting to include it in your latest game. In fact,
you could be making a big mistake. Ask yourself
this question: is it suitable?

Let's approach this from another angle — boot
up this month's Music Mega Mix and open your
ears. Music, apan from sounding good, also neads
to be functional. A tuna without a purpose is, weall,
usaless (as 2 Unlimited prove time and time again).
Check out the title music on Cyberdyne,
RAatrograde and Crealures. They're all dramatic in
one way or another and generate
atmosphere for their respective games
{which is essential). Now listen to tha
GAME OVER music from Retrograde or
the high score ditty from Creaturas;
slow, sad, mournful
avan. And the
GAME COMPLETE
tunes? They're lively,
celebratory and congratulate
the player, as they should.

Most importantly they are
functional, and were
included in the games
purely because they
sounded right and suited
the situation, not because they
happen 1o be good tunes (which they undoubtedly
are). Mayhem is the exception to the rule, and uses
interactive music which changes as you play. Take
a stroll through Jellyland and listen to the music
switch as Mayhem enters different sections. Thera
are fast, uptempo tunes for the hectic parts, and
slow, mellow tunes for the empty bits. It all helps to
create an enjoyable atmosphere (we hope...).

I HEAR VOICES

The SID chip only has three voices (or sound

@
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Believe it or not, we actually enjoy listening to
1 zome of the tunes we produce. Hers are our

| top five favourites from this month’s demo...
1 Creatures: SHOP - After the pounding
uptempo beats of the levels and torture
screens, this is a very mellow and relaxing
tune. It's also based on one of our favourite
Summertime records.
2 Retrograde: LOADING THEME - This
builds up a great sense of excitement and
anticipation for the game to come, and is also
a tachnically excellant bit of music.
3 Creatures: TORTURE SCREEN 3 - This
was originally written to be the title music,

<

the most ‘action’. All of the
Mayhem in-game tunes on
next month's Power Pack
demo use just one vaice
(check out Chermyland 2 and
3 in particular). Similarly, the
in-game tunes from
Creatures on this month's
demo use only one voice.
This is done so that the
remaining two voices can be used for the in-game
sound effects. Claver stuff, en?

Most impressive of all is the MULT! VOICE tune
in the deamo saction of next month's Maga Mix,
Listen to it carefully, then try to work out how many
differant riffs ara playing at once. How's it dona?
Caretul planning and an awful lot of patience.

INSTRUMENTAL

The C64's SID chip doesn't actually have
instruments as such — they
are merely waveforms
(variations of a SIN wave, which
is how all sounds are produced).
There are four different waveforms, each
with different qualities, and clever use of
these can produce impressive rasults,
TRIANGLE WAVE — This is very
similar to a SIN wave, but is slightly more
triangular (surprisingly). It produces
sounds similar to that of a flute or
xylophone. See Creatures 2, Torture Screen 2.
SAWTOOTH WAVE - So called because it looks
like the edge of a saw, this is a versatile wave which
covers roughly six different harmonics. It can be
used to simulate the trumpet, oboe and clarinet and
is even more effective when combined with filters.
PULSE/SQUARE WAVE - Regarded as the
most useful of the four waves, because the pulse
lowhigh time (the pulse width) can be altered to
produce

channels), compared to the four voices
of big brother Amiga. This isn't too
restrictive if you're careful and plan
ahaead. Very rarely are the three voices
separated (eg, voice one for the bass,
voice two for the tune, and voice three
for the drums). Instead, rhythms and riffs
are combined wherever possible to obtain

radically

happY: happ¥ i
Happy: NaPPY: SFC match.y | different
land =W sounds, thus
affecting its

harmaonics.
Pulse is often
used to
emulate the

“ piang, organ

but was put into the final torture screen
because of the high and low points which
coincided with the action.

& Creatures: THEME - This sets the mood
perfectly, and is very reminiscent of the
music from old Hanna-Barbera cartoons.
Well, let's face it, if it makes Clyde dance it
must be good.

theme, this also serves to set the mood. it
generates a space-tech feel, switching to a
faster beat to urge the player on.

on next month's Power Pack.
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5 Retrograde: THEME - As with the Creatures

There'll be loads more Mega Mix Music

oF banjo. Listen
carefully to Mayphem's
in-game tunes.
NOISE WAVE -
This is basically
sound with no set
frequancies, usually
read from an un-
musical source (ie,
random values). It is used
extensively for drums, cymbals and other such
crashes, bangs and effects. See MAYHEM TV.
ENVELOPES - The C64's range of instruments are
pretty dull on their own, but thankfully the ‘envelope’
of any particular sound can be changed to suit the
reguiremeants, An envelope has four parts;
@ Attack is the time it takes the note to reach full
volume and is usually very short.
@ Decay is the time taken for the volume to drop
from the attack to a steady level.
@ Sustain is a steady period, where the sound
wave remains constant, and finally the release is
the time taken for the level to drop to zero. :
Lat's look at it another way. Sound is generated
by energy. If you were playing a flute, for example,
a constant stream of energy is required to play a
constant note, and therefore has a short attack, an
even shorter decay, a long sustain and a short
release. However, a guitar string will continue to
vibrate and produce noise, and therefore has a
zaro attack rate and a long decay (as do most
percussion instrumeanis). As we've re-iterated many
times, there's no substitute for practice. Sit down i
and experiment — thal’s how the best lunes start.

FILTERS

Filtering is a process that cuts out a section of
unwanted noise, and often enhances the tune
considerably. But filters have one drawback — no two
CE4s are the same, and there is, in fact, a 20 per
cent filter difference built in to every C84. We could
write an amazing piece of filtered music, but it would
probably sound dult on everybody else's computers,
That's why most of our music from Creatures 2
onwards is unfilterad. Vanity comes at a price, and
filtering carries the same risks as a face-lift — you
think it's excellent, but everybody else doesn't. A

So what are you waiting for? Get ek
composing, and let us hear the results — c. '
they could end up on the Power Pack.

COMMODORE FORMAT 44 May 1994 ¢




SCROLLING

o
/.

S

toring bitmap screens is a nightmare
on the '64. The size of the visible
screan dictates the memory
requirements proportionally; a full
40x25 character screen on the 64 is
going to eat 1,000 bytes (1k), and if you include
colour info that's another 1,000 bytes. You can seg
where this is all going... total lack of memory, So
how do the professionals squeeze multi-level
games into G4k 7

Don't ask me. Ah, I'm getting paid for this aren’t
I? Okay then, yes | do know. The problem can be
tackled in two ways (well three if count giving up):
1 Load each screen into RAM as it's required,
Fine if you own a disk drive (well, not really), but
for tape users it's a big no-no. Also, you can forget
scrollers as that dynamic Mr Raster will nevar fall
for the old, "wait a minute while | load some data
from the drive,” story. He's busy racing down the
screen and waits for no man!

2 Sensibly, you can go for compressing your
screens using some design compromise and a ittle
programming knowledge...

The game creation utility SELCK uses the
classic screen compacting technique called.. well,
er, some call it block compression, others call it
level blocks, there's no real term for it — but it works
and very well, too. Here's how. ..

Let's say you have an idea for a game which
needs 60 screens. If you stored these character by
character then you'd run out of memory very
quickly, so you need to use some design
compromises and define screens using clumps of
characters or blocks. The most commen size of
block is the five by five,
thus requiring 25 bytes "

- ( ’

The Readers’ Digest abridged version of last

month's thrilling installment... :
Serolling is good. Therefore it's a good idea to learn

how to do it. The 54 stores its screen jn character

blocks of eight by elght pixels. If we moved the

screen wholé character blocks ata time the effect :
would be jerkier than an arthritic 5?idaf at the end 0
an all-nighter. But, ta-daa, the CB4's VIC chip lets !

you move the screen a pixel at a time, but only up to

,
C

F

[

of memory
per block.
Using this size of
block you can fill a
screan using a mere 40
bytes

s

\ / ACross
by five

down).
The only

over-

heads ara
the data for
your blocks and the routine that distributes these

about the screan.

—

BUILDING UP A SCREEN USING DATA BLOCKS

Eight blocks across

A data block
Five
blocks
down

Characters

So you have a dream of a
game with a pulsating 60-screen action-packed
map, each screen defined in blocks of 5x5 (25
bytes). You've conveniently calculated that the
screens can be designed using 32 different blocks,
s0 that's 32x25 bytes per block which is 800 byles;
that's 60 screens at 40 reference bytes each (a
total of 2,400 bytes) and by chance you've
designed a routine to handle the distribution of
these blocks weighing in at 128 bytes (it's machine
code you see — very light). That gives you a total
memory requirement of 3,328 bytes versus 60,000
bytes for the original screens (remember a
sereen’s-worth of graphics on the C64 takes up
approximately 1k), a saving of over 56k (or 56,000
bytes), good grief!

THE SCROLLER CODE

The scroller on the coverlape is a simple first-cut
implementation of the theory I've been describing. It
incorporates scrolling within full colour, handles
various speeds and uses the map block technique
discussed over the last two months. The dimensions
of the scrolling map are 32 blocks across by

J }\.

r which the new character blocks

ueed = the point at which this
To make sure

elght pixels, afte
have to be introd
i am.
happens is called the character seal
',roE don't see this happening there's an area of .
screen you can't see called the hidden screen which
is one character wider than what you actu:::h_.r see.
i ing an

This is where all the exciting appearing
disappearing of blocks takes place (off the edge of
your monitar). Confused? You will be...
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Part 2: Paul Black tells you how
to put the colour into eight-way
scrolling and explains how the
scroller program on this month’s

l covertape does its stuff.

&4 down while the blocks are 4x4 (with each
character in the sel having its own individual colour)
g0 the whole lot takes roughly a 16th of the memaory
required to store the entire map, plus the data
blocks, colour table and character set information

The code is fully annotated (whether these are
useful is another matter...). A sample character set
and background have been knocked up using the
Graphics Editor by Firebird {(which is probably
harder to find nowadays than the first issue of Viz
but there are plenty of good PD programs about to
do the same job, only cheaper) and the coding was
done using Laser and Mini Office 2 (Mini Office so |
could edit comments more quickly).

It's probably worth a look at a few important
variables and the memory layout first:

MEMORY map

-~

Towards SHH

IRG routine

and scroller $3000

code.

Character Unused
set.

Character $2000
colours, $1100

Data blocks | $1800

EReS Sharta) $1000

Map data ' Unused
(compact) s

Screen A 20400
Sereen B ]

There are four chunks of memory devoted to
data, these are: map, blocks, colour and character
sel data. Two screens are mapped into memaory
between 0400 and $0C00

The scroller code starts at $3000 to around
$30C00 (that includes a colour buffer and masses of
data). Two variables CLOCK and CLOCKED appear
quite a bit — CLOCK is used to store the curment
phase of the scroller (ie, how far it's got 1o go before
it reaches the next character seam) while
CLOCKED is a precaufion to ensure that the routine
doesn't do the same phase proceduras twice.

As a point of note, the final phase, which flips
the screens and dumps character colours, is kept
until the last moment. This is important because
these two operations should only ever happen
when the program has crossed the character
seam, no sconer or later,

The scrolling window has three types of co-
ordinates, which come in pixel, character and block
sizes. Character and block co-ordinates are directly
calculated from the pixel versions. The reasons will
become apparent if you follow the code, the
different types basically increase the exacution
gpeed (all imporiant with interrupt routines as I'm
sure you know) and are very convenient for the
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scroller as many chunks of the code need one or
more types for things like block calculations. The
SPEED and DIR variables correspond to scroller
speed and direction of the scroll.

