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MULTIPLEX

3 Middleton Business Park, Middleton on Sea, West Sussex PO22 6HS Telephone (1243 587089 24 Hour Credit Card Order Line. Access/Visa

REPAIRS
CEH4 REDAIX ...covisemnnins

RS Ml 1o R
1541 REPRIF ....ooovmevrnnnecrssmmnnmmnsnmnsrssssssassnnrsaasrbsisssnnine

CIZBRepair ......ocnvierssssrvsananns
SPARES

Genuine 064 Power Supply ..o s
Replacement C2MN Plug and Lead  .........ooooiiimmnnscssnninnn

C64 User Manual ...........

C64d Programmers Reference Guide  —.ooooovvinnnmmmmnrines

BFlead ........

Printer/Disk Drive Lead (6 Pin Din)  ...ocoeeceiiiinmnmniss s

CHIPS (Pulls from New PCB's)
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G526 L (IAD rtsevmmsromseesessssosesinsarssonmessasessissssise sessie ieniesesesss
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Video Chip (VIC)
SOFTWARE
64 Cartridge, Terminator 2 .........

64 Cartridge. Flimbos Quest, Klax. Int Soccer. ...

COMMODORE 64 CASSETTES
Afterbumer ...ooiin

g1 1T Ty 111 P PR PP PP PP PISC LT
Cybertron Mission ... s

Kamov .....oaxx.

Power Dirift (Mo BOX) ...ocviiimmnmmmmenisniimannnrassesssssasnmmmnn s i
Trre CORTU +ovvorreerissemrimmnnnsssessssnass sabnn s mosa st mtanns s s ra e

Voidrunner ...........

Carriage (UK) to you included on all orders and repairs.

. E19:95
E1995
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... £2905

£14-95
P 2

...£205
£4-05
.-E195
vsE1-80

£3-49
£3-49
k99
.. £599

oo EB-95
R 5]

...£2:95
£1-95
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...£195
£195
£1-95
...£1-95

Crverseas onders add £1400 carriage per itern. All repairs carry @ Three Month Guarantee.

COMMMODORE 1541 [ DISK DRIVE,
SPECIAL OFFER.
Commisdore Light Gun With Blaze Out Cassefte GAME .........cooooismmmmrmnes £509

COMMODORE DISK PROGRAMS (Some Unboxed)

THE CREATION PACK.
Consisting of Image System, Music Maker, Split Personalities and Typing Tuer... ... £4.99
NIGHT MOVES PACK.
Consisting of Shadow Warriors, Sly Spy, Midnight Resistance and Nightbreed. ... £499

C 64 Burmnt Our? Or are you Bumt Out waiting for cassetics to load??
Upgrade your okd system 1o the AMIGA A600 for Only * £194.95 * (Wild Weird and Wicked
pack). With an EXTRA SIX PROGRAMS (of our choice) if you send in your old
CH4PSU/CIN with your onder.

0 IEVWVERGLADE

240168

68 TELFOR

£2.49 M- bt Pack ...
o

CASSETTE FORMAT

D ST, INVERNESS, IV3 5L5

CASSE OMLY LIMLESS
P&P IS 25P PER ITEM. ITEMS SUBIECT TO AVAILABILITY.

Tel: 0463
2401568

STATED

AsnBojeies 3yoeg gZL/P9DA

C64 Repair..............£19.99
CB4 Datasette.........£24.99
1541 Drive Repair...£34.99
Parallel Converter ...£19.99
C64 Manual..............54.99
64 Slimline Case.......£7.99

C64PSU.................817.95
Sound Chip ..............£5.99
Vic Chip.....vveesseneeenr£7.99
6510 CPU..................£5.99
6526 C.LA. ....covennrn£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.)
S8E Rowan Court, Friar Gate,
Derby DE1 1BU Tel: 0332 201219

PUBLIC PUBLIC
DOMAIN DOMAIN
TAPES [l_/0 TAPES

THE BIGGEST AND BEST PD
COMPILATION ON TAPE
ACCEPT NO IMITATIONS

40 PD Games 1 41 stunning games all on one tape!
40 PD Games 2. Yet more games! Every type you could want and more!
Litility Tape 1 _A collection of brilliant PD utilities for your &4
Utility Tape 2.......Includes many programs previously unavailable to tape users
Alf Yngve Games 04 Titles now including new music and intros!
PD Sampler No1

NEW SUPER LOW PRICES
Any one of the above £3-50
Any two of the above £3-25 each
Any three or more £3-00 each

WHY BU

Guaranteed loading with full retum service
All prices include postage and packing

Immediate 1st class despatch on all orders

Exclusive/Mew titles

FREE CATALOGUE

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

A mega collection of games, ufilities & demos!

Please make PO/Cheques payable to FOX P.D. and send to :-
FOX PD, 6 Sturton Avenue, Goose Green, Wigan WN3 652




COMMOBORE

16 THE EUROPEAN

INVASION BEGINS 10TH DAN

1984 Is the year that the Channel Tunnel opens and the UK is it’s month three in the creation of
physically attached to Europe for the first time since it made a run for the game that the authors promisa
it back in an age before will be the beat-"em-up to end all

beat-'em-ups on the CB4. This time
around we get to see the first visual
evidence to back up their claim,

even Coronation Street
had bagun. And about
time too, because
there's loads of CB4
software on the
continent that we never
get to see, but we
reckon that's all about
to change...

30 BUT
.4 IS IT ART?

if you don't look good in a .
smock, then shun those olls
and paint by Wei
numbers instead 51 ﬂ é | : :E
This month ﬁ -} 1 1 & -
those top % - - pou - .
F:F mm f‘ i‘."'f e _-L ‘.? £
ik :
E how to Jk
.*“""’Pm J B e 4 A A £ & M
they 5ay) HRHEEE 11's amazing what you can do with just three
y e ] d 4 frames of animation...
2 Wi;ball gels _huste - sprites

s .

GAME I!EVIEWS.;. GAME REVIEWS

. ==,

In a hotel from hell you have to melt down
skeletons to keep your customers clean,

i ol

Te o MAYHEM:
-2 PIPELAND DEMO
Ll One level of this smokin® game is worth 20 of

your average platformer.

QUADRAPED TEARAWAYS 2

Turn on, tune in and groove to the silicon sounds,

TECHIE TIPS

All this month's listing presented in an easy to access
form (ie, you don't have to type 'em]). I

- .. okay. f
: =

SPECIAL FEATURES
18 EUROPEAN INVASION

There's a wealth of C64 software on the continent just
waiting to be discovered. We check it oul.

30 BUT IS IT ART?

Maore top tips for improving your computer graphics
from the men who brought you Creatures, Mayhem
and Cyberdyne Warriors. This month: sprites

34 GAME DIARY: THE
MAKING OF 10TH DAN

Month three: we get the first glimpse of some
graphics (but don’t build up your hopes).

REVIEWS
11 SQUARESCAPE

Cubist, socio-political comment? Or a post modern
nightmare? Or maybe just a blocky puzzie game?

12 WILBERFORCE

20 million years in the making! Give or take a few
million. Whao is this Wilberforce anyway?

12 ESCAPE FROM ARTH

‘What has Arth ever done for us? Okay, it invented the
matter transmitter, and the interstellar overdrive, and
sub-space soap operas... but apart from that...?

It's cheap, but is it cheerful? Or even mildly
amused? Or downright sad, come to that?

: s SERIOUS STUFF

27 TECHIE TIPS

You ask. Jason Finch answers. What a concepl.

32 MEAN MACHINE CODE

You don't ask, Jason witters on anyway. If you want to
learn about Machine Code, though, take notes.

REGULARS
6 NEWS

More topical than Have | Got News For You?

7 LETTERS

More literate than Poinis of View.

10 BUY-A-RAMA

More bargains than a Texas bank holiday ad.

20 GAMEBUSTERS

More tips than an in-depth Watchdog investigation
into potentially lethal fountain pens.,

26 BACK ISSUES

Maore back issues than we had for sale last issue.




If you

found it
lovingly
stuck
to the
front

of this

copy of Commodore Format,

then Simon Forrester is

here to tell you all about

it. Well that may not be
strictly true...

| ’ WRITTEN BY
MISIC BY MICHREL WINTERBERG

Watch him
while you're
playing, too.

104D ZONE

If you're having 2 hard 1
lpading this month's POWEr
Pack then plonk the duff tape
in a jiffy bag, slip ina tapl-e-
sized SAE, seal it up
gnd send it to
CFAG Tape
Replacemer
Senvice,
Ablex Audio
yideo Lid.,
Harcourt
Halesfield 14,
Teltord, Shropshire.

ou might have thought
Fawlty Towers was a

pretty odd hotel, but wait
until you see the minus four-
star establishment that
Bonecruncher is set in. You take charge of Bono,

tell you to do one of three

things. First, you could trap them
using a glook. They'll turn into
skeletons that you can use later
to make more soap.

You had to ask, didn't you?
You couldn't have waited. A
glook is a strange blobby thing that

an odd troll-type thing that runs the hotel (as opposed loves soap. If it smells it, itll happily bounce over

to an odd troll-type thing that fronts a rock band). At
the minute, you've got
several chambers full of
bathers, all of whom would
like: & bar of soap. ;
As the nearest thing
to a maid is you, there's
work to be done. Your

and take a swig. You can tell which way the smell
is blowing with the wind-meter on your control
panel. Glooks are the one type of
=1 strange fing in the place that won't
do you any damage, S0 you can
push them out of the way.

. Sorry = there are two strange

4 things that won't hurt you (your main
d weapons being fear and surprise).

job is 1o collect five oid
skeletons and chuck : > # The second and only marginally
them in a pol. You can - - more intelligent strange thing is
then boil the skeletons S o ? oW | r Fozzy, a Ir'rgnd who wanders
down into bars of soap ... x of the Mmhh.‘ﬂ“ f“ul:m around getting dazed a lot. He 5 _
to take upstairs 1o the things! Run for your lives! Glook a also the second way of dealing with
bathers for them 1o use monsters, He can hold them down
for whatever ends they see fit while you walk past lhe_m.
Use the joystick 10 move w_ml'm“ l:;ti.lthasnnh_.rgu{ahrr!nad
Bono up, down, left and Fire & night .. Move B I_maeapan and can be killed
right, while hitting the fire M in that like anyona elsa,
button and moving the Other Info Try 1o trap the bag Yﬁr third darenc? |
iovetick at the same time them circling guys by against a monster is to lure
joy! keeps them an island of earth — it into a trapdoor, though you

will, er, do something to
something naxt to you (such
as collect something, push something else or dig
what's left). You collect the skeletons by walking
into them, and you throw them into the cauldron by
simply touching the side of the pot.

U GOT THE GLOOK

Betfare you carry on, you might like to take a look at
the many nasties (and I'm not talking about the
dodgy bathers) around the place. If a monster
touches you, there'll be some truly disgusting
noises and several damp squelches, so you'd
better work out some defence against them.
Experience (and a squiz at these instructions) will

won't be able to retrieve its
skeleton once it's dead.

If you thought the monsters were nasty, though,
you should see the spiders. These horrible thingies
are utterly invulnerable to everything, but can kil
instantly. They wander mainly around the edges of
rooms, and feed off skeletons. Fozzy is invulnerable
to their bites, though, so you don't need to warry
about him (it's probably the hat, or something).

When five bathers have been, erm, seen to,
you'll be given a key and matching
door that'll take you to the next
chamber. So next time five naked
men upstairs ask for a bar of soap
each, reach for the bones.




PIPE

ou loved Mayhem In
Monsterand, didn't you? We
certainly did, as we gave it 100

heady days). Despite the many
questions like ‘what if something even better
comes along?’, we're still riding with this one -
nothing will ever beat Mayhern as far as we're
concerned (saying that's just asking for trouble,

per cent a few issues back (those

that will now be hanging
about the place. Great. First
he saves the place, then he
robs it. There are several
meanies to stop you at every step of your
mission which can be killed by eithar
jumping on them or charging through them.
Controlling little Mayhem is really very
easy. You move him left and right with the

really, isn't it?). joystick, as well
And in case 5, Elf-; as making him
you aren't % E e jump (up) and
convinced about | & g crouch (down). If
the game’s = :'It-;' T you're on the
greainess yat, ; i rE happy section, you
this month's > #* EWF ¥ can make Mayhem
damo should do - . . ' ' . charge by holding
the trick. We've [ SN S O S N N N W N N down fire and

@ POWERPACK

collaborated e EEEE = pointing the little

with the | m ::l"._""l":““ it, m"ﬂ' yellow speed-dino in

Rowlands to you'll have the full game. the direction you

bring you this B - want to travel. num le
fully playable . . [ Hawve fun, but A up s
second level L S R N ﬁﬂ' " “ remember - if at any

(not that the [ S N =N S S A . paint you begin to 4 LeFT LEFT
first was g g g see stars and you're P RIGHT RIGHT
anything not gogaling at your ¥ cown e
below excellent - actually if you wait long enough  CB4 screen at the time, please seek medical

you might be able to collect the whole game just advice immediately (closing joke & Wamer ® FiRe CHARGE

by buying Commodore Formatl).
Your mission, should you have a few
minutes, is first to collect bags of happy dust

scattered across the sad version of Pipeland and

take them to the big dinosaur bloke you'll find

lurking suspiciously somewhere (we're not saying

where 'cos finding him is part of the challenge).
This guy he knows will then scatter the dust
across Pipeland, making it a happy place again.
It's at this point that Mayhem goes on his
second run, a mission to collect the gold stars

TECHIE TIPS

They're tips about techie things. but we're really
not interested in them, are we? There's too much
other good stuff on the tape to bother with
technical bits and pieces, that are, frankly, just
the listing mentionad in Jason Finch's Techie
Tips section (starting on page 27}, reproduced on
the tape for people too lazy to type them in
themselves. Which, | feel, is encouraging
laziness and complacency and will lead to the
downfall of morals in our society.

Resist! Resist! Type in the these listings
manually, feel proud and keep Britain from
descending into an amoral pit of despair and
amorality... Yeah - sod off from our covertape,
Jason. (Right, this is war! - Jason.)

Bothers carloons 18939).

QUADRAPED

Following the recent spate of Mayhem Mega Mix
music demos on these metres of tape, we

thought it might be a nice idea to show you what

some other C64 composears are up to. This
month sees (or rather hears) the excellent
Quadraped Tearaways 2 demo, a music demo of
high quality indeed.

To select the any of the tunes listed on-
screen, simply hit the numbers next to the tune
name you want to hear. That's it. Well almost it.
Remember to turn the volume up, though, or
you'll get very bored (well, you have to take the
hard of thinking into account).

ALL YOUR OWN WORK

It could be, you know = your work, that is, on the

covertape. And just think of the glory and world-wide

fame that comes with that feat. So if you've written

any software you think the C64 world deserves to see,
send it along to Covertape Submissions, Commodore
Format, 30 Monmouth Street, Bath, Avon, BA1 2BW.

Your software will stand a better chance of
smoothly gliding onto the tape if you include a lett

stating that your contribution is all your own work,

and that you give permission for it to be used. Fail

that, include your address and telephone number for

us to contact you with. We might even pay you.

TEARAWAYS 2

Oh yeah, and before we go, | think Dave
would thank me from the heart of his bottom for
pointing out that we're not repeatedly shoving a
huge dirty great spelling mistake in your faces
here for no good reason. We know that the word
should be QUADRUPED, but the demo writers
decided to spell it that incormectly, and we respect
that (and wouldn't suggest they just can't spell).

If you're lucky enough to own a disk drive and
want lo use it as well as admirg it, then you can
9et hold of this month's Power Pack on disk.
Simply cut out the token on the tape inlay card
wrile your name and full address on a piece 01"
Paper, pop ‘em in an envelope with a cheque or
Postal order, made out to Ablex Audio Video, for
£1.50 (to cover duplication costs) and send ii lo;

CF46 Tape To Disk
9 Ablex Audio Video Lid.
Harcourt Halesfield 14
g Telford

Shrops. TF7 4QD,

July 1994 o



*The main thrust of this dedwcatad
Crime Unit is to investigate
gameas piracy, As a part of this
drive, we are determined to
investigate and carry through

prosecutions of those individuals
involved in what is, essentially,
criminal Flr:[wltg,.l.'

Roger Bennet, ELSPA's genaral
secretary had a startling numbsar on
paper: “With the games software
ndustry estimated to be worth £660
. million to the UK this year, we can't
L afford to let these activities continue.”

———— | . Pirates bewara - thay're
When the info highway overloads LEMMINGS FLOCK coming K et R
your senses, we trawl the backroads TO THE EVERGLADES

know whare you liva.

A company called Ever ;
glade are just about to get i BE VERY
- SO : 0 get in
to catch the C64-relevant bits... e stocks of Lemmings and Creatures 2. Lemmings
i “en notoriously difficult to get hold of, 80 this is MMED
COMMODORE US International Commodore heads ﬂm:‘: news for all you small furry rodent hunters out Having a CB4 is like having
went ahead and did it anyway, - \and we're not talking Rentokill agents here). a Betamax video — it's the
Fon SAE gaining themselves a massive s .'I:;U If-‘.'r:ll'[ﬂ- to put your order I l one. thiraithel i
: e ¥y either game, | P i 3 5
Gof a few hundred million spare and amount of cash in the process ity g Just write to leave bahind _:but intelligent
: R e while cutting off their creditors (the glade, 68 Telford Street, - people know it's the
would like to see Commaodore Inverness, Scotland, V3 . auperios product SAPREET

people they owe monay to).
There's been a lot of
speculation as to exactly wha'll
be buying Commodore and what
all that money could be for, but
it's said that many industry giants
are interested

Amstrad have
WRIEB m“ also expressed

supporting their 8-bit marvel once
again? Then nip across the Atlantic and
put a bid in for Commodore US which
has just gone into voluntary liquidation
Mobody is saying a word as to
exactly why, but the

5LS. The company have
asked us to tell you to
SEND NO MONEY yet,
though - this looks like
8 mail order company

with the righi Jl:lea,
doesn't it?

your maching happens 1o
be gold-plated though (I
know mine is), you might
be a little mora
concernad about
someonea shoving it into
a bag along with your
video and hopping out of a

And we helped to bury it. ¥'see when we reviewed an interest, but let's window. At this point, you
Treasure Isle in CF40 and gave it very respectable 82 hopa thay'ra not slight jeopardy by all of have two options. First, you

per cent, We gave the wrong detalls about buying the successiul otherwise this, but it's been decided could buy yourself a Wobbler
:‘“md thing, and consequently nobody did, which js s  YOU can expect to see  that Commodore will continue alarm, & little box from L&C Computer

t of a shame. So here are the correct vital statistix: an Amstrad 64 that trading (God knows why, when they Alarms,
Treasure Isle s a graphicitext adventure costing i takes low-density managed to lose $356.5 million last that'll scream

only £2 on tape or disk. To arder a copy maka highly-priced 4.7-inch year), and so the Amiga will live on. its head off DOI"I ,t lEt
cheques/POs payable to Jon Wells and send it to disks in the near futura | think we can forget that C4064 for whenever C t
Visualize, 9 De Gray Road, Gaywood, King's Lyn The future of the Christmas, kids the computer hlm ge
Norfolk PE30 4PH. Got that? Good. ? Amiga is placed in is unplugged, away

FA stopping any . -
ELS GET burglar with with it!
SERIWS, AGAI“ an ear-

That's right — they're back, and they're  piercing wail.

