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AND GET IT MAK 10TH DAN

European P |
e Emﬂ'ﬂfﬁ?mﬁ; N 33 COMPO: GET YOUR
OWN €64 GAME PRODUCED

CF gives you the exclusive UK Go on then, prove it. If
reviews. Best of the bunch so you reckon you could Here's your chance to design a C64 game which the
Electric Boys will turn into a real, commercial game.

far, without a doubt, is this - design the ultimate
GAMES
18 LIONS OF THE UNIVERSE

pulse-pounding R-Type-alike. T— CB4 game this is your
But just how good is i1? And chance to see your concepts

Why not cockroaches of the universe? What's wrong
with cockroaches? Can't a cockroach be a hero?

does it herald a new age in C64 turned inta reality. And you could win a disk

software? Find out on page 18. drive into the bargain. Howdy-doody.
We're not sure what this translates as, but we hope that

it's not German for something rude about waggling.

Cute platform action. Some things never change.

20 SUPERNIBBLY

I's Snake meets Pacman in a massive puzzier that's
really a hell of a lot better than it sounds.
First Samural gets the full

Gamebusters treatment. Plus,there’s B ¥ B ' B 0.7\

a plethora of other POKEs, tips and Interview with Binary Zone sponsored by Sprocket's
chaeats that'll make you an instant Sprockets, the sprockets you can trust.

expert in over 20 different games
25 GAMEBUSTERS
22 PD FORMATY You can do it. We can help. Together we'll bust these

What connects Binary Zone PD, games and make the world a better place.

e SERIOUS STUFF
14 TECHIE TIPS

oA Lk h b Lkl ks EZ R Seftware and (snigger)
o M R . _ Droitwich? One man - Jason
S . s . i Mackenzine. PD Format braved Jason Finch - he's one seriously clued-up dude when
PR RER Siemch il o ridicule and went to Droitwich to it comes to the C64. And we pay him tons, so make
e R {s ‘u“ml " | ' discover how the man manages to use ol him, okay. Make him work. Hard.

S O N run three different companies.
31 MEAN MACHINE CODE

‘We're more than half way through this machine code
tutorial now. Feel ready to write Mayhem 2 yet?

All the latest news from the C64 scene, sponsored
by The Beckenham Post, the paper with the mast.

33 WRITE YOUR

BT8Pty those bats. They
= don't stand a chance
18 GAME REVIEWS o%a when First Samurars

: & begn Gamebusted...
A picture says a thousand words apparently, so see if i 3
you can work out what we're going to say about
these games in the reviews from these screenshols...

19 BOBIX

L]

RATAHTS

10 ON THE POWERHCK...

TILT .
Gﬂhhlhmlhﬂ.hlﬁ'ﬂllﬂ[lmﬂr.m [ b

| thal large) detour through the rest of the alphabet. .

Reduce the city to rubble and rescue the captives g - : O LETTERS

who are begging to get out of there alive (it sounds a T The Mighty Brain defends himself against all insults.
bit like Birmingham, really). ; Sponsored by British Beef,

The everyday story of a small green blobby thing i :
~  Your chance to ‘catch’ those issues you missed.
versus a never- ending stream of geometric shapes. Sponsored by Bert's Tackle Shop, Canterbury.

REPEL R
High-speed, PD shool-"em-up action in a great little i 2' SI.IBSC

game which spits in the eye of subtlety. Hah! L i Sponsored by The South Devon Coven.
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Nibbly: limited tape offer

GERMAN I GAMES 1O BE SULL
DN TAPE FOR SIX MONINDS

The Electric Boys have announced that when they finally get the rights to
distribute the German CP Verlag games, they will be making them available

on tape for the first time ever, but only for six months.
The games, some of which are reviewed
this issue (pages 18-21) have been written
specifically for disk use, and so tape users
might have some multiload nightmares. But
the Electric Boys hope that by making them
available on tape, they will show tape users
what they're missing out on, and encourage
them to buy disk drives.
For more details you can contact The
Electric Boys on T 081 668 7595,

NEW 8-BIT MAG
IS BIG ON ADS

8-8it Mart iz a new mail order mag

So if your after some software or
hardware that you just can't get in the
shops, 8-Bit Mart looks like it could be a
good place 1o tum to.

You have connected to the C64 news net. Prepare for
information download. Dave Golder is your cyberhost...

devoted to the 8-bils. And when we say
mall order, we don't just mean you have
to send away to gat it; it's actually stuffed
full of advers for mail order companies
and small classified ads. An expanded
Uncle Dave's Buy-A-Rama, | suppose.

Thae first ish is out on 15t September
Mormally it'd cost you four first class
slamps, but as a special offer to CF
readers, editor Brian Watson is offering
you & sample copy for just two first class
stamps. That also enfities you to a free

THE GREATEST (COMPUTER)
SHOW IN THE GALAXY

This Future Entertainment Show
lark is shaping up to be a one
mammoth of an event, easily
eclipsing the last two shows, with
much more on offer for everyone
who's into any sort of computing.
While there are still going to be
loads of new games on show,
games workshops and and a game
theatre, there's going to be a much
bigger emphasis on the serious
side of computing. Not business
and stuff, but things like CD ROM,
DTP, electronic music, digital art,

that kind of thing.
And it'll
el
Enie

be much
more inter-
active, with
loads of
workshops,
& hmigh 2 L

co-Row

g PC ot

debates and demos which you can
take part in. And, of course, all the
latest technology and software will
be vying for your attention.

Basically, if you're into any
aspect of computers there's going
be something there for you not just
to see, but to get involved in.

It all takes place from 26th-30th
October at Earl's Court. Tickets
cost £6 in advance and ET on the
door. The ticket hotline is ™ 0369
4235 (honest, | haven't missed any
numbers off).

arl Courk 2
A pitober 199

& Consolis

small ad in ane of these sections: for
sale, wanted, help and miscellaneous
So if you want 1o get an issue, or if
you want to find out about advertising
rates contact Brian Watson, Harrowden,
39 High Street, Sutton-In-The-Isle, Ely,
Cambs CBE 2RA T 0535 777006

NEW ON THE "ZINE

Okay, so that heading is almost as bad
as 'Zine Scena, but give a mag a break,
okay. Commodare Computing Magazine
(CCMto its friends) is a new fanzine
with a ‘broad brief’

It'll lean towards the more techy side
of the G4 with articles in the first issue
about swapping memaory banks and
whether you should buy a monitor or a
will a TV do, as well as somea golden oldie
gamea reviews. It costs G60p an issue or £6
for 12 issues. Write to CCM, 65 Uplands,
Breacon, Powys, LD3 8HS
T 0874 G225668. Make chequeas
payable to Dave Forsey.

HEARD IT
THROUGH THE
GRAPEVINE...

Here are a few very non-official
bits of news that our network of
agents across the globe have
eeked out (or rather, a few
unsubstantiated bits of goss’ that
have been left on the office
answerphone).
@ The Electric Boys are raving
about a game they've been sent
from Poland. Though they're
keeping tight-lipped about what
sort of game it is, they are
currently in negotiations to get the
distribution rights in the UK.
# The Boys have also unearthed
another amazing piece of
hardware. Details at the moment
are sketchy, but rumour has it that
it could take your machine to 8Mhz
and give it a 1 meg RAM
expansion. Which basically means
that it could soup-up your machine
to an incredible level. More news
on that next issue hopefully.
® The C64 scene in the US seems
to be picking up at the moment as
well, with two new C64 magazines
being published within the last
couple of months, one
subscription-only, but both
commercial and not just ‘zines.
Both apparently have a techie bias,
and we'll try to give you a glimpse
of them in a future issue.
@ Rumour has it that a couple of
entrepreneurs from the CPC scene
are planning a semi-commercial
multi-format 8-bit magazine,
covering the Speccy, C64 and CPC.