Directions are in the range 0 to 7 (see the
diagram below). Speed is restricted in this design to
a value between $0001 and $0200. There are a lot
more vanables, constants (such as

JOYSTICK AND SCROLLER DIRECTIONS
0 up

uplleft 7 ‘.’ S~

Left B

s
o
A &

ootts B

Down &

If you're not happy with single colour Screens
{...who is?), or four colours in mulu-{:olour.mm_:le.
l.hErH are two ways of adding colour. The first is to
assign an individual colour o each character, 256 of
them In all, and increase the storage requirement by
256 bytes, Or why not be really generous and stons
the colour for each element of a data block (5x5=25
bytes again)? This doubles the RAM for hlu::l::s. but
maost often it's worth every bit (bytes actually). i
you're really stingy you could halve the colour
information storage required by taking advantage
of the range of colours on the &4, 16 in all, thus
enabling two character colours to squeeze into a

single byte high/low nibble style.

setting the screen for scrolling (ie, the correct set
characters and colours). Finally the scroller service
routine is called.

First the scroller checks the FLAG variable to

=]

of
2ar

re

ne

Hy
ill

where screens ara and blocks)
and some involved data tables, but the code is
liparally sprinkled with comments and so shouldn't
prove to much of a puzzle, hopefully,

The MAP variable is actually a pointer (a nasty
wond to beginners), pointing to the start of the map
data. It's a pointer so that you can store a map
anywhera in meamory; so if you have, say, three
maps, all that needs to be done to access them is to
change the map pointer to the start address of each
map as and when required. That's enough talk on
vanables — now to get down to the heavies of coding.

HEAVIES OF CODING

The first thing the program does is set a few VIC
registers for screen and character colours, then it
sets the interrupt vector to the ISA (interrupt service
routine); after that it clears the interrupt flag
enabling 'em to begin. Finally it mindlessly loops
doing absolutely diddly squat forever, 'cos we don't
really do anything ‘'mainline’ we're interested in
interrupt driven routines

While the ‘main’ program is busy doing its vital
(not) loop, the raster scans its weary way down the
screen until it reaches line 20 in character terms
which causes an IRQ (interrupt request). This IRQ
has come about bacause we asked for it in the set-
up code, why elsa?

At lime 20 the screen is swilched-off to hide the
scrolling seam (if this

see if there's already some scrolling going on. If this
check fails then the program takes a detour to some
code fo find out if it's a good idea to begin scrolling

INITIALISE A SCROLL

When the scroller isn't engaged (the variable FLAG is
a rero), the joystick is read to detarmine tha direction
of the scroll. The routine
GETDIR does this. If the
joystick is being pushed
the routine will set up
the DIR vanable with a
positive number from 0
through 7, otherwise a
SFF iz insared to
signify no movement

The last piece of code stops
yvou scrolling off the map otherwise
it would be too easy to scroll through the entire 64's
memaory. S0 the routine calculates the direction and
checks for the out-of-bounds conditions. If all's well
and good it's time to check the speed at which it
should be scrolling. The speed in the demao is praset
at $0200, which is two pixels every interrupt, the
maximum (because the scroll moves from character
seam to character seam in four phases, and there
are eight pixels between each character seam)

The scrolling routine progresses from phase to
phase. The colour algonthm mentioned

ism't done the join
betweean the moving

IRQ AND SCREEN DISPLAY

j in the box-out above
occupies the first two

portion and static Border (_I r.._____

—

portion of the screen i S Seas

phases; during the third
the map is decompressed,

would be hideous), IRG set | Scrolling J | | Scroller | but only the bits you need,
then after a line ortwa | for here | picture ||| windew | | the data that has just
it is switched back on f:'v'::“ | | B | | | scrolled onto the screen;
and the character sets | the | [ | the final phase switches to
change so the screen e | s“;‘;‘:‘" your new screan and
meassage can be read | A "'4 | i dumps colour to the
; En ¥

The ISR waits again “iﬁ:r LM L i "._J | Static | 2FPropriate colour memory
until that raster line seam, i )| portion | That's the crux of the
reaches the bottom of ~ ':IPLGI e ""‘"‘"'t‘; system, here's a run down

stat " ou : = ’
the screen before display v l 0 E-‘?} () ] on the | ©2¢h phase in more detail:

—_— — /| display

-
Your old telly

Scmlm-n routine
takes over from here

The only drawback using this technique is. that
an extra nibble is wasted 'cos 25 divided by 2 is 12.5

“‘SEUCK uses the classic
screen compacting techmique  pressin of e biss of the
called, well, there’s no real
term for it, but it works, and
very well too...”

A value from

$10-S11 A value from F

$00 to $0f .
| Lower
o5 -t | pibble

colour

Upper
nibble
colour

{the saving will more than make up for it = don't lose
;my sleep over it). The distribution routine would
probably grow a tad to handle the extra complexity,
but if you're so inclined the option’s there anyway.

The first two phases shunt a whole half each of
the display window in the direction of the scroll into
the hidden screen. The CLOCKED variabla is
decremented to signal that that phase has been
done then the general purpose move routine
MY SCREEMN is called to do the hard work —
copying part of the screen to the hidden screen at a
slightly different position, using the direction
variable DIR. MYSCREEN needs the address of
the screen which needs to be moved plus the
current phase; from this it works out which chunk of
data to move and in what direction (using DIR)

The third phase stars by
decreamenting CLOCKED.

followed by the decom-

map that appears at the
head of the scroll. At most,
the scroller decompacts both
harizontal and vertical strips
during diagonal scralling

The final phase deals with switching
to the hidden screen and dumping the
mew colour into colour RAM. When the time's right,
all hell's let loose — the screens are flipped to raveal
a shiny new one and all the colour is copied from
the colour dump buffer into colour RAM.

The only point of note here is on the structure
of the colour-dumping loops. These loops are
coded to deposit four chunks of five lines
saquentially; the reasoning behind this is that a
huge loop copying from the buffer, column by
column, causes inconsistencies in the display (ie,
it's real jerky man!), and a loop that copies a
character at a time from the top to the bottom
spends most of its time updating loop counters — in
other words it would be too slow. This is an
occasion when memaory is compromised to get a
little more performance; it's a necessary evil.

THE CONTINUING STORY

When the scroller has done all four phases, it can
have a rest... well not really because that's only a
character's worth of scrolling which, however
interesting, doesn't have much practical use. To
achieve continuous scrolling the routine endlessly
reads the joystick for its direction; only a centred
joystick or a collision with the map

boundaries will stop the scroller from

doing what it does best D
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CF’s regular SEUCKster, Jon Wells, has been
captured by aliens this month, so Simon wrote his
feature while Dave rushed off to conquer the alien

race and rescue him.

oads of

people write
SELUCK games
= | know
because |
get buriad daily in a pile
of Jifty® bags full of
covertape submissions,
It looks as it quite a few
people have got the idea
of writing good SEUCK
games from the previous
Secret of SEUCKCESS features,
but there are still a few left to reach.
Coming up. then, are ten things you have fo
remember whan writing your masterpiece:

bashing games are never going o capture

the imagination of either the player or the
reviewar (if your game gets that far), but a nice, novel
plot does wonders, Check out some of the more
recent re-hashed coverlape game plots if you want a
good example.

Keep your map simple = it's very difficult for
2 the player to navigate, steer and shoot

things at the same time. If you plan to give
the player a choice of roots, make sure both are
possible (just make one more difficult than the othar),

as they won't thank you for lefting thermn play for five
minutes only to come across a dead end.

The screen doesn’t always have to scroll. If
you want to keep the player interested, have

' Decide on a scenario. Standard alien-

| thought Alien Smash
was a reference to
those robots who
used to advertise
mash potatoes.

guardian.
There's no point
in having nice
: i B N Dhig aliens
—~F=F=F floating around if
il S S SN SNY  you don't give the
- EE F.'F' player the chance to
= B : stop, savour them, and
- kill them proparly and with
style, instead pushing them
torward past the guardian before they've had
a chance to let loose with the ammao.

Try to give each different sort of enemy its
4 own particular sound affect — it's always nice

to have different things making different
sounds, and it'll keep the player interested for a hell

of a lot longer if you give them variation when they kill
or collect somathing.

Don't make your game too difficult te begin
with. If the player gets killed twice within the
first five saconds but then has to spend

savaral minutes flying past a
dull, featurelass

landscape, they're not going to thank you. Face it -
they're not gaing to like you, either. Build the difficulty
level up slowly and let the player leam from their
mistakes (it's called a sensible leaming curve).

Get
SOMenns
else to

playtest your game
= if you've written a
game then you're
obviously going to
b very good af it
but if you don't get a
sacond opinion, you'll never know how good it is, or
which bits need to be changed.

7 Always take time to draw your sprites -
they're one of the most important elemeants
in the game when it comes to impressing or
pleasing the player, and a variaty of interesting
enemies keeps them interested for longer. It also
helps if you always draw your sprites on a black
background - they look better.

Vary your attack pattemns. If each enemy
attacks in the same way, your player will fall
asleep from sheer boredom.

Use the object
editor, Moving objects
that are essentially

irrelevant show the player
that you've spent a lot of
time worrying about
attention to detail. If the
player gets to fly past a
crowd cheering them
on, they'll know you've
spent time on this gama.

Finally, try
o use a sense
of humour. Computer

games are, after all, supposed 1o be fun, and if you
recognise this, so much the better. It's easier for an

b

enemy to kill a player if the enemy happens
to be a tin of pickled yams flying at them
screaming ‘banzai’, or something.

A Rl i i B O ————

| stood outside Sainsbury’s in Bath and asked a few people what they thought the problem was
with most SEUCK games these days. Here's what they had to say:

® Mrs Queegee Bananahoe, €7. "I don’t like the way them there shooty games don't let you take a
breather. It'd be nice to stop moving forward and spend a few minutes making a cuppa, or
shooting the giblets out of some gigantic mutant space turkey.”

them stop occasionally to fight a slightly larger
enemy or an end-
of-level

® Lionel Blair, popular entertainer. “Some people always use the standard alien attack patterns,
and it's boring (does a little tap dance). What am | famous for, anyway?"

® Cyril Bristlecocker, nine. “I don't like the way the kernel engine is programmed. Imagine not
creating a form of index register using a second stack? The whole thing must run so many
nanoseconds slower than it could, you know. Words fail me..."”

# Roger Obviouslymadeupname, 35. “I think it's appalling. It should be banned, as | said in my
letter to my MP, the Queen, and Philip Schofield. Am | going to be on telly, then? What exactly is a
SEUCK game, by the way?"”
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It’s big,
it’s huge,
it’s... hang on,
hasn’t this strap been
used somewhere else
else this issue? Ah, who
cares? Welcome to a
twice-as-big-as-normal
Buy-A-Rama happy
bargain hunting...

WANTED

@ Hagar the Horrible and Chuck Rock. £10 each
or £8 not boxed. Justin 0223 562530

@ 17011702 monitor preferably with box, manual,
leads. Also wanted, a 1541 disc drive demo disc.
0235 550582

@ Please help! Manual for C128, Buy or loan.
Telephone 0761 416 126

® 1541 MK2 Oceanic or similar disc drive for
CB4 (smaller the better, so not the MK1). Also,
Action Replay, must be cheap! Keith 0869
241593 after Gpm.

® Power adaptor for C64, will pay around £12.
Will meet locally. Write to Mr Cochrane, 217 Gaunt
Road, Sheffield.

@ Speech synthesiser (lape or disc) for C4. Also
Action Replay cartridge. Steve 0482 833203

® Tobrub, Rail Road Boss and Battle for
Normandy (tape or disc). Will pay reasonable
price. Andy Hudson, 5 Trocedero Court,
Normanton Road, Derby DE1 2GR,

® Geos, Racing Destruction Set or Revs(+).
Any format, reasonable prices paid. Writa to

Mr M Dainty, 2 Lady Leasow, Radbrook Green,
Shrewbury 5Y3 GAB.

#® |EEE linterface expansion card. Contact Tony
on Hatfield 266371

@ Mikro 64 Assembler cartridge and instructions
or any Assembler/Tutor package. Will pay good
money! Andy — 0543 467445 after 5pm weekdays.
® Cover tapes from issue 1-38 of Commodore
Formal. Write to Eddie at 23 Folkstone Drive,
Alvaston, Derby DE24 OHT.