FUTURE ENTERTAINMENT SHOW "94

: angry. ELSPA have recently set up a Though
i 't seem like five tickets we're giving away by answering Crime Unit to take over the burden these wobbly
i o/ it doss the last one,  the following guestion (and you can 1 from FAST, The new unit, headed by davices ware
minutes since we al e I possibly get this one wrong): in which Chief Investigator John Loader originally

it? This year's is going to be a FERET ine written? briliart - this chould be Batman) designed for
does : ::I shows, though, running city is this magazine W = ant s should be Batman esigned
show to en atay Octiiisend If you're really having maj

from the 26¢h to the ; ; problems, a little investigative work

Earl‘-:;lC':'uﬂn:‘r:j::l :‘:i?::-et before 31st should set you straight. Send your
you

mall armmy of snoops at use on a PC,

you can buy

a8 verson 1o

entries in by mail only to I'm Too Cheap pomographic and obscene software clip onto the

s i 2 Formal, L O SR R R S ack of an vy
July, you Il a win a voucher worth To Buy A Ticket, Commodore _h"” e e - b Lo e —
100 atthe’ t-0| Y- stand. To get Future Publishing, isn't what they're all about. Chief place of hardware, data and
£100 at the Silica Sys *

: nmouth S, Loader set the record straight:  hardware T

your tickets now, just ring 359141;3:5-in ?éf:r:ﬂ;t s i raoware .o
hem for a discount a ; i R R i
you can gett ased to £7 on the door. 2BW. All the ¥ i PR i . ‘ Doz R
"t you o S i o e . ok The alarm is  time you want your C64
vl gul“" competition rules  SERESEE . 5 awonderful  to throw a wobbly,
; i ut on the ; G -

otherwise you'll be missing o

L : o, e B——— 3 105dB at one
i : apply, as wellas B il _ 8
— En'ierla'll'lmﬂl‘lt Tﬁf;h:f‘g 5 the rule stating N : : - iy I 53 * metre, which is enough to sedate a
Multimedia, FMV, CD , ; : : ’ 1

) t all entries T A - ' . (B rampaging bull.
show will be a lot m cions the office by Hea 5 R g 7 - : ¥ Computer Alarms at 54 Walton Road,
year, as well, with loads © it September the SN/ 5 : A Clevedon, Avon, BS21 6AG. Failing
run by Fulure magazing te 1st 40 be - : % N s WL that, ring 0275 874507,
chances to meet Future bods. wciuded In - Ly A - Bl \ Your second option is to
still not convinced? Okay then = sy b : | ¥ Y ks tha 500 Bt » D
L i N [ i A

; i 10 single :
this is it. You could win one of 9 high-rise flat, incidentally
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to those who persisted about programming
sections. | find Techie Tips very useful and have
learned much since it began. | think Techie Tips is
the best bit of CF and should be left alone for

. : U : \ interested programmers to enjoy. Obviously
i P O / /) many people are mainly interested in games,
P NN, e e /| ; but it should be remembered that if it
g W . ; N e . weren't for programmers there wouldn't
Y ¥ £ £ ' be any games.
R : This should explain what could
=L " happen to the great CF if Techie

Tips were t0 cease.
~ Long live TMB, Techie Tips and
the CF crew. Long live the C64 and
the 8-bits. Long live CF.
Paul § Gibbs, Leeds.

L

Hmm, | doubt very much whether the
magazines you menticned crashed because
they dropped their techie pages. But we have
absolutely no plans to drop Techie Tips. It's very

From mm beymd i / popular, and will be here until the end. TMB
imagination, between Scylla and WE ARE NOT ALONE
Charibdes and down the back of the settee, comes the Hunga: Thy Master Brain,

Thee art wonderful and all-knowing. But

entﬂy know nnly as The Mighfy Brain. Now he’s here Commodore Format is not the only survivor of the

. Invasion Of The Other Formats. There is a German

and he won’t rest until he’s answered some letters... publisher called CP-Verlag, which publishes two
disk-based magazines called Game On and Magic

Disk 64! which come complete with paper mags

Let's Compute! all had programming sections until
sm “l! some m Il.lﬂ-ﬂllt.d that they should be mll‘lﬂ thi other formats such as PCs, Amigas,
handhelds, etc. This combination, called Playtime

Dear TMB, disposed of and and so this was done and less
In previous issues of CF a few people have copies were sold. 3 In One Kombi (snappy titie — TMB) is, of course,
suggested that Techie Tips should be scrapped. | Whers are thess in German, but most of the games, demos and

utilities are not. The presentation of
¢ both Game On and
Magic Disk is gorgeous.
¥ou said that
Commodore Format is
not in a position to move
into the import business at

disagree strongly. Commodore Computing magazines now? Thay
International, ZX Computing and no longer exist, thanks

CARNAGE TRASHED MY BRAIN

Hi Brain,

FM:L:::: meaningless questions? Well, you've :a:r? st TN ) ¥ LA the moment but that a UK
yway. : 8N accident? T 5 1 o
TC] It 5 : Tike = distributor of these
& N you tell me why, after so many years of s0unds “.hE the 4 e : ; o i
rowing my C64 at my broken wall, it decides to die poor machine - . ﬂmmw,: acome
A S v | il‘l.l"l'“hd. ] w"l en “'!I"

B accidentally falling out of my bedroom window? | I_Jumng '_‘c"
3 ' low :‘-" you control bad tempers? merciful release.

sn't - 1| dan?
excellent é.m Yypical? | got to course seven on the 3w il - :
<o mmnﬂl'ﬂl'tnr winning a brill engine, loads : h-ﬂ Ve -:mh_,: got your wortd .
3 o8 n.:lm, ﬂl‘ldl You can guess what ;F Tﬂii.t:aya;; LI""E'?

PPened next. That's right, | got to course eight ', the old Uranus joke,
::::i complated it That's because i - - 5‘ Proof positive that the old ones
wnhﬂl:ﬁlzl—hrﬂl driver R g gl aren't always the best onas.
uckets of skill 8= it © They're probably trying esca S

and confidence { being sho
. J s T —— Ang shovelled into the orifica tha
4 How big is Uranus? B ; . produced that Uranus joke, . games/demos/utils | can get through Game On

How big is Ollie’s? | 7 Not often. no and Magic Disk never reach the English scene.
My peas keep falling [i o > 8 The Electric énr_s - As Jon Wells says:
off my plate. RS - . % Bl =nnounced a Flashbackin CYA SFRAH S HIESTES T ——
Do you miss? el e i bt in other countries are doing stuff for the C64,
Well, enough about = ' J PP Il bt it still doesn’t help the fact that the C64's
her. Do you know of any ¥ ot ; et moment, but the s;ufr wa' having problems - over here in England it is in
decent platformers in the [ ge : @ el from the EB's so far has ;: W deciine, whereas over there where you are
plpeline? Mayhem in Al : ; impressive, so it A il i (Holland) it's more in demand. There's only a
Monsterland was ace. We Our European overview on page 18 hﬂ-!i‘nﬁwg i g:_:d. handful of English prograimers doing games
need more games like that, more platformers as well, so check that out i commercially for England. The games you talk
Do any of the CF crew like hot dogs? | do. Let's face it - if i's food, Daye lokias lt ' about (Super Nibbly Plus, Fred’s Back 3,
¥ Guess what? My mate slipped the word V0 antidisestabiishmentarianism’ is indeed a Cyberblocks, Sallva Kid - Jordan) aren't
antidisestablishmentarianism’ into a canversatio difficult word to slip into conversation Mp@ﬂiqh AN  available over here, so none of the public or
three times. Is this a record? " not sure what 'al'lr.idiEES!'at:lisJ'lmanlari;;igm'l-al.:m;;luu i mags get to find out about them — THEY DON'T
| hate to have to 90 now, but the queue for the !"r'rr.l',-ans. But if slipping 'ﬂnlldiSB.EltablIshmemaﬂani.-m?r EVEM KNOW THEY EXIST.”
I_HID c}junugrsaﬁm three times was g record hE-‘fﬂr'\: it If Future Publishing supports the mags, then |
carainly isn't now. Why? Because I'm just about l.lg. slip think CF could pay attention to them, or some of

- one already has, because |
<% read in the last issue of
Playtime 3 In One Kombi
that Future Publishing and
Edge magazine gave their
support. Sounds familiar? Yes!

| hope you will print this letter because |
get complaints from both Jason MacKenzie
and Jon Wells (Visualize/CF writer) that

nger.
Endtrans, .
E R o .
New TZ, Elalf:';:_?rl'liat?!dbhuh'm'enldnanI$m into this conversation for the games. Known groups from the old C&4 )'
i mnciteuhy. Te scene, like Cosmos Designs, Light, Maniacs of
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Noise, Blackmail, Electronic Brains and others
contribute with their (non-SEUCK!) games and
splendid demos/utils. Of course, you will need
a disk drive for the diskmags, but maybe CF
can help you out there (er, how exactly? — TMB).
Or CF could do a review of the disks and do
them credit. For the price of £3.50 | can’t let these
disks slip (is that a pun? — TMB). See it as | see it;
Ihuynﬁupugapnpnrmugmineandgmtmcﬂ
disks for free! It's even essential for you If you
own, let's say, an Amiga, a C&4 and a Sega
Megadrive. All your fave games are previewsd.
| say goodbye to thee.
Jordan Van Der Elst, The Netharlands.
PS CP-Verlag's address for information is: GP
Verlag, GmbH & Co.KG, Game On/Magic Disk,
Isarstrasze 32-34, 90 451 Nurnberg, Germany.
Tel Germany 911/96832-0.

¥ou know, it often amazes me how you
humans ever manage to organise
anything when your systems of

communication are so inefficient. ” limitation of “
Here | am, in constant mental mmu.tr expensive P“':k““
contact with planets light years hoxes. , they oﬁlﬂﬂﬂ
away while you lot never seem 10 muttering, ugpupld "-"':“'"'w"'"“ =
know what's going on in the next their breaths but a swift ik
room, let alone the next country. the groin often cures them

Rest assured I've informed this
hopeless rabble called the CF crew about
CP-Verlag already, and Dave's on the
phone at this very moment. He'll probably get
connected to an answer-phone.

By the way, you're a bit misintormed about the
Edge connection - the deal is the other way around
completely and allows CP-Verlag to reprint excerpts
from Edge in Garman.

There's no reason why UK C84 users shouldn't be
able to order games direct from the continent. If we
recaive any new European games here at the CF
offices we will be more than happy to review them and
tell our readers how they can get hold of them. i
sesems the sensible thing 1o do, rather than wait for UK
distributors to wake up 1o whal's happening. And we're

also ready to discuss with anyone the
possibiiity of putting their stuff on the covertape TMB

FAMILY AFFAIR

To that one-celled microscopic blob at CF,

It is |, the older brother of that little twerp who has
written in to you many times before (about
twice...). You have printed both of his feeble
excuses for letters. Next time you see a letter with
his name on it (Ewan Macdonald) direct it to the
bin, pronto. | believe one of his letters was printad

& Will there ever be a Mario
game on the CB4?
A McGlane, lreland.

@ Is there a TMB fan club? If there is,
how much does it cost to become
a member?
Anenymous (and I'm not
surprised after question like
that = Dave)

® How come the mags
got less pages?
Chris Garland,
Crayford

Though it's dangerous

to say ‘never

(especially if you're

on Galgafrasis 7

where it translates as
somathing you'd

receive the death

penalty for suggesting) it is
axtremaly unlikely that any
other games platiorm apart from
those produced by Nintendo
{Game Boy, SNES, Project
Reality, etc) will ever see any
Mario games. TMB

There isn't one on this planet
at the momant (the one on
Carntathula in the Krasis
Mebula is spectacularty
successiul, but returm postage
would cost an arm and a leg (not
something that bothers the
Canethulans whao've got planty of both. .. and they're
salf regenerating). Why not start one up? TMB

Than what? T“B

® When games that are old and eventually
become deleted what are the copyright
restrictions on the games, bacause someone
could possibly buy all the rights and do an
amazing compilation of all the old classics?
Anonymous, Stafford.

#® When is Mayhem in the stores?
Adam Pearson, Anglesey.

The Rowlands still have no plans to
let distributors and retailers make
fat profits when they can benefit
from their labours quite nicely
themsehves, thank you, selling the
game through mail order. TMB

If it were that easy the CF craw would be buying
old games up like mad to put on the coverape.
Unfortunately, copyright is a very complex and
expensive business, no-one wants to Just give
away their intellectual rights. TMB
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hirts there.
happy- SO
Imﬂ-ilﬂlm ”'gnﬂﬂvrdlu““m‘u

‘Hairy Happening
tell Simon "Halry I've

never seen his face (i's always
with halr in the
I've seen) of met him,
| can tell he's 2 kindred spirit-
| think he's the raally SEXY

mouth.
PS Curt Cobain will be sadl¥
missed by me and everyone in :
<chool (excluding teachers a1

sald jessies)

g of the
Hmim, for & while thare you goundad Ii::uf;ls el
st Iintailigant, baual-naadad human s

n‘:d the privilege in have a letter Imqlﬂ m:a |_|j il
:.mm the knee in the groin Bit), But I'm &

plew it all. :
pﬂmg::;.ﬂ\? Sexy? Perhaps on Ha::;ﬂna in I;TE w{shur
gbula like their men woboly. .
. wr:::;:'imm ar it's an uynanagsthe
m for you, mate — simon). TMB

wery racently {CF44). One of his
questions was, ‘could you please tell me where
GEOS 2.0 is avallable from?' What a stupid
question. Here it is for all you people desperate to
lay your hands on the package.

Do you have CF41, 43 or 447 You do! Well,
scan through any of these issues and you will
come to a page full of advertisements (no, not
Buy-A-Rama, the other one). Now, look around
until you see a fairly small ad for a company
called Shareware Plus. Read this ad and you'll
discover what they want to do (sell you
something, presumably - TMB).

® is the ©128 worth buying if | already have a CG647
Peter Turnball, Trowbridge

You'd be better off just getting a disk drive, frankly.

Despite some improvemants over the Co4, the ciz2e

was not & roanng success and very little software was

written specifically for it. The first thing most C128

owners do whan they turn an thair machines is switch
to CB4 mode. TMB

disk
tape versionz - Pack instead of the

Davi
avid Lensey, Saffron Walden

Weall 0




If you are planning te buy GEQS 2.0 then |
would recommend sending for disks GEOS 7 and
GEOQS 2. Shareware Plus will then send you their
shareware and GEOS catalogues.

| will warn you that GEOS is not cheap. And
neither is GEOS shareware at £2.50 per disk. But
the standard of software and speed of delivery is
unmatched by any mall order firm | have dealt with.
| think they are excellent and | hope you will too.

Anyway, |'ve raved on about GOES long
enough, so I'll end with a few question:

1 Do you know where | can get hold of Castle
Master for the C647

2 What on Earth happened to Beavers from
Grandslam? It looked really good.

3 Could you please ask Dave to put more utilities
on the Power Pack.

Yours with more braincells than you've got,
Stuart Macdonald, Greenock.

1 Why don't you ask your brother?
2 1t was never completed, which, to
tell the truth, was no great loss.

=3 I can tell him until I'm red in the
front lobe, but he's a law unto
himself. Actually, | think the crew ¥
are looking to buy in a few utiliies, RS
50 keep walching this space. Well, ‘“'!_
not this space exactly... TMIB 1

Dear M Brain,

Funny, that — I've got one too (/ think he
means a Mighty Brain, which seems
unlikely, but we'll give him the benefit of the
doubt — TMB). How else would you explain the
transition | recently made from the Megadrive CD
to, naturally, the C847 For the price of a Megadrive
| have acquired one C64, one disk drive, one word
processor, one tape deck and 30 tape games. The
said console’'n’'seedy are gathering dust.

| am absolutely delighted with my purchase
and in the last week or so | have persuaded two of
my friends to buy a C64 - actually they didn’t need
much persuasion, just a blast on Creatures.
Please don't do what Commodore Force did and
shut up shop.

You aren’t going to believe this but until |
bought my C&4 | had never heard of the computer.
Another thing — I'm 52 years old. Just shows what
advertising can do (I'm not entirely sure | follow the
logic in that - TMB).

Ben Kearney, South Wirral.

| just hope you convinced your two friends to buy
Commaodore Formal as well. TMB

Dear TMB,

I have questions in need of answering.

Tis Mayhem 2 coming out?

2 s it true you work in the same building as crap

like GamesMaster?

3 I have an Amiga as well as my C64 and | like my
C64 better. To anyone considering buying another

computer, | say, ‘Don't’.

4 You should have been nicer about Commodore
Force - they weren't that bad,

5 Is Last Ninja 3 worth buying?

6 s Lemmings worth buying?

7T who are you, TMB?

B s Bug Bomber any good?

© Am | boring you yet?

1 0 Do you like Iron Maiden?

What football team do you support?
Can | get the CF team's signatures?
Keep up the good work. Your mag deserves
100 per cent.
James Johnstone, Clydebank.

11
12
13 well...
14
15

1 Funny you should mention that. There is the faintest,
slight hope of a chance that there could perhaps be a
Mayhem 2. The Rowlands haven't madea up their
minds yat, but they are certainly considering the idea.
2 ves. Do you really think it's crap? | rather like It, but
the letters pages have a long way to go (oi, are you
after a new job? — Dave).
3 We agree, of course.

& Ah, but who's
continuing to support
the CG47
5 That depends

on a lot of things.
But, as gamas
reviewers tend

1o say when

they can't think

of anything
better to say at
tha end of
reviews, you'll
lowe it if you like
that sort of thing.
& If you can get
hold of it, yas, it
cartainly is. My human
colleagues inform me it is
ona of the best puzzie games ever
{1 wouldn't know — | find all puzzle games too easy).
T | think, therefore | am TMEB.
B Ah, | see your tactics — a brief change in question
style to lull me into a false sense of security (and to
butter me up by getting me talking about my favourite
topic — me) then it's back to the same old questions.
Yes, by the way, it is.
Q What do you mean, ‘yet'?
10 no. They sound like the retro engines on
clapped-out a class 27B Arcasian shuttle accompanied
by the mating call of a Blug Whale speaded up several
hundred times
11 vou're just time-wasting now.
12 cantona?
13 Aholeinthe ground?
15 Bristol Rovers.
O sendusa chegue for £2,000
and we'll see what we can do. TMB

someane to avoid getting stuck in a lift with.
Nﬂrnu‘nwummuhmmu,
about the state of the C64 scene, contact me,
The Mighty Brain, (that's TMB if your printer
Hhhmlsmnnlngwﬂ,ﬂﬁmmmm
Future Publishing, 30 Monmouth Street, Bath
Avon BA1 2BW. You know you want to. '
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SMALL ADS

If you

can’t find
what you’'re
looking for here, you’re
probably looking for
something that isn’t here.

Game creator complete with three starter games with
on-screen instructions and instruction booklet. Very easy
to use. Only £5on0. Telephane Wayne now an Lincoln
0552 540580,

Forth Programming Language (tapa version). Is up to 50
timas faster than BASIC. You can even redefine your awn
commands. Phone Wayne on 0522 540580,

Creatures 1 & 2, Smash TV and others. £1 each. CF
issues 35 ocnwards £1 each. Send SAE o Thomas Morgan,
73 Elmfield Road, Peterborough PE1 4HA for delalls,
Millions of games (well aimost). Send SAE to Phil
“Rayibert”, Chequers Lane, Evershay, Hanis, RG27 OMY.
Tapes and disks. Originals. All about £1 1o £3.

OCP Art Studio. Tapa version. No mouse. Boxed, £10. Call
and ask for Stuart on 0475 723181 (between 4 and Tpm)
C64 games for sale. £1-£4. For a complete st call Adrian
on 0352 771795,

PD and commerclal software for sale. For a list, send a
blank disk and S0p to W Pyrah, 31 Spencer Street,
Lincoin, Lincs, LNS BJH.

Over 50 original C64 tape games. £1 each. Light Gun
plus software £10. FM Sound Expander £10. Also wanted
manual for Apolla 18. Tel Julian on 0285 250823,
Spectrum games going cheap. £1 each or 10 for £8.
Contact Alex, 43 Trinity Close, Newbold, Chesterfield. Or
will swap for CE4 games.