THE ALL-TIME TOP 50 POLL

It's coming. Yep, in just two issues

CF reaches the big five-oh, and to
celebrate, we're going to be
publishing the a list of the all-time top
50 C64 games (and a bottom 10 worst
games). And who's going to be
deciding which are the best games
ever? You are! After 49 issues of us
telling you what we think, you can tell
us what you think. Will Mayhem be a
forgone conclusion for the number
one spot or have

CFs All-Time Top 50, Commaodore
Format, Future Publishing, 30
Monmouth Street, Bath, Avon, BA1
2BW before 1st September 1994,

And if you're writing in to the mag
for any other reason (TMB, Techie
Tips or whatever) take the
opportunity to cast your vote, And
you never know — any comments you
might want te add could find their
way into print...

et ot e ol et i e o

you got other
ideas? Is Cisco | o Favourite game .....ccceuessesas P ——— I
Heat the most | I
appalling travesty 1 m 2nd favourite gaOME ......cccccvicammsnnssnnnns |
of all time or do you | |
know better? | ‘ 3rd favourite GaEME . ...cocerersnensnns RS
All you have to | I
do to get your | Least favourite game....cccocmvenennans —
opinions heard is | |
fill in this form (or I Name .....cca- ssssssssrsrsrsarararasnnsnssasasnsnes |
produce a | 1
reasonable Address ....cccoccssssssssssnssssnansnnnnanssnnrens
facsimile of it) and : “ :
send it along to: U L L T TTT R P

r
1
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Knowledge is power. Power

corrupts. Ergo knowledge

corrupts. Therefore the Mighty Brain must be the most
corrupt being in the entire universe. Would you let such

a devious mind answer your letters? Too late...

Dear TMB,
| am getting sick of Commodore Format's
attitude - few pages go past without some
reference to the C64 dying out. “What!?" | say.
The CB64 has gone from strength to strength
ever since the software houses left the scene.
Mo company (except Thalamus Europe) ever
pushed the C64 as much as Jon Wells, The
Electric Boys or Digital Graffiti have.

As CodeMasters especially began to churn
out game after game, all of them completely

@ If you know everything why don't

you write the whole mag?
J Wilford, Leicester,

Because | don't get paid to. TMB

® What's happened to Germ Alert? it

looked great in the preview.
K liford, Doncaster

Jon Wells is still working on it but the
only assurance he'll give is that, “It'll be

out before 10th Dan.” TMB

® Which do you prafer — Star Trek,
Star Trek The Next Generation ar

Deep Space Nine?
Gary Bailey, New Cross

_I prefar The Next Generation, though Trai
|r_rila!e.*.: my synaptic membranes a bit at
times. Ollie, of course, prefers classic
Trek (why ‘of course’? Are you implying
'm long in the tooth? — Oflie), while "
Dave's completely off his trolley and loves
Deep Space Nine (he likes women with

wrinkly noses apparently). TMB

dud, C64 owners everywhere thought, “stuff
this for a lark,” and bought a SNES. Fair
enough. Who wants hundreds of yawnsome
Dizzy remakes when you can have excellent
graphics and superb sound even if, perhaps,
the playability Is not as good?

But now that C64 games are becoming
fewer and further between this does not
mean that the C&4 is dying out. Now we can
expect good quality, as the games that are
written by C684 enthuslasts, not fat, overpaid
lamers who have been forced to write
conversions from other formats.

® Did you realise that your name Is an
anagram of the phrase ‘Might by the
rain’? (| bet you answer this in a very
vague way or you just say something
like, “Yes,” or “Wrong”.)

Zyrax Werewolfia, somewhere in the
region of 4.5 million light years away.

Ah, but did you know Dave Golder was
an anagram of ‘dog led rave' and Ollie
Alderton translates as ‘reliant old ‘cle'?
How's that for not answering in any of the
ways you suggested? Is it rude to :;mswer
a question with a guestion? TMB

@ Is it true that the first Seymour
adventure was actually originally
written for Dizzy?

Gary Balley, New Cross

It sure is. CodeMasters reckoned that the
Hollywood setting was too realistic for
Dizzy, and that he should stay in ‘fantasy’'
lands. So they created the grittily realistic
walking potato for Seymour Goes To
Hollywood. And the world has never
been the same since. TMB
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So please, stop taking the pathetic attitude

of the software houses; the CB4 is doing better

now than it ever has, with programmers
using every byte of data to the limit,
fanzines springing up everywhere, and
more people leaming to code their own
blockbusters. So repeat after me,
nation: “The C64 is not, repeat NOT
a dying machine.” Thank you.
Kevin West, Wivenhoe.

’ Hold up there a minute, matey. CFs
attitude is not that the machine is
dying — in fact we've been printing
article after article proving the exact
opposite. The only point we are making
is that it's up to you lot to make sure that
the CB4 continues to live up to its potential.
The reason companies stopped making
games was because they weren't selling as
many. And that was because CE84 users were
{foolishly) moving onto other machines. If we want
to keep this machine going then we have to
support the companies which do still support the
CB4. If wa make out that things are all hunky dory
then pecple will become complacent. People need
to know the real state of the scena so that they
can do their bit to keep it going.

Yes, the C64 is a great machine, and the
patential is thare for it to continue to grow and
develop in a number of exciting ways (see the
letter of the month) but you lot have got to do your
bit, and, personally, | reckon you'll be spurred into
action more Iif you know how vital it Is for you take
an active part in the scena. Just waiting for the
next game isn't enough. TMB

ABSOLUTELY NO WAY

Dear TMB,
1 only started getting Commodore Format with
issue 28. | don't get it very often (in fact, not at
all really). | c - 8

think that the & -
solutions to

There'll be a solution in the mag soon
but we don't do a personal service.

Dizzy were

in earlier
issues. |
wonder if you
could send me the complete solutions and
maps through the post. This may be asking a
bit too much, but I'm not a computer whizz
kid. I'm afraid that if you publish the solutions
I'm not going to buy that issue and I'll miss
my chance. Thanks.

Candice Bryant, Boston.

So you expect us to send oul solutions to someone
who admits they rarely even buy the magazine?
Try lying next time. It might help. But probably not.
In fact what's the point in answering this letter,
since you probably won't ever know if it's been
printed? Good grief. TMB




JEALOUSY

Dear Mr T Brain,

Please, oh Mighty Brain, would you be kind
enough to print this letter. My cousin has had a
C64 for ages, and when | set eyes on his games
| feit so jealous that | just had to have one
{which | am getting for my birthday). | still can't
wait to play the games on the covertape.

Anyway, here are a few questions...

1 Are you hologram (dead) or human (alive)?
2 Which company, in your opinion, is the best
producer of C64 games overall?

3 Do you think SF2 is worth buying?

Thank you oh, Mighty Brain.

Richard Spooner, Hull

1 Erm, well I'm neither a hologram or humanoid,

but | am alive. The suggestion that you have to be

humanoid to be alive seems a bit xenophabic.

2 I'm tempted to say Apex because every game

they produced was a classic (Creatures fand 2,
Mayhem In Monsteriand),

but their output was
hardly prolific. Thalamus, who released a couple

What is it that sets all those stuck-up Amiga
nndFanmrslptrtlrmu-l:mmhuwnm?
Well, it sure ain’t the hard disks, 3.5-inch floppy
drives, processor speeds, scanners or even
quite useless things like genlocks because
ﬂm-maﬂwalhhlnmﬁﬂmﬂuﬂmuﬂ
be their arrogance.
Let’s analyse the arguments:

1 A PC/AMIGA IS FASTER. -
Illrbon,hmwldm‘thmmndw
wmnﬂmtﬂwupw
mm.hlhnmldﬂﬂtﬂuumdmudyn
cartridge which sped up the 64 to
mmm'smmm
our 64 to Amiga 500 speed, ie,
8Mhz (it's called the Flash 8),

2a A PC/AMIGA HAS

MORE MEMORY
Boloney. Lots of Commie

owners don't see the need for

a RAM expansion but the
largest | know of is 16Mb.