@ Supreme Challenge Pack. Will pay up 1o
£3.99 depending on condition. Telephone Ryan
on 0793 B12442 after 4pm

@ Has anyone got a game called Encounter on
the Movogen label (released about ‘84)7 Also the
first Monty Mole game. Phil Riding, 160 Capel Rd,
Forest Gate, London E& 0JT.

® 1541 MK2 disc drive wanted, Telephone James
on 0896 831278 (eves).

& G.A.C. will pay
reasonable
dosh. Chris
Morris, 28
Brackley
Sulgrave,
Washington,
Tyne & Wear,

@ Daley Thompsons Super Test and Glider
Rider (but no pirates!) will pay up to £2 each.
Darren 0533 884410

® SEUCK (cass). will swap Quattro Racers, Last
Battle and Wild Streets for a working copy with
manual, Joe Grilffin, Ballylast, Castle Finn, Co.
Daonegal, Ireland.

® 1541 Mk2 disc drive for C84. Also a AR. MKV or
MEVI, Will exchange Game Gear with 7 games and
Master Gear converter all as new. John Campbell,
Lunnaigh, Demybeg, Co. Donegal, Ireland.

@ Elvira Il, Manic Mansion, The Bards Tale, or
Frankie goes to Hollywood (disc or tape). Also
icon-driven adventures. Dave Ivall, Perelandra,
Gypshates, Langton Matravers, Swanage, Dorset
BH192 3HQ.

® Mini Office 2 on disc wanted. Contact Mr N
Taylor on 0962 BB3649

® Books on Assembly for C64. Also Mini Office 2
{disc varsion) with manuals. Telephone Francis

on 0504 268637

® Geos 128, Geos 64 V.2 or above, Commodore
serial mouse, Superbase, Commodore Ram
expansion unit, Please Help! John Chatten, 23
Braemar Rd, Fallowfield, Manchester M14 6PR.

@ Boulderdash (I, Ill, & IV) casseltes only £5
each. Mr D Smith — 0303 243542 or write to 43
Pavilion Rd, Folkestone, Kent CT19 5RL.

® Colour monitor suitable for CB4 to replace my
taulty TV. Must be in good condition. Matthew —
0854 231588

@ Swap Turtles for the Simpsons Bart vs the
Space Mutants. Michael Guy, 28 Banksia Cres,
Blackwood, Sth Australia.

® Katakis/Dearis on tape or disc, must be
original box budget or the first cut version. .
Will pay for P+P as well as price. | also o
want CF issue one. James — 0662 242280

® Microtext, Teletext Adaptor for C&4. Wil
swap for a radio scanner or reasonable cash.
Mr G Gallagher 20a Darling St, Enniskillen, Co
Fermanagh, BT 74 7TEW.

® Super Monaco GP cassette. swaps or cash.
Graham — 091 3889811

® Mini Office 2 (repeat T.W.0.) plus instructions.
Will swap for the Epson printer FX-850/1050 users
guide, Alf — 0244 B00013

® Mini Office 2 (tape version) for C84. Must be
boxed original software. Robin 0248 601988

& Ugh! Star Control, Wizards Lair, Starquake,
Supremacy, Creatures 2, Swap for Pscho's
Soccer, Spy vs Spy. First Samurai, Urdium,
Toobin, APB. Tel: 0453 544428
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® Jack Nickaulas Greatest 18 on disc only.

Datels Enhancement disc maybe. Swap for other

discs. John — 081 292 5577

& Colour printer. Must be in good working order

and at a reasonable price. Also Mini Office 2 and

Lemmings (C64 cassette). Kieran (Ireland) 063

83091 (eves).

& CB4 or C128 with games and joystick, WF

program and cheap printer if possible. William —

0775 761728 (after 4.30pm),

& CF25 with Sarecen Paint on cassette. Tel:

0332 550497

® Bug Bomber and First Samurai. Will pay £10

for each in good condition (less if not...). James -

041 851 4882

#® You send me Encounter by Paul Woakes, |
send you a £10. Also has anyone got a

FreezFrame cartridge? 081 593 8179

@ Are you a Tech-Head type
¢ pearson who could help a
3> chap with his n
'é dad cannot understand the manual
(typ ). r B Hindmarsh. 10
Fleming = d TS10

e

i
.JJ'JI

® More than a hundred C64 cassette games from
50p to £3. Call Domonic on 0264 356492 for full list
® C64 computer with Action Replay Datasette.
24 cassettes, over 200 discs, 1541 Mk2 disc drive
which has fault, 20 mags, all boxed £150.
talephone 0942 727052,
@ C64 games for sale. Hundreds to choose from.
send SAE to Simon Aofe, 6 Merrion Closa,
Tunbridge Wells, Kent, TN4 9JJ. NB: all originals.
& C64 with discdrive, Datasette, two joyshicks,
mouse, loads of mags and about 700 games. All
works, sell for £200. Daniel — 0243 373596
& Commodore 84, 200 games, 2 joysticks, taps
decks, user manual, games programmer book, CF
issues 22-41, games include BMX, Suntcar Racer.
Also Coomodore Force mags 7-27. £200 the lot.
Call Jeffrey on 0206 734013 after 4pm.,
@ C64 games for sale, cheaper than shops, not
copies only originals! Write to 40 Naw 5t, Bicester,
Oxon OX6 TEY
® Games like Turrican 2, Lotus/turbo, Sky-Fox,
eic., Send SAE for price list to Tim Roberts, 86
Barrack Road, Hounslow, Middx TW4 6AW
& C128D with built-in disc drive (looks like a
PC). Plays all C&4 software, Much more with
Game+ utilities on disc. £99 complete.
Daniel — 081 679 B98S

' ”
e f" » @ Commodore 8032 — SK

il ' ter 50 twin disk drive
£50 only. Phil —

® Airwolf and After Burner in a swap for Flimbos
Quest. Please write to me, Jonathan, at Macknagh,
Lisnaskea, Co. Fermanagh, NI

@ C64 and 50 games plus joystick, all for just
£100! Call 0592 891264

® McDonaldland, Cool World, Trolls, Jurrasic
World, Deep Sea World, The Addams Family and
Wizball. £5 each or swap for Sleepwalker, ATF,
ATF 2, Might Shift or Lemmings. Alse any working
or broken joysticks wanted, swap for two games.
FPhone Rowan on 0821650409,




® C64, disc drive, Action Replay &, tape recorder,
excellent cond, boxed. Lots of software, books and
magazines £120, phone 0274 870018 (Bradford).
@ Assault Course, X-15, Rolling Thunder, F-18
Philip 0656 647830 (Bridgend).
@ C64 or C128 (C128 costs £20 extra) plus 150
games, joystick, Datasette, some cartndge games,
manuals. £900 worth for just £150!!! call Sebastion
0962 868193 (Hants).
® CF mags and tapes 31-38, plus 14 (tape only)
and 23 (mag only) £1 each ono. Tel: 0902 304756
® CF 1-42 complete with cover tapes all in good
condition. Will accept best cash offer. Call 071 254
2999 (after 5pm).
® Commodore C84 Starier Pack Spares or repair
£10. Also C16 plus four games all original and
boxed from 50p each. Send SAE for list to: C
Scotcher, 4 Oulton Close, Langney, Eastbourne,
East Sussaex, BN23 BDH.
@ C64, 90 games, Dataseite 2, joisicks, boxed,
instructions, mags. Excellent condition anly £80.
Gameboy plus four 90 per cent plus games, case
adaptor, vge, instructions, boxed £85.
® Amstrad PCWB256 with printer, disc drive,
green monitor, WP, instructions, DR Draw, DR
Graph, DR Logo, SuperCalc (spreadshaat), Basic
and spare discs, 256 of memory, £70 far the lot.
Contact Simon on 0234 212468 (Bedford).
® SlySpy, Rastan, Carnage, T2, Rengadea,
Supersprint, Barbarian 2, Turrican 2, | Ball, Driller,
Hang On, Spindizzy, Game Qver II, all £1.05 each
or £12 the lot ! James — 041 951 4892
® 25 games including classics like Driller, IK+, Tetris,
Zoids, Aliens, and Spindizzy. Excellent condition, only
£40 (may split). Andrew — 0506 853520
® PD for the C64 for sale. Very competeative
prices. The more you buy the better the deal. Send
SAE for a catalogue to EONIC PD, 18 Heysham
Park, Morecombe, Lancs LA3 2UD.
® CB4 discs for sale, Ultima 4,56 Trilogy £20, Sim
City £10, Terminator 2, Simpsons, Turbocharge £4
each. 0235 764221
@ CB4, 2x 1541 discdrives, microdrive, business
software plus many utilities. Excellent condition.
£250 ono. Contact Martin, 6 Oak Rd, Tiddington,
Stratford upon Avon, Warkwickshire anytime (can
be seen working).
@ CF issues 1-40 with all tapes! R Richards, 29
Kirkstall Place, Milton Keynes MKE 2XD.
@ C64, disc drive, Datasette, joystick, Action
Replay cartridge, £1200 worth of software all in
excellant condition. Sell for just £220 onol lan —
0384 79011 (between 4-7pm).
® C64 with Datasette, games £59, Also sound
sampler, spaech synthasizer, light gun and games
exopert cartridge. Daniel 081 6798988,

BUYING? SELLING?
DOING SOMETHING
ELSE THAT THE C64
WORLD SHOULD KNOW
ABOUT? THEN CF IS THE
PLACE TO ADVERTISE...

And it's as easy as filling in this 'ere form and

sending it to us here at Uncle Dave's Buy-A-
Liama, Commodore Format, Future Publishing,
30 Monmouth Street, Bath, Avon BA1 2BW. And
it's free! But that doesn’t mean you can take
liberties. t's one word to a box in the grid. Cram |
in more and your ad will be headed binwards.

@ C64, Datasette, disc drive, modem, printer,
F/Frame, mono-monitor (green), quick data
cassette, games, mini office, music studio, FS2,
manuals, Etc.£300, Also Amstrad PCW + printer
£150. Brian — 0772 204383

@ C64 Datasette + joystick and over 100 games
old and new. Please send SAE to 57 Holdenhurst
Avenue, Boscombe, Dorset BH7 6RB for a free list.
® Nintendo Entertainment System, two games —
Wrestling and Punchout, mains lead and two
controllars. £25 the lot. Contact Jeffrey on 0206
734013 (after 4,30pm)

® Rampage, Energy Warrior, Super Dragon
Slayer. Altered Beast, Flight Simulator, Rugby
Manager, Con-Cuest. Will sell all for £15 or just £2
each! Malcolm — 031 6686575

@ CF tapes for sale issues 3-40. Write to J Orrell,
13 Coronation Cresent, Houghton-le-Spring, Tyne
and Wear, DH4 5JT.

® Assassin, special edition £4.50. Amiga SF2 £14
with £2 for A1200 version. Plus other goodies, all
unwanted compo prizes! Tel: 0795 661319

® C64, 50 games, datasette just £95! Also
Commodore Format 11, 15-21,23,24,27-39
including tapes, £25! Tel: 0208 76962 (after 6pm).
® Commodore Format mags and tapes issues 1-39
all good condition £70 ono. John — 021 353 5881

& C64 disc games — Hook, The Addams Family,
Cool World and Lathal Weapon. Brand new, £8 each,
£30 for all four. Also C64 games on tape. Approx 72
including four compilations (28 games). Sell £50 the
lot. Seperately at £1 a go! 031 669 4837 (eves)

@ Help! Can anyone transfer a Quilled
adventure written on the C64 to an Amiga-

compatible format? I'm willing to pay. Tel
Angus Mainwaring on 0985 B46033

® Bruce Lee, DT Decathlon, Fallen Angel, Giants
compilation (three games), Now games compilation
isix games) and loads of others. Prices vary so ring
Timi — 071 703 1818 (Fri and Sat only).