Lots of old and rare C&4 gamas for sale. Disk and tape
including APGs and Frankie Goas To Hollywaood and
Wargame Construction Kit. Please send an SAE for
details 1o Paul Ward, 61 Moor Grange Court, Moor
Grange, Leads, West Yorks, LS16 5EB

C64 Cassette games. Too many 1o list. All original circa
early 1980s onwards. For list send SAE to D Heard, 35
Walronds, Trearton, Devon

Sale! Mayheam In
Monstedand £6. Frank
£5. First Samural £3
Santinel £3. Tolkien box
and book £4. Ninja
Doublepack £3. Monty
Python, X-0ut, Minja 2,
Recall, £1.75. Tony Picking
152 Monks Foad, Lincoln LN2 S5PL.
Various disk games and utilities. For more detalls send
an SAE to Wayne Pyrah, 31 Spencer Street, Lincaln,
Linca LNS BJH.
Commaodaore 64 keyboard 1 £80. CG4 datassette 1 £20
new. C64 games 6 £5, CB4 joystick 1 £5. Or everything for
£100. Vicky Malewski, 28 Croham Road, South Croydaon,
Surrey CR2 THB.
Sinclair 1268k Spectrum +2 including joystick and17 great
games all for £60. Worra bargain (hang on, a goddam
minute where did Cilla come fram? — Ed). Ring Carl on
Wigan 727052,
C64 gamas for sale, including GAC £2. Or it anyone has
RAobocod | will swap it for GAC. Alan Boyd, 3 Nunnary
Siables, 5t Albans, Heris 0727 B30631 (thanks for writing
in a really thick pen thal made this ad virtually unreadable,
by the way, Alan — Ed).
Commedaore 1570 disk drive. Many games. £45. Action
Replay Mk & £15. Monitor cartridge £5. All VGE.
Telephona 0509 267926,
Light Gun including four top gamas £30 ono. Call Oliver
on DE21 773433 Mon-Fri 5-6pm.
C64 games. Disks and tapes from only 50p each.
Ineluding football games, Puzznic, Arnie, Bullie, etc. Send
SAE to M Raynes, 267 Pelham Road, Immingham, South
Humbearside, DN40 1JU.
C64 tape games for sale. Also lape back-up board. Send
SAE for a full ligt to Alan, 86 Church Drive, Shirebrook, Mr
Mansfield, Notts NG20 8RD.
C64 Light Fantastic Pack. Light gun, over 240 gamas on
cassette. Most boxed. | joystick. Powerpacks from 10 to
40. Will split. Bargain at £110ona. Telephone Daniel on
0274 585493
20 C64 games including Street Fighter 2, WWF,
Terminator 2, Creatures, plus Commodora Format
magazines, issues 26-42 with covertapes. £40ono far tha
lot. Telephone Matthew now on 0480 467932. Cambridge.
Games for sale. Send SAE to James, 12 Arden Close
Colchester, Essax, CP4 4JP

BUY-A-RAMA ORDER FORM

NAME
ADDRESS

Classification: Tick box: [ For sale [ Wanted [ Services | User groups ' Pen pals

C64, datassefte, joystick, over 30 games (including
Shadow of the Beast, cart and compilation cart). All for
£35. Contact A Jackson, 28 Regent Street, Lancaster,
LA1 15Q

Commodore Forca covertapes 10-28 (thay never made it
to issue 29 — Ed) and also Commodore Format covertapes
20-44, Please call Dean on 0384 77172,

Mini Office 2 on tape and disk, Any offers welcome
Highast bidder buys. Please call Dean on 0384 771 Ta.
Hundreds of CB4 computer games. New and old. Cheap
prices. Write to Darnyd G Marshall, B2 Palimerston Road,
Boscombe, Bourmnemouth, BH14 4HU for a full kst

CE4 casselles and disks. About 50. Send SAE for list to A
Thom, 15 Keene Road, South Lynn, King's Lynn, Norfolk
PE30 5B8T.

Turtles 1, Androld 2, Turrican, Batman, Spike in Trans,
Renegade 3, Tusker, Magicland Dizzy, Slightly Magic,
Tiger Road, Ninja Spint, £2 each. £19 the lot Call Rupert
now on 0993 BOB313 alter 6pm

1541 Mk2 disk drive, datassette, Freezeframe Mhk3, CF
tapes 10-44, Turrican 2, Trivial Pursuit, Marcenary plus
others. Call Mark on 0384 230681 (evenings)

19 top quality C64 games including Last Ninja 2, Rainbow
Islands, etc. Mast boxed and in excellent condition. Worth
over £70. Will sell for £30on0. Tel 041 950 2420,

CE4 games for sale or swap. From 50p to £4. Plenty to
choose from. All on tape but will only swap for 5.25" disks.
Tel 0852 505631.

C54 with datassette, 2 manuals, Light Gun, joystick,
magazines, over 450 games and Odus Eclipse package
{word program). £2ono. A Page, 4 Watson Road, Alum
Rock, Birmingham, B& 3NO.

Kevin's Corner is the new disk/tape magazine, It is part
of the new KDPD PO club. Magazine includes KDPD
news, letters, penpals and more, Send an SAE o KDPD
info, 8 Failiord Place, Kilmarmock, Scofland, KAS 1JU for
more info.

To John Davenport re CFdd p11. Welcome indeed. | 00
like the more serious side of computing and may be able
to help you out with routines and a litle knowiedge of
Basic. Also PD stuff, No charge, of course. Writa/disk to
HALZ2000, 14 Bromsgrove Road, Halesowen Road, West
Midlands BE3 3JL.

PEN PALS

16 year-old boy seeks famale pen pal. Photo if possible.
Must have 5.25" disk drive 10 swap games. PS, must like
Guns'n'Roses. Frankie Chaugh, 125 High Strest,
Burntisland, Fife, Scotland KY3 9AA,

| am looking for a female pen pal aged 12, Swap tips,
info, ete. Photo if possible. Write to James Bachelor, 12
Arden Close, Colchester, Essex CO4 4JP.

15 year-old male programmer requires penfriand of any
sex aged batwean 14 and 16. Remember kids, never eat
shredded wheat (Fish). David O'Dea, 2 The Owlers, Horwich
End Whaley Bridge, Stockport, Chashire SR12 TDE.

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

And it’ asy as filling in this "ere
form and sending it to us here at

Un Dave's Buy-A-Llama,
Commodore Format, Future
Publishing, 30 Monmouth Street,
Bath, Avon BA1 2BW. And it's free!
But that doesn’t mean you can take

liberties. | one word to a box in

the grid. Cram in more and your ad

will be heading binwards.
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Could you navigate this?
Would you want to?

The techniques are all
very obhvious really.

= o PR T
them recently, haven't we? What's

I happened to action and adventure?

How's a reviewer supposed 10 satisfy his
craving for blood, gore and violenca? Games
like Sguare Scape are as likely to corrupl the
nation’s youth about as much as Countdown
(though Richard Wilson does make me want to
throw things at the TV, it has to be admitted).

Apart from the squares, the other main charactenstic
of the "scapa is that it's icy. Very icy. lcier than a deep
freeze compartment in a shared student house. Once
anything starts moving in this place it can’t stog or
change direction until it hits someathing.

You take control of a souped-up hot rod of a square
block, which can slide in four directions. The problem is
that you only have a limited

Simon’s no
square. He's
more on the

rounded side.

And getting

him to review this puzzler was
like trying to get a round peg
into a square hole...

THE STEM Gmné"*‘
1 s

uzzla gameas — we've seen a lot of

TO PUZZLE
GAMES

Just lately we seem to have been giving & run

of very low marks to every puzzie game that

comes our way. The problem with puzzle games is not
that they're inherently crap, because they aren't. Tetris
was fun, but the four thousand clones weren't - they were
boring. Il anyone else oul thera plans 1o write some new
puzzie game they can, but if they want to get a good mark,
there are a fow guidelines they'll have to follow:

& Make it original - cloning some other game isn't going
to earn you credit.

® Make it simple — puzzle games

have to be simple enough 1o let the number of moves o gat your

player concentrate on the problem blockmobile 1o the exit (a door).

without being distracted by B E Add a few blocks and one

everything else. teleport (which moves the axit
Is it just me, or do il o

® Make it progressive - leaving the
player in the same sltuation
throughout the antire game is no fun.
Changing level layouls is a good start,
but you need something more than
that - decrease the time limit,
introduce new obstacles, sprinkle a
few power-ups around the place. Keep
things interesting and keep the player on thedir toes.

@ Sell it cheap - for some strange reason people seem to
resanl splashing out £10 for a puzzle game (though most
of the time we can see why).

rather than you) and you've got
the game. The skill comes in
trying to navigate your way
around the Hocks, using them
to stop you sliding hopelessly
back and forward from one
side of the screen to the other.
It's at this point that | have to say that Square Scape
is disappointing — the gameplay varies so little that once
you've worked out & method for the first 10 levels, you
won't have to think about the next 40, It's obvious the
programmer has realised this and has attempied to
combat the situation, but none of his solutions quite work:

the levels in this game
look exactly the same?

The addition of w
end, Sorry, no - I

Haven't | played this one? It could be |

ater really helps th
[&] & game no 19 or kipper, for all the good it'll do.

m lying. It makes L — evel 2, 8,

POWERTESTED 11

':lﬂ"ﬂiﬂng .
things do
M '

PRON -
m::;ma"‘,_-

@ Rivers - crossing a river doesn’t hinder you in the
slightast, which doas prompt me to ask why they
bothered including them in the first place, really.

@ Wreckages — these ook
like burmi-out blocks, and act
exactly ike walls,
® Force-fields — these look
like odd wavy blocks, and act
exactly like walls.
® Invisible blocks - these
are blatantty unfair. The idea
i that no-one minds ending
a game because they lost

their last life bumping into an invigible obstacle that they

coukdn't possibly have planned for.

As you can see, thera isn’t really much o capture the
imagination, is there? This is whera the review really hits
problems, First, you have to remember that this game
eosts £3.50 - not exactly a bank-breaking figure at the
worst of imes. Considening you're looking at very much
tha same price for a copy of CF and a PD collection
though, does this mean the game should get a higher
mark? Can | recommend someathing purely on the basis
that it's cheap? Would you thank me for it?

Mo. Though graphically pleasing and generally well
prasented, not enough attenticn has baen given 1o the
gameplay to make this anything olher than a good PD
release or A relatively unimprassive budget title, It's not a
patch on the similar, but much better Stane
Age (reviewed in CF32) which strangely,
and sadly, never got a release in the UK, G_

PRICE: £3.50

FORMAT: Disk only

AVAILABLE FROM: Paul Kubiszyn, 21 Stockwell
Road, Milton Malsor, Northampton, NWT 3AN.

¥ An all right but not very inspiring puzzier.
W An all right but not very inspiring puzzier.
W An all right but not very inspiring puzzier.
W An all right but not very inspiring puzzier.
W 1 told you it wasn't very inspiring

!



Thimon Forrethter taketh a look
at thome new thoftware from Vithualithe.
Thith oneth a platform thoot-’em-up.

e o 1
i e

The exits are clearly marked,

ver played Exile? If so, you'll be used o the The rest of the game goes slightly should you decide 1o use them.
idea of a blokey in a space sull wandering into the reaims of Dun Darach, a plod-
around a hostile terrain, atternpting o save "mm-up in which you move left or right T pe—
himself from a painful death by getting off the ~ across a flick-screen terain, ‘ "
planet. That's the bulk of Arth's plot done occasionally being allowed to move 3 L
with, then. And that's also pretty much where the onto a different path. Unlike the utterly E
similarities end (sorry if | got you excited with the Exile unmanageable Dun Darach, though, i
referance, but there are no jat packs here). Escape From Arth follows a more
action-orientated theme, and so o s - —
the directions the character moves in are the only standing alone on a baron planet, covered only with a

* similarity the two titles share. light smattering of trees and old, crumbling walls. As you

So it's not as good as Exile, but better than walk 1o the right (the standard first action in arcade
Dun Darach. Well, there’s a huge chazm between adventure games) you come across an odd green blob
those two games, S0 thal's saying much abaut the that can (and should) be wasted. A quick hit on the
quality of Arth, really. So let's go in for a bit of a trigger when he's in ling with your gun, and you'll have
S Bl i it Wl vy closer examination. soon put paid to any dastardly plans of aftack the
reminiscent of the walls in Mayhem? The first thing you'll notice is that your biokey monster was forming.
{or woman — you have the option) is carrying a rather This is where we hit a slight downer, Given that we're
natty laser gun, and can destroy bad guys wilh the wandering around ‘areas’ (for want of a better word)
greatest of ease. Once you've got yourself used to roughly the size of the CB4's screen, it seems a crying
- the incredibly simple control systam then (about shame to use a bloke who can barely lift his feet off the
three seconds should do it), we've got an antire ground. You can kiss goodbye fo all those
pame to explare. .. fying-while-

Arth is an odd litthe game. It begins with you

though, as he ook the broom Wil and multiplied it (aargh things scattered around, such as a magic wand on level
— the nightmares are coming back), one which can be used to your advantage on level two.
Two brooms. Four brooms... eight... 12... 32, 64... Gives the whole thing a nice holistic feel, don't you think?
{veah, we get the point - But mafiers are complicated by these damned
AVE YOU eVer 5een that bit in Fantasia Dawva) and onwards. brooms which Wil needs to fend off. Luckily, fora
with Mickey Mouse as the sorcerer's That's a lot of / practising magician, Wil has already got quite a few tricks

apprentice — | was always scared of brooms, and they're ,. * up his long purple

SR 1 14 L e B sk L e o el e el

: brooms as a kid, so it freaked me. Well, all off to steal the | | sleaves. His main

: Wilberforce is a five-level platform game sorcerer's magic - “ forms of defence

] starring a character called Wil, another sorcerer's scivvy scrolls (so how , i and attack are
and who's also been dabbling in the arcane arts in exaclly do brooms ;—-\‘ magic crystals,
secret. Even more spookily he has also decided that a pick up anything?). } fireballs and
broam would be a decent subject to experiment on, The  If you don’t want to . i wes & quick journey through tha lightning bolts, in

Space/Time continuum back 1o the dark that order — the

ages to find an expert to comment on the
magical goings on in Wilberforce. Let’s have a big
hand for the one, the only Merlin.

“What was that my young lad? Magic? Love the stuff.
Oh - Wilberforce, yes. Well | was having fun wandering
about until | tried to tackle some of the levels seriously,
| then I just felt like, well, like this...” (makes complicated
hand gesture, and nearby serf screams loudly and marphs
badly into a goat).”

“Diid | show you my latest creation? No? Ah, well have a
butchers at this...” (Every hair falls out of the goat's body).
“How about this one? Or this? | love magic, me...”

Drooling old giffer.

Lord of Flies obviously has some problem with this

=B - A o2l 4 [ B e, e | ¥
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shooting attacks, as Your Bloke
Can't Jump. That's right — you

have to make do with alming
upwards and trying to pick off the
damned things as they whiz about
overhead. This is a let-down, | have
to say — there’s nothing like a

game with a really high
jump, but sadly our
warmior in Arth
can't get four
inchies off the
groumnd.
Bummer.

Once
you're ovar the
fact that you're
utterly earth-
bound, you'll start to
explora, and discover the
scenery, Occasionally you'll
find a switch, which'll open
a door elsewheara on the
map for you to go through
and explore further. As
you're totally free to wander
wherever you want, you'll
never gel bored wilh tha
exploration aspect of Arth
The continual baddie
shooting might get a tad
tedious, though.

Yas, Arh does have a
violent side. In effect all

you're doing

other things
The balance b
shooting and a:

1

Roger ran quickly past the vat
of ice cream. Life on the edge.

CRUSOE
it really was a challenge for me to
find an expert to comment on this
game. Never the less, | journeyed

through distant lands in time and space to
find one man who could help us out. This menth's
guest reviewer knows all about being stranded alone,
even on Friday.

“This is definitely a good game, but it never really
captured the essence of my experience. It's all very
well lzsering some ghoulle from the other side of the
when you have to punch your way out of a Bengal
Tiger. In my day, this was just an island, you know.
Mone of your new-fangled devil’s time machines, you
know. In fact, | wouldn't be surprised it you turned
out to be Beelzebub himself. Get off my island, you
unholy little oik.”

Too long alone with the bible, | fear.

horation aspects of the game are

well balanced, especially in the first threa lavels,
each ol which contains two different game styles;
open cavems and individual platiorm screans.

Levels four and five are a little bit of a
departure from the norm, as level four has no
brooms to destroy, only scrolls to be collectad.
Lewval five is totally different as it features Wil
running home acrass the hills with his spoils,
chased by a horde of witches, who've found a use
for all those broomslicks. On the one hand it
might be a bit of a cop-out to change

the playing style for the final

level, but it works quite well
in Witberforce, as the
game still needs to follow
gome sort of plot.

Which do you fear mgst, young -;I'G Does
the broom instill terror 1M your heart?

I, ey -
e T
SR s g
o R e =
et =
e ek
Sy TS Tl T

is firing a laser
cannon about
the place in a

vague attempt
to melt the bad
guys, but the
addition of a few
scrolling messages

saying things like ‘Nice onal’,

‘Good shot!” and ‘Bummer!’
can incite anyone 10 ambark
on a psychotic rampage

As you'd expect from a
group of hardenad fanatics
{Arth is a Visualize
production — see page 34)
this is a very well-presented
game. It sounds wonderful
and spons some nifty, weill-
drawn sprites, mowving
smoothly over a lush,
animated background.

The main problem is that
the thrills in Arth are very
transitory; this is a fairly
shallow game, based on
running around a planet
flicking switches and killing
things - the gameplay's
about as deep as a paddling
pool. But it is undeniably fun
in tha short term. Effectively
wiping out the nasties

It's not all good news,
though - there are a few
things that let Wilberforce
down badly. The first one

POWERTESTED 13

becomes an art form, as does leaming your way around
the maps. With a few more additions this
could definitely have bean a real stormer of "
a game, but then it's definitely worth a look G
as it is anyway. Simon

&

W
R
‘ l . ﬂ e ) h ‘Yt
Price: E2

Avallabls from: Visualize Software, 9 De Grey
Road, King's Lynn, Norfolk, PE30 4PH

A There's loads to explore

A And lots of things to kill

> But mapping can get a little awkward
W And it's a shame you can't jump of fy
W Could do with a bit more variety

an excellent adventure, It's still &
playable enough jaunt, and thers are al gaing 1o ba
people who like games like this, but it's not the sort of
game you show to your mates o impress them with what
the C64 is capable of.

If you really want 1o blip around a series of caves
destroying evil brooms and fighting a bad
control system you can, but I'll just stay in
bed, okay? CD

Price: £6.50 on tape or disk
Avallablas from: Venture Software, 25 Cams
Hill, Fareham, Hampshire, PO16 BRE

A It's got potential for real depth...

¥ ...That sadly could have been used better,
¥ The controls leave a lot to be desired.

A There are some good ideas in there, though.
¥ Pity they've got lost, really



'II1L MOST POWEREUL; FRIENDLEANLD FEATURL
PACKED UTILIE L!-.!dldl.‘LL EVER LQI\LL!_\‘LL"

NDOW UNELY ﬁ‘_‘_,___r,___,

'TAPETURBO | E STUOGKS LAST
- This feature will add Turbo Reload o the programs
that you save to tape - no user knowledge requirad,
i | FAST FORMAT
- Format an entire disk in about 10 seconds

~ - no more messing about.
UPRINTER DUMP - Print out your frozen screen to
printer - MPS 801, 803,
A Epson, Star, etc,

Y% £ \ ' - very versatile.
> CENTRONICS INTERFACE
&y y ey | or parallel printers, Star,

Epson, etc. Print out listings
with graphic characters etc.
(Cable reguired 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, ete. Great fun!!

' TURBO LOADER
- Load 202 block program in under 6 seconds - world's
fastest disk serial loader. On-board RAM and ROM
achieves high loading speeds. Works with 1541/1571
Oceanic/1581.

" INFINITE LIVES GENERATOR
- Automatic infinite lives!! Very easy to use, works
with many programs. No user knowledge
required.

' PROF MACHINE CODE MONITOR |

- Full 64K Freezer Monitor - examine ALL

memory, including stack, /O area and registers
in their frozen state. |deal for de-bugging or just for fun!

' SPRITE CONTROL
- Freeze the action and view the sprites - watch the 3§
animation - customise your games -kill sprite collisions. g

| FREEZER FACILITY | J
- Now you can make your old slow loading programs >
load faster. Simply freeze the action and save o tape Z;{

~
b

or disk to reload at superfast speed - no more waiting
for programs to load.
. DISK COPY
- Easy to use diskfile

B GRAPHICS SUPPORT UTILITIES DISK | | THE REVIEWERS SAID... ;|
' - View your favourite screens in a slide show type display "I'm stunned, amazed and totally impressed. This is easily the
- Unigue utility allows you to take any part of a picture best value for money cartridge. THE CARTRIDGE KING!"

& "blow it up" to full screen size U COMMODORE DISK USER
- A complete sprite editor helps you to create or edit sprites : = Al
- Any screen captured with Action Replay or m 1988 COPYRIGHT ACT a
created with a graphics package can be turned into a scrolling et I R R mm;uh. R T T O
. . soreen message with music, af capyright material.

The backup Facilities of this product are designed to reproduce only saftware such as Public
Bamain material, the users own programs or seftware where permission to make backups hos
been dearly givan,

i is illegal to make copies, even for your awn use, of capyright material, without the clear
permission of the copyright owner, or the eencee thereof.