2b WELL, AT LEAST

PC/AMIGA FLOPPIES HAVE
MORE STORAGE SPACE.
wmngwlgn.cﬂnudhtm
com 3.5-inch disk drive

(R e with 3.2Mb of
2¢ HAH. BUT YOU CAN'T HAVE A HARD
mmmrmmwnmmns.
Du!hllrllluhtmatm?mmuﬂn
m-mmmmnmummum- 8s-,
170-, 240 or 340Mb. j

3 MY AMIGA HAS A GENLOCK INTERFACE
I:lon'tmmmuunﬂmhﬁmbn.hﬂlh“

5 A PC IS MORE FLEXIBLE.
See all the points above. Need | say more?
So where can you get all this great stuff?
H::lr-mnmunyoum,
@ SCANNTRONIK, Mugrauer GMBH, Pa
! ' rkstrasse
ﬂ.mmhmlmu“,g,m
Video digitiser DM258 (about £80),
:?IMM{MMH,&
SCOUNT 2000, Tornbergstrasse 1
53340 Meckenheim, Germany. i o
Flash 8 (8Mhz for the C&84/128
DM398 (sbout £120), plus 1Mb RAM)
® CMD DIRECT SALES, Postfach 58,
A-6410 Telfs, Austria,
HD 200 (240Mb hard disk).
DM1399 (about £425).
FD 4000 (3.5-inch floppy
drive) DMS75 (about £175).
And finally, RAMLink (4Mb
RAM expansion) DM785
(about £238).
M.H’“m'm"
“:“"m'”"!'ﬂllr;ﬂhm
- through ads in a
hmwmﬂmmm“.mmh‘"
you can afford it, I'd say, “Go on, buy the stuff
and baffle your friends.”
Peter Maasen, Wijnakker 13, 9201 JH Drachten
Holland (full address printed on request),

What else can | say, but thanks for all that info? In

fact, from next issue we will be starting a series of

hardware features along the lines of 'Getting The
Maost Out Of...", s0 expect to see a few of tha
products you mentioned getting the unique CF
treatment in the coming menths. Oh yes, and if the

is @ C64 genlock available.
4a ON A PC YOU CAN USE A SCANNER,
Scannertronik sells C64 scanners and DTP

of the Apex games (as well as Healseeker,
Armalyte and Nobby the Aardvark), scored
consistently highly, as did System 3 (the Ninja

saries, Myth, Tummh?rgs}. programs to use your scans in.
3 On the '64 Street Fighter 2s good, but not that 8B ER, | MEAN A VIDEO DIGITISER Flash 8 sounds interesting, have a read through
good. If you want a top-grade beat-'em-up then See argument 4a, Snippets and try putting two and two tugathgr_g|

the ancient-but-still-excellent /K+ is worth a can say no more, my synapses are sealed. TMB

butcher's. And 10th Dan, when it comes out,
should be pretty good as well if it lives up to its
promise (which could be hard). TMB

WHAT NEXT?

| have recently started trying to put POKEs into
games so that | can get infinite lives, etc, etc.
After | type in the listing printed in the
magazine, | save it under a name then run it, but
| don't know what to do next. Please help.
Stephen McKenna, Glasgow

two people saying, “Hello... Hellooooo...?!

Hmmm..." and then they hung up. Weird, eh?

B Remember, “Anfrungia orm Froxnumo!” Is

this good Galgafrasian or what?

6 How come everybody is making such a fuss

about violence in computer games,

but they don't say anything about

programmes like Intrigue by that

Taboo artist (who? - Ed)? If they
ban games with blood and things
then the people violence doesn't
have an effect on will feel bored
after a while with seeing Ninjas

' turning into fairies and going

poing onto the ground.

Joss Tucker, The Netherlands.

BEGGING FOR IT

Dear Brain,

May | ask you a few questions? Please? Can 17
Come on! Let me ask just a few questions to
help fill up your page and let you get some dosh
out of the CF plggy bank. Thank you,
here they are...

1 How do Mighty

Brains multiply?

‘2 Does Simon Forrester
like Sepultura?

3 Ha, ha, ha. Maybe you're
not so mighty after all,
because in issue 46 you told
A McGlane that there weren't @500 25
any Mario games for the C64,

When you type RUN you should then be confronted
with an option along the lines of INVINCIBILITY Y/N?
Type Y followed by RETURN. Now PRESS PLAY
ON TAPE should appear, so insert the game the
POKE has been designed for and, indeed, press play
on your datassette. If that doasn’t work, you've

obviously typed the listing in incorrectly, a commaon

tault when it comes to fallible humanoids like yourself.

The whaole process is explained in full in a rather
disturbing walk-through (starring that odious Leach
person whao used 1o work for the magazine) back in
CF24 which, as Dave would no doubt infarm you, is
available through Back Issue on page 17. TMB

but this is far from true. There are actually two
Mario games for the C64 — Super Mario Bros
and the classic Mario.

£ When | tried to fax Jon Wells (you could just
make out the number from the fax he sent to CF
that you printed) something dead strange
happened. Instead of my fax being sent | heard

% Mental arithmetic — we don't need calculators,
2 5imon reckons that Sepultura are the next
evolutionary development along from Spinal Tap - |
think we'll take that as a, "No.”

3 well, yes and no (you knew I'd try to wriggle out
of this ane). | admit that the original Mario Bros

September 1994 »
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8 LETTERS

game was released on the C64 years ago before
Mintendo began invading the home console market.
In those days they would license out their coin-op
creations to other companies, which they certainly
won't these days. Anyway, the game was dreadful.

The Super Maric Bothers you mention is, in
fact, a PD game doing the bulletin board rounds in
the US. Unfortunately, it is completely unofficial and
illegal and if Nintendo find out about it, they won't
be very happy. PD games might not be eaming
their writers any maney (in theory) but that doesn't
mean they can rip off other companies’ creations.

So yes, Maro is on the C64, in the form of one
rubbish antique which you probably won't be able
to buy anywhere, and a couple of illegal PD copies
versions. And it's very unlikely Nintendo will allow
another official Mano game to be made.

& Ah, you fell for our cunning trap — ahem.
Actually, Jon hasn't got a fax and he sent the
sketches which were published in CF45 from a
shop's fax machine. So you were probably trying to
get through to Prontaprint.

5 Almost, but not quite. The conjunctive use of the
ferale version of orm used in a sub-retentive
clause such as this should always have the ‘o’
sound (fl in the native script) replaced with
something akin to a Welsh ‘I inflection (* in the
native script). Otherwise you might find yourself
married to a small grey furry blob.

6 vYes, indeed, the idea of a world filled with
games in which Ninjas turn into fairies that poing
anto the ground does sound very frightening. But
so does a world in which anything goes and
violence can be shown without any restrictions
whatsoever. To ban violence from games
wholesale would be disastrous to the development
of games as a true art form (and believe me,
interactive entertainment will be the popular art
form of the 21st century, like the maving picture
was the popular art form of the 20th century), but it
does need to controlled, which is why the voluntary
certification of games by the major softwara
companies is a good idea. TMB

NEVER SAY NEVER AGAIN
Dear Mighty Brain,

Yes, you wera right again. It is dangerous

to say, “never” (especially if you're on
Galgafrasis 7 where it roughly translates as
something you'd receive the death penaity for
suggesting). What I'm referring to is the letter
from A McGlane in CF486.

Recently | got a disk drive (Mkll) from a lady
who obviously didn't know what the heck a C64
could do for just £30. And then one of my
father’'s friends from work gave me absolutely
loads of programs on disk.