® Bargain! Commodore 16, Joystick, gameas, mint
condition and ideal for baginner or young childran.
Just £20! Tel Graham on 091 3889811

® Pen pal wanted by boy who likes his C84 and 2
Unlimited. Aged 10-12, male or female. Write to
Barry Forsyth, 66 Glencolder Cres, Bellshill,
Lanarkshire ML4 2ZNG,

@ Pen pal wanted for 11 year-old girl who likes
pizza, drawing and computer games. Write to Kelly
Ann Bainbridge, 6 Kingsway Sq, Downhill,
Sunderland SRS 4BA

NAME
ADDRESS

BUY-A-RAMA ORDER FORM

Fl GAMESTIPS 33 _

@ Hi! My name's Jessica and | would like a male
pen pal aged 13 plus. I'm interested in computers
and music. Please send photo if possible. Jassica
Thomas, Hatod ¥ Liyn, Maes Y Liyn,
Llanfaifechan, Gwynedd LL33 0BN.

® Pen pal wanted by 14 year old boy. | will reply to
all letters. Karl Parker, 42 Bridge St, Bishop
Aukland, Co Durham DL14 7PY

® C64 user seeks pen pals, 12-13 yrs, M/F 1o
chat, swap games, tips, jokes. Write to Justin, 19
Mevill St, The Leys, Tamwarth Staffs B79 7RP

@ C64/128 pen pals! Swap games, utilities, etc.
Randy Jenkins, 1510 Skyland Drive, Hinckley, Ohio
44233, USA.

@ 15 year-old boy seeks famale pen pal with C64.
Photo if possible. David Knee, 7 Henley Terrace,
Bramley, Leeds LS13 3AL.

® | want a pen pal of any age who likes to
exchange tips, cheats and jokes etc. | don't mind
where you live so write 1o Paul Gates (aged 12),
248 Batley Road, Wakefield, W Yorks WF2 OAL.

@ Thanks to Mum for buying CF every month.
Love James (aaah...).

@ Big shout to Peeabs and Cooky, crall ya villy
dula philly from Maggera.

@ Pen Friend Club. For info send SAE to Sean
Smith, 54 Meadowfield Drive, Wakefield, West
Yorkshire WF4 1JE.

® Pen Pal Club. For info send SAE to Brian
Cunningham, 28 Marar Drive, Foxbar, Paisley,
Scotland PAZ 9BB

® The Swap Club. We swap all C64 games,
Phone Dean on 0604 718480 (around Gpm).

@ C64 Modem users wanted with Teliron 75-1200
band for sanding programs and Geos programs on
5.25-inch disc or tape. Send yvour software list and
I'll show you mine! 100 per cent answer. Call Wim
on (Belgium) 00-22-3-235-10-63, Write Cronjestraat
3, Code 2-40 Antwerp, Belgium.

@ SEUCK and other games club. Mill Cottage,
Burralton, Blairgowrie, PH13 9PP. send a game and
I'll send you info and a game FREE!!

® C64 programmer is looking for musicians and
graphics designer and decoders to create new
great games! contact TAREK, BP222, 91130 Ris
Orangis, Cedex, France.

SERVICES

C64 Zone! The great C64 mag for
only 20p and SAE. For a frea info
pack ring 0254 705310, Do nol
delay, call me today.

Classification: Tick box: \J For sale ' Wanted [J Services | User groups | Pen pals
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Here's a
chap who's
no stranger to
3 high scores
s tables - Andy
o 5*‘:nl:r, lop scorer
in the league so

far this year.

Dear Techie Tips,

I am writing 8 game in Basic and | want to add
a high score table. Please could you give a
listing that shows how to deal with, say, ten
scores with the players' names.

50 FRINT *“YOU SCORED™;sc
100 IF SC»=HZ(10)THEN GOSUR 250 :30m0
70
110 PRINT;PFRINT "YOU DID HOT MAKE THE
HIGH SCORE TABLE]"
120 PRINT "PRESE A KEY"

130 GET AS:IF Ag=vr THEN 130




Please help me! By the way, your Loader Maker

featured on CF37's Power Pack was so brill that

mmuﬂmmm
James Draper, Adlington.

You can either add single digit numbers 1o single

strings by using an “index number* in bracket
afterwards. Check out the following program:

mwmmumhmr-uh
the phantom virus struck again?!

3 Could you please give us a program which
allows an input to be made on a high res screen?

I Lioyd, Halesowen.

1 This is done occasionally, but as the proggies
were supposed to be on the Power Pack,

rractions wara not pmtad It's not as if the listings
nem, anyway.
! wirus struck again. Hare

5,075,192, 169

--:mummﬂuu (x,¥)
1110 POKE 56334, PEEK(56334) AND254

1120 POKE 1,PEEK(1)ANDZS1

1130 POR M=l TO LEW(A%)

1140 A=ASC(MIDS(AS,N,1))

1150 IF A>64 AMD A<9] THEN A=A-64
1160 IF A>192 AMD A<219 THEN A=A-128
1170 FOR LN=0 TO 7

1180 POKE B192+¥*330+ (N+X-

1) *B+LN, PEEF (S3248+A*8+LN)




5 FOR Y=0 TO ut_lui-.t'ds:'-mn. 101: POKE
55325+¥*40, 1:NEXT ¥

6 PRINT CHR$(19);CHR$ (5);TAB(30) ; “MSB*
Tk

10 FOR N=0 TO 62:POKE B32+N, 255 :NEXT N
11 FOR 8=0 TO 7

12 POKE 53248+5%2, 2004INT(5/4)*50

13 POKE 532494842, 6048*21

14 POKE 5328748, (8 AND 3)+2

15 POKE 2040+8,13

16 MEXT S:POKE 53264,0:POKE 53269,355
17 &

18 FOR L=1 TO 15

1% FOR S«0 TO 7:85Y849152,8, (8 AND
3)*3+1, 1:NEXT

20 MEXT L

21 FOR L=1 TO 15

22 FOR S=0 TO 7:5YS49152,8, (5 AND

3) *6+1, D NEXT

23 MEXT L

24 D=1-D:GOTO 21

® COMMODORE FDMAT a4

LDA dsprite

STh $FB

LOA #pixels

STA §FC

LDA #direction

ETA $FD

JER SC014
2 There's one starting next issue.
3 No, I'd rather run around an airport concourse
with no clothes on.
& A blow torch and a lounge fire cou
gas, but I'm sure you're friend
differance if someone held his
blow torch for a couple of s
kiddies, this is not a recomm
S The first thi 'd haw

with you, pal.
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Hey, listen up, kid - you take the
old Prof’s advice and he’s gonna

make you a starfield...

ave you ever

lxoked up at the

stars on a

clear crisp

night and
wondered what lurks in the
darkness of space? Have
you ever ponderad over
whal alien life-forms are
doing? And where they're
doing it, whatever thay
are? Well, after this
month's column you'll
be able o do all
that wondering
without running
the risk of getting
& crick in your
neck, because
this momth we'll
be dealing
with creating
starfields. Oh,
and because it is loosely related, I'll be
showing you how the Apex Boyz
managed that rather sexy snowfield on
one of Creature 2's torture screans.

I case you haven't got a clue what a
starfield is, | guess | had better explain. Well,
briefly, it's a load of stars. That's it. nothing
complicated at all. You may have seen starhelds in
games and demos - particularly in games set in
space, funnily enough. They come in all shapes and
sizes: screens packed full of stars that zoom about
all over the place; screens with a few little discrete
stars here and there; swirling patterns of stars that
glow as they seem to zoom out at you

Basically, you have definitely seen a starfield
before, even if you never went, “Oooh, look. it's a
starfield,” when you first saw it. So what is a
snowfield? If | need to tell you the answer to that,
you'd better stop reading now!

PERFECT PARALLAX

The most impressive moving starfields are
those that have stars moving at different
speeds — lots of stars that move at lots of
different speeds - in an effect which is
known as paraltax scrolling. The
most adventurous coders
manage 1o create a sense of
perspective using

this
technigue, but
that is beyond the
scope of what I'm going o
tell you here, sormy.

So just what is parallax? Well, imagine you
are zooming through the countryside on a train. You
look out of the window and see that the bushes next
io the track seem to be whizzing by dead fast
{actually it's just you that's going dead fast, but I'l
assume you'va grasped that concept), the fields
beyond them go & bit slower and the things that are
way off in the distance

(hills, trees, Sherman tanks, etc) go even slower still.
That is parailax. The more levels of parallax you
have, the more convincing the effect is

YOUR FIRST STARFIELD

Starfisids are created using either user-defined
characters or, if you feel like being cruel to yourself,
using bitmapped graphics. They may appear to fill a
whole screen, but you can make a pretty spiffy
starfield using only, say, 16 different characters. The
fewer characters you have, the more you are aware
of patterns of stars on the screen. Would you believe
that the snowfield used by the Apex Boyz in
Creatures 2 uses only 22 characters?

So, imagine you have changed the definition of
the letters A to P so that when you type
ABCDEFGHIJKLMMNOP all you get is a load of dots.
Each character square on the C64 is made up of a
grid of eight by eight pixels — or dots — which are
either lit or switched off. You liberally sprinkle a
few lit pixels through these 16 character
definitions. Then you just bung a load
end-to-and so that you start off on the
" left of the screen with ABCDE... and

carry on repaating, going ...MNOPABC. ..
all the way from left to right. from top to bottom, You'll
now have a whole screen full of dots.

sing a nifty piece of machine code you can scroll
just what is in those characters to, say, the left,. This is
the equivalent of rolling a sprite left using FROST (the
excellent sprite editor program that was on CF32%s
coveriape), only we're doing it with characters. If you

PROFESSOR =¥ 4

miove certain lines of those characters more often than

others, then some of the stars mowve faster. If you put

some colour behind these redefined charactars, tha
stars will appear to change colour as they move
across the
screen. That's
how the most
simple of
starfields are
achieved - they're
just a few characters,
repeated across and
down the screen in
different colours. Set off
a piece of code to roll the
definitions round and, hay presto — you'ra thara,

Wall, in the true tradition of it all, on the Power Pack
is one | made earler. Load up the Techie Tips
Proggy Selector and choose, Prof's Simple Star
Field. Enter RUN to get it going. There will be a
short pause while it reads in the machine code
and then the screen will start to fill with
characters of different colours. The colours arns
actually cycled from dark grey up to white and
then back to dark grey; this will make the stars
appear to glow. The characters themselves
have screen codes 240 to 255 and are the
keyboard graphics. The machine code
redefines them into a load of dots and that's
why you see a quick transformation from a
screen of junk into a screen of three-level
parallax stars at the end. Lines 15-50 of the
Basic program fill the screen with the characters,
line 60 starts off the movement and the DATA in
line 129 represents the colours. Change it to 129
DATA 0,0,0,1,0,0,0,1 for a twinkling effect

IT’'S SNOW PROBLEM
The type of starfield I've described up to now is what |
would call dumb. The code thal drives it simply rolls a
few character definitions and has no idea what's
going on; it's not at one with the concept of stars. You
can improve it by keeping track of @ach star and
maving it individually, possibly animating it and
getting some stars larger than others. That's
effectively what the Apex Boyz did 1o get that
snowfield. The snow goes down, whereas the stars
go across. Also in the Proggy Selector is the code
used by the Apex Boyz to produce that wonderful
snowfield in Creatures 2 - you'll see how the screen
is first filled with characters which are redefined later,
in exactly the same way as with my simple starfield.
The difference is that the snowfigld has animation
and different-sized flakes. We'll leave the machine
code version of the snowfield alone because it just
shows you the effect, it doasn’t explain how it's done,
I've produced a Basic version of the code which is
also in the Proggy Selecior, check that out. It's slow,
but it shows you how the effect is produced, and you'll
be able to see the repeated flakes across the
screan more easily. It's also fully REMmed e
80 you can keap track of the stages. I

L

In CF45 we're going to be looking at raster
interrupts — how you produce them, why they
work and what you can do with them.