ONLYE9.99

: 24 HOUR MAIL AN
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NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR <
COMMODORE

COMPLETE WITH

64/128 AT "0
A TRULY S
UNBEATABLE S|l
PRICE!! 2 |, )

é ul::l

NOWONLY £24,99

‘R PRINTER PACKAGE

ONLY £39.98

\\ 2 FREE
MIDI CABLES

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

Orders or credit card
= o

details ta:- 514 2&5; ENGMND.

222 TOTTENHAM COURT RD, LONDON W1 TEL: 071 580 6460



It’s the end of an era, as Simon bows out as CF’s
PD reviewer with an explosive selection of low-

by Taboo
We kick off this month with the
type of demo release that sels
+ ', the Cé&4 apart from other
machinas whean it comes to
PD. On other machines, a
demo means a set of flashy
programming technigues that
you've seen before in every
other demo, aver (| came from
7 the CPC scene, so believe me |
* know). CB4 programmers don't seem
as reluctant to let people take their ability
for granted, though — C&4 demos also rely on great
arginal music {(as opposed to ripped-off sound tracks)
and beautifully-drawn graphics to attract your attention.
Ore such dema s Intrigue, a portfolio from an artist
called Taboo. | think | see the reason for the name.,
intrigue |5 a strange demo. It begins with a
relatively morbid image and goes down from there.
During the course of the slideshow (with a few nice
programmy bits thrown in) we get to see the deepest,

OCTANOTER, ZAPHOD
NOTER & FACENOTER

All for one and one for all! This really is a Threea
Musketeers of a review, becayse not only am |
Ju.rnprrlg togethar threa similar packages, but
virtually everything | say about one is relevant to
both the others (no, they're not all .
Tetris clones or sprite editors).
Noters are simple little
programs that display messages,
which turm inte mini word :
processors 1o enable you to write
messages back to whoevar saw fit
1o send you the noter in the firsy
place. The problem is that, far such
& simple little idea, thare have been
way too many versions, so
don't be surprised if you peta
PD disk at some point and find
that every single itermn on it
has got the word ‘noter
somewheara in the titla.
Most of these ackages
are virtually identical, but I

strive to come up

cost, non-copyrighted software (yes that sentence
did contain a very bad pun...)

darkest recesses of what can only be a totally warped
mind, specialising in the most gruesome, revalting
imagery ever seen. This stuff is black.

And so the show rumbles on, filling our heads with

children with sawn up
mouths, people
suffering horrible
deaths and muscle-
bound men cavorting
through fire. Betwaen
each sequence, we're
treated to the |
musings of someone
who can only be a re-
incamation of Jim
Morrisan — “Come in.
Sit where they sat. :
After all, you don't have

a ticket. Comae follow”. It's damned odd stuff alright, but
it works (which is more than Jim ever did),

The excellently-drawn images are frightening
anough, but the text in between complemeants them
parfectly. It's not dark enough to be satanic and childish,
instead it just lsaves you gobsmacked. And worried.

In summary, this is a slideshow not to be missed.
It doesn't redy on scantily-clad (or naked) women to

ying raster lines across
assage that's wobbling about in tima
ary well, bul it's not exactly vary
olar is a very simple but de-:entiy-
fich lets you edit a message and
save it out again.
There are no
pointless effects
[werite your own
demo, for God's
sake), and no
unreadable colours
(this is supposed to
be a legible
message, after all). |
still ha ot the
ue why it's
called Ocfanoter,
though — it's obwviously
got eight someathings.

The other two are,
well, the other two. For
thal matter, | still can't seq
whal's wrong with a pan

and paper, 60% for all
three of them... for
pretty much all
noters, actually.

faintest

give schoolboys a kick, but rathar on your ability to be
repulsed or deeply scared. It's excellently drawn and
excellently presented, but I'm not sure 1'l get toc much
sleep tonight. 90%

Here's something that should please

the less technically-minded out there -

it's a directory aditor that'll let wou
create the kind of disk directories you
see on good PD collections. Can
drawing a catalogue with loads of
snazzy boxes and littla arrows flying
about the place really help you create
a software masterpiece? Mo, but it
can definitely smarten it up a bit.

The editor itseif is incredibly
simpla to use, allowing you to freely
scroll around the directory, patching in your real files
whearever you want and creating filler files to pad things
out if you want a lithe more space for your creations.
On-screen help is easily summoned, giving you a full
list of the program's many keypresses, making the
whole thing incredibly easy to use, Even Dave
managed to knock out a fun directory for his discs,
which is no mean feat. If you're about as technically
minded as a bucket of soapy frogs then,
you'll appreciate this littie number (and the ‘F
next one, just before the % sign). B5%

The bare-
chested
cheak of it.




Hey you! (Who me?) Yes you! Check this out..

UTOPIA PD

We at Utopia PD stock the very best Public Demain software for your
Ch4, (Diskonly I'm afraid, but we are working on tapes!)

Cur software ranges from very useful utilities to Music Players 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' saftwarel WORDUF!

So if you wanna stretch your C64's capabilities a little further then

545

[Fi]

345

2

295

25

45

2

squiggle an SAE to EE
UTOFIA PD o

10 Cwmaman Road, Godreaman, bl ﬂ&%

Aberdare, Mid Glamorgan mﬁ“mﬂ EE

CF44 6DG o S

it oo wetios 21

Comtinental Clrcus 25

wt Crovant Crucksals 2 Eﬁ

SPARES & REPAIRS = . 2
Doc s 2.9

Fantasy Workd Dizzy 48

1541 I Power Unit ... «.£39.99 REPAIRS: THIS WAS DUR RANGE AT TIME OF GOING T0 PRESS - 0UR FRODUCT GUIDE
CB4 Compatible Printer . £189.00 Cs4.... CONTAINS DETAILS OF ANY NEW SOFTWARE WHICH WE NOW STOCE
C641128 Cassette Unit ... —

Oﬁ“lmihurLan:l[SmrlmﬂFhmu} EEH 128,
£6.99

C64 Reset Cartridge. ... ..c...ocococereeesd S

aascription
User Manual (64 or 1541 ) vmeies H-‘H
Dust Cover (64 0ld Shape 6n B46) 99 o s Incudes B Hﬁr::dir m‘llpm.w.r IF YOU WOULD LIKE MORE INFO ON THESE AND
el (55 R F{;ﬁ oyt ey e - OTHER GREAT C64 PRODUCTS CALL US NOW ON
Centronlcs Interface plus Support
Sottware (Disk on Tape)...... ... £24.899

Centronics Interface (serial - port) .£34.98
C64/'C Replacement Keyboard........ £19.95
2 x B01/3,120D, LC10, 1230 Ribbons..£0.95
C64 Case (New Style or Old Shape) ....£6.99

T (0295) 73 00 60

FOR YOUR COPY OF OUR LATEST PRODUCT GUIDE

RF TV Lead £1.50
MIMIMP&PI&MHBWU‘W T'L{um} . :
orily m Send an SAE for bull price st ® _GO“FUTEH SE““:ES ded
ABGRE 641128 BODKS)
f,-f ( lei‘ﬁ;if A J,'?’,j fl;ﬂ/y 28/ A
C‘&-leg Raf, Guide 51 C128 Tricks & Tips £129%
CAd Tricks & Tips Anatomy of 1571 Drive £12:96
i Comatie soox ﬁﬁ by pen IF YOU HAVE A PRODUCT - EITHER SOFTWARE OR
q5es (update your old grey case Céd fo a C44C) £4-95 HARDWARE - WHICH YOU HAVE PRODUCED, THEN WE
race iconnect any Cenfronics printer o your C64 with FOULD LIKE TO SELL IT FOR YOU. SEND A SAMPLE NOW
hwdmlﬂcmﬂwmﬂbﬂ“mmi £495 AND WE'LL EVALUATE ITS SALES POTENTIAL AND OFFER
i 0 D O PO g YOU SOME EXCELLENT TERMS - WITH NO OBLIGATION!
expansion ;
Full range of GEOS software available - send for list AT THE TIME OF WRITING, NEGOTIATIONS ARE IN
Hundreds of games in stock on fape,'disk/cartridge - send for list PROGRESS WITH A NUMBER OF INDEPENDENT
{odds 50 extra BASIC commands - graphics, scund atc) 2495 SOFTWARE PRODUCERS, SO BY NOW WE SHOULD HAVE
(Tape or disk - state which) A NEW SOFTWARE RANGE -
{fully Commodore compatible 3.5 drives B00K) §13995 |
Please add 51 for delivery in UK, §2 elsewhere in Europe, 25% for alrmail outside Europe SEE OUR LATEST PRODUCT GUIDE FOR DETAILS!

Wn also have a good range of games for the C14/Plus-4 & VIC-20
5 18 Norwich Avenue, Rochdale, Lancs OL11 5J2
Phnnn 0706-524304 Pﬂnmfnmwumhmaﬁm ﬂ?ﬂ& nma

148
.5 Dk Labels 4 fE ]

Disk drive mmtmm size) £3.95
SPECIAL OFFERS
A8 A oap Case 1-TH

#4 5.4 cap Lockabl 48,44 Clossr 295 by 18 sk
#4834 cap Lnchiable 46 44

PLEASE SEND A BLANK DISK AND AN
S.A.E. FOR OUR CATALOGUE DISK, OR

JUST AN S.A.E. FOR OUR TAPE
GALTALGGUE TODAY!!

- write or phone for yours. Postage in Britain is FREE,

averseas orders at cost. Please make chegues postal orders payable 1o ULTRA

SOFTWARE and send vour order to

CH!C COmputer Club

P.O Box 121 (CF), Gerrards Cross, Bucks SL9 9JP

Telephone: (0753) 884473
Please send an S.A.E for our full information pack, containing

details on the VERY BEST User Group for your

Cmm 64/128 computer! o * Available in blue, red, yellow & green
moghl = or assorbed

PHONE (0295) 730060
FOR YOUR COPY

£19.95

¢

c2k
b4
WE STOCK 10dks MORE RIBREONS, AND
WE THINK WE CAN GET
RIBBONS/CARTRIDMNGES FOR ANY
PRINTERS. WE ALSO STOCK

FRINTERS AND A WIDE RANGE OF

CONTAINS ALL THE INFORMATION,

STATIONERY - OUR PRODUCT GUIDE
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All's quiet on the UK front

as far as the C64 is

concerned, it seems, but L
there’s still a lot of action

going on in Europe. And
now it looks like us lot

here in Blighty could be on the ‘
verge of getting in on the action.

looks like Europe is coming back into the

THE ENGLISH CHANNEL

A% 500N as you pass over ar under the English Channel

o you think you know everything there is to know about the C&4 scene? If you're nodding your
head at the minute in a self-satisfied way, ask yourself another guestion — da you know anything
about what's happening overseas? If you didn't realise that other countries have C64s as well
as Britain (they actually first went on sale in the USA, yv'know), you ought to keep reading — it

world of the CB4 in a big way

into Europe, you find

yourself changing on a genetic lavel. For some reason there doesn't seem to be
a lone programmer laft on the continent. When talking to them, you can't help

feeling that absolutely everybody knows everybody else,

probably because

they were in the same demo team at some point. That classic demo
scene has decided to work on something a litthe more productive, though.
Suddenly everybody on the continent who has ever owned a C64 seems
to be writing games for it. So let's look at the canires of activity,

chaecking out how the C64 scenas ara oparating in those

countries, and

discover what us Islanders are doing to try and tap into this new nch vein of softwara. ..

BRITAIN

The situation in Britain
is wery simple -
criminally little is
happening here but
there are loads of great games on the
continent, and we want to get our hands on
them. There are a few people and companies
to watch in the coming months as far as
imports are concemed:

Jon Wells, CF techie writer and
independent game developer: “We wani to
import if possible, from anyone who's
interested in supplying us. We can really offer

them some good deals, where they'd be
getting a high percentage of the profit. The
thing I'm interested in is getting the titles onto
the UK market - I'm not interested in massive
profits, as I'm doing my own things that I'm
making money on. As long as | can cover my
costs, I'll be happy to distribute stuff.”

That archipelago of Northern Europe isn't as quiet
as some people may think. As well as being a
place of rare and beautiful geclogy, it's the home
of Profile Entertainment, headed by one Jesper
Solhoj Larsen.

“We've been working on a game a lot like
Turrican recently. We've been thinking about
starting a mail order system if we can't find an
importer, but it's difficult to set up from Denmark.
{If you've ever used international mail you'll know
what he means — Simon.) We've been looking into
selling it through some British groups like Apex
and Thalamus, though, because it's a lot easier.”

His team has got a pretty impressive line-up,
as well. On the main coding side, they've got

Jon Wells is looking into
importing Penguin Tower, the
excellent Bomberman-style
game reviewed two issues
ago (getting 90 per cent).

Russ Michaels of Electric Boys
(inmterviewed in full last ish): “The main
problem we're coming
across still is that all the
games that get released
over there are getting
released over here by the
PD libraries, who don't know it's
commercial. 'm going to be
sending the PD libraries a list of all
the games that have been released so
they can take them out.”

Theay'll soon be releasing Captain
America and Flashback, a great deal of
work for which is happening in
Germany and Sweden (the team is
spread across the globe).

Rasmus Wernersson, the

man behind Hagar The

Horrible

{which

scored

82 par cent in CF24). Jesper himself

is one of the graphic artists, preferring to
draw rather than code.

While we're on the subject of name-
dropping, the team have also got prabably the
most acclaimed C64 musician ever = Gerand Tell
(OutRun Europa and RoboCop 3 are his biggest
hits) is working on the
soundtrack. That's right — this is
going to be a Turrican-style game
with some of the best music and
graphics aver.
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Gerand Tell is also working on a

music system due for release later this

year, which is shaping up as possibly

the best on the C64. When he did OutRun
Europa, he had two channels
of music along with samples -
this music system will enable you
to achieve that in your programs.




GEMY stuffed with software, a lot of it new, and actually

J come with a paper-based magazine as well. If you've
As you'd probably expect, Germany is more than a

: . 4 never seen one, take a look sometime.
little active on the scene, having probably the most Jesper Larsen sees some very obvious flaws
organised scene in Europe:

: ; with the German way of doing things on tha Ce4: “A
Gareth Niblett (Explosive PD): "Germany has got

> very big mistake that Germany is making is only
Y A AOSIA, St S ming St HER g selling games in Germany.” And don’t we just know
SRR S S ——— it — us lot here in the UK would love
R S P R DR to have a squiz at some of this stuff.
cupyrlghfad RIPEA ANy - And it looks like some Brits (see the
wants to import any German CG4

5 Britain boxout) are trying their
INRAR I e SR, darnedest to rectify this situation, so
with them, instead of talking to

hopefully we'll see some

w e pr_ugrarrlrnn_rs. developments on that front soon
S Simon m?l!l'a AU (actually, here at CFwe're in

POSPERIMRIY:  Fratmy fha negotiation with CP Verlag at this
biggest things are happening in

3 e n " G very moment — well | suppose that depends on when
Germany right now, with the disk magazines Game you're reading this; if it's 2.30 in the morning, we
On and Golden Disk being released by CP Verlag. ;
These title leased il order, and PRI L.
ese titles are relea as mail order, and are :
: Oh yeah - one on we talked to who wished t
available to anyone who wants them. The German - A e -

i remain anonymous (good job, too), had one other
mag CHder produces a monthly disk full of games observation about the German scene: “We don't get
(much like CF, then — Simon), but that's available

i many shoot-"am-ups from Germany - they won't
through newsagents instead of mail order.”

_ touch anything with armies, guns, or any shooting at
The disk magazines Simon mentions here are all. Funny that.”

nmp sltuation: “LK Avalon in Poland is producing a lot

i of software that seems to be getting around, but
y Now tr'!ls is one ihatlnnbvud[.r exp:ectls. As a it's only being sold to the Polish market. This
4 i e ':_'“3"'5" rm:? i eltars1 doesn't really bother them, as they're not really
from computer nuts in Rumania, but that's

A ; interested in spreading their work any further -
SDOUE 88 ot east a8 UK and Ameriosn they don't seem to want to spend the time or
computers actually get. But then we

£ : money getting games translated into English. If it's
AR AP TS . just a simple shoot-'em-up though, that language
One of the biggest problems for Poland

s g T 2 difference doesn't really matter.”
has been the copyright laws, as they quite simply One point that should drop the
F’é», don’t have any = anyone can

: : = t jaw of the most die-hard, old
P pirate anything without breaking achool 84 user i that the
F the law at all. News has reached machine has only been
us of & new puzzie game by the_ introduced to Poland very
called Later, produced by a Polish recently (owing to import
group called Agony. It's

il = restrictions). Before this, they
apparently a bit like Puzznic, and had to settle with smuggling
the company is looking for a

- g : ; ; Sinclair Spectrums through
foreign distributor (cutside Poland), so we.shnuld customs (where do you hide one of them, then?).
see that one quite soon.

: if you turn to PD Format this month, you'll ba
_Slmnn able to read about a new graphic demao, Intrigue.
Collis sees the This was actually produced by a Polish team
prnf:lams with (artwork by Taboo), 8o you can probably get some
Polish export idea of exactly what they can produce.
o0 slailler o L Here at the office, we've just received a copy
Y s of Puzziacki, a new Polish puzzle game from
export Stratos Software. Though this isn't exactly the
. Classic Polish hottest, most storming game in the C64 world at
. . puzzling action.  the minute, it definitely shows us that Poland Is
beginning to find its feet in the C64 market in a big
way. | think we can axpect to see a few

comnﬂs"!- mmnm-“ mmﬁﬂs‘_' reviews quite soun..

/ If you want to get in touch with anyone CP VERLAG
mentioned on this litthe European guide (and the Isarstrasze 32-34, 90 451 Nurnberg
more people who get in touch with the European Germany T 010 911/96832-0
companies to tell ‘'em we want to their stull the
better), here are those addresses in full: STRATOS SOFTWARE

ul. Sudecka 210, 48-300 NYSA, Poland
Jon Wells, 9 De Grey Road, ELECTRIC BOYS
King's Lynn, Norfolk PE 30 4PH T (0533) 760012 9178 Brighton Road, Purley, Surrey CR8 65Z

XPLOSIVE PD PROFILE ENTERTAINMENT
B8 Marlborough Avenue, Hull, HUS 3JT T 010 45 53 52 03 62

COMMODORE FORMAT 46 JULY 1994 ¢




July 1994




CARNAGE (rowerrack a4)

Combining cars with excessive violence is nothing
new. After all, the ltalians have been doing it for
years. However, our tyre-screaching PowerPack
game is a little tricky to master, so here’'s how 1o
improve your handling:

TRACK 1: A nice, simple introduction to the game with
only a handful of fairly painless bends. If your car is
damaged you can drive through the PITS with &

(use the nitro at this point to avoid falling behind).
TRACK 2: Mo real problems here either, although
straights can get a little cluttered with the other dri
The “U’ bend at the left of the screen can be a proble
when the cars are close t

TRACK 3: A rather intaras!

than not thare are frequent

point. If you have a mine

crosses to hinder the other cars.