The thing is, most of these proggies he
gave me were from the good old US of A and
were freely available on bulletin boards (BBSes
if you want to be technical). He couldn't believe
there were no BBSes in the UK (if I'm wrong,
please correct me) as in the US there are at
least 150 in every city.

When | called up a bulletin board in America
(er, don't tell my parents about that, okay) |

Ny

final lines? How about, "It was

mmwmm"mrm._
“Look at me, Ma. 'm on top of the world"?
Then there's the classic, “Wwe'll always have
Paris.” But none umm;ﬂnmm

1;uﬂmmmmm!"'“-
the address you need is TMB, Commodore
Format, Future Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW."

found tons of programs that are unavailable
over here and my mouth dropped.

| don’t know if it's legal to put some of the
stuff that's on these boards on the covertape
but it would be great if you could.

What I'm trying to say to all other readers
is... get a modem and call these numbers (dial
0101 for America first)...

213281 6772 609 646 5194

213 836 2381 416 574 6899

305 288 9499 705 556 7521

301 761 9468 813 526 3493

813 526 6542
There is definitely life in the old Commodore 64
for ages yet, and the amount of software for it is
simply staggering. Hooray!

David Curran, Bicester

You might remember that last month those
humanoid members of the crew promised a comms
feature for this month. Well, true to form, thay
couldn't get their act together and the feature has
been delayed a couple of months,

But fear not if you want to get hold of all the
amazing games David mentions in his letter (apart
from any dodgy Mario games that might be floating
around the phone lines, of coursa) and you haven't
got a clue what to do with a modem, because CF
will be giving you the complete beginners' guide
very soon. If those human members of the
crew can get their act together. Which F
would be a first, let's be honest. TMB
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FooTaLL aNAGER 7+ e kT 299 thowas e tanicenoe 199 | (OUR CHOICE CASSETTES - 10 GAMES FOR £6.00 rion/ Bl
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— Do the very beat in C6@( 128 Public Domain —
PLEASE CALL US OR SEND A BLANK
DISK AND AN S.A.E. FOR OUR
CATALOGUE DISK, OR JUST AN

S.A.E. FOR OUR TAPE
CATALOGUE - TODAY!!

* SOFTWARE COMPILATIONS =
A mixed collection of PD Gomes, Demos, Music, Utils etc on five disks] .-.E5-00
Mommoth compilation of over 75 PD Gamaes - spread over 10 disks! ... ET10:00
Five disks of thoss invaluable utility programs - Disk copiers ek .. --E5-00
Taxt adventures! Five packed disks full - Greaat Stuffl ..., ...£5.00
Another batch of handy utilities - ten disks of "am ¥ o ..£10.00 |
More text advanturas! A must for all yvou adventuress| (5 dl:h] ...E500 |
Compose music in fine style with this five disk mix of fab music editors! .+ 8500
Dightised music collaction! Somples from UB40, Sam Fox, Prodigy efcl |, ...E5.00

YYVY HEY YOU! CHECK THIS OUT MAN!! YYV
Ei PRGN, OFFER...SPECIAL

wWPECIAL OFF

PD GAMES @ MUSIC @ GRAPHICS @ BUSINESS
UTILITIES @ DEMOS @ DISK MAGAZIMNES @ PRINTSHOP

T e |
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-

Commuodone &4 powWer SUPPLIES. ... £22.99
Commuodore 64/128 compatible cassette reconders ... £19.99
Commadone cassette head demBgnEZerS. ... s £9.99
Commuodare 64/128 light gun & games (cas & disc) £29.99
Replacerment cassette recorder plug and 1ead ............covvvssnee e £5.99

Commodone 64 user manuals.........
Commodore R.F Leads jcomputer to TV]......... B R

Comeneadons G OB ..........o.ounsmvsscasismmismnssmmnssms simsinsasrsas sinssas E9.99
Commodore printer/disc drive lead (& pin din)........ocvinnnnnene. E£5.99
Commodone Colour monitor leads(din/3 phono........ PR £6.99
Commodore ight pers & software [cas/disc] ..., E29.99
Commodone C64/C1 28 parallel printer interface..........ccnnn. E1999

C64/PARALLEL INTERFACE TYPE 92008/G

The Cé4/Parallel printer interface model 92008/G is designed to connect
almast any paraliel printer to your Vic 20 or Co4 computer, and will also
operate with the Cl16, plus 4 and C128

Tegether with most types of printers, the interface will be fully compatible
with the CEM printer MPS 801, Other printer types [e.g. daisy wheel printers
or printers that do not have graphics capability or have an unusual kind of
graphics) will be able to print all ACSI characters and all printer functions
will be available

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

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

Price £29.99 Inc p&p.

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

We also deal with Spectrum & Amstrad Computers.

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

Shifnal, SHROPSHIRE TF11 SAF uumm
E Tel/Fax (0952) 462135 s




| Revealed! The innermost
secrets of this month’s

| covertape. A CF exposé
by Dave Golder...

Picture the scene (but not in too much

detail - you can obliterate such things as
flares, pink afros and blobby gelatinous lamp
things if you like). A young boy rips open his
presents. An Action Man. A Slinky. A Space
[ Hopper. Mouse Trap. And a couple of small plastic
[ slidey things that... er... might come in use on a
long car trip... thanks Auntie Maud.

But less than an hour later, the Action Man's
been confiscated for doing unmentionable things
to a Cindy doll {in front of Auntie Maud), the
slinky's got a kink, the Space Hopper has sprung a
leak and no-one can find that spring that's
supposed to come with Mouse Trap.
Mothing left
—— but the

plastic
slidey
puzzles.
One of them
involves
sliding
SOUATES

5 c hristmas, 1975. A typical suburban house.

r & hard time loading this
manth's Powear Pack then ph.::nf: the
dufi tape ina jifty bag, sl.lp. ina
tape-sized SAE, seal it up
and send it to: CF48 Tape

‘ & : . -~ "\! Replacemant Service,
; %@. Ablex Audio Video Ltd.,

It you're havin

Harcour Halesfield 14,
Talford, Shropshire.

REPEL'ET

THE PIECES OF THE PUZZLE ALL SLIDE INTO PLACE

START - A really good
track by seminal late 70s
band the Jam.

STICKY ENDING - A
dead end which causes
you to grind to a halt for
a few seconds.

DEADLY HOLE - Fall down

one of these pink things
and you're dead. - ':"‘-'“_

TELEPORTS - If you
tumble into one of these
holes you'll pop out of the
other one.

SURPRISE - A little bloke
walks on who may or may
not nick one of your lives.
It's a gamble.

STOP - This (surprise,
surprise| stops the ball from
rolling for a few seconds.

around to form a picture; the other concerns getting

a number of silver balls into some holes. “Hmm,”
thinks precocious youngster. “These might not be
much cop but | can see potential.
What a shame it's

at least five years
too early for home
micros, "cos | bet
you could combine
these two to make

a really good
computer game.

“I can see it
now. The slidey
squares could have'
bits of track on them
which the ball would run along. The player would
move the squares around to form a clear path from
the top-left of the grid to the bottom right. And there
could be dozens of different levels, each one
harder than the last. To make things trickier, the
ball would be constantly moving. It'd be a good

idea to start with three balls, but the player would
lose balls by letting them fall through holes or
running out of time. Because, of course, there
should be a time limit. You could alter the time

limit to give the game varying degrees of difficulty.

® September 1994

WE HAVEN'T GOT A CLUE WHAT
THIS THING IS - Answers on a

SLOW MOTION - This slows YOUR GOAL- This is where
things down for a while.

TRAP DOOR - Stay away from
that trap door, 'cos there's

!m : '
= i

you need to get to.