(MELBOURNE HOUSE)
How old? This classic adventure has had me stumped
for many years, but now my sanity is restored thanks
o Meil Graham's modastly excellent solution.
: OPEN PLAIN DOOR « MORTH = TAKE

CHINAMAMN'S DISGUISE » SOUTH = SAY TO

WATSON, "HELLO' * WEAR DISGUISE *
'__. LOOK = SAY TO WATSOM, "HELLO" »

. OPEN MY DOOR « WEST =
DOWN = TAKE OFF
DISGUISE » UP = EAST.

t OPEN MY DOOR
* SAY TO WATSON,
“COME WITH ME' =
WEST = WAIT =
__? DOWMN = OPEN FRONT
“#\ DOOR = SOUTH » HAIL CAB

A\ *SAY TO CABBIE, ‘TAKE
/(p.a ME TO BUCKINGHAM
= PALACE ROAD"+CLIMB
Y INTO CAB + SAY TO CABBIE,
“GO TO BUCKINGHAM
PALACE ROAD" « WAIT »
WAIT » WAIT = CLIMB OUT =
PAY 1/- TO CABBIE »
EAST » EAST » EAST »

WAIT » GET INTO
\\- \ s TRAIN = WAIT»

Y

et ST WAIT « LOOK
e S Bl LOOK « GET
S ElE OuTOF
: QL A1l TRAINNE.
I i) sl =

Who says cheats never win? That’s cobbler’s
frankly. Cheats who make use of Andy Robert’s
Gamebusters in CF every month are no losers...

\ r

t TAKE LAMP »
SIT IN MY ARMCHAIR
WAIT UNTIL 8:20 * GET
OUT OF MY ARMCHAIR
OPEN MY DOOR = WEST »
DOWN » OPEN FRONT
DOOR = SOUTH = HAIL
AND GET INTO CAB » The Chrome
SAY TO CABBIE, “GO TO :’;!::ﬁ, or
KING'S CROSS ROAD" + - EESS i
WAIT » WAIT « WAIT »

PAY CABBIE 6D » El;;a;-h
CLIMB OUT OF CAB i
ME » NE « NE » NE » WAIT UNTIL 8:15 * GET
INTO TRAIN = WAIT UNTIL 10:30 « GET OUT OF
TRAIN * SOUTH * WAIT

: OPEN MY DOOR » WEST = DOWN »
OPEN FRONT DOOR = SOUTH = HAIL CAB * CLIMB
INTO CAB » SAY TO CABBIE, "GO TO KING'S
CROSS ROAD" = WAIT = WAIT =« WAIT « CLIMB OUT
« NE » NE * NE * NE » SAY TO LESTRADE,
"DAPHNE IS GUILTY" » SAY TO LESTRADE,
"BASIL IS INNOCENT" » SAY TO LESTRADE,
"BASIL KILLED MRS JONES" « WAIT LINTIL 8:15 »
CLIME INTO TRAIN = WAIT UNTIL 10:30 = CLIMB
OUT OF TRAIN « SOUTH = SOUTH « WEST »
SOUTH » SOUTH » OPEN LARGE DOOR » SOUTH »
OPEN HEAVY DOOR » EAST » OPEN DINING
ROOM DOOR « SOUTH « OPEN PLAIN DOOR »
WEST » SAY TO COOK, "TELL
ME WHAT HAPPENED.

AV BUKES

-—IQFII__"

(POWERPACK 42)
Here's a handy trick to use if you own an Action Replay
cartridge. Load up the game, press fire to start, then
prass the freeze
button. Mow
prass ‘K, followed
by 'C', and you
can restar the
game (using F3)
with no collision
dataction. This
trick will also work
on any SELICK
game you care to
mention (because we'd rather not).

(RICOCHET)

Yes, | know we've
printed tips and maps for
this garme bafore (in
CF17), but Clive Haines
from Evesham has evan
morae advice for any
budding Ripleys out there.
Take it away Clive...

First, to complete the
game you need an infinite
ammunition cheat — it's
mpossible otherwise, It's
also a good idea to make a map as you progress.

Starting from Room 1, go 3 rooms EAST to arrive
in room 4, then 2 NORTH, 1 EAST, 2 NORTH, 3
EAST, 1 NORTH, 2 EAST, 1 SOUTH, 3 EAST, 2
SOUTH, 1 EAST, 2 SOUTH, 4 EAST. You should
now be in Room 72. Go 2 NORTH, 1 EAST, 2
NORTH, 1 EAST, 1 NORTH, 2 EAST, 1 NORTH, 4
EAST, 1 SOUTH, 2 EAST, 1 SOUTH, 1 EAST, 2
SOUTH, 1 EAST, 2 SOUTH, 4 EAST. You should
now be in Room 187. Now go 2 NORTH, 3 EAST, 2
S0OUTH to arrive in Room 239

Go 1 EAST. 1 NORTH, 1 EAST, 1 NORTH. You
are now in Acom 227, so head 1 EAST, 2 SOUTH
and 2 EAST to arrive in Room 248. Once ingide the
Cuean's Chamber, kill the quean. When all remaining
teamn members arrive a massage from the company
appears, informing you that ‘to complete the mission
you must head back to the APC', this baing Room 1.

Once your team is back in Room 1, the game is
complate, and the company rates your score and
suggests that you go back some day (as if). The main
problem occurs when the power's cut, but if you own
an Action Replay there’s a way around it. When the
light= go out, freeze the game and prass T to select
EDIT SCREEMN. Use the cursor keys/space bar to fill
in the monitor's viewpoint. When you restart the game,
it will appear as thaugh the lights are on, but this will
retum to normal when you switch to another character
or another attack wave begins. S0, in fact,
it's possible 1o complete Aliens even if you @ ?
just go directly to the Queen. Stay Frosty!




AR Ty
- :I'H'r"t,"

EEAE ﬂ"'r' w

.- -

rt”

| I."F um
sl WENF _ WEINIY NN

() RINGED MONSTERS LEAVE BEHIND MAGIC DUST

E W ¥

H ¥ . ‘ u .“ "l Bl " " L™ S b e
F't l‘ L] L L L - —y "
| e I"I= E -
Ii-'l- L] L ] ] rE N ik L EE
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DIND — A very common monster in FLAMEs - These only makes an appearance on throughout the entire (
Spottyland, and the Dinos here have Spottyland, which is a good thing, as they roam  game. He fires lethal
learned to jump, spit and move with  around life-saving platforms causing havoc. bullets which must be
immense speed. BEAKYDACTYL - Similar to the flapodactyl avoided at all cost.

PADDLER - A rather found on the previous levels, this one moves CANNONBALL - This is
placid little creature, which  swiftly in the most awkward of places. .y  Indestructible on this level, and can be found
is only naturally found in the BLURP — A much more formidable 4 bouncing around towards the far right.
water sections. He moves quite  opponent than his little brother, and | Jumping over it is the safest bet, as it
slowly, and is easily avoided. thankfully only appears once : .. really canmove when it wants to.

" SCORE MULTIPLIER HALF LIFE  EXTRA LIFE 10 STAR:
SCORE MULTIPLIER
-y L .
)
"= = Lo =
- L ]

| L]

, |
|

. SCORE MULTIPLIER SCORE MULTIPLIER CONTINUE EXTRA LIFE HALF LIFE SCORE MULTIPLIE
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. HOPPER - Similar to its INFLATOR - These inflate and so can be

LEAPER FISH - These are very tricky

"lﬁ to get past, as Mayhem will bounce earlier incarnations, he hops  bounced on for an extra high jump. They are
: straight back {oddly enough), essential in certain areas of the level, so try not
off if he charges * leaps and jumps to kill any if you collect a shield, as you'll
into them. The around like Dave probably end up cutting yourself off from a
Akt best method is does when the large part of the level, and this is not a very
' to observe their ~ electric bill good thing, no it's nat.
4 timing, then arrives. DRAGOSAURUS - Found in the caves to the
swim for it. left of the level, this bullet-bombarding beast
LITTLE FISHY - This only appears ™~ (even W it isn't, it's still a pretty nifty bit of
once during the level, and is more of a alliteration) guards a rather special
ina help than a hindrance... ( bonus. Ducking under his bullets is
bounce on him to collect a the key to survival, as there aren’t G_l']'
10-star bonus. any other ways to avoid them.
% i -
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SCORE MULTIPLIER

This month the Mayhem In Monsterland maps are lald out slightly
differently to normal. What you do is start with the Sad map at the
top of page 39. When you come to the end of that section of the
map turn the page and the map continues along the top
strip on pages 40 and 41. When you reach the end of
that top strip, you turn back to page 39 and the map
continues on the second strip down. And so on, as they say.
More Mayhem mappery naxt month.

OMMODORE FOR
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It’'s the second (and final) part of \ i ,.
our gargantuan players’ guide, (3

allowing even the most

incompetent do-gooders to
reach the fair maiden at the

end of the game. 'Nuff said, e
here’s Andy Roberts and
Richard Beckett.

t the end of last month's
solution, you should have
emerged into a forest. If you've
been waiting there for the last
four weeks, well that's a bit sad
really. Try and be a bit more adventurous next
time. You don't get anywhere in life without
taking risks (and what’s the point in buying
games if you aren't going to at least try to do
them yourself?). Nope, the solution this month
is dedicated only to those who have valiantly
attempted to do the game themselves but
failed. Hold your heads high (but not quite as
high as those who tried and succeeded).

Anyway, on with the solution. Walk right a
little and climb up the ladder, then make your
way up and left to find the BRIDGE SPELL.
Staying at the centre of the level, make your
way to the far right and go into the exit there.
When you appear in the next section, use the
bridge spell (press SPACE) then head right
mﬂmmnwm by

: aFELL.nplilut‘ll
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and use it : Ll_:;"*h
immediately. Climb up
tha nearest ladder, then go right (making your
way across the bridge you created earlier).
Once you have crossed the bridge, drop
down to the bottom of the level, then continue
right and collect the RELEASE SPELL. Now
make haste to the right of the level where the
exit awaits... what are you waiting for? Do |
really need to tell you that you have to go
through it? In the next section, simply make
your way carefully to the far right and ge into
the exit (you may have to climb up and drop
into the exit to avoid the guardian at the end).
There is a SHORTENER SPELL to the top-left of

© the level (use it if you so desire}, and a

weapons box to the top-right.
mmmmmﬂmmym
will emerge in the castle. Go Into the exit at
the right of the screen, then use the ladders
in the next section to
climb right to
 the

top. Go right, drop down to
the bottom, go right as far as
possible, then head up again.
Once at the top, go right
and drop down again to the
exit at the bottom right — anter
it. Climb up to the top of the
section, make
your way to
the right, then
drop down to
the bottom-
right exit
(avoiding the
guardian that lurks
there). In the next
section, fall straight
down (be
careful of the
acid pits
below) then
go down the
ladder to the
right and into the
exit. Go left, drop off the
platform, then climb down the ladder
and make your way to the left using the
platforms below. When you can go left
no further, make your way downwards,
then head left to the exit — go in it to enter
the final section (cue sinister music).

Go right up to the acid, then climb up and
go back to the far left and swap the release
spell with the DESTRUCT SPELL. Go back to
the right, then carefully make your way over
the water using the blocks above (this is
extremely tricky, 5o plan your jumps
precisely). Once across, use the destruct spell
on the robot at the far right of the level to
finish the tyrant for good. Now go
back to the left and collect the release
spell (jump over the water blocks
using the same method as before,
only In reverse). Now head back to
the far-right of the section and use
the release spell to rescue your
girlie and complete the game.