TRACK 4: This track 5 for higher top spead plus a

ific RIGHT » RIGHT

right, The straight at the top of the
screen can be driven in a straight
line — lose control at high speed and £
'_..-'c-u're d !.:.IIZ_!IHIEF.
TRACK 5: The ‘U’ bend iz the major
problam here, a ally whien you
increase your top speed again
ential). Dropping a mine
e only way (o keep the
other cars away
TRACK 6: Similar to track three, the
over points offer great
acl: crashes (usually
between the blue and red cars)
wise, these are usually tha bast
< to drop your mines.
TRACK 7: The large bend at the left
is a nightmare, owing to the high s
drivers. Increased turn speed is

tn ) navigate, tr'--=
uppununh are aven faster than bafore
: : fe place to use a nitro
boost Gur u'll just have o pray...!
TURN SPEED: Mot that usaful on the
first few tracks, but must be upgraded in
paraliel with your car ed if you
want to finish the g
HIGHER TOP SPEED: EqsenT al if
you're going to complete the laler
tracks, but turm speed is vital if your
reactions aren’t up 1o much.
ACCELERATION: Again, not very
useful on the earlier tracks, but vital on
the later ones o get that all-important
head start.
NITROS: Only useful on the tracks
that don't have masses of tortuous
bends and hazards to
and when necessary
MINES: You can never buy

RUFF & REDDYu-n TEC)

N away O vara

ALIEM * then RIGHT to the exit
LEVEL 2: RIGHT

« DOWMN » rescue ALIEN = LIP =

PETROL = LEFT (bottom) * rescue ALIEN »

RIGHT (top) = UP = rescue ALIEN = DOWN

(bottom) = UP (using PUMP on BALLOON) =

cross gap * LEFT » LEFT = rescue ALIEN =

top) = rescue ALIEM =« DOWMN
UP = LEFT =
DOWM = DOWN = DOWN = RIGHT » collect

RIGHT = LEFT (top) = LEFT = DOWN = rescue ALIEN =
ALIEM = UP = LEFT + rescue ALIEN = RIGHT -

LEFT # UP # rescua ALIEN = LEFT » collect
BALLOON PUMP = RIGHT = DOWN = RIGHT

"E.‘ = * LEFT = LEFT * use PETROL on JET-PACK 1o

infinite attribut
it i = you know want to
0 REM CARMNAGE CHEAT BY WAZ
1 FOR X=272 TO 370:READ Y:POFE
K; Y :C=C+Y : NEXT
2 IF C<»11583 THEN PRINT “DATA ERROR"™:END
3 INPUT “CHEAT OM PLAYER 1 OR 2%;A:IF
A<>»1 AND A«<»>2 THEN 13
4 IF A=2 THEN POEKE 341, 186:POKE
346,4B:POKE 351,459:P0OFE
356,50:POKE366,229
5 INPUT “INFINITE MONEY Y/N";A%5:
THEN POFE 334,173
6 INPUT “INPINITE DAMAGE Y/N";BS:I
BS="N" THEW POKE 339,230
7 INPUT “3 LAP START Y/N";C5:IF C3="N"
THEN POFE 364,0
B POEKE 157,128:5¥5 272
10 DATA 032,044,247,056,169,016,141,
11 DATA 003,169,017,141,0864,003,
12 DATA 245,169,032,141,068,017,1
3 DATA 141,06%,017,169,001,141,0
DATA 162,255,18%9,193,01
DATA 202,208,2
» DATA 157,158,
DATR
i DRTA
DATA 332 141 Dl'irxﬂﬂ 1#5‘ 107,
DATA 158,165,001,141,047,158,104,044
DATA 013,220,096,169,003,141,228,144
DATA 169,000,096

or the truly incompet

RIGHT (top) = rescue ALIEN = LEFT + RIGHT
(battom) = DOWMN + then LEFT to the exit

LEVEL 3: Rescue ALIEM + LEFT (bo
LEFT (top) = LEFT * rescue ALIEN = LEFT

hiot ttom) =

enjoyable little budge _a-.ﬂ (tap) * collect COMPUTER CHIP = RIGHT »
LEVEL 1: BIGHT = UP = rescue ALIEN = LEFT DOWM = LEFT (bottom) = DOWM = rescue
+ rgscue ALIEN = RIGHT = DOWHN = rescue ALIEN = RIGHT = RIGHT = DOWN = LEFT +
ALIEN # LEFT = UP # RIGHT * RIGHT = RIGHT [(bottom) = stand undermaath
i rescue ALIEM = DOWMN = rescua ALIEN = LIF » ELECTRICITY and use COMPUTER CHIP to
I « RIGHT = RIGHT = rescue remove it = rescue ALIEM = LEFT # then LEFT

to the exit and the end of the leve

LEVEL 4: Rascua ALIEM = DOWRN + rescue
ALIEM * RIGHT + RIGHT = rescue ALIEN =
RIGHT = RIGHT = rescue ALIEN = RIGHT »
UP = LEFT = UP (using SPRING) * rescue
DOWN {left) = rescue ALIEN = LEFT =
collact DYNAMITE + RIGHT = UP = RIGHT =

. rescue ALIEN = DOWN = DOWN = RIGHT =
RIGHT = RIGHT = UP = rescue ALIEN =
DOWN » RIGHT = UP = LEFT = DOWN =

UP LEFT = blow up BLOCKAGE with DYNAMITE
rescue ALIEM * RIGHT = UP = RIGHT = than
RIGHT to the exit...

gamea complata
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These crops up fraquently
throughout the level, and are placed in

same nasty positions, Some lollcw
you, some spit and some spit and
':ﬂ follow. More often than not they

guard yummy bonuses.
Much the same
as the ones on earlier levals, but
- the birds on this level also have
l_.EE: : spikas on their backs,
Theretore, thay can only be
killed by a charge
Looking rathar similar
% to Bub and Bob (fram Bubbla
-~ wa| Bobble - Ed), this litle chap simply
s sits on the spot firing out bullets in
) e Mayhem's direction,
The only inhabitani

in Monsterland who's totally, entirely,
complately and unquestionably
invincible. Yep, this one is well "ard,
and not even a shiald will help you.
— The answer? Jump over i,
As with the earlier
incamations, this is indastructible,
but it shouldn’t prove 1o be much

of a problem — it only appears
once in the antire laval (on both
the SAD and HAPPY versions)
Identical to its o M |
previous countarparts, these can T
only be killed by Mayhem charging )
L i oEN EXTRA LIFE L SCORE MULTIPHIER.  — — ;
biighters guards the finishing line,
making skid bonuses very tricky. &
Thase ara lound i Y
throughout the level, and B 2
virtually all of them are =
springboard monsters. Other
Bobos, particularly the red
ones, act merely as stepping
* stones. Thare is a huge chasm halt-way
through the level which must be crossed by
using these chaps, It's vary tough oo,
Similar o the
Spikes & Shell in that Mayhem can

? only kil it by charging into the
front of it. Certain static versions P o P | r
will turn their back (and spikes) 2y S
on Mayhem, so take care. 7_ L
-

Multi-talented though | am, this series of maps
and tips wouldn't have been possible without the
assistance of Jason ‘Kenz' Mackanzie (and his
prirter), not forgetting John and Steve Rowlands for A
creating such an awesoma gama in the first place.
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GAME TIPS

PS"I’CI'IO HOPPER

& daranged mind

Crosses tick. For an infinite
supply of lives, si ollowing listing.
0 REM PSYCHO HOFFER Lm'r BY WAL

70 3TEIREAD ¥:C=C+¥:PORE X,YrHEXT

239 THEN PRINT “DATA ERROR" :END

3 pOKE 157,128:8Y8 333
4 DATA 032,086, , 169,093,141, 248,002

MALFUNCTION!
NEED MORE INPUT!

Got a map? Know some lips? Discovered any
cheats? If you have, and would like to be the proud
recipient of a £20 Software voucher, send your
finest tips, maps, solutions, Action Replay POKES,
and general gameplaying advice to: Andy Roberts’
Gamebusters, Commodore Format, 30 Monmouth
Sireet, Bath, Avon, BA1 2BW. Don’t forget 1o include
your name and address, along with some tamily-
sized packets of Wolsils.

WIZBALL

COLOUR COLLECTING

This is perhaps the hardest part of the game, both to
understand and to master, and it helps a greal daal if
you play with a friend so that they can control the cat
Collecting the droplets is a pretty hefty responsibility, as
certain drops have detrimental effects:
® BED, BLUE and GAEEN are the main colours you
naed to coliect,
@ LIGHT BLUE drops
will trigger a filth raid.
& DARK GREY drops
will make the Cat
incdestructible.
@ PURPLE drops will
make the Cat crazy
@ WHITE drops eam
Wiz an extra life.
® BLACK drops tum
out the lights until
gvary remaining ahen
has been shatl.

Basically, if you
have a black and white television,
you're not going to get very far at all
with this game. When collecting
droplets, keep an eye on the three
cauldrons at the bottom of the screen,
the right-most one in particular. It the
droplets you collect have no effect on
this cauldron, then that colour is not
neaded on that particular level.
There are only three levels in piay” at
any one tirme, so it's fairly easy 10
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169,001, 141,249,002,076, 208, 002
169, 0332,141,246,195,165, 111,141
211.155,1:59,-Jn1.11.1...-.-1-!.155,n15
ne1,1594, 141,032 208,206,032, 208
153,11‘3.1-11,11.19,!]-19,IZIBE

DATA
DATR
DATA
DATA

SKOOLDAZE
(MICROSPHERE/ ALTERNATIVE)

The happiest days of your life? They cartainly will be if
you type in this listing POKE (I've haard some bad links

T

Richard Beckett is back again with another bumper
helping of Action Replay POKESs. To use them. freeze
the game, press E to enter the POKEs, then press F3 10
restart the game. It's so easy.

HOCUS FOCUS
POKE 18721,173 - Infinite time

MAGIC RUFUS
POKE 43337,189 — Remove baddies

keap track of the various calour mixing requiremenis. It
in doubt, just collect everything

GENERAL TIPS

@ If things are looking dangerous (lots of bullats, lots of
aliens, eic), hide below the horizon where you'll be
immiune to alien fire.
® When travelling between levels, look for arrows they
indicate whether tha pipe leads up or down
@ Level two only has ona axit 10 level three and this
can be lound at the far-left of the level.
® The bonus level is packed 1o the brim with bonus
points, and two exira lives
can be eamed with a bit of
skilltul playing
@ In addition, extra lives are
awarded for every 100,000
points scored. .. until your
score reaches the maximum
of 949,990 that is.

Wizball was probably the
idea of someone who
wasn't very good at
animating sprites.

EEEEERF

o 1

FEEEETE

in my fime but that deserves a prize — Dave)
0 REM SEOOLDAZE CHEAT BY WAZ
9 TO 304:READ Yi:C=C+Y:PORE X,Y:NHEXT
<>3873 THEN FRINT “DATA ERROR":END
269
2,086,245,169,032,141, 240,003
243,003 ,076,174, 002
238,032, 208,169,334
, 141,009,037, 169, 165

POKE 10869,185 - Power ups

SPAGHETTI WESTERN
POKE 1816,165 - Slow mation

NINJA COMMANDO
POKE 9795,181 — Removi anemies

PRINCE CLUMSY
POKE 14372,173 - Open doors

SPELLBOUND DIZZY
POKE 8388,173 - Lives

SPACE GUN
POKE 6221,181 - Infinite weaponry

#® The weapons you can choose while Wiz mixes the
potions are permanent, 50 Make sure you select thrust
and antigrav first,

@ The cat is expendable - If the going looks bad, use
him as a decoy while the Wiz hides somewhere safe.
@ Likewise, if you'ra playing a two-player game, select
the CATSPRAY rather than WIZSPRAY, as the cal can
move freely into any area

WIZ-CHEATS

There are a couple of handy cheats built into the game
{thank you very much Mr Programmer, sir). First, if
you'd like the normal,
baring, clichéd infinite
lives, simply type
WIZBORE on Ihe fitle
screen (you may have
io type this a couple
of times)

Alternatively, il
you're doing
particularly well but
suddenly lose your
last life, don't get all
hot and bothered;
pressing the relevant
numbar on the keyboard will take
you to the last level you fully
completed. Hurrah.

And finally, if you have an Action
Replay carnridge (and if not, why
not?), you might like to try these
POKEs if you're after a
DDI'Ib-IﬂErEbl'y' BASIET Qame.

CEE 27434, 1 Infinite lives
Irnvimicibility
And 1ha1 iy fnenrj I= yer ot




THE MULTIHACK

listing, add the
the rewound Ga
that. Many of the

X, ¥Y:NEXT
AIFC i3 THEN FRINT “DATA ERROR" : END
4 READ Y:IF Y=-1 THEN POKE 157,128:8Y8 512
5 POEE X, Y:X=X+1:G0T0 4
DATA O 044, 247,056,169, C
DATA 003,169,017, 141,064
DATA 245,169,032,141,06
3 DATA 141,069,017,169,00
DATA 162,255,189,1593,016,157,19
DATA F 9,159,016
DATA 157,155 247 120
DATA
DATA

DATA
DATA 053,029,096,169,234,141

2 DATA 141,226,115,141,227,115; F
DATA 141,232,123,141,250,123,16%9,173
DATA 141,100,123,076,111,136,-1

Front Uiew

Elite - your
chance to
shoot at
hollow
spaceships.

GAME OVER

INFINITE LIVES, EMERGY, & MISSILES

20 DATA 169,165,141,206,060,141, 081,
21 DATA 169,234,141,140,059,141,141,058
22 DATA 096,-1

GAME OVER 2 - PART 1

INFINITE LIVES
20 DATA 169,173,141,200,152,096,-1

GAME OVER 2 - PART 2
INFINITE LIVES
20 DATA 169,173,141,017,176 .

DEMONS OF TOPAZ
INFINITE LIVES & NO COLLISION

DATA 169,173,141,170,056

DATA 128,052,141,

DATA 141,055, 048, 141,

DATA 048,096, -1

Can’t get by that end-of-level
guardian? Is there a key that you
just can’t locate? Do you need
some help basting your way
through those enemy attack
squads? If you're stuck on any
game, no matter how old, how
obscure, or how embarrassingly
easy, our Andy has the right
cheat for you.

CREATURES 2 miaLamus)

It's about time we mentioned an Apax game, so here is
the infinite lives cheat, sought after by Tony Cromwell
from Warringten. On the fitle screen, wait for the credits
to appear (with the six dancing luzzies at the top). Mow
guickly wet a finger (any one will do) and rub it across
Joystick PORT 1. A big picture of Maximus Mouse will
appear, waggling his arms as you rub your finger. Keep
doing this until he turms grey, at which point the fuzzy-
fountain will start to flash, indicating that infinite lives are
now yours. This will work on both the cassette and disk
versions of the game.

A young chap by the name of

Leigh Brassington over there in

sunny, sunny Australia is having a

little trouble with the objects in the fifth

Dizzy game. In particular, he wants to

know where the CARPET, BLOCK, POTION and
BREAD come into play. The BLOCK is merely an
objeci used to hide one of the chemies, and the other
objects have no use whatsoever — we professionals
call them red-hamngs

SMASH TV

(OCEAN /HIT SQUAD)

John Paul Feahily from Tubbercurry ( Tub of curry?
sounds good fo me! — Dave) is having a few
problems with this ‘laser-death-slaughter’ romp. In
other words, he's finished the game but hasn't
managed to find the entrance to the Pleasure Dome.
Basically, it doesn't axist, as the programmer didn’t

have space to include it in the C64 version. It might
also annoy you to know that the keys collected during
the game don't actually do anything.Er, sorry (il's okay
Andy, we don'lt blame you parsonally = Dawva)

KNIGHTMARE

(ACTIVISION /RICOCHET)

Having trouble with this game’s A carnain parson, known
io his/her friends as K Budd from Padstow, is alter a
Sassword to open doors, as he'she is stuck in the
second room. Wall, thera are no passwords as such
but here's how to get out of that pesky sacond room:
TAKE FOOD, GIVE FOOD, GIVE WATER, ASK QLD
MAN, TAKE SPADE, OPEN DOOR, GO RIGHT, DIG
GROUND, and you'll suddenly emarge in the next room
Warmning: do NOT go back through the dfor to your left!

FANTASY WORLD DIZZY
(CODEMASTERS)

Here's another Dizzy adventures causing more than
its fair share of problems, especially for Neil Skinnar
from East Grinstead - he just can't get past the
wide-eyed dragon. In fact, it's quile simple — just
collect the SLEEPING potion from DOZY and drop it
next to the dragon who will then go into a very deep,
sneak-pastable sleep. However, getting to Dozy isn't
that simple, as thare is a rather large gap o get
across (hint: try using a few boulders).

Exiled and in
search

¥ EXILE (powErPACK DEMO)
Chiriz from Oldbury wrote in for a list of Action
Replay POKESs for Exile, which, in fact, we printed
ages ago in CF15. But, what the heck, if repeats (or
‘another chance to catch those classics’) are good
enough for the BBC they're good enough for us
41911, 255 Infinite Jet-Pack enargy
41880,355
41912,255
41881,255
41913, 255
41882 ,355
41914, 255
41884, 255
41916,255
41879,255
46803,173
POKE 41898,15
POKE 46803,206

Gun and infinite bullets
leer and infinite bullets
Blaster and infinite energy

Shield and infinite energy
Booster

Infinite plasmacbhalls

POKE 41898, (1-255) To pull unuswal things
from your pockets

'Dropzong’ explosions
Turms you into an imp

POFE 34446,200
POFE 41923,33

ARE YOU
IN DISTRESS?

If you need help with a particular game, 505 is at
your sarvice. Send your missives of gamaplaying
woes to: SOS, Gamebusters, Commodare Formal,
Futura Publishing, 30 Monmouth Street, Bath,

Avon BAT1 2BW.

COMMODORE FORMAT 46 July 1994 @




MAIL ORDER

26

C

PACKED FROM COVER TO COVER WITH ESSENTLAL o4 INFO

QOMMODORE

Ls -]
" ad w*utﬁq Whom ot this

=0U" GROOVE IT

a7 |
BSCOVER BOW T BLAKT BLAUTIN ARMSC. BRI MW WHO
WROTE SLEVHS B AOATTTIRLAND: WO TOW LA et
PGS 34

LU i
1

o T RS | B T

CARMNAGE
MAYHEM MEGA MIX

AUs

O DDORT

g
rovkiwnd
L Hmara mem
toms sew e
e aap

m 9 pages of gumes Nt § The moking of § gome ® The best echaionl sdrie

CFAS Power Pack gunes Howsr Bowvey, Agent Orirgs. Dinmos: James Pond 2,
O Puft Rmaews: Ewn Foolbal Chalengs. Dyvian Dog. Bug Bormbar, Gamebusies
by Mo Rartow islros

CFEI Power Fach garnes. Devenoiers o The Eaf, Jofmny Aisd 2 Ceron Bug
Bombar, Nobby The Adrdvank, Biff. Feviews The Coof Croe Taina, Turto The
Toroiss, Xanomporph, Gametusiars Mitse Mama, Aanbow skands. Supé
Lapmowr Saves The Planed

A Pova Pars g Favows Rl Denos L0 Loy e T, bilaih of e Dy
oty oy el Fvssmans Adege Spovls Lgey Bl 2 e The ForEER Atgy
Th Ak, Dot st Siice CRaes | Cocni Dalng e onosl O of o dilliescin
|n poguier ore this), Typing n lshngs.

CF28 [ovn covenapn Saracen Pant Pownr Pack gamed: o' Lowe s Dats
Demang Silkoke, Fagar Fevews Mook Malch of f2 Day, Sanges and Mash Counl
Doy 7 Frarserptan Shots Gamat v Space Crssce D Puff. Vengenta
CF2S Fomer Pacs gamen Tearr Tigee Commec Causigwaly, Bomber. Deman
Srurdrnan Seymow, Do Croc Revews Susiman Seymow. Super A-Siars, Bonng
Maniger 2, Popeye 3 Qamabusiers: Spice Cnsade, DU Pul. Speciss: Frst
ke ol Lef s Maks p Mongter

CFAT Powes Pacs pomwn Delisihy . Adpmabee W0 Garmed, The Blunibe
Darn Soapew of Saghuied Pavews Crysie npooe Dury. Buly's Sposeg Daris
Crday vary, Locomotion. Dametussens | page Croanam sl

CFRB Povesr Pack games: Firel Sinke, F3h Gaar Domos [ocomotian, Reckiess
Aufud, Mick Falds's Chaiipmonshng G0 Povnws. Difdiialional Tevink, G Wocd
ek Faigos Goll Paind and Craale. G Spsitwng Dwrry Famous Five
CFEP P Tos T Mepboln Aetestys A D oggrti (e
Carage Garmatusers Winler Camp, Speftene Doy Basmae - The Caped
Crusacker Faviews: WWF Evvopean Rarmpsge, Scepie of Bagholad, Py
Magic Aufiis, Daled AfEcR, Steet Fiphier &, Supersier Seymowr, Ledha! Weapon.
CFY0 Powe Pack guimes SEpar, Apbouwnidier, Doedsis fiackack 2T

Laames ks Cpaiees Recuies Buls, Winler Camp Hevess Comage
Ghhitors. Foola! blrager 1 Spaling Fgr Spe(as Wetng oo SELCR Grmes

SPECIAL OFFER - THE
MORE YOU BUY, THE
MORE YOU SAVE!

All these issues of
Commodore Format
are still available
and now you can
get them for
cheaper than
ever before!

PLUS:

COMMODORE
FORMAT
BINDERS

yust
E 5 -’q

CHECK OUT THESE
CRAZY PRICES!