“Apart from holes, there would be other
special tiles that do good or bad things. And If |
were writing the tape pages of a computer games
magazine, | would probably do a box out
detailing some of the effects these tiles
have. And then I'd have some tins that
would appear every now and then; blue
ones would give 500 bonus points, red
ones would give 1000 bonus points and

purple ones would give an extra life.
“¥ep, | reckon that would be a real
corker of an idea.”

QUICKSTART INFO

JOYSTICK IN PORT 2
WP e ceerimsnsnnnensss MlOVE tile up into emply space

LEFT .ccccccccrinnen MiOWE tile left into empty space
RIGHT......ccccrveee..Move tile right into empty pace
DOWN.....comnnnnMove tile down into empty space
21 v e ———— 1
P ——————— 1T

OTHER INFO: In two player mode the second player

controls the ball using the keys 9, 0, £ and # for laft,

\:ight. up and down respactively. /

T —



hile the world waits with baited

breath for Visualize's 10th Dan

and Germ Alert (well, the bit of
the world that reads CF, anyway) Jon
Wells suddenly unleashes a new,
completely unexpected game onto
an unsuspecting '64 scene. And
we've got an exclusive demo of it
on the Power Pack.

City Bomber is a souped-up
version of the classic (well, perhaps not so
much classic as just plain old) Bomber, in
which a plane repeatedly swooped over a
cityscape dropping bombs on the skyscrapers.

The catch was that the
plane flew slightly
lower with each

fly-by, so the

was to bomb the buildings before
you crashed into the side of them.

But really this is just a starting reference
point for City Bomber, a game which has
packed a lot more into the basic Bomber
concept to produce a fun, action-packed slice
of demolition mayhem. In City Bomber the city
is much larger and the landscape scrolls in a
continuous loop; you can choose from nine
ships (in the full version the ships all have
different attributes but this feature is
not on the demo); the city
defences lob ground-to-air
missiles in your direction; and
there are hostages to rescue

by swooping down low to
pick them up.

The demo only has one

level but the actual game has
# over 100 spread across

like one of those decide you want some more air rald action,
faked 1950s UFO

A~ - . -~
' . - . .
In the full game each ship ‘will
have its own individual attgibutes. =~ "
- -, - 5.

i QUICKSTART INFO %

JOYSTICK IN EITHER PORT

P i e s A i L A L Move up
g e W L e S O Move lef
RIGHT ...cvusene Move right

as he
prowls
along the
must-have-been-
easy-to-draw
platforms. And there
are pick-ups to, er,

Upwards and onwards

yE=and accident and
emergency wards.

You pilot your ship up and down the
vertically-scrolling screen blasting all the
enemy ships. And, er, that's all there is to
it. There are a couple of other points, |
suppose, like the fact that you have limited
energy, you have to kill a certain number of
aliens before you move onto the next stage

pick up along the (with meaner
way as well. aliens), and
This is a i Repel thase | your ship
sideways-scrolling, alien forces. | oan move at
Hocus is your energy, as no-nonsense shoot- different
opposed to hokum which is ‘em-up. Just keep speeds, but
. HOCLS - What the plot is... your finger on the fire button and shoot anything basically,
. that moves. Anything that doesn’t move but isn't you just
| , part of the background is probably a pick-up, but blast away
| shoot it anyway, just to make sure it isn't hostile. like a mad
| They're indestructible so there's no need to worry. thing. Pure
| P r and simple.
- L |
- =
meremoconouer |, |2 o TECHIE TIPS
revaolution has altered the — With a name like Repel you might be :
blic’s perception of expecting a Thrust-style, subtle, And here we have all this month's techie tips
*:oh:. Whereas before, joystick-nudging experience. But listings reproduced in full so that you don’t have to
say, 1980 people would subtlety is one thing this game strain your fingers. You lazy lot. We're just
have associated blobs certainly hasn't got. It's an SF shoot- too good to you, you know. 6
with cheap 60s SF movies F ‘em-up with
N |
{or perhaps entries for the st | ghﬁ.‘.:‘ﬁg an accent on ?
Gallery on Take Harf), don't stand there with i el B Spesd. ..
these days blobs are your mouth wide apen. e Speed. 4 -
| el, strangeiy, 1 n %
TRONS COMMIBNYY Shongmt | an anagram of scream. ST ’ This month's Power Pack is also available an
of ag cute lead characters in computer games. doesn't disk. To get the disk version si
The latest Mr Easy-To-Draw is a Wizard's pet, seem 1o get e it ¢ m_!pry cut out the
apparently. And across the full ad e tape inlay card, write your name and
in this PD game point, does g ﬂrﬂsﬂinn a piece of paper, pop 'em in an
he has to fend it? How ape “""h a ‘fhﬂq“ﬂ or postal order, made out
off some | about, it's an to "'hh" Audio Video, for £1.50 (1o cover
equally easy-to- SF shoot- duplication costs) and send it to: CF48 Tape To

Beware deadly
marshmallows.

'em-up that's fast with a capital F. Fast. Er, capital
everything, perhaps... FAST. Maybe it needs an
exclamation... (get on with it — Ollie).

COMMODORE FORMAT 4

Disk, Ablex Audio Video Ltd, Harcourt
Halesfield 14, Telford, Shropshire TF7 4QD.
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Hey you! (Whe me?) Yes you! Check this out...

-

| UTOPIA PD

We at Litopia PD stock the very best Publie

Dromaine for your Chd, (Disk only
I'm afrajd, but we working of tapesl)

Our-saftware es from Wery useful
utilities b rs to cool FD games

t and bestidemos!!
Digh= ot jlast £1.50 iewen double sided
omes!) and each disk is packed full of finger
lickin' softwangl WORPUP!

So if you-wanna stretch your Céd's
capabilities a litthe further then'squiggle an
SAE toc

UTOFIA FD
10 Cwmaman Road, Godreaman,
Aberdare, Mid Glamorgan
CFad 6DG

SOFTWARE
' HIRe CLuUB ‘

Briarbﬂnk Avenue,

Nottingham
NG3 6JU

r_‘Sénd SAE for
full details

Amiga list also available |

[ on request
R

T SR T T S — £29.99

Ced Power Unit £24.50

Centronics Interface Plus Support
Software (Disk or Tape)...£22.50
RS232 Interface ... ... WLt -£24.99
64 Case (New Style or Old Shape)..£4.99
Dust Cover (64 Old Shape or 64C) .£4.99
|| C84 User Manual .......ncwe. —T
C54 Monitor Lead (Scart or 3 Phona) £5.99

C64 Serial Lead £4.99
C16/+4 Joystick Adaptor............. -£5.99
[ T T HTTEL . ———— £4.99
RF TV Lead £3.49
il 2 x 01, 803, 1230, 120D Ribbons ...£6.99
C64 Reset Cartridge ...« ..E6.75
C64/1531 Cassette Adaptor ..........£7.99
C64 Cartridge (4 Games).....c.c..-n- 599
(v T L [ S — -POA
| Amiga to C64 Peripheral Link ......£44.99
PC to C64 Peripheral Link............. £44.99
B Orders by cheque or PO anly
B Fostage Free

SPECIAL OFFERS

REPAIRS:

C+,C16..........
T 0 o J— —0 e
i | - F————

Send machine only with payment,
fault description and your daytime
telephone number if possible
B Return Insurance included)
B Normally 48 hour turnaround
W 3 month warranty B Unrepairable
machines returned with full refund

Tel: (0722) 335061 uws
COMPUTER SERVICES

/~ WAREHOUSE CLEARANCE )

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 on both cassette and disk:-

Enlor @ new phase

in compuler
enterlainmant
with the
Magnum Phazer. &

ages. Unbeash your
imagimaiion!?!

GAMES AS FOLLOWS:- Operation Wolf / Gunslinger / Cosmic Storm / Ghost
Town / Baby Blues and Goose Busters. (Different games available for Amiga,
Atari ST/STE, Spectrum and Amstrad computers).