Hip Hop Hooray. Oh yeah,
Future Knight was on CFa1's
covertape, just in
case any really

VAN
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to weird people who haven't actually got the game —_

ras have been reading and enjoying this solution. @E?ﬁ-l-;-.i.‘::».-,-

ain. Stranger things have happened. %\
it

e SWASHBUCKLING TIPS \ \
ter @ During the game you can press the LEFT E - EXIT

e ARROW key to go back to the start of the section H - WEAPONS

rake you're on, with an extra energy top-up. This can

to only be done twice per game. B - BIG Boss

hen @ When collecting weapons, re-entering the BRIDGE SPELL

1o weapons store allows you to change weapons cH B

f again until you have the weapon you want.
® Sometimes objects will vanish as soon as they

appear on the screen. If this happens, go off the 4 = SHORTENE!
ks screen then re-enter to bring it back. = BOMB
t ® Likewise, moving platforms will not appear o
ht when the screen is full of aliens. Kill &
them, and the lift should magically G.‘ a 7 -
f the appear. And that's yer lot. A 8 -
en 9 -
the
 the
o the [
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It’s colossal N backto the left and
’ right up to the start.
enormous, Go down the second
n gap (which is just
gﬂfgﬂﬂtl:lﬂ e to the right)
jumbo-sized, g
monumental, follow the
- - pﬂth m-"
prodigious and ot
almost as big as right ';":Lt
l’a Bg wna you reach the treasure —c
FE,S 0. t it, then return to the start.
is it? Why, the From here, walk right and
1, collect the treasure below you,
sixth part of CF’s A
Nobby players’ _ collect the treasure lurking just to
= P | the right. Go down, then right,
gmda. - tﬂ then down again across the
bﬂ amﬂzad‘ bridge. Mow follow the path
around and up as far as possible,
LEVEL 6: : then go to the right and collect
WE sm" 3 b the next bit of treasure. From
" : here, go down and across the
i I.ABTI!IH'I'H bridge, left, then down for yet
i This month’s solution is a another bit of treasure.
: bit different, as it comes in Go back the way you came and
: two parts. The first part is then (deep breath) — up, right, up,
[ for boring, safe game- left, down, left a little, down, right,
E players, who are just down, left, up over the bridge, left,
‘ content to waddie their - up, left, then up once more to
- way through to the end of the top-left of the level. Now
5 the game. But, if you have go right to the far-right of
! guts and determination ' the level and collect the
and you like to play . %= treasure, then go down, left,
games to the full E ” down, right, down, left, up,
{collecting each and then down for two more bits of
every bonus), jump treasure. Make your way back up,
straight to NOBBY THE then it's down, right, down, left,
HERO. Cowards, down and left again.
i however, should start Follow the path around until you
reading here... ! reach a large open area. Staying
F- f close to the river, go left and cross
. NOBBY over the bridge, then go right (next

From the start: Go right, walk up to the top of the
level, then head right and kill the first blue blob
you meet. Continue right, ignore the path below
and kill the next blue blob which appears. Now
walk right, killing any blobs in your path, until
you reach a path going down... go down it. Walk
left, then go down and Kkill the blue blob. Go right
at the bottom, aveiding the bomb-throwing
chipmonk (what else is new? — Ed), then down
again, At the next junction, move down and go

left immediately, then down
f ‘
O\

and left. Now follow the
[ :-_ [

|

path to the left until you
emerge in a large open
field-type area.
Staying
— close to the
river, walk
left and cross over the
bridge, then go up to the top-left
and collect the EXIT KEY (avoid
any blue blobs which roam the
area). Now go back down and

| \‘

- ————

cross the bridge, then walk straight down and
through the gap at the bottom. Go left, follow the
path up, then walk left and follow the path down
and leftwards. At the ‘corner’, walk straight
down, then make your way
down and right to cross over
the bridge. Now walk as far
right as possible, move
down, go right, then up as
so0n as you can and follow
the path around to the exit.

It is actually possible to
find your way to the exit by
following the left-hand wall, but
obviously you won’t find the

that you'll find there. Now head north-west to
the top-left of the area and collect the
diamonds and the EXIT KEY. Go down and

C=C+Y:POKE X,
i t;;m ERROR” : END

1 FOR Xs=272 TO 331r

981 THEH
2 IF E*ll'E g LEVEL 2-87 ;R IF

level. Life is cruel sometimes. 5 PRINT CcHRS (1471 212 ;
< POKE 198,0:WATT 198,1:5%9 2 ot
NOBBY 10 DATA 160,001,255, :::'irn' 001,032,189
DATA ,ﬂM:l - v ,
THE HERO s ;::.m,m,an.:u.i::r:::rm
‘: i!,m; ] -
From the start: Go straight down, 13 DATA lli.ﬂi‘; .::: ‘:“'m 9,079, 084,087
then down over the bridge. Head 14 DATA 076038 T8 o) 1y 540, 255,169
right and collect the treasure. Go 15 DATR g:if N 241,255,169,000, 141,264
6 DATA 099,141,
1., DATA 255, 076,000,248
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cross over the bridge, then straight down to path across the yellow bridge. Now go all the
and the path at the bottom. Head left, up, left, down  way to the right, then down and continue right.
start. and collect the treasure (isn't this Nip down for the last bit of treasure,
cond maore fun than the boring old 1 1 Go back up left a little, then up through the
s just cowards’ way of getting through \ gap and follow the path around to those
t) the level?), then go left, down a two lovely diamonds... oh, and
little, left, then follow the path down ¥ ‘h the exit of course. Job
w the and right to collect the treasure below. | ‘ done, as they say .
lown Go back to the laft and up as far as : . (who say? - Dave). @iﬁ
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POKERAMA

It’s a Powerpack special this month as Andy Roberts
gives you all the pokes and listings you need to bust
~-—  that game-packed CF42 covertape.

- v

b | 23 DATA 032,208,032,161,170,206,032,208
la!‘_' t‘i{" DTHEE R ob s 24 DATA 169,076,141,000,19%2,1659,107,141
g " uz;lc?;alae?b: gmmqs 25 DATA 001,192,169,001,141, 002,192,096
for ages Ezlgssi:: Siormiord miaht be a 26 DATA 169,173,141,099,165,169,189,141
and | still g CHUREN e 27 DATA 195,074,120, 169,053, 076,003,192

ain't got tad on the long side, but it

". 28 POKE 366,180:FOKE 367,170:POFE

can be used on all three
parts of the game (value for
maoney — or rather typing
effort — or what?). Simply
type it in, SAVE it for futura use,
then RUN it and follow the on-
screen prompts,

5
371,117:G0T0 &
29 POKE 366,5:POKE 367,167 :POKE
§ 371,18:POFE 372,155:G0T0 6

“1E
= F

CHROME BROS

in 00 and his
. a game starring the T-1000

pores 0 REM DELIVERANCE CHEAT BY WAZ How original.. atill, if you'd like infinite
1 FOR X=520 TO 617:READ ¥:C=C+¥:POKE twin brother Dwane 600. SHL° X~ e
X, ¥:NEXT ves to play right through to the :
2 FOR X=333 TO 378:READ ¥:C=C+¥:POKE gorgeous listing F'S;Eémlr EAR
X, Y : NEXT 0 BEM CHROME BRUS

f 1= f KE
1 FOR X=516 ™ 554 1 REARD v C=C+Y s PO
¥, ¥ 1 HEXT
2 IF Ce>3962 THEN PRINT
:5Y8 516 :
3 POKE 157, 128:5Y i i
-' DATA 032 ﬂﬂb.-ﬂ.ﬂﬁ.l{'l'?,ﬂl!'!,'lﬂ;,ﬂﬂ".;, LE:
r i :
;- DATAR QEIEJ!I'_"'E..l.'.:-lll'_’p.|:."‘5'Erlff-3".".I:H:ugrl';‘--"f';.l,I:;--MI
2 ,El},ﬂlﬂ.]ﬁ‘?.ﬂﬂl i 5
L ot 3.153.142,L4}..2l5
16,013,008

3 IF C<>17594 THEN PRINT “DATA ERROR":END
4 INPUT “WHICH BART 1-3";A:IF A<l OR A>3
THEN 4

5 OM A GOTO 6,28,29

& INPUT “INFINITE LIVES Y/N"jA%:IF AS="N“
THEM POKE 364,206

ZpATA ERROR' $END

7 DATA Dl'ﬂ.ﬂ'?ﬁ.ﬂ?'ﬁl.ﬂﬂl
g DATR 05

BS="N" THEN POKE 369,222

B PORE 157,128:8¥Y8 530
032,044,247,160,017, 140, 064,003
136,140,062,003,032,108,245, 169
032,141,233,016,169,061, 141,234
015,169,002, 141,235, 016, 162, 157
189,158,016,157,158, 002,202,208
247,169,166, 141, 020, 003, 169, 002
141,021,003,208, 254, 141,013,220
072,169,032, 141,240,003, 169,082
141,241,003,159,002,141, 242,003
104,096,169,104,133, 236,169,147
133,237,169,134,133,238,096, 169
080,141,136, 161,162,001, 141,137
161,096,087, 065, 090,169,001, 141

8,141,251, 061, 0

16166 :LOAD SCY, 8, 1

SIM CITY (opisk version)
Mot quite sure what this listing does, but if
you have a disk drive and a copy of this
classic game, mix tham together in a bowl
along with this listing, then bake in a
moderate CE4 for an hour or two.

0 REM SIM CITY DISK CHEAT BY WAE
1 FOR X=16166 TO 16303 (READ
Y:CuC+Y:POKE X, Y :NEXT

2 IF Ce»4430 THEN FRINT “DATA

9 DATA 0324,208,248,076,000,128

my particular favourites. If you're a kean

ERROR" : END

0 REM STARPAWS CHEAT
3 !m: gfuﬂn*nism:! R & 1 FOR ¥=10497 TO 10526:READ
4 POKE 198, 0:WAIT 198,1:5¥S ihimp Lol
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5 DATA 120,163,063,141,021,003, 088,096
6 DATA 087,065,090,169,062, 141,185,008
7 DATA 169,063,141,186,008,076,045,234
B DATA 162,000,138,157,205,194,232,224

This *Road Runner on the moon' game is one of

STORMLORD

A storming game by anybody's standards, and a
ruddy impossible one too. If you can't wait for next
manth's playears' guide, try aut this listing for infinite
lives and time for size .

0 REM STORMLORD CHEAT BY WAZ

1 FOR X=516 TO 561:READ Y:C=C+Y:1POKE

X, ¥:NEXT

2 IF C«»439%3 THEN PRINT “DATA ERROR":EMD
4 INPUT “INFINITE LIVES Y/H";Af:IF Af="N"
THEN POKE 545,206

5 INPUT “INFINITE TIME ¥Y/N";B%:IF B§="N"
THEN POKE 550,79:POKE 555,53

6 POFE 157,128:8Y8 516

10 DATA 032,086,245,169,019,141,307,003
11 DATA 206,208,003,096,087, 065,090,169
12 DATA 032,141,013,010,165,002,141,014
13 DATA 010,076,230,003,169,173,141, 048
14 DATA 088,169,060,141,141,013,169,007
15 DATA 141,142,013,076,027,008

ALIEN SMASH

If you fancy playing ‘spot the APEX
sprites’, type in this listing and
RUN it for an infinite supply of
lives. Maybe this game
should have been called
Ratro Clyde.

0 REM ALIEN SMASH
CHEAT BY WAZ

1 POR X=516 TO

554 :READ Y:C=C+¥:POKE
X, Y1 MEXT

2 IF C<>3890 THEN PRINT
“DATA ERROR" : END

3 POFE 157,128:8Y8 515
4 DATA 032,086,245,165,019,141, 207,003
5 DATA 206,208,003,096,087,065,030, 169
6 DATA 032,141,013,010,169,002,141,014
7 DATA 010,076,230,003,169,142, 141,193
8 DATA 064,141,209,067,076,013, 008

FIRE EAGLE

The eagle, a proud and majestic bird of prey. Fire, a
hot yellow-orange substance. Put them togather and
you have Fire Eagle, a vertically-scrolling shoot-'em-
up. And introducing Panzoid: an infinite lives POKE.
0 REM FIRE EAGLE CHEAT EY WAZ
1 FOR X=516 TO 554:READ ¥:C=C+Y:POKE
X, ¥ :HEXT
2 IF C<>3692 THEM FRINT “DATA
ERROR" : END
3 POEE 157,128:8¥YS 516
4 DATA 032,086,245,169,019,141,207,003
5 DATA 206,208,003,096,087,065,090,169
& DATA 032,141,013,010,169,002,141,014
7 DATA 010,076,230,003,169, 142,141, 091
B DATA 067,141,107,070,076,013,008 |

2 FOR Xu512 TO 519:HEAD Y:C=(C+¥Y:POKE

X, Y:NEET

3 IF C<»>3988 THEMN PRINT “DATA
ERRORY 3 EMD

4 SYE 10505

5 DATA 169,002,141,005,084,076,001,082
6 DATA 198,157,169,000,162,001,168,032
7 DATA 186,255,032,189,2355,032,213, 2355
B DATA 078,3215,008,076,032,008,1609,096
9 DATA 141,186,023,076,000,018

Pawstrong fan too, here's a listing just for you.