1 back issue £2.50 Save 45p
2 back issues £4.50 Save £1.40
3 back issues £6.50 Save £2.35
4 back issues E7.50 Save £4.30
All extra back issues

add £1.50 for each

® Plus £1 for postage and pachaging (see coupon
for rates oulside the UK)
® Orders within the UK do not require a stamp

EFIN Pows Pats garws Caudinon . S, Subleranas. Mo Mash D=
Arwg 2 Caretusen St Seyrowr i Afecs st Kngoos Oury
Aaveren McDondiiend, Tabie Tenns, Snane Specals Foorkol miragement see
CF2 A Powesr Pack gaires: Thiust, Stes, Cona. Full Uiy FROST {spiie designern)
Gamsbusiens: Skinlman Sayocy, L' Weanon Daiak Allach. P Waesd
Seymowr Reviews ARMIE 2. Fist Fighter, Trolis. Spssciaby Shoot-Em-Lips.

CF33 Power Pas geres Sracicran A TA et Poly Corys 2 Geadsnies
Lot Wisapor, Thusd Sevows Seepwaker Boow Fooo WWE Roboood
Dlairtian, 4-4ost Wivid Sports

CFA Power Pack gaimas: Amc, Conar 3, Shalshook Clarmabusien; Laifa
Wepon, The Simpsomna. Argon Facion, Addams Family, Liverpool 24-page specal:
Tron ot G52 garrees il avaitanie

A Powsr Fark geres Spece Afiderny. Mikis Do Lem@igs
Darnwtgiprs Laaf Mg 1 24 1 Aeveas Subeerben Commancn, Piriies bercs,
Turtocharge. Specinly The 645X, Uhimate Beat-'Em-Up

CF2& Pownor Fack gares: Stamay, Squibbly Sosob, Demes: Suburfadn Corrmandio,
Brmaithrugh Gamwtuigion The Sempsons, Camiage. Siesd Fighier 2 Loihai
Waspon, Cool Worid Flevess Bee 48 Specas Ltimals Faghl Sim, insae ¥our Cis
CFAT Fosar Pack gy Nabuilla, | Afen, Socios. Kon Lumar Lardng  Garme
Chvar, Cyioroe, Grod e Poow, Vioms, Ceno: Aaphem in Mionstecard. Gamebsters
The Simpsons, Levivnings, Streed Fighier 2, Cool Mok, Sutwrban Cormuindo.
Rerdtow Allen 3 Specals: Busrass soltware, pladam games

CF3B Powsr PRck gares | ilsforor, Fracy Harest, deilveah, Domo: Maptem i
blormaeriand Caratuaters The Smpecns Netulsl Subortas Commaengs Caefie
Miamter. Carme Ovair. Nobby The Adevark, 5F 2 Bow & Plevers Mayhern

CFQ Power Pack gamen: Freody Havos! Pa 2 Deep Sirke, Voican, Robier
Gematshers: SYnDeoeis [yawry), bk, Suburban Cormmaand, Casie Maesien, S5F5
Mohby. Fevieas. Livmmings. Spacsl The Apex Boy? shis yoa how [0 design gamas
CFAD Pows Pach games Jooky iilees's Dets 10 teworg Gamebosbers
gy St Corrmarn oeso o et

M Power Pack gemas Fultes Kpht, Vengesos Oametsien: detiy, Moty
Tha Aarcivark, bayfan, Volcen Soetals Ememasl EDOS - oadeaiviawn

CFA3 Power Pack gumes: Siormiosd, Dalversnce Oamabusiers. Dy, Priece of
e Viplk Folle, 0 Sepnour Goss To Mplpwood, Nobby The danbaark. Soaple of
Baghrian Srooa! The besl and wides games ewel

43 Frapy Fas punet Py Qarres snevapeess Gamesoctenn byt
Mobby Fule Kapht Specials How o make your games scrol, 4-F of sports ums.
T reticens of Sacrwt of SUECKCess

CFaa Powss Pack Camags . Mayhem Mega M Part V. Garnebusion
Mty Fuliss Knght Aevieas Pengur Tosar Aonehgs. Time Crysty
Mlnoryy Fater P ivacy b Ry o @ games 10HN [imn

EPAS Fows Fan Flagion 3. Speect (sgrihassar) blayFem Megalba Pat 7
510« Asseercier Ciarmetustens: Steemiond, Mobly. Mayhem. Specials. Mul-plyer
e, Elichis Biys wbasvainead, e b digi Daltas iaphiks:

E@MMGDOR

Toad

Mhaytiem

Granials

SRR
| LY

e got
LA{. ¥ H\e-._ get s
LT er

1" HUMAN &
comrucr

T

REPTON J
SPEECH

MAYHEN MEGA RIAX

[ = 7 . ; lIr
s gy 19 e '/
E'::; rnu:rmsn-r \

VOB10+ ASSEMBLER 0o vkl

ps . :

COMMODORE FORMAT BACK ISSUES

| would like the following back issues...

Name
Address
Post code Phone No __

Method of payment (please tick)

Access L:I Visa l:l

Chaque |:I

Credit Card No Expiry date
POSTAGE AND PACKAGING:

UK £1 @ Europe £2 @ Rest of the world £3

Cost of back issues

| would like a Commaodore Format binder*
Please add price postage and packaging®

pold

Total cost

Please make all cheques payable in pounds sterling to Future Publishing

Limited, and send the whole lot off to Commodore Format Back Issues,

Future Publishing, FREEPOST, Somerton, Somerset TA11 TBR.




1 | have a Commodore 64
with the new casing. Are the
inner guts of this one any
different to the old ugly-
looking ane? The reason | ask Is that one of my
games works perfectly on the older model, but on
mine the sound is horrible.

2 How do you suggest | read in numbers after a SYS
statement? For example sY8 49152,24, 255, 64433...
The numbers never need to exceed 65535 and they
are always positive. | need a routine that will work
with bath numbers and variables. And what about
reading in text?

3 | am always reading
guestions about how to
‘sort’ this, that or the
other in

€F  TECHIE TIPS

C64’s are
tricky little
blighters.
Few truly
understand
their dark
complex
nature. One
who does
is Jason
Finch, and
he doesn’t
care who
knows it.

various computer magazines. The bubble sort is the
normal method recommended, which isn't exactly
fast. | have written a Basie sort routine which works
on the binary principle. It is slower than the bubble
gort for the first 10 variables but after that it will work
double, triple and even guadruple the speed of the
bubble sort routine.
1 FOR ¥=2 TO X:LD=1:HI=Y
2 M=THT{LD+ (HI-LO)/2)
3 IF (M=LO) OR (M=HI) THEW GOTO 6
4 IF AS(Y)»>A5(M) THEN LO=M:G0TO 2
5 IF AS(Y)<chS$(M) THEN HI=M:GOTO 2
6 IF AS(Y)>AS(M) THEN M=M+l
7T BE=AZ(Y)
g FOR Z=Y TO (M+l) STEP -1:AS(Z)=AS5(Z-1):NEXT 2
9 A% (M)=B5:NEXT ¥

The variable X is the total
number of strings to be
sorted. A%() is the array
containing the strings. | am
always using AS$(0) for special

I LIKE TO MOVE IT

Dear Techie Tips,
| like experimenting
and coming up with my
own character sets but
I've come across a problem;
that of where to store the sets. |
found out that the last place | can store them is fram
location 14336 to 16383, which uses up part of the
bitmap screen. Unfortunately | want to use the
bitmap screen for something else, other than
storing my character sets. | can't store them at
other places lower in memory either. So please
could you either give me a Basic program that
gither moves the bitmap screen or moves the area
in which Basic programs are stored? Thanks very
much and keep up the good work on this most
excellent section of CFl
David Gammon, Essex.

If you go back to CF40 you will find a letter
titled SWITGH BANKS that deals with this
particular type of problem. In the meantime,

“"‘hﬂ“:uhm-m.'
money you need to spond on books
make sense of all this. Mmm, -

anter the fallowing:

10 POKE 56578,63

20 POKE 56576,150

30 POKE 53272,169:PORE
53265, 27

40 POKE 648,104

This moves the screen up to
£6800 (26624 In normal
numbers) and the character
sel {0 6000 (24576). ou can
then bung a bitmap at $4000-
#6000 (16384 10 24576) and
evarything will work parfactly.
Change line 30 to read POKE
£3272,161:POKE 53265,58
to get the bitmap up.
However, to understand all
this you should refer back

1 CF40. | $ao000 _ Y

27

data, so my routine does not sort this one. My
routine is given the lowest numbers possible as it
works quickest that way because of the GOTOs.

& You're not going to make this another meal for the
dustbin, are you?

Morten Brendefur, Norway.

1 Lots of things changed, the SID chip being ong of
them. Mew C64s have sound chips that make samples
sound dead quiet. The colour tables ware also changed,
as was the way the computer clears the screan.
Connections in the serial port were also altered; the
RESET was dropped basically,

2 Write a routine that does JSR SE20E, JSR $ADIE,
JSR $E7F7, 1LDA $14, LDX $15 and then Rrs. Call
this every time you want 1o read in a number after a
comma, whethar It's an actual numbser or a variable. The
number will be returnad in lowhigh byte farmat in
locations 14 and $15.

3 no! Mot | refuse to say it! (Go on - Dave.) No, | will not
say, ‘totally sored’ - | refuse!

& Mo, | prefer to throw letters on to the open fire in the
lounge. It saves me having to buy so much coal,

SHORT'N’
SWEET

Dear Techile Tips,
1 Why did TMB become less
funny and less useful just
before Hutch left?

= 2 What is bitmap made?
3 How can | horizontally expand text?
Myke Futcher, Chasterfiald.

1 TMB didn't. You simply had a momentary humaour

bypass, quite obviously.

2 Do roxE 53265, 59, sit back and smile. That is bitmap

mode. Basically it allows you to alter every single dot on

thie screen individually. This allows you to draw pictures

and stuff because you are nol limited to simpla
characters; you can plot what you like on

SCREEN
CHAR SET

BITMAP SCREEN
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the screen. There are 320 dots, known as pixals, across
the screen and 200 down it.

3 There is no simple way to horizontally expand text.
Parhaps you have seen the big character sets in Techie
Tips in the past, the ones that are expanded vertically.
They are produced using a charactar editor or a nifty
plece of machine language. You would have to redefine
the character sat and create your own big letters

Dear Techie Tips,

| have just got into Basic
programming on the C&4 and
the Speccy +2. | am having
problems with the C64.

1 What is the sammand you
need to use to clear the
screen? | know that it's CLS on the Spectrum but that
doesn’t wiork on the C64.

2 How do you pause the screen for 45 seconds?

3 How do you pause the screen until somebody
presses a key?

Kiev Forsyth, Inverness.

1 The C64 uses things called control codes to do a lot of
the special stuff like move the cursor, change the cursor
colour, select reversed text and so0 on, Give FRINT
CHES (147) @ whirl to clear the screen -
2 There is a clock on the CB4 which is controlled using
the variable T1%. The varable T1 is also altered, and
represents the number of 1/50ths of a second that have
alapsad since it was reset, Hera's an example of how ta
use this to control pausing:

10 PRINT “STAGE 1"

200TT§="000000" 1 REM RESET CLOCK TO ZERD

30 IF TI<(45%50) THEM 30:REM BAUSE FOR, 45
BECONDS

40 PRINT “STAGE 2*

Dear Techie Tips,

| have written a machine
language program and
have used raster

interrupts to get the
border and background
colours to change at
various positions down
the screen. However,
every time | change
colours there is this
annaying flickering where
they change. | have never
seen a game with anything
other than smooth changes
on raster colour bars.

1 What causes this?

2 can | get rid of it?

3 How do | get rid of it?
Graeme Irving, Leeds.

1 The problem is caused by the fact that

the raster is not ‘latching’ in exactly the right

place to produce smooth transitions between

colour changes. You have to get your head around
the concept of cycles befare you can understand
what's going on. And | don't mean those metal things
with & wheel at each end. Basically each instruction in
the machine language set takes a very short time o
run; a command such as LDk #3A9, for example.
would take two cycles. One cycle is one millionth of a
second (or the length of time it take Dave o devour a

it your pr
some old &

ograms flicker like

jlent movie when
ou run them,

that's a bit odd
l‘“-“": isn’t n?

Mars Bar) in a parfect
Ca4 world.
2 Once you have
laiched the rastar, the
little beam thing that
gweeps down the
display will be on the
right wertical line but
will have swept pan
way across the
screen by the time
you come 1o change
the colours. S50, in
theory, by telling the
computer 1o wait a
fraction of a
millisecond you will
allow the beam to
sweep all the way
across the screen and wait until
its definitely ready at the laft-
hand side of the display.
3 In practice it is done by
putting a short loop at the start of
your interrupt routine. Like, belore
you change your colours, dao
somathing like:
LOX #509
LOOP DEX
BME LOOF
&4 twiddle its thumbs for a

(you know how it is with these rasters), If you add this
loop and then change the number, you will saa thal the
flickering moves. Keep changing the numbar until it
disappa:r.:a.rs off the right hand side of the screen.

3 There are lnads of ways to pause the screen until a

r_l‘aJrad Random Dot Stereograms. Erm, the only ones
I've seen are the ones produced by tha machine
language program that | wrote when | had found out
hiow they were creatsd
& It's dead easy, honest. But the algorithm is a bit
long-winded to explain hera.
5 | am just perfecting my pragram so that it will
waork with pattems. At the moment you get a
load of coloured dots on the screen and,
when you look for long enough, you
do indeed see a three dimensional
image. Hurrah! It evean works on a
CB4 screen. Coopool. When i's
finished I'll see what Dave has 1o
say about putting an RDS editor
on the Power Pack,

key is pressed. One of them s to use the GET command,
and here's how you do it
10 PRINT “STAGE 1*
20 GET A%:IF AS="" THEN 20
30 PRINT “STAGE 2*
Oh yeah, and persevere with the C64 rather than the
Spectrum, okay. The Spaccy mighl seem aasier 1o
undarstand now, but it just doesn't offer you the power
thal the CB4 does. It'llbeworth the effort,
LEGAL BEAGLE
Dear Techie Tips,
1 Isit legal to use text | have
created the Public Domain
utility Real Writer in my own
adverts? Or would | nead to
ask the programmers for
their permission?
2 Do you know of
anywhere | could get hold

of a copy of GeoPublish?
Also, would it be compatibile
with GeoWrite v1.2 and
roughly how much should |
expect to pay?
Cralg Payne, Rotherham.

DOTTY DESIGNS

Dear Techie Tips,

Suddenly, throughout the country, a load of weird
posters have started to appear in poster shops.
They started off in single colours with big dots,
Mow they've changed Into the full technicolour
|obs with swirling patterns and even
proper picturas being visible. The

strange thing about these posters?

When you look at them for a while

you start 1o see a three

dimensional picture appearing!

1 Have you seen these posters?

2 I've got three of them, Have

you got any?

3 Are there any of these things

available on a CE47

4 How are they produced?

S Can you give me a program that will

create these pictures on the Cg47

Robert Pickering, Barnsiey.

1 Seeing as how a centain poster shop is my second
homs, _jl would be hard for ma not to have nd!lr:ed
them. Or perhaps | was just attracted to them by the
ht';-rdes of people gazing into poster shop windows
going, “Can vou see it?,

2 Dotty posters? Yes, I've got one of some dolphine.
3 ‘These things’ are technically

1 Yes, it is entirely legal to

use Feal Witer-created blurb in
your adverts, and no, you don
need the permission of the
authors, 5o thare's no need to
worry about visits from ELSPA.

2 I'm not aware of any completely
reliable sources of the GeoFublish



WHAT A DUMP

Dear Techie Tips,

The listing that | have sent to you with this letter is
my character printer. It prints out the C64's
characters using POKE codes in normal order or

even in reverse order. Do not cha
i nge T88-789 or
679-766 as they contain the vital code!
0 REM ASCII CHAR FRINTER BY J.HOSKING
1 FOR X=679 TO 766:READ Y:CuCaY : POKE
X, ¥: NEXT

2 IF C<>10318 THEN PRINT “DATA EFROR" ; END
3 PRINT CHRS(147)

15 DATA EIEIG,1'.-‘1.,215,&&&,22‘,ﬂ95,2ﬂ'3,¢93
16 DATA 'IJTE,lET.DDE,EEl,U{E,EDE.UBD,162
17 DATA 255,150.9'30,].33.153-,91)(3.004,21]2
18 DATA EEIEI,193,255;3DH,2I6,D?5,239,002
1% DATA 162,021}!,143,215.000,142; 119,002
20 DATA 152‘.(]-01.-1!2.195,!{]:}&,'3'?15,{)19,234
Jonathan Hosking, Nerfolk,

Tha.nks.a lot for your program. In case people are
wonderng how it works, it sets up an interrupt that

checks out the keyboard butfer. When it finds one of the
wo keys have been pressad, i

@ | have just started buying Commodore Format
now that Force has shut down. | must have bean
an idiot to have had Commaodore Force when
there was Commodorg Formaf! Could you tell me
how | get a program to run as soon as it loads?
Andrew Evans, Burton-on-Trent.

indeed you should have been buying Commodore

Format because back in issue CF36 there was 8
pragrarm on the covertape that will produce auto-
running programs for you There was also a complete
feature devoted to the rather large topic. The
solution? You could always buy a back iasue
50000 easy. Just urn to page 10 for details.

dumps the character set to
the top of the screen
and removes the kay
from the buffer, It
uses a machine
language version

of FOR X=0 TO

255: POKE

1024+4X, X:NEXT X
o get all the
characters displayed.

4 PRINT “TO EMABLE: SYg8 708

5 PRINT “TO DISABLE: SYS 696"

& FRINT “FPRESS LEFT ARROW TO SEE ALL CODES*
: PRINT “PRESS * TO SEE IN REVERSE ORDER™
10 DATA lﬁ-!,D{?G,lEﬂ,ﬂﬂﬂ.liH,153.EI'UU,UL'I4

11 DATA 432,200,192,355,208, 246,076, 239

12 DATA 002,120, 162,049,160, 234,142, 020

13 DATA 003,140,021,003,096,120,162, 208

14 DATA 1su.uuz,142,uzn,w3,1m.un.uﬁ3

-6

@ | am complaining about the April issue of

your mag because of the darkness of the first
Techie Tips page. | could hardly read it, 30 could
you please not put the writing on bits of the
page that are dark.

Paul Nairn, Greenock.

disassemble 518 | get c1.C.

Is this a fault with my cartridge or, if not,
how do | get around using cLC?

Francis Byrne, Londonderry,

software in this country, Howewer, write to Frank
Cassidy at GeoClub, 55 High Bank Road, Droylsden,
Manchester, GeoClub is a well-astablished club for
GEQS users and should be ablato recommend a
stockist, or maybe even get hold of a copy foryou,
Alternatively, you could always make use of Uncle
Dave's Buy-A-Rama.

Sarry, Sir. ltwas & it dark, wasn't it. However, if you
have @a video camera you could always taka a shot of
he page and then play it back on the TV, Pausa the

screen and turn the brightness up lots. (Er, yes,
actually sorry about tha problem with the page, it
wasn't designed ike that — there were just some
printing problems = Dave).

This problem has happened to me on occasions loo,
mainky when | have enterad thé monitor using the
Freeze menw. If it is playing up every time —.and ming
also doesn't like SBC — | suggest you send your Action
Replay cartridge back to Datel and get them to send you @ | have recently bought a monitor for my C64 but
another one, because thal definitely sounds like a fault unfortunately | cannot get the right lead. A friend
with the cariridge to me, told me that Maplins could help but when I went
If, however, the problem only happens occasionally, 1o them they told me that they don’t make them
enter NOP every fime you want a cz.e and then go through any more. Could you tell me where | can get one
at the end using the M function to change the EAs to 18s. trom and how much it will cost?
I's a bit of a hassle, but, hey, it works. 5 Rehman, Rochdale.

- do assembly with it (sounds And that just about wraps it up for Techie Tips for this
like you need to check out our new beginners” guide month, excepl to apologise for the appalling heading for
to machine language series which continues this this letter (1 just seem to come over all alliterative
issire, matay — Dave). sometimes — somy), to remind you to check out the

Why does the machine code monitor accept all second part of our new maching code
machine language instructions except CLC, Clear programming sernies this issue (/'ve already
Carry Flag? Instead of assembling it, | get ‘277" or done that — Dave) and to say, “make sure .F
something similarly unhelpful. However, if | you're here again in 30 days.” Bye.
B How can | get the C64 to give
me the right answer?
Stuart Gilmartin, lpswich.