RRP £29:99 OUR PRICE £12.99+ £2.50 P.P.

PHAZER GUNS ALSQ AVAILABLE FOR THE ATARI ST/STE RRP 53889 OUR PRICE
§12.99, THE COMMODORE AMIGA (ALL MODELS) RRP 53699 OUR PRICE £14.99,
THE SPECTRUM 2A/3A RRP 53848 OUR PRICE £12.99, AND THE AMSTRAD
464/6128 RRP 530-99 OUR PRICE £12.99

LIGHT PENS ALSO AVAILABLE FOR THE COMMODORE 64/128 RRP 548:3% OUR
FRICE §16.99 AND FOR THE COMMODORE AMIGA (ALL MODELS) RP 536:33 OUR
PRICE £16.99

PLEASE ADD £2.50 FOR POSTAGE AND PACKING ON THE ABOVE ITEMS.

ALL ORDERS SENT BY RETURN: CHEQUES/VISA/ACCESS/FO'S

TRADING POST

TE5 VICTORIA ROAD, SHIFNAL, SHROPSHIRE ¥

TF11 SAF
\ TELEPHONE/FAX (0952) 462135

WE STOCK A WID
CAN BE FOLND TN o I
oy (uzgﬁl ?3 OO E

FOR YOU'R
AND CEF A VM

WEW" D45
WEWT D45
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The story so far: Jon Wells of Visualize is five -
months into the creation of 10th Dan, a game <

he plans to make the best
m mt"’mm El\"Ern.

es, | know what you're thinking. .. five
maonths have passed and still nothing much
has bean done. Well you're partly nght and
parthy wrong (that sounds ke the old, s the
glass half empty or half full? quandary to
ma - Dava). Y'see thers have bean a few technical hiccups.

First, Phil started designing some graphics which he
was intending 1o tweak and spruce up later, Only he's
dashed off again (he's a busy lad is Phill), and didn't have
enough time to get tham locking great for inclusion in this
installment of the diary. On top of that, Paul's disappeared!
Fellow 64 chum, Kenz (see page 22 = Davs), told me that
Paul's baen very busy too — sorting out his CD music, and
it looks unlikely that he'll be doing any more C&4 music

We'll you could imagine my initial reaction — let's end
it here and now!

TO THE RESCUE?

Just as | was about to do a flying kick from the upper office
window, the phone rang! Hmmmm_.. It was Jespar Larsan
ol Profile Entertainment! Apparently, Jereon Tel (a Maniacs
Of Noize musician) is interested in composing some music
for our future products. Although nothing has been
confimmed yet, we're definitely interested and this sounds
very promising for 10th DAM We'll keep you informed

After all this mayhem, | decided to try my hand ai
some groovy graphics, First, | attempted some
background graphics for the landscapes — only it was
hopeless because | was trying to draw these graphics,
character by character, using my editor. The trouble came
when | needed to draw large graphics of about 3x3 or 4xd
characters in size - it's just too awkward

| left this for the moment and tried my hand at some
sprites instead. Lising Firebird's graphic editor | bolted
saven sprites together, the first six being two characters

across by three high and the seventh being

the head. It took me several hours 1o get
a static standing frame, but the results are pretty good
{check out the screenshots!).

I've also drawn some differant heads. The good thing
about this is that the body remains the same — saving more
memany = et it gives the impression of diffarent opponants.
I've now inserad them into the multi-plexcr and they ook
really good, but I'l improve them even more, later.

One chlmcuf block

N el
Wasted

Jon tries to
keep graphics
fitting within
the character
blocks - it
SAVE Memory.

BACK TO THE LAND

Although | failed misarably last time, I'm going to have
angther go al some landscape graphics. This time,
though, Il be drawing them in Bitmap mode, using the
good old Saracen Paint utility. Before | start, though, |
must first mark out the whole screen, taking into
account things like the colour splits, graphic sizes and
memaory, on-screen fighter positions and skyline
position. Thiz is all put down on paper so that | can refer

The river that took
two days to get right.

GAME DIARY
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ta it easily; if | didn't, the graphics probably
wouldn't go together properly.
You may wonder why I'm using Saracen Paint
o draw these graphics? Well,
there are two good reasons —
first, Saracan allows you to
\ defing all the colours o each
> character properly, otherwise the
colours would be mixed up (when
converting tham to character mode)
and would look rubbish. Secondly,|
programmead an old bitmap-to-character convertar for
Saracen, when | was doing Scepire of Baghead, er.. |
mean Baghdad, 50 this'll come in handy.
At first | drew a simple basic mountain oulling, and
fillad this with the different shades available to me. Tha
maountain | finished up with would've taken up the

'y whaole character set alons, which is no good.

! I To get around this | grabbed a Gx4 block of
/ tha shaded mountain — this only takes up
24 characters and can be repeated in
o different sequences — to build up bigger or
. » smaller mountains. The additional slopes
£ == for the mountains only take an extra sight
' characters! This is a more realistic way to
produce high-guality graphics, using small
amounts of mamory.

The forest cutback was drawn next; this is whera |
had to be more careful — the colour split will go in here.
This means that the sky colour, cyan, and the ground
colour, brown will be background colour ona! Like the
mountain graphics, emaller frees can be built out of the
main large one, saving yal mora mamory.

TOWERING INTELLECT

A tower based on the one's | foundm in those books |
mentioned last month was next — this wasn't difficult 1o
draw and only consists of eight characters. Then came the
termple which will be guite hard. This has to be as detailed
and colourful as possible, while alse using litthe mamory.
Like the mountain, | drew a temple cutline making sure the
graphics fitted in the characters, without wasting additional
memaory. If the left and right of the temple cverapped by
two pixels on each side, this would be & waste of memary.

Anyway, | shaped the roof with the main part of the
termple featuring some nifty columns, and finally a stone
path surrounding with steps. Amazingly the temple is
extramaly small in mamaory; the columns, doors and
cheguerad roof being repeated graphics.

After converting the Bitmap graphics to character
format, it was now high time to put these graphics into the
game. These were loaded into our 4x4 whole block/map
and char editor (Phew!). This editor has a colour spiit
facility which helps immensaly.

Right, all the blocks have been defined and bolted
into the map, though | had 1o make a few guick changes,
using the character edit mode. So far the skyline's looking
good; though the bottom half is empty I've had a good
idea. This is wara | will attampt to draw a river, Hlowing
from within the forest and getting closer to a bridge, which
the fighters can cross.

| wor't go into details here, but it took me a couple of
days to get this right. I've even drawn a waterfall which
will animate in the mountains. All this has now baen
placed into the blocks and map. Although this level is
nowhera near finishad yet, it's already looking very
imprassiva. I've yet to draw the clouds, plants,
bushes and the odd fance — along with this -
the finished level will feature full animation of D
the river, watarfall and birds.

...For part six, in which we'll see the full graphics for the
first two landscapes, and mone of the fighter sprites.

STAY TUNED...
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Eight out of
ten plastic
surgeons who
expressed a
preference

- said that
their wives
preferred it.

- The other two

. shrugged and
went back to

reading what

pearis of wisdom

Jason Finch had

to give out this month...

TRIPLE VISION

Dear Techie Tips,

You recently talked about
displaying more than one
sprite on the screen at once,
but you haven't actually given
a complate listing to display

= different sprites at the same
time. Could you please print such a listing?