. G
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C64/PARALLEL INTERFACE TYPE 92008/G

The Cé4/Farallel printer interface model 92008/G is designed to connect almost
any parallel printer to your Vic 20 or C64 computer, and will also operate with
the C16, plus 4 and C128.

Together with mast types of printers, the interface will be fully compatible with
the CBM printer MPS 801. Other printer types |e.g. daisy wheel printers or
printers that do not have graphics capability or have an unusual kind of
graphics) will be able to print all ASCI characters and all printer functions will
be available.

It is necessary for the connected printer to have an interface to the centronics
standard. Most printers are offered with this interface as the principal, lowest
cost, option.

As the printer will not be modified it can be used with its original centronics
Interface at any time, thus if you change your computer system later on, you
will be able to keep your printer and connect it to another computer by simply
changing the interface/cable.

Price £29.99 inc p&p.

All orders sent by return. Cheques/Visa/Access/PO's
TRADING POST, VICTORIA ROAD,

SHIFNAL, SHROPSHIRE TF11 BAF e

TEL/FAX [0952) 462135 e

CbB4 Repair..............219.99 || C64 PSU..........ccueee
CB4 Datasette......... £24.99 Il Sound Chip

1541 Drive Repair...£34.99 ||| Vic Chip....................£7.99
Farallel Converter ...£19.99 |§j 6510 CFU .................£5.99
C64 Manual..............£4.99
64 Slimline Case.......£7.99

£17.95

3T e R £5.99
MPS 801/803 Ribbons..£4.99

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

Omnidale Supplies [Dept. C.F.)
BE Friar Gate, Derby DE1 1BU
Tel: 0332 291219

I Er}.' vou! (Who me?) Yes you! Check this out...

—————

UTOPIA PD

We at Utopia PD stock the very best Public Domain saftware for your
Cod, (Disk only I'm afraid, but we are working on tapes!)

Owr software ranges from very useful utilities to Music Flayers to cool
PD games and of course the latest and best demos!! Disks cost just £1.50
each (even double sided ones!) and each disk is packed full of finger
lickin' softwarel WORDURM

S0 if you wanna stretch your Cé4's capabilities a Tittle further then
squiggle an SAE to:
UTOPIA PD
10 Cwmaman Road, Godreaman,
Aberdare, Mid Glamorgan
CF44 6DG

[T
SOFTWARE
HIRe CLuB

DF course you can send 2 x First Class
stamps, and we'll send you cur
Shareware PD & GEOS catalogues but at
Charewars PLUS we're plmcd with our
quick delivary record. To demonstrace
our afficiency we've got a spectal affer
for you .. just send us £1 (a pound coin,
a chaque or a postal erder) and choose
any one subject disk below.

GEOS | GAMES EDUCATION UTILITY
MUSIC C|18 GEDS 1 FINANCE

3 Briarbank Avenue,

Fulfilment Centre, 66 High Street,
Pershare, Worcestershire WRI0 | DU

Ouwtside LK - Please add £1 per order for
Airmall postage,

full details

| you ke, order one of each disk at just NOH'iI'!ghﬂm
e e e e NG3 6JU
Shareware & GEOS camalogues, — —— —_—
SHAREWARE PLUS Send SAE for

| SPARES & REPAIRS |

-
s Bl A ] = &
A ND .-!. EXCLUSIVE COMPILATIONS ! 1541 Il Power UnR ..o £39.99 REPAIRS:
IJI l‘: b]" '5" [ 5-Dizk CD'T‘IDIILTIUFI Dr samas, Utiities, Derno's, atcl " | EE; nglpﬂlb':!?:":'g;rllﬂ-a """"" £190.09 CBA .cooooerimssssssssssn £25 inc |
BLANK DISK Just £5.00 inc. P+P i o %F;::!“B Wi Cartriigs . £32.39. Cod, C1W. i:g inc |
" : T ida e G TR PR, - inc
AND AN §.A.E, 1 !0-Disk compliation of Games. it Demo o el B4 POWEF UNIL...rooeoevemscmsmrsnsees £24.95 (128 £45 inc
‘ ; ond Grophlcs software, ete! 21000 Ing, P+P ll C64 Manitor Lead (Scart ca 3 Phona)..£6.99
FOR OUR 5-Disk compilation of those awesome PD Gomes! 64 Mouse, Mat, Art S/ware rrap-e} SILT0 ot yong dartion b ¥ e & |
CATALOGUE Ower 40 are included! £5.00 inc, P+P CE4 Reset Carfridge..........cw...E6.99  Retum Insurance included B Normally 48 hour |

User Manual (64 or 1541 1) ...............£5.99 turnaround B 3 monih warraniy B Unrepalrable |

DISK, OR JUST
AN 5.AE. FOR
OUR TAPE
CATALOGUE!

£10.00 inc. P+P!
2-C90 Tape cormpilation of over 50 fully playable PD

I

i

]

L]

L)

1

1

1

i

1 350 Tape:s containing Deamo's, Utilities, and Games!
1

1

1

: Games! A mere £5.50 Inc. P+PI

1
1
1

PLEASE MAKE CHEQUES AND POSTAL ORDERS PAYABLE TO
1 0. KELLY'. CASH |5 ACCEPTABLE!

21 Tiled House Lane, Pensnett, Brierley Hill, W. Midlands, DY5 4LG
Telephone: (0384) 77172 Fax: (0384) 484083

Dust Cover (54 Old Shape on 64c)....£5.09 Mechines retumed with full refund B

Co4 Serlal Lead ...........ocooememesissnas -£5.99
Commodore Chips. ... e FO.A CAGIS (Dept 2A)
Centronics Interface plus Suppnrt 14 Ridgeway Rd
Saottware (Disk or Tape)........ =
| CB4 System Guide (Program
| CEB4/C Replacement Keyboard......... .
| 2 x 80173,1200, LC10, 1290 Ribbons. £6.95 e~
| C64 Case (New Style or Old Shape) ....£6.99 0ASIS |

All prices inchude VAT and P & P m Onders by cheque
| or PO cnty m Send an SAE tar full price iistm

' COMPUTER SERVICES

L
VISA
BRI

* Commodora registerad.
* Ovar 10 years experience with Commodore computers.
* Up to 20 qualified technician engineers at your disposal. '
* We will undertake to repair your Commodore 64
computer for just £24.00 including parts, labour,
VAT and post and packing.
* Some computers can be repaired within 24 hours.
* Prices include full service check, overhaul and soak-test,
* All repairs covered by a 80 day warranty.
* Free Commodore C64 Sound Studio with avery CB4 repair
* Commodore C+4 repairs £25. With every +4 repair you will {
recelve a free carlridge. -

COMMODORE C64 REPAIRS Just £24.00 inc

* How to take advantage of this exceptional offer:
Simply send or hand deliver your machine to the workshop
address below, enclosing payment and this advert, and we
will do the rest. (Please include a daytime telephone number
and fault description).

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

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

[WTS resarve the right 1o refuse machines thal n our
opinion are beyond reasonable repair, Full charge applied)

i




P22 Power Pack games Fiowar
Bovesr, Agerd Oranga. Damos: James
Pond 2 0L Puft. Peviews: Buo
Fooftasl Chalienge, Dvian Dog, Buy
Bornber, Gametrsters: Mumay Mouss
R ik
CF23 Powor Pack gamas Deferiens
of The Earfty, Johnmy Reb 2 Demoa;
Bug Bomber, Nobty The Aardvark,
Bit. Roviews: Cood Croc Teng, Tubo The Toviisa, Menomypoh
Gamebustens: Mane Manda, Rantbow isangs, Super Seymour Seves The Planal
P Py Pt pamns: P e Dsmns: Ligh!, Cond Cme Tidng, Matt of the Dayy,
Fuzmstwlirmver nelansidh. Feveras: Mogs Soors, Lipnd Evem 2 Hagee The Homble oty
The Agrhvark Gimebusing. Spece Crusscs Speciis: Geling the:most ol of vour dalassntn
(A Py on ], Typing n skgs.
CF213 Exim coveraps Samcen Paim. Power Pack gumas: Johr Lowa's Danty
Damos: Shcka, Hagar, Reviews: Mook, kaich of the Day, Bangers and Mash, Cownt
Dhschiaa 2 Frankensiesn, Shoks. Gamebasten: Space Crusade, 00 Pull. Vangoln
CF28 Power Pack games: Twir Tigar, Cosmic Cavsewdy, Bombar, Domoa
Siureman Seymooy, Doe Croc. Reviews: Soalman Sapmowr, Supdr Al-Stars, Boning
Manager 2, Popeye 3 Qamebusiers: Space Crusade, O Pull Specisss: First
restalimens of Lats Make o Mongier
CFAT Pownr Pack gamas Caledtor, Afematve Wond Gamas, The Munches
Damo: Soaprre of Baghaao, Revews: Crystal Kingaam Dcrmy, Buly's Saning [arts
Crary Cavs, Locomobion. Gametusters 13-page Crealuies 2 apacial
CF28 Power Paok games Fived Stike, Fillh Gear. Demcs: Locamoion, Meckisss
Fedug, Mok Fade's Champaonzhip Golf, Aayiess irdernational Teoms Cood Wi,
Poick Falda's Goll, Paie ang Creafe, Saemedisiars: Spedhoung Dirsy. Famous Fae
Pack games Hevobofy, Baffipships, Highwary Encouey Dl
Carnage Gamebision; Winfer Camp, Speitbound Dizry, Bwman - The Caped
Crusader, Rindews, W Eugpesn Rampage, Soopie of Saghdad, Slaydays
Mage: Autus, Davd Aok, Siread Fighier 2, Supersiar Seymowr, Lefad' Wpapon
EF 30 Friwal Pack gemes Sliyer, Raboorider. Dapediius, Madkgack 27
Giamebusteng: Credfuees, Reckisss M, Winksr Camp. Reviews: Camag,
Glanalars, Foodbad Manager d Spelng Fai, Speciali: Wiiting good SELCK games
CFIT Fowr Pack garmes Cauldon 2, Srane, Sublaranea. bdonsier bash, Dome
Amwn 2 Goamabising: Semiman Seymowr, Dk AMeek, Civalal Kimgaorm Dieny
Faviras iclonsidana Tatée Teanks, Snare, Gpboiali Foolball managemant sims

& SEND THIS FORM TO: Commuodare Format, Future Py

All these storming issues of CF are still
available - with their covertapes! So get 'em
before stocks run out (and get a binder to
stick your collection in while you’re at it).