CRYSTAL CLEAR
CARRYING

Dear Techie Tips,
| | have an Action Replay

A very good source of things cable-like is Meedmora
Ltd, 28 Farriers Way Industrial Estate, Netharton,
Merseyside, L30 4XL. Give them a call on ‘T 051-
521-2202 first, together with full details of the lead
you'reafter. They will tell you either that such a cable
is imasible or that you are dreaming. Oh, and they
may aven tell you how muich it will cost you, because
yols didn't tell me exactly what type of manitor you
werne trying to cannect the CE4 up to

I’M FREE!

Dear Techie Tips,

Something very strange is happening
to my computer. It thinks it has got
jess than no memory! Yes, that's right.
Every time | do PRINT FRE(D) to check
how much free memory is left on the
&4, it gives some ridiculous number

DRERRES
L '_

1 Sort of, yes. In a weird Kind
of spooky way, this is axactly
what it is supposed to do.
2 Mot in the normal world;
maybe in another paraliel
universa somewhera in the
vastness of the omniverse such
bizarre concepls as negatve
amounts of memory do exist, but |
kaver't visited such a plane of existence yet.
3 Emm, well it's not, so | can't really, no. Philosophy
was never my strong paint,
& ou mean apart from the fact that it appears to be
living in & sweet little parallel universe of s own? Mo,
B Thraaten |t with a big jug of water and then anter....
PRINT FRE(0)-(FRE(0}<0}*65536
...and you should get a sansibla
reply out of your CB4. Hopafully,

A PROBLEM ?

It you're having technical problems with your C64, or
it your manual makes as much sense to youas a
David Lynch film, or you're attempts to track down a
piece of hardware have been about as successful as
Bad Boys Inc single then help is at hand in the form
of Jason Finch's world famous Technical Tips
section in Commodore Format. To eniist his help all
you have to do is write 10: Techy Tips, Commodore
Format, Future Publishing, 30 Monmauth Strest.
Bath, Avan, BA1 2BW, You know it makas SEN&H
{unlike the manual).

what it's

supposed to do?

2 Is negative
memory possible?
3 i itis, how so?
& it it's not, Is there
something wrong with
my C647

1 Is this

COMMODORE FORMAT 46 July 1994 @




30 GRAPHICS

gurus, John and Steve
Rowlands...

ricky blighters, sprites. Some people

just can't handle them. Mot on a parsonal

level, you understand; some people just

can't get their heads around designing

and animating decent sprites, not
even some professional programmers — how
many times have you played a game in which
the characters look like sgquashad
vagetables? Too many, | bet. Which is
hardly surprising because sprites are
probably the most complex area of graphic
manipulation. So grab yourself a keyboard and a
paintbrush and prepare to be educated.

WHAT ARE SPRITES?

Sprites are, very simply, blocks of data which can ba
moved around by the computer indepandent of the rest of
i the screen (sometimes they're referred to as MOBS -
Moveable Object BlockS). Sprites ara 24 pixels wide
{exactly three characters) by 21 pixels high, and each sprite
takes up 64 bytes of memory (the final byte is not used, by
the way). Sprites are a godsend for games creators;
virtually every alien, car, plane spaceship or cute flufty
bunny you've ever seen n a computer game was almaost
certainly & sprite. Tha only drawback to this potential game
designer's dream is the number of sprites available; a
miserable, pathetic eight on the CB4. However, there are
ways to gat around this (see SPRITE HAMDLING).

The C84's memory is divided into four video banks, each
16k, but only one bank can be “looked at’ by the computer
al any ona time. A video bank technically has enough
space for 256 sprite images, logically
because a byte can only hold values
from 0-255. Although
you can store sprite
images anywheara in
memory, only those
in the current video
bank can
be used
by the
CE4. But
don't forget

S waram s

A

The following programs have been included not only 1o
illustrate some of our sprite tricks and technigues (and
allow us to show off... again}, but also to allow any up
and coming pregrammers to include the effects in their
programs. Any of the following routines can be
typed in and run independently, but if you want to include
them in your latest game simply READ in the data before
pur program is run, then use the SYS call when you
want the & o slart.
The programs can be ent in memory al the same
time {along with the two programs we gave you in last

month's ‘But Is It Art?") but they cannot be used

Thinking of writing a game? Then don’t settle for
cardboard characters. Spruce up your sprites by
taking a tip or two from C64 graphics

MORE TECHY PROGRAM-TYPE STUFF
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small. For instance, the bonus icons in Mayhem were
created ag hi-res owing to the lack of detail offered by
mutticolour sprites. As a result, the icons are a ot
more effective, so it is worth experimenting with
both sprite types.

PRIORITY

There are effectively two types

af priarty; sprite-to-sprite and
sprite-to-background. Even
though the VIC chip is a powerful
beast, it can't draw two sprites

simultaneously. Therafore, if sprites

overlap, one must take priosity over the
other. Sprite 0 has the highest priority,
and sprite 7 the lowest. In other words each
sprite has a lower priority than the previous one (apar
frafm Sprite 0, of course).

The second type is sprite-to-background priorty,
which is controlled by location SDO1B (or 53275 in
decimal). As a default, sprites have priority over
background data. To make a sprite appear behind the
background, the relevant bit in location $D01E naeds 1o be
POKEd. However, sprite-to-background priority is a little
more complicated. Regardlass of the backgrownd graphic
maode (hi-res or multicolour), sprites always have priority
over the background colour. In hi-res mode, when
characters hava priority, the sprites will appear in front of
the background colour but behind any character data. In
multicolour moede, again when
characters have priority, sprites
will appear in front of the back-
ground colour and multicolour 1,
but behind multicolour 2 and
the character colour.

If you look at Mayhem,
Spottyland in particular, you will
see that Mayhem appears in
fromt of the sky and mountain
colours, but behind the tree
colours. Careful graphic design
and expermentation will allow
you to produce some really
striking effects.

In the sarly days of the C64, expanded sprites were used
guite a lot, and made blocky graphics look even blockier.
Mowadays, we mature game designers use sprite
gxpansion much more sensibly. For the uninitiated, sprites
can be expanded verically, horizontally or evan both,
which can effectively double the size of a sprite. For
example, expansion can be used to make certain alians
bigger than others, without the need 1o bolt sprites togethers,
Generally speaking, multicolour sprites should only

[

that the screen
{1k) and character set (2]
take Up Space in the bank too. This leaves
you with 208 sprites fo play with, although most of cur
games used around 178 sprites (the other space taken up
with two charsets and one screen). As with characters,
sprites can be copies of ‘banked"into the curranivideo
bank, primarily to save precious space.

SPRITE TYPES

Like characters, sprites come in two forms; hi-res or
multicolour. But that's where the similarity ends. Sprites
are hi-res as a default, but for
multicolour sprites you need to
POKE the relevant location &
($D01c, or 53276 in decimal).
Regardiess of whether a sprite
is in hi-res or multicolour moda,
its colour will remain the same
(sprites can use the full 16-
colour palette). Hi-res sprites
have the obvious advantage of
extra detail, along with the limit
of only one colour. In most
cases hi-ras sprites are
combined with other sprites to
produce more detailed graphics.

The most obvious example is the Mayhem sprite,
which Is a multicolour sprite overlaid with a black hi-res
outling to produce a sharp, detailed image. The main
characters in both Cyberdyne Warrior and Refrograde
used two supermposed hi-res sprites to produce maore
detailed images — and it shows

Howevar, using two sprites for the main character
limits the amount of sprites on screen, and also effactively
doubles the amount of animation frames needed. Even
though multicolour sprites offer more colours the chunkier
pixels can prove a problem, aspecially as sprites are 50

o 8
L
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Most of the smaller sprites in Mayhem only
have three frames of animation.

-
-

.

@
=

values before RUNRing the program, starting with the
value 014 in line 19, If you don't want mixy colours on a
particular sprite, simply make both colours the same. If
you change the DATA velues in the program, REMEMBER

simultanaously. Sorry'n'all, but that's the way the cookie ;
TO ALTER THE CHECKSUM or you'll get a DATA error.

lands butter side down. Or something like that.

MIXY COLOURS

The first program this month [llustrates the ‘'mixy colours’
technigues and, when used within your own programs, will
allow you to add more colour 1o your sprites. The program,
when AUN, will toggle the sprite colours 50 times a second
(obviously the effect will not be visible until you generate
. The colour table is arranged in pairs
h sprite 0) and is located from 49
inclusive. Alternatively you can change the 16 colour




Colour spiits area technique which allows Mayham
te be a different colour when he underwater.

be &:pandad vertically — this makes the pixeis squana,

and doesn't look too chunky, either. Verically-expanded
sprites ara usad extensively throughout Monsterand,
most notably on Theo Saurus (would you believe that
Theo is only four sprites large?). Expansion can also be
used purely for effect; for instance, whenever Clyde
collects a potion in Creatures 2, expansion is used to
create a wibbly wobbly effect.

Hi-res sprites can be expandead in any dinection without
looking too blocky, effectively gaining the same horzontal
resolution as multicolour sprites. The status panel featured
in Mayhem uses horizontally-expanded spritas to make the
words wider, which reduces the number of sprites needad
to create the panel (see PRESENTATION). Apart

-

from expansion bolting sprites together is
anather way 10 increase the size of your
game's inhabitants. The huge nerve
centre in Refrogradea, the and-of-level
guardians in Creafures of even ha
massive demons featured in Creatures
2 are all examples of sprite bolting.

Even though those paricular
examples relied on sprite splithing {see animation.
below), it is still possible o create
larger-than-life charactars using only a
few sprites. If you're still not convinced, take
a peek at Mayhem's intro s8guence — not one
of the dinosaurs is more than three sprites big!

MIXY COLOURS

This is a technique which s very effective but seldom
used, and involves the sprite colour toggling between two
colours every 50th of a second. To avoid annoying
flashes, colours of equal brightness must be used (light
blue and pink or purple and arange, for example). We first
used this trick in Craatures, primarily to increasa the
amount of colours on-screen. Why put up with the boring,
bog-standard colour palette when it's 50 easy to create
new colours? To see more mixy-colour sprites in action,
try the hidden bonus rooms in Creatures 2, or any ‘happy
leval from Mayheam.

BORDER BEATER

This program will effectively ‘remove’ the top and bottom
borders of the screen, enabling you to pul sprites inte the
border When you RUN the program,
the borders might contain
some garbage — this can
be removed using POKE

(this is, in fact,
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COLOUR SPLITS

These ara similar in principle to multicolour character
splits, and are used to increase tha amaunt of on-screen
colours (usually splitting the sprite multicolours). Most of
our games have used sprite split colours, the most
obwvious being Mayhem In Monsterand. If you take a look
at the underwater sections in Spottyland, any submerged
monsters have a dark blue cutline, while those above
water have black outlines.

It is also possible 1o split a sprita’s individual colour, a
device used o good effect in Spottyland's underwater
section; notice how Mayham changes colour as he dips into
the water. Colour splits were also used on the title screen to
add a raster-bar effect 1o the word MOMSTERLAND

ANIMATION

This is probably the hardest part of graphic design to
master, and demands plenty of thought, care and
attention. Jerky animation is easy to spot, and can tum a
clagsic game into an average one. Obviously the
animation has to be limited, as thera may not be & lot of
space for the animation frames, but generally speaking
the animations for the main character can afford to use
more frames than most. After all, the main character is
ihe one thing which gameplayers will be concentrating on
for most of the game. It might not surprise you to |earm
that Mayham has in excess of 50 animation frames.
S0 how did we cram all of the other monsters
nto the remaining space? There are quita a
@ . few technigues which will allow you to
save valuable space. If you take a closea
look at most of the small monsters,
you can see that nearly all of them
% 1 walk using just three frames of
animation in a loop. Although the
@ f result isn't silky-smooth, it works
- splendidly, which is why a lot of C54
ﬁ graphic anists use this technigqua.
Humanoid figures are a lot harder to
?? animate thamn, say, shiny, metalic
spaceships, so careful observation, patience,
attention 1o detail and even an ouiside opinion are
often the key to success.

PRESENTATION

Sprites are very versatile and needn't be confined to just
monsters, aliens or spaceships. They are capabée of much,
much more. Many games, for instance, use sprites to
raprasant the status panel. This allows the status area to ba
superimposad on top of the playing area. How many games
have you seen with tiny playing areas and large status
panels? You can bet your life they weren't using sprites.
Sprite-based status panels were used in Creafures,
Creatures 2 and Mayhem specifically 1o incraasa the playing
araa 1o full-screen proportions.

the last byte in the video bank, 20 be careful where you

put your charact 5 and sprites). A
any sprites appearing in the border have p
characters. If you change the DATA values in the

program, REMEMBER TO ALTER THE CHECKSUM.

This brings to light another handy trick; sprites in tha
border. The enhanced playing areas were only possible
because the sprite-based status panels ware situated in
the lower bordar. [n the case of Creatures 2, the top barder
was actually part of the playing area. How is it possibla?
The CH4 isn't completely perfect, and as a result the
hardware containg a few bugs (or errors, for the hard of
thinking). One of these bugs allows the top and bottom
borders to be ‘turned off, and thus sprites can ba placed
in these lorbidden areas to achieva various effects. Check
out the NO BORDERS elsewheare an this page.

Finally, sprites are also used axtensively for
presentation purposes; logos, fireworks, stars, wobbhy text,
etc. Most of our title screens, get ready screens and high
scona tables use sprites to enhance the atmosphera or
add colour and life.

Using expansion you can cre
characters from just a few sp

As mentioned earlier, the C64's VIC chip can only
genarate eight hardware sprites, no more, No kess.
However, by using raster intarrupls it is possible to ‘split
the sprites in ordar to produce anything up to 128 on-
screen sprites (although most commercial games don't
usually use this many). This is slightly restrictive, as the
spritas cannot move out of their particular screen ‘band’,
Mayhem In Monstedand utilises two sprite splits, allowing
a maximum of 15 anamy sprites on-screen — the other
three sprites in each band are used for Mayhem himself.

Sprite multiplexing is another technique, wheraby the
C64 generates a table of *Y' positions and generates the
sprife splits accordingly. Games such as Ammalyte and
Citadel use multiplexors, as there is much more freedom
compared o convantional sprite splits. For more
information on these mathods, check out the Mr Plexor
features in issues 40-42, as we don't have enough space
to go into detail here. If you'd like to s8¢ some simply

spiffy sprite splitting In action, check out the

nerve centras in Retrograde, or even the
aver-so-huge demons in Craafures 2.
And that's yer lot. Go forth and paint!

n within

ir affects
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32 MACHINE CODE

Parlez vous Machine
language? Sprechen sie
Assembly? Niet? Puis
Jason Finch, techie-
meister supremissimo

5
e 0D

teacherais-vous...
how to. Okay?

his month we're going 1o
look in more detail at the
load and store
instructions. The
instruction set — which is
basically just tha list of words that the
'pootar recognises as ML - can be
divided into different types of
instructions. So, I'll also &l you about
the compare and branching
instructions; the sort of ML equivalent
of "IF something is something THEN
do something else”. Tha load, store,
comparne and branch instructions are
the easiest four groups to learm
about. And what a good job that is,
‘cos they're the onas you'll
be using the most. This
month I'm also going to
make sure you
undearstand everything
about the ML index
registers. If | have 1o Use
a brick in arder to do
this, | shall.

Don't forget that &
dollar sign ($) means that
the number that follows it
is in hexadecimal — check
out last issue to remind
yourself what this means. I'll
start with a brief recap of what you
leamed last month.

N BRIEF REMINDERS

| hope you've got the idea of loading into
your head by now, bacause if you haven't
you might as well give up and join the
forelgn legion (or re-read last month's
featura, i's a bit less drastic). You should
have also sussad out that you can only
really work with three main variables in ML
— the accumulator and the X and Y index
ragisters. ¥ou will recall that we looked at
examples along the lines of LoA #%05 last
month, This is the ML equivalent of the
Basic Instruction A=5. Remeamber that the
hash sign (#) means that the 5 s an actual
number and not a location in memory. Had

N COMMANDS SUMMARY:

LDA Load accumulator with value
LDX Load X register with value
LDY Load Y register with value

accumulator in memory
ister in memory

ore Y register in memory

INX Incremant X register by one
DEX Decrement X register by one

@ COMMODORE FORMAT 46 JULY 1994
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N BASIC
10 POKE 53280,%; WEM BORDER COL

20 POKE 53281,5: REM BACKOROUDND COL

30 BOEE 53248,170:HEM HORIZ POSITION

a0 53249 ,140+REM VERT POSTTION

50 51287,7: HEM SPRITE COL i
60 2040,0: REM SPRITE POINTER '
70 £3260,1: HEM EMABLE SPRITE

80 REM BACK TO BASIC

53280, (§0020 in
hexadecimal is 53280 if
normal numbers).

S0 now you can load, and
you can store. What a dude.
LOA #505 followed Dy STA

40020 will do POKE 53280,5
because you say k=5 and
then POEE 53280,A. Of
coursa you remember all
that from last manth, 50 let's

CO00 LDA #502 s CO00 LDA #3502 get on with the new stuff!
£O00Z STA 0020 > CO02 LDX 8$05
£005 LIA #505 CO04 STA SDO20 N MORE AND MORE

Type in the Basic version of program 2.1
and run It; you should find that you get a
weird sprite appearing in the middle of
the screen. The screen should have a
red border and a green background, and
the sprite should be yellow. A hideous
combination, but t's only 1o prove a point.
In ML this would just be a series of

load and store instructions, You could
use the same register for them all, and
probably this would be the accumulator,
Alternatively you could ba weird and use
all three registers. Let's look at a couple
of ways you could write that program in

maching language. Use your Action

Replay cartridge’s monitor, or similar, and

enter the first ML version of program 2.1,

When you've got the program in

okay, enter

& cooo from

within the

» 0007 caon7?
COOA
» COOC
CooF
co1l
colda
» CO1E
= C018
ColBe
COLE
coag
coz23
» CD2d

STA $D021
LDA #EAR
STA D000
LOA $#580C
8TA $D001
#8507
$D027
#3500
§07FS
#501
D015

D021
HERA
WEBC
#507
£D000
£D001
$D027
#500
$07F8
LDX #3501
BTX §DD15
RT3

LIDA
STA
LDA
STA
LDA

STA
RTS

| said Lo& %05, then the Basic equivalent
would have been A=PEEE(5) because we
would be loading the accumulator with the
number storad at location 5.
Storing is all about shoving things
somewhare, ke you may store your dirty
clothes under your bad when your mum
comes in your badroom. If you've got m
something in a register, like the - 2.2
accumulator, you can store it in memory. W MACHINE LANGUAGE
Storing can only be done to memory — you » COO0 LDA $0400
couldn't store a number in another 003 LDX $DBOD
number. That'd be like saying, “put my bed BT S0k
in my chair," or something just as silly. So £009 STX §DE2T
STA £D020 is the equivalent of POKE s COOC LDA #507
CODE STA 50400
c011 8TA SDEOO
©014 RTS

> CO15

N LINE-BY-LINE ANALYSIS
@ Load value at 50400 into accumulator,
The value at 0400 is the screen code far
the character in the top-left-hand corner
of the screan.

& Load value at 0800 into X register. The
value at 50800 is the colour code for the
top-left-hand character.

INY Increment Y register by one
DEY Decrement Y register by one
CMP Compare accumulator with value
CPX Compare X register with value
CPY Compare Y register with value

BEQ Branch if equal
BHNE Branch if not equal

monilor 1o execute the
\ plece of machine
language. You should
get the same effect as
with the Basic program
Mow try the second
varsion of the same
thing, the one on the
right in the box.
| prefer the first
one because it

looks neater, but

both ML

programs oo

exactly the same

job. The second

One uses
different registers.
However, you will notice that the Lo% at
ac002 does not change the value in the
accumulator, set at §coo0. Of course you
wouldn't expect it 1o. When you say X=5 in
Basic, it dossn’t change what variable A 1s.
Just make sure that your LDAs match your
S§TAs and so on. There would be no point
changing the border colour by doing LDA
#2805 followed by STY $D020 because you
would ba doing A=5:POKE 53280, Y which
doesn’t make much sense

| fouched upon the subject of different
addressing modes last month. These are
the ways that you refer to commands.
Whean you put & hash sign before
numbers, it is called immediate
addressing. Why? Becausa the number is
immediately obvious to the computer; tha
CA4 doesn't have to think about where it's
got to get the number from. The other
addressing mode you've seen is absolute
addressing. That's when you refer to
actual memaory locations. 50 LDA #8505
uses immediate addressing and STA
$D020 uses absolute addressing.