Neil Rowe, Ellesmere Port

170 REM COLOUR AND POINTERS FOR 0,1.,2
180 POKE 53287,5 :POKE 2040,13

190 POEKE 53288,10:FOFKE 2041, 14

200 POKE 53289,7 :POKE 2042,15

210 :

220 POKE 53271,1+2:REM Y-EXP FOR 0,1
230 POEE 53277,1+4:REM X-EXP FOR 0,2
240 POEE 53276,2: REM MCOL ON FOR 1
250 POKE 53264,0: REM NO MSB

260 POKE 53269,7: FEM EMABLE FOR 0,1,2
70 1

280 REM CREATE RANDOM SPRITES FOR 0,1,2
290 FOR X=0 TO 191

300 A=INT(RMD{1)*7)

ON THE MOVE

Dear Techie Tips,
I wonder how many Basic
programmers are fed up with
having to move the bottom of
Basic up above the high
resolution screen area if thay
want to have hi-res graphics, sprites
or user-definad characters, thus giving up 14K of
Basic programming space. In fact, why not move
the 16K video bank up in memory instead,
allowing access to the full 38K for Basic
Programming? The program that | have enclosed
does just that. Also included in the listing is a
short routine that clears the hi-res screen, and
also ones to turn it on and off.
J Smith, Strest

| have given numearous listings in tha past that have
displayed more than one sprite on the screen. But — wait
for it, wait for it — hera is a program that will display three
sprites on the screen at once. Lines 130 to 150 set the
X and ¥ co-ordinatas for each of the three sprites and
lines 180 to 200 set the colour and pointer value for
egach one, Lines 220 to 260 deal with other attributes
of sprites, with lines 290 to 320 filling the sprite
definitions with random amrays of dots. Hopefully, by
axperimanting with the numbers, you will be able to
customise this to your own needs,

100 REM TRIFLE VISION BY .J.FINCH

110 PRINT CHRS(147)

120 REM POSITION SPRITES X,Y FOR 0,1,2

130 POKE 53248, 108:POKE 53249, 84

140 PORE 53250,156:POKE 53251,192

150 POKE 53252, 232:POKE 53253,115

160 :

Eye, eye, eye, what's
going on 'ere, then?

Thanks very much far the listing. Having RUM it, the

text screen moves from 1024 -2023 lo 50176-51175

(8c4 Q0-§CTET), tha sprito pointers to 51192 |'$=:‘TFEF-r

the hi-res screen to 57344 ($E000) and the a:Har;-:r .-

:'.-‘-r'el to 51200 (scana). The colour for the hi-res st:r-.ﬂ!ﬂ."l

15 the new text screen arga. -
If raster interrupts are used in conjunction with

rr'!a routing, then poxe 1123, X:PORE 1124, Y instead
of POKE 788, X:PORE 789, ¥ where x and ¥ are t F'
low and high byte of the interrupt start address, a*ré
1180 clears the hi-res screen, sys 1223 tums it on
and 5¥8 1234 turns it off,

0 REM ON THE MOVE BY J.SMITH

1 FPRINT CHR$(147)

310 POKE B32+X, (2*A)+(2*(A+1)}

320 HEXT:G0TO 230
And that's the last time I'll have to explain about

displaying sprites. Probably... not. Jason

Dear Techia Tips,

1 Some files I've seen around
on disk have a sign
immediately following their file
type like this: "PRG<",
Through experimentation I've
discovered that this means the
file in question cannot be deleted. How do you get rid
of it and, alternatively, how do you make it appear?
2 TMB told me to call you a page-munching
humanoid smart-alec.

Brendan Reid, New Zealand.

1 The less than sign after a file type does indeed mean
that you cannot erase the file. In order to remove or add
the sign to the file type you need to use a disk sector
editor and have a decent knowledge of how the directony
track (number 18) is organised. You locale the file lype
byte and logically OR it with G4.

For example, look at sector 1 of track 18, This will be
the first directory sector. It is split into 8 blocks of 32
bytes; each block representing one file in the directory
The file type byte is the third one of each block. For a
program it should be $82, Change it to $C2 and write the
sector back to make the file undeletable. Reverse the
process to allow removal of files.
2 It's better than being a thick page-munching heap of
extra-terrestrial sponge (not that I take criticism
personally, you understand). Jaseon

Dear Techie Tips,

You've given listings to
detect a joystick in port one
and a joystick in port two,
but could you please print a

2 FOR X=0 TO 230:READ ¥Y:C={4+Y:POKE
10244+X, Y:NEXT X

DATA uaz,1u1,nu¢,1ﬁg.nﬁ3.1=1,un2,zz1
DATA 159,118,ldl,ﬂnﬂ,zzl,tﬁn,nla.lil
DATA 024,EDE.lﬁﬂrigﬁ,idl.lJE,ﬂDE,lﬁq
DATA ldT,GJZ.ELG.ESE,lﬁﬁ,ﬂlﬁ,ldt,ﬂéh
DATA DDE.IEB,DUi.ltl.ﬂEl.ﬂﬂB,ﬂﬂﬁ,lﬁB
DATR 2 169,193,141,024
DATA Jldl.nnz.ﬂﬂl.DGB,ziﬂ.Gﬁﬂ
DT ,lll,DEE,Dﬂl,lDE,UEE,DDd
DATA 2 004, 40,248,141, 098, 004
DATA 95,004,201, «240,011,169
DATA Dnl.:41.n95.uu4.u32.1n1.ﬂﬂd,luﬂ
DATA 099, [ 076,081, 004, 000
DATA 208, 000,049,234, 173, 014, 220
DATR Edlrzid,lil.ﬁld,zﬂﬂ,165,0&1,041
DATA 2 n1,159,nuu,133.251,133
DATA a,lEJ,ZSE,lTE,DBS,Dﬂi
DATA U4,133,25{,1ﬁ2,ﬂﬂﬂ,15ﬁ
DATA .lTT,253.1I5.251,2ﬂﬂ,20&,249
DATA ZED,Ehl,230.254,2ﬂ2,3ﬂﬂ,242,155
29 DaTA &ﬂl.ﬂﬂ&,aﬂd,lla.ﬁﬂl,1?3,ﬂ14,2?0
0 DATA DHE,DD!.lil.Dli,EZU,Dgﬁrlﬁg,EEd
DATA 133,252,159,&00,133,251.IEE,D 2
¥ DATA IED,EEE,EDD.I%E;EEI,EEi,ﬂﬂl.EiG
33 DATA 009,192,255, 208 45,230,252, 302
34 DATA 208,240,192 08,236,096, 169
15 DATA ﬂSQ.lil,Dl?.:D&,lE?.ﬁEE,141,D24
36 DATA EDE,ﬂﬁﬁ.165,&2?,141,ﬂ1?,2ﬂﬂ,159
37 DATR u13.141,n:¢,2ﬂ3,ﬁ95
Ta very much for that. Jasen




listing that shows how you detect both
joystick ports at the same time?
Richard Briggs, Newcastle,

The following program will check both ports
simultanecusly and will jump to subroutines fo [
handie the various events, such as the fire '
button being pressed. It is not possible to do
averything at the same fime in practice, but the
program gives the ilusion it is deing things all at once
One |oystick must have priorty over another because, for
example, the computar cannot chack if you are holding
down tha fire button of joystick one at the same ime that
it's checking the state of the fire button of joystick two
The priorities change throughout the checking process so
that, for example, pushing left is checked first on joystick
one, but pushing right is chacked first on joyshick two.
Change the subroutings o that they do what you want.
100 REM DOUBLE DETECTION BY J.FINCH