CF22 Pownr Pack gamiees: Thiast Siesl. Corya. Full Usily: FROST (sprile designer)
Gamobushor: Stuniman Seymouwr, Leta Waapon, [iaked Afac Wi Was
Seymour. Ameows: ARMIE 2 Faf Figies. imfarmaiiondl Trock Racng, Trods, Sioens
Age. Spociaks: Shoo-Em-Upa
CF33 Power Pock games: Smaceman ATA, Waler Polo, Conva 2 G )
Lt Weapon, Thrust Roviews: Seepwaliar, Hobin Hood, WWE, Robovad,
Dadenan, 4-Mosf Wond Spors
CF3A Power Pack pames: Arsc, Conya 3, Shallshook Gamebusters: Lathal
Weapon, The Sempsons. Argon Facior, Addaris Farmly, Livespood 24-pagn spocial
Thas ket G gamis:
OFA8 Power Pack pames: Smece Acsdemy, Hatay Dorer Lammings
Giprvadaishers Lis Mg 1.2 8 3 Raviws Sudwebar Commande, Piafes. Uanch,
Tudchans Specinle The 45X Unimate Bast-Em-Up.
CF36 Powar Pack games: Saray, Squbbly Siovod, Demos: Suburban Commandn,
Bragicthrough. Gamebomien: The Sampsons, Camape. Streel Fighler 2, Ledwi
Waapan, Cogd Wodpl Raviey Baes 57 Specsils. Ultate Flght Sen, braide Yo C84
EFAT Povwnr Fack gemes Nebuls, | Alen, Blockis, Kron, Lunar Landing, Game
Ower, Cidorra Grod the Pice. Wovs. Dismo; My 3n Monserking ©
The Simpsons, Lemmings, St Fighier 2, Cool Wonkd, Suburban Commanido,
Fooviira: A 3 Spdcans; BiSendas sofwhis, pIAADim G
CFIN Powar Py Litwdowrw, Fraddy Haroes! Jaftvead Dimo: Mayber bn
Monstedend Camatasinr: The Simpeons, Mebuis Subuidin Commancs, Casne
Masier, Game Over, Mobby The Asrhvark, Siresf Fighier 2 Bee 52 Fieviin
Maytam bn Uonsipesng
CPA® Powes Pack games: Frecy Hamies! Par 7. Deap Sae, Curss OF Vol
HAaobber Gamebusiers The Smpsons (yawen ), Nebuls, Subueban Cormrmanda
Caste Masior, Stneal Fighier 2, Nobiry The Asrchark, MNighshi Revieas Lermrmings
Specats The Apes Boye shiw you how I design gamas
CRE0 Power Pack games: Jooky Wilson's Darts, B3, imerwond, Gamsiysiners
Magyhem, Sutxdhan Commando. Specitls: Microdrives
Pach grmas; Future Kopht, Vengesnos, (isrminstors Dezy. Noboy

AT

CFRY FPow

Thar Aarovark, Mayhem, Viean Specals Exsental EDOS - oedaarminws.
EPAR Pomar Pack games: Sovmioed, Delverance. Gamotustss: Dizny. Prince of
Far Yol Foll Seymour Goss To Holywood, Nobby The dardvavk, Scepine of
Baghaaa Sponal The b and wore QAMaes ever

CFRY Powur Pack pamas: Aeadsr games eriravadards Oamebusdeis Maytem,

Notdy, Fubee Knight Speciss: How o make your games scioll, A-7 of gpors. sems,
The: restum of Saciet of SUECKcoas

COMMODORE FORMAT BACK ISSUES AND BINDERS ORDER FORM

lishing Lid, Fr

#® Please make all cheques payable to Future Publishing Limited
@ For overseas orders and customer services call the Hotline number for prices on 0225 442244,

@ Mo stamp required if posted in the UK, Channel Islands or the Isle of Man.

Please send me the following CF back issues: jrease croe

22 23 24 26 28 29 30 31 32 33 34 35

25 27.
37 38 39 40 #1

Plus E1 PA&P per order (£2 Rest of world)

SEEEEEREE

49

MAILORDER

ow kg &

\
Pty f

et e

Post Code

.£2.95 each

Phone number

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

Expiry date:

o

Signature:

EEC customars registened for VAT, please
quoha your regisiraton numbsar

e 2

| would like
| 1 would like ||
| would like |__| back issues) at £3.25, Total cos!
| waould like
Postage and packaging

| back issue(s) at £2.50, Tolal cost
back issue(s) at £2.95, Total cost

| CF binders(s) at £5.99, Total cost

Total
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50 AND FINALLY..

COMING

YOUR WAY

THEY’LL COME FROM A LAND DOWN UNDER...

When we said there's a games explosion
happening on the C64 on this month's cover we
weren'l exaggerating, and even though we've
reached the end of the magazine the shockwaves
continue. Y'see we got an interesting phone call
from a David Simmons who is apparently the
head of C64 developments for an Australian
company called System 3. He told us that the
company had a number of games in development
including Flimbo's Quest, IK3 and Turrican 3.1t
sounded a bit strange to us but he left a number
we could reach him on.

Unfortunately, when | rang back a couple of
days later to get some more info (and to check
to see if it was all some practical joke) the
number was unobtainable. But a quick check
with international directory enguiries revealed
that a computer company called System 3 did
indead exist but with a different phone number.
But this number was also unobtainable.

But if this information is kosher it is
extremely important and exciting news. So it
anyone knows how we can get in touch with
System 3, please let us know.

1ISFUNBUT 2 1S

FUN~>

THE COMPLETE GUIDE TO MULTI-PLAYER GAMES ON THE C64

PLUS

CREATE BETTER COMPUTER GRAPHICS - DIGITAL GRAFFITI SHOW YOU HOW

® MACHINE CODE PROGRAMMING - THE START OF NEW SERIES OF EASY-TO-UNDERSTAND
GUIDES FOR ALL COMPLETE NEWCOMERS TO ALL THINGS ASSEMBLY.
® ALL THE REGULAR FEATURES, LATEST GAME REVIEWS, A FRONT COVER, A FEW ADVERTS,
RICHARD Il - HOW | BEAT CAFFEINE ADDICTION AND (PROBABLY) A CHEESY PICTURE OF SIMON.

COMMODORE
FORMAT 45

TUESDAY 17TH MAY

CF45

CROSSWORD ANSWERS

Across: 1 Sixty four, 6 Attack, 7 Notes, B Car, 9
Sim, 13 Intro, 15 Reader, 16 Psygnosis. Down: 1
Stunt, 2 X-out, 3 Yeast, 4 Optic, 5 Racer, 9 Sleep,
10 Madly, 11 Siren, 12 Pokes, 13 Tips.

MAKE SURE YOU DON’'T MISS OUT ON CF45

Civilisations rise, civilisations fall. Mountains crumble into the plain. The sun will go supernova,
Mewsagents will sell out of Commodere Format. You can prevent only ane of these things. So fill
out the form below, hand it to your friendly, neighbourhood newsagent, then go home and sit
back and relax, safe in the knowledge that Kilimanjaro will stand proud for the rest of eternity.
Either that or your newsagent will save you a
copy of Commodaore Format.,

SAVE

Hey Newsagent dude/babe (Sir/Ma‘am),

Like, save me one of those righteous (rather good)
CFs (Commodore Formats) man. CF45 (the June
issue) is happening (goes on sale) real soon (on
the 17th of May). Excellent (Thank you very much).

MY NAME

MY ADDRESS

| X L' | 3 |
k | N
BT ¥ & T o 1
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ONTTCHBLADE ...........c00000s m FRLLEN AMGEL, DHNITY, GAME DNER, mmmmmm S the ShagMagir Lonel Dy Coplain Bymoma/Cl i tha 1S
TERRY'S BIG ADV/TERRAMEX ...299 | GAME OVER 7, GRAMDMAASTER CHESS, GRIDIRON 7, TWDUIBLE, SOCCER DOUBLE 7, CROKER WASTER, EURD | Torba fhe oriots
THOMAS THE TAMK EMGINE ... 199 “H“mm“m mmmmmmm CARTO DCLLECTION (SPECML PRKE}. ... ... A4S0
TOMAS THE TSR ‘EER, LAST NIN3A, 2OMIES, WHD) DWZES WNS 7, SOCCER, JUWM'Y'S SOCCER MAN, 7 PLAYER SOCCER | Mar/' Bephat At Shylty Magi Sy i Trovsvonia/
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THUNDERBIRDS......_........... 199 Slhcks Cuwbay, 1t Divice Masager,Wrechng Superan
:‘;’w """""" L’: . sa Di=msc= ¥ m, i
*SPELLBOUND DIZTY ...........375 M P h&lﬂ ............... 4.’9 :*wmiuw
~DIZZY PRINCE OF THE YOLK FOLK 3.75 Mm ............... .“ SI'I'IHI'IT.'.. .;.499 . I'Ii A ﬁ
TRIVIAL PURSUITS .. ... .. 1.7% MIMM ......... 4599 Mick Fﬂuﬂﬂ'ﬂﬂ"l Golf ...13.99 THE COLLECTION 1]
WORLD CRICKET ..............299 Lverpool ... . 1099  MNorthand South............ 899 i ool Mpon Gomos/ vy Gt «
NOCK FALDO CHAMP GOLF ......1090  WWF ...........cooneieen 199 B R e prp— mh+mmmnu1'
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itlavins it 5 Bbcrys Sor 3 CASS 10.99 DISK 12.99 | Double Dragon ............ 6.99  Shodow of the Beast . ........ 599 burad Doty Do b oty o B Torenn

COMMODORE SUPPLIES

Commodore 54 power SUPBISS...........o e £2299
Commodore &4/128 compatible cassette recorders............ £19.99
Commodore cassette head demagnetizers.............. £9.99
Cmmtﬂﬂzaughtgun&gmﬁrms&drsc £29.99
Replacerment cassette recorder plug and lead . £5.99
Commodore 64 user manuals.............co .. A B £4.99
Commodone R.F Leads ([computer to TV ..o R £3.99
RTINS BT TTICOEILMENINT o ivvnrssivs rumsasnmrinsnbivssst snsitnssntethom e | £9.99
Commuodore printer/disc drive lead (6 pinding ... £5.99
Commuodare Colour monitor leads|din/3 phonao) 1 : £699
Commodore fight perns & softwane [Cas/disc) ..........c.ceeeecicinie e £29.99
Commodore C64,/C1 28 parallel printer interface...........oceenees £2999

DO YOU SUFFER WITH
C64 TAPE LOADING PROBLEMS?

Have you ever purchased a game only to find that it won't load!
The most commeon 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. Mo technical skills are required. Step-
by-step picture guide. Test and re-alignment carried out in minutes!
The kit comprises:- Tape alignment cassette, special azimuth
screwdriver plus full instructions. Only £9.99

Alignment kits also available for Amstrad CPC 464 and for the
spectrum computers. Please state which computer when ordering.

If you would like to be put on our regular mailing list for special
offers etc. please write and advise us stating which computer model
you have,

We also deal with Spectrum & Amstrad Computers.

All orders sent by return: Cheques/Visa/Access/PO's
Trading Post, Victoria Road,
Shifnal,

' Access |

SHROPSHIRE TF11 8AF
Tel/Fax (0952) 462135 VISA
s

Dept CFF, 3 Middleton Business Park, Middleton on Sea, West Sussex PO22 6HS
Telephone (1243 587089 24 Hour Credit Card Order Line. Access/Visa
Repairs
C6d Repair 19.95
C+4/C16 Repair 19.95
1541 Repair 29.95
C 128 Repair 29.95
Gj::nume C64 Power Suppl 14.95
Replacement C2N Plug and Lead 3.95
C64 User Manual 2.95
C64 Programmers Ref. Guide 495
RF Le 1.95
Printer/Disk Drive Lead. (6 Pin Din) 1.95
Commodore 1541 II Disk Drive. 69.95
Reconditioned - 3 months guarantee
CHIPS (Pulls from New PCB's)
6510 MPU 349
6526 C1A 349
Sound Chip (SID) 3.99
Video Chip (VIC) 599
SOFTWARE
Co64 Cartridge. Terminator 2 8.95
C64 Cartridge. Flimbos Quest, Klax, Int Soccer 8.95
Afterburner C64 Cassette 2.95
Inside Outing C64 Cassette 1.95
Mercenary C64 Cassette 1.95
Power Drift (Unboxed) C64 Cassette 1.95
Terra Cognita. C64 Cassette 1.95
Or all Five Cassettes above for only 8.95
Burnt out C6477 Have other Companies Refused the Repair??
Let us re,i)]ace the complete PCB tor £29.99
(NB Excludes senal, user and cartridge ports.)
Carriage to you included on all orders and repairs.
All repairs carry a three month guarantee.
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Power Pack is a Commaodore Format production in association with Future Publishing.
Art Direction Ollie Alderton @ Best Boy Jason Finch @ Producer Andy Tarski @ 2nd Assistant to the
Executive Line Producer Dave Golder @ Director Simon Forrester.