N ABSOLUTELY FABULOUS

Although you can't use immediate
addrassing with store instructions, you can
use absolute addressing with load
instructions. Confused? Well, say you
wanted to do A=PEEK(1024) . This
means load the contents of location

® Store the contents of the accumulator
at $0427. This represents the top-right-
hand corner of the screen. As the
accumulator contains the screen code for
the character in the top-left, this has the
effect of copying that character to the
right-hand side.

# This coples the colour from the top-left
to the top-right.

@ Load the sccumulator with the number 7.
@ Store 7 at location 0400, This Is the
same as FORE 1024, 7 and will put the
letter G in the top-left comer of the screen.
#® The contents of the accumulator are
unchanged, so this stores the number 7
again, bul this time at location $0800. This
is the same as POKE 55296, 7 and will
change the colour of the G 1o yellow.

@ Everything is neatly tidied up with the
rrs which brings to an end the machine
language routing.




N PROGRAM 2.3
& MACHINE LANGUAGE

» CODD LDX $0400
= 003

> COO4
» COO7T
= C0DB
>
>

£0401

#0402
cooB
Cooc

» COOD
co1o
co1z
cols
cole
col9 §

» COIC
ColF

> 020

W LINE-BY-LINE ANALYSIS
@ First of all the contents of 0400 are
read into the X register. This is the

1024 into the
accumulator and is
done in machina
code by LDA $0400

{whare £0400 is tha hexadecimal
equivalent of 1024). You see thera is no
hash sign there; that tells the computer that
you want to load the accumulator with the
contenis of a memory
address and not a

equivalent of PEEF (1024) and finds out
what screen code is at the top-left corner;
it should be a 1 for the letier A.

@ This is then incremented. Now the X
register holds the value 2.

@ The value in the X register is stored at
50401, putting a B next to the A.

® Again the X register value is
incremented.

@ The value is then stored at 50402,
putting a C next to the B.

® The X register is then decremented
iwice, back 1o 1.

® The value is then stored at 50403,
putting another A next to the C.

@ The value 1 Is now loaded into the

Y register.

® This is stored at 50800 and $DBO1, the
first two locations in the colour map. This
makes the first two latters white.

@ The value is then decremented 1o 0

@ Storing the value in the next two
locatlons of the colour map make the C
and second A black.

Because that's the largest number the
computer can store in ong byte of memary,
it resets to 0 when you incremeant past it.
And down at zero, when you decrement,
you go back to 255. The

¥ register works in
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IF X=5 THEN END? Well, in ML you use
compare instructions. You can compare
any of the registers with any numbser, or
memory location. The compare instructions
are OMP, CPX and CFY. However, thare i5 no
point comparing someathing unless you are
going to do something depending on the
result. For this we need branching.

N BRANCH OFF
A branch is a GOTO statement. Simpla
branching involves seeing if something is
equal or not egual to a number. So, for
example, you could try out this:
000 LOX 50400
C003 CPX #5001
C005 BNE $COOB
CO07 IMX
CO0B STX $0400
CO0B RTS
oo

That Inads the
value at §0400 into
the X register. It then
compares the X
reqistar with the

number 1. BME maans
Branch if Mot Equal
and the number
following it Is an
addrass. You wil see
that the instruction at
§CO0B is RTS which
ends the maching

¥ OV ¥V VY VvV V¥V

>

& PROGRAM 2.5
& MACHINE LANGUAGE

it i not equal to 10 you go back to §C002
and increment it again. You repeat that
until it does egual 10, in which case it will
not branch and will instead hit the rTS and
end the routine. That's lsoping in ML, and
it usually uses the X or ¥ register,
Bacausa ML is so fast, a loop like that
will be owver before it's begun. Lightning’s
got nothing on a short ML loop. You can
do things called nester loops. Take a look
at program 2.4. Tha Basic version would
take somewhere in the region of a very
long time to executa. The ML version will
still take & few seconds. In the ML you can
seg BME insiructions without any compare
instructions bafora them. This is because
the computer will sense when the X and ¥
registers have ‘wrapped' to 0. Remember,

cooo
coo2
coond
cooy
coos
COODA
coog
Co0D

LDX #500
LDA #8503
STA 50400,X
IMX

CPX #5F0
BNE £C004
RTS8

@ A zero is stored in the X register,
@ A threa is stored in the accumulator which is the
screen code for the letter C.

@ The value in the accumulator is stored at location
£0400+X. The first time around, the 3 is stored at
£0400, the next time at 50401, then $0402 and so on.
# The X index register is incremented by one.

@ The computer checks to see whether it has

exactly the same way
as the X register.

The commands thal
change the X and ¥

language routine. So,
it ¥ is not equal to 1 -
in other words, if the letter A was
not in the top-left comer of the

screen — than go 1o SC00B in tha

gimple mumiber.
You are not
restricted to using
the accumulator for
immediate or

N BASIC
10 FOR Y0 to 255
20 FOR X=0 to 255

absolute addressing.
You can use any of
tha three registers.

30 HEXT X
40 HEXT Y

ragistar are INX, DEX,
INY and DEY. Thesa
stand for IMcrement X,
DEcrement X,

Try program 2.2 out N MACHINE LANGUAGE /" 8
= remamber, » 0000 LDY #500 DEcrement ¥. Enter
entering it in a way > COD2 LDX #3500 program 2.3, a shor
that your monitor » CO04 INX ML proglet. Now clear
understands would » CODS BME SC004 the screen and hype A
be sensible, and » CO07 INY i s0 that it
execute it with > CODE BNME $C002 appears in
@ coon. Thare's a » COOA RTS the top-laft
full explanation of > CODB comer of
how it works given in the screen.
e W LINE-BY-LINE ANALYSIS Move down
start of screen @ The Y and X registers are loaded the scraan
mamory, and $0e00 ERVITHRGERTEINEN N a bit and
is the start of @ The value in the X register is axecuta tha
calaur mamaory. incremented by one. code with
@ If it has not wrapped round to G C000
N COUNTERS & LR T from your
Things that count increments the value again. monitar,
are called counters. ® The value in the ¥ register is You should

It may not strike you
as a word-shattering
statement, but it's
true. In ML, the X
and ¥ registers are
usad for most
counting. simply
because there are
instructions devoted to doing just that, The
problem s you have 1o leam some new
wiords; like counting upwards is called
incrementing, and counting downwands is
called decramanting. Adding cne to the
value in the X register is incrementing the X
register. Likewise, decrementing the X

incremented by one.

@ If it has not wrapped round to
zero, the routine goes back to the
instruction that loads the X register
with zero and does another loop
incrementing that.

see ABCA appear along
the top line; the first
two letters in white and
the second two in black.
The INX, INY, DEX
and DEY Instructions
are called implied.
There is no oparand, no
number after the instruction. Wherever
there's no number, it means it's implied. In
this instance the implication is a 1.

N NO COMPARISON

You've sean the ML equivalent of X=X+1
(), 50 how would you do something like

program. Otherwise, add one to the
X register and store it at $0400. This
will change the A into a B.

There are eight different methods
of branching, but we'll only look at this one
and BBQ, Branch if EQual. i you changed
the BNE or BEQ, the program would go to
$cooe only when the X register is equal to
1. Every other time it would add one to the
value and store it back to §0400.

A little ater in the series we'll look at
the other six methods of branching,
because if | toid you all about them now
your head would probably explode with
the amount of info trying desperately 1o
find spare bits of your brain.

N GOING LOOPY

Looping is the art of changing a number
from its starting value into another one until
it reaches its ending value. In Basic, FOR
¥=1to 10:NEXT X is a loop that does
nothing exciting. In ML the equivalent is:

» CO00 LDX #501

» COD2 INK
» C0D3 CPX
» CO0S EME
» CODT RTS
» CooDB

You load the X
register with the
value 1, then you
incremeant it, 5o
that it becomas 2.
You compare it
with 10 ($0& in
hexadecimal) and if

H#50A
$C002

30 tell you all about 2ero page and will giw
ROM routines that will allow you to print to the
and input from the keyboard. Don't have nightmares.

reached 240 ($570) yet.
& Il it has not, the program goes back to store the

accumulator at the next location.

they go 0,1,2...2564,2585,0,1... and the
branch will occur everny time until the
register is reset to Zero.

N INDEXING
The X and ¥ registars are aclually indax
registers. Indexing is the procass of adding
the contents of a register to a number in
order to make a new number. For example,
X=5:A=PEEK | 1024+X) in ML would be:
» CO00 LDX ®505
» CO02 LDA 50400,X
» 0005
The value of the register is added 1o the
value given in the load instruction in order
to calculate the addrass. You cannol use
indexing with immediata addrassing.

So try out program 2.5. You should
have no problam working out why
the first six lines of the screen P
are fillad with the letter C. . D

N NEXT MUNF

Thera's more about indexing next month, including how o take
the first five characters of the screen and repeat them all the way
along the bottom (though why yo
completely beyond me). I'll explain acc

do that is
g

modes, go into more detail on implied addressing and will cover
jumping and returning S0 that you can create sub-routines. Il

some useful
B Llr;:;‘;l_:rrg,'
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KT GAME DIARY
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aiming to write U AN %
the best C64

beat-em-up ever. This month Jon relives
the trauma of trying to make it the best-
sounding beat-’em-up ever as well.

gs! It scrolls! Weill, it was a great personal
triumph for me (as you'll know if you read
last month's diary), but that was just the
first hurdle. And the hurdling continues
this month, but someone’s made the
hurdies a bit higher this time. Er, it was me, actually; | will
just keep on getting these wild, groundbreaking ideas.
Mow I've got the scroller working, it's time to start
balting other important parts to the main routine - like the
sprite multi-plexor for instance. Armed with a hammer,
nails and a screwdriver — and after almost blowing up the
CE4 — | get to work. Before all that, though, remember me
mentioning last month about the scroller moving at 32
pixels (four characters) every 50th of a second? Well, it
was just too fast; so | decided to give it a maximum speed
of 16 pixels (two characters) every 50th — even this is pretty
damed nippy, but at least you can see what's gaing on.

NEW NAME, NEW JOBS

There's been a re-shuffle of the team-work and a
change of name. Paul's still doing the music, but
Phil's going to handle all the graphics and
INTROVEND SEQUENCE programming, while I'll be

coding the game itself! Also, we've scrapped the
SPACE-TIME group name, and are now formally
VISUALIZE DEVELOPMENT GROUP, as we're
recrulting more programmers, and the new name's
more appropriate. That's how it's going to stay folks!

I've also managed 1o compact the scroll code, which now
operates under a super-fast processor time of up to $20
rasterlines, on-screen. I've been working on a 4x4 Block
and Map editor as well and it's tuming out guite well. I've
based the Block and Map idea on the SEUCK-style
struciure; you can make and use up to 256 different 4x4
blocks with colour in every character, and plot this in a
massive 25 horizontal line screen map. This can all be
saved to disk and used in anything! I'll be using this
editor in future high-speed horizontally-scrolling games.

Extra parts | included in the map editor include the
ability to split the screen colours; this gives us more
colours to play around with and will allow us to make the
backgrounds look as good as if they were created in
Bitmap mode. You can even load in music that you can
listen to while you work. I'l be adding a character editor
to whole utility next, which will be even bettar.

| had a few gualms about including samples. The trouble is
they take up loads of memory and raster time and also
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interfers with rastar interrupts.
Thiz last problem is the biggest
becausea the scroller needs exact
interrupt timing, as do the multi-
plexed fighter-sprites, otherwise the
game would totally gliteh everywhere, and slow down.

But I'm going to attempt it anyway — yes, | am mad. I
| can get it 1o work, though, it'd be a massive boost for
the C&4 and also for the game in two ways, first, there's
never been a full-screen, colour, scrolling game on the
Commodore 64 with samples, and secondly, I've
developed a system which can play all three channels
and a fourth with samples = only it works perfactly on any
C64, even the NEW C64; 50 no
mare gquiet samples. And for the
first time ever on national 64 TV,
they can be filtered — WOW!

From all the types of sample
routines to try, | opted for the
synthasis style as this uses less
memaory. Both Fist games use the
synthasis routing, so | decided 1o
test my own version on their
samples. This saves me tima. as
it's harder to do synthesis samples
than, say, trua samples which I'd have
to do manually. And don't forget — this
may not operate with the scroller.

A FEW DAYS
LATER...

| ran up against a few problems
with the real-time timing of the
samples, They were playing okay, but
just didn't sound right and you couldn’t tell what the
hell all that noise is about. Aarrrgh! Ahhhh... (er
iz that your imprassian of how they
sounded? — Dave) No,
that was me when |
found out what was
happening - the routine
doasn't oparate under
MM control, it will only
work under IRQ interrupt —
not good news since the
scroller is under IRC.

I've come up with a last
minute ditch attermpt of an
idea (If that makes sensel),
The IRQ holds two timers — A
and B. The main Intarrupt uses
timer A, and timer B can ba

h x-

- e

Don't panic; these m just
test graphics. The final
ones'll be great, trust us.

usad for real-time applications, like samples!
It's not going to be easy, though. In fact,
] 7 ir's going to be damn near impossible. 've
| | gotto calculate two IRQs at the same
time, with exact scroll and sprite plexor

| ||
AN
\ |/ timing! I've got & headache.
N\\//

\\| A FEW HOURS LATER

] B What s that the time? 8:39 am? I've been
awake all night trying to get that sampling
working. It's not laoking good — the samplas work fine,
but the scroller is flickering all over the place. I'd
better get some sleep and try a bit later....

It's much later the same day now and | still can't
get it to work, but I'm not giving up! Looking at my
watch - it's 4:13 am, and I'm screaming my head off

waking up the neighbours... YES, I've finally done it
I've even coded the sprite multiplexor and everything's

working fine. There are now 54 sprites on-screen at
once plus a full-screen, 16-pixel scroll with graphics in the
borders, along with perfect samples. .. and there's not a
glitch in sight! Good eh?!! Is there nathing the 64 can't da?

I've re-written the sample player routine and have

compacted my own samples; they're only 5700 in hex
which is smaller than your average character sat! The new
player can change the speed of each sample, skow it down
or speed it up. It can also play the samples backwargs,
which works quite well, and sounds weird. What we can
expect now is a game with loads of
differant samples, unlike the past beat-am-
ups which have about three at the most!

['ve also bean warking on the
computer's intelligence. Although |
haven't had time to test it yet It works
something like this: imagine your sprite
i= on the far left side of the screen, and
the computer player is on the far right.
The intalligance routine will calculate if
the computer player is within attacking
distance:; if not, the computer
will move lowards player one,
and test the routine again. If the
computer player is within
attacking distance, the CE4 will
calculate which movas would
conmect; it will then salect a
random move from the ones
available, As you progress to
harder levels, the computer will pick
the mora powerful moves mona often.
The routing needs ONe mMore
addition — a response timer! This is
where, say, on NOVICE level, the
computer will take about four seconds to
operate evary move, but as you progress
through the levels, this time limit will gat
shorter and shorter. By the time you've
raached 10th Dan, the computar will be
responding instantly.
So far 've done a few test graphics
for the backgrounds; although they
look rubbish they're just there to get
the feal. Phil's sorting soma proper
graphics; so stay tuned for pan
four, when you'll really
see the game really
taking shape! c.
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From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the
C64; Mayhem in Monsterland is an intriguing blend of fast,
frenetic platform action, with five wickedly cute levels to
explore. Featuring the cutest dinosaur ever to emerge
from the Jurassic period, you’ll soon forget all about Italian
plumbers and spikey blue hedgehogs.

—= * First video game to receive 100% *
1 * Super-fast full screen scrolling *
7. li ’ " | #* Fully interactive soundtrack & SFX *
- le..- * Amazingly detailed graphics *
* New non-standard colours %
* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)

J CASSETTE £8.99 [ 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.




HURRY - LIMITED
STOCKS!

SPECIAL OFFER!

THE MAGNUM PHAZER GUN
(FOR THE COMMODORE 64/128)

Enter a new phase of computer entertainment with the Magnum

Lightphazer. Unleash your imagination and take up the challenge

of the six action packed games included in the pack.

+ = -‘EIIH:I.I.G.

Games as follows:- Operation Wolf, Gunslinger, Cosmic Storm,
Ghost Town, Baby Blues and Goose Busters. (IDnfferent games
available for Amiga, Atari ST/STE, Spectrum and Amstrad
computers).

RRP £29.99 OUR PRICE £12.99+ £2.50 P.P
PHAZER GUNS ALSO AVAILABLE FOR THE ATARI ST/STE REP
£39.99 OUR PRICE £12.99, THE COMMODORE AMIGA (ALL
MODELS) RRP £39.99 OUR PRICE £14.99, THE SPECTRUM 2A/3A
RRP £29.99 OUR PRICE £12.99, AND THE AMSTRALD 464/6128
RRP £29.99 OUR PRICE £12.99
LIGHT PENS ALSO AVAILABLE FOR THE COMMODORE 64/128
RRP £29.99 OUR PRICE £16.99 AND FOR THE COMMODORE
AMIGA ( ALL MODELS) RRP £39.99 OUR PRICE £16.99
PLEASE ADD £2.50 FOR POSTAGE AND PACKING FOR
THE ABOVE ITEMS.
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In the beginning there was “Druid”, hailed as a milestone game at the time of its release. Then

came “Enlightenment” and now there's Warlock the Avenger, the third game in a classic

world of Belorn, where the evil lord Acamantor has returned to hold the land in his grasp
Strive to reawiaken your ancient spells and find your way through eight trap-strewn dungeons,
overcoming unknown obstacles, locating secret passage ways and keeping Acamantor's
monstrous minions at bay. Your task is to find and destroy the evil power. Only by unleashing
the arcane power of Chaos can final victory be yours.

use elemental forces to cast the most .l1|I-L|I'~I-- spells PRICE £5.99 INC.P/P
* create Golems and work together in the two player game

* avaid gigantic fire-spitting skulls and Acamantor’s teeming army of monsters

C64/C128 PRINTER INTERFACE
The CH4/C128 printer interface is designed so that you can
connect almost any parallel/centronics (IBM compatible) printer
to your Co4/C128 computer.
Complete interface with lead:- £29.99 inc P/P
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onEmodone O pOWET SUPDIIES ... s risnnnssb e s s e b cEE LA £22.99
mmodore 644128 compatible cassette recorders ... — LR
DmaTHsdore cassetle ||.,,'.\_I -_|l_'|||.\,|:_:'ll,'-_|.l';|"\| v T o B P SRR SR R FR R L i.“'-Itdl';l

28 light guns & pames casselie........... = AR £29.99

C64/C128 COMPATIBLE DATA
RECORDER

£19.99 inc P/P gfmrfuﬁa
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Replacement cassette recorder plug and lead .........cocvimmiersmsssesrsisnserrees £5.99
Commiosdore 64 USer MANUALS.. ... ..ceamrriammimmrr e ssisimmn st tasssmss s B - By
Commadore R.F. Leads {computer to TV) ... s mam etk Rk F ¥an s ks RN RRE G £3.99
Commdore GAc IO EIOES . .o ee i seses rerisssssssit4smss0s bss ssksssissas seprras R
Commodore printer/disk drive lead (6 pin ding .....c..comereiimmirmimsssisssoeii £5.949
Commodore colour monitor leads (din £3 ]‘lhl!ll1l.'l_l .............................. k6,94
Commodore light pens & software (cas/disk) ........... S i e £29.99
Commodore CO4/C128 paralle] pnimter imterface ... A s By

DO YOU SUFFER WITH C64 TAPE
LOADING PROBLEMS?

Have vou ever purchased a game only to find that it won't load! The most commaon

reason for loading difficulties is caused by the tape head being out of alignment with

Commodore C64/C128 compatible Data Recorders
with tape counter, fast forward, rewind, stop/eject,
play and record facilities. Supplied complete with

lead and ready to plug straight into your computer
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- Designed by Dene Carter, Warlock the Avenger takes the player yet deeper into the dangerous
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X the casselie tape. The asimuth tape head alignment kit enables you 1o re-align your
J  tape simply and guickly. 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 asimuth screwdriver plus full instructions. Only £49.9%

<  Alignment kits also available for Amstrad CPC 464 and for the Spectrum computers

Please state which computer when ordering

If vou would like to be put on our regular mailing list for special offers -ase write and advise us stating which computer model you have. We also

deal with Spectrum, Amsti \tari, Amiga and PC Computers,

ALL ORDERS SENT BY RETURN: CHEQUES/VISA/ACCESS/PO’'s @

TRADING POST

VICTORIA ROAD, SHIFNAL, SHROPSHIRE TF11 SAF TELEPHONE /FAX (0952) 462135