110 J1=255-FEEK(56321)

120 J2=127-FEERK (36320)

130 REM CHECF. UP/DOWN ON BOTH PORTS

140 IF (J1 AMD 1) THEN GOSUE 1000

150 IF (J2 AMD 2) THEN GOSUB 2100

160 IF (J1 AND 1) THEN GOSUB 1100

170 IF (J2 AND 1) THEN GOSUB 2000

180 REM CHECK LEFT/RIGHT ON BOTH PORTS

190 IF (J1 AMD 4) THEN GOSUB 1200

200 IF (J2 AMD B) THEN GOSUB 2300

210 IF (J1 AWMD B) THEN GOSUB 1300

220 IF (J2 AND 4) THEN GOSUEB 2200

230 REM CHECK FIRE ON BOTH PORTS

240 IF {71 AND16) THEN GOSUB 1400

250 IF (J2 ANDL1G) THEN GOSUB 2400

250 @OTO 110

a7

1000 PRINT “PORT
1100 PRINT "POET
1200 PRINT "PORT
1300 PRINT “PORT 1,RIGHT":RETURN

1400 PRINT "PORT 1,FIRE":RETURN

2000 FRINT ,,"PORT 2,UP" :RETURN

2100 PRINT ,,"PORT 2,DOWN":RETURN

2200 FRINT ,,"PORT 2,LEFT":RETURN

2300 PRINT ,,"PORT 2,RIGHT":RETURN

2400 PRINT ,,"PORT 2,FIRE"™:RETURN

Both joysticks present and correct. Perhaps. Jason

PUPPY POWER

Dear Techie Tips,

| have bought a C64 and
cassette recorder which work
fine. | was also given a 5.25-
inch disk drive but it only had
one lead with it, the 6-pin DIN.
The problem is the power
supply. The disk drive has 'EXCELERATOR+PLUS"
printed on the front while on the reverse there is a
red switch and three sockets, two of which are G-pin
and one of which is 5-pin. Could you please tell me
how and with what | can power the disk drive? | have
tried numerous places in Rotherham without
success. Someone told me | might need a power
supply similar to the computer with a 5-pin lead from
the supply to the drive. Please help.

Gordon Bell, Rotherham

1; UP" :RETURN
1, DOWN™ : RETURN
1, LEFT" : RETURN

The Excelerator disk drives were sold by Evesham Micros
back in the [ate 1980s. They do indead require an
external power supply along the same lines as the ona
which powers the computer itself. As to where to get one
these days, | have no idea, | suggest you go back to the
parson that sold it to yvou bacause they should have the
power supply kicking around someawheare, and without it
the goods are technically not in fully working arder. If any

Dear Techie Tips
1 | don't know how to scroll
- characters horizontally.
! 21 have played lots of shoot-
‘em-ups but one thing baffles
me; how do the programmers
make the bullet sprite appear
from a sprite or character?
Alex McD, Walthamstow

1 Ah well, that's a, Isn't it? You've obviously
missed the zillion and one other issues in which I've
explained such things.

2 ‘When the bullet is meant to appear. its horizontal
and vertical positicn is simply made to be the same as
those for tha sprite that is firing it. The following
program sets up a couple of sprites and then, when
you press the space bar, you can make the yallow ball
sprite fira out a Pacman-type ghost thing. It will move
off to the left of the screen each time.

The fancy bit of maths in ling 36 just gives the
ghost some weight so thal it falls downwards the
further laft it moves. If you know a little about sprites
and Basic programming, you should have no difficulties
working out what is going on.

0 HEM SHOOT OUT BY J.FINCH
1 POEE 53281, 56:PRINT CHRS(147):PI=3.142

man's gotta drink

writes this stulff?

gurus out there do know where Excelerator power
supplies can be bought, please let me know. Jasen

MYSTERIOUS
HAPPENINGS

Dear Techie Tips,
| was loading a program on my
1541 disk drive recently when
there was a loud hammering
[SeailE B and screech which lasted
about five seconds. The drive continued to spin even
though there was was no input. | turned off the C64
but the drive kept spinning. | then switched
everything off and removed the disk. When | powerad
up the drive again | was met with DOS ERROR 74
DRIVE NOT READY. Nothing | tried seemed to work. |

TECHIE TIPS

POKE
POEE

53287, 7T:POFE 53288, 5:REM O
53285,1:POKE 53286, 0:REM
POFE 2040,13:POFE 2041, 14 :REM
i POEE 53276,2:POKE 53169,3:REM
FOR X=0 TO 137:READ Y:POKE B32+XK,Y
HMEXT X:FREM READ SPRITE DATA
16 :
17 ¥Pel50:¥P=100:DX=2:iDY¥=2:F=0:REM
INITIALISE POSITION/MOVEMENT/FIRE VARIABLES
18 @
19 XP=XP+DX:YP=YP+DY:REM DO MCOVEMENT
20 IF XP«<26 OR XP>320 THEN D=-DX
IF YP<52 OR YP>228 THEN D¥w=-DY

IF F<>0 THEN GOSUB 35:REM DO BULLET
MP=INT(XP/256)

POKE 53248, (XP RMD2S5S) :PORE 53249,YP
POKE 53264, (PEEE (53264 )AND254 ) OR MF

=1 &

W oo

GET AS:IF(AS=CHRS(32))AND(F=0)THEN
11 XG=XP:¥E=YF:REM SET UF BULLET COORDS
GOTO 19

(=]

e

b R .l'lj bbb

[P X

REM SUBROUTIHE TO CONTROL BULLET

REM MOVEMENT IF ONE HAS BEEN FIRED

5 FuF+l

£ XG=XE-3:Y0=Y0+ (1-COS(PI*F/360) %30
IF XG<4 OR YGE>248 THEN F=0:G0T0 42
MG=INT (XG/256)*2
PORE 53250, (XG ANDZ55):POKE 53251,YG
POEE 53264, (PEEK(53264)ANDI5S3}0OR MG

¢ RETURH

REM "BALL" SPRITE DATR
DATA 000, 248,000,003,254,000,015,255
5 DATA 128,031,255,192,063,255,224,063
DATA 255,224,127,255,240,127,255,340
DATA 255,255,248,255,255, 248,255,255
DATA 248,255,255, 248, 255,255, 248,127
DRTR 255,240,127,255,240,063,2355,224
DATA 063,255,224,031,255,192,015,355
 DATR 128,003,254,000,000,348,000,000

BEM "GHOST" BULLET SPRITE DATA
DATA 000,000,000,000,000,000, 000, 000
DATA 000,000,168,000,002,170,000,002
DATA 170,000,010,170,128,010,170,128
DATA 009,101,128,011,109,128,011,109
DATA 128,009,101,128,010,170,128,010
DATA 170,128,010,170,128,010,170,128
61 DATA 00B,136,128,008,136,128, 000, 000
62 DATA 000,000,000,000,000,000,000,000
So now you know. Jasen

dismantied the drive but there was no damage. |
cleaned and lubricated it, reassembled and switched
on. Since then it has worked perfectly. | am still
batfled as to the cause. Any ideas?

Geoff Edwards, Liverpool.

Erroneous disks can sometimes causea the drive to search
for a track that is not within the normal range of 1 to 35.In
simple terms, this causes the drive head to whizz off in
search of the unknown, a bit like the starship Enterprise...
axcapt that no-one in a red shirt dies everny tima.it
happens. Anyway, the driva head ends up whacking itself
against a rather large clump of matal which prevents it
shooting out the side of the drive's case. When you try

10 access the drive again, the drive head is sor of
stunned and doesn't know what to do. That's why it

gays it is not ready. There is, however, no need to rip it
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apart and play about with its intermnals. You shouldn't do
that, in fact, as you will invalidate any warranty.

Instead, just give the command oPEN
15,8, 15: PRINT#15, "10" : CLOSE 15 which will re-
initialise the drive and everything should be okay. If it still
refuses to do anything, remove all disks and try OPEN
15,8,15:PRINTH15, "N0:DISK, 01" :CLOSE 15. This
attempis to format the disk and will cause the head to
move, even if it doasn't want o, From then on things
should work perfectly. Jason

Have

you got

a disk

drive yet? if
not, you owe
it to yourself
to get one.

Dear Techie Tips,

Yeah! The exams are over and
I'm free for another 10
months, thankfully. Now it's
time for some serious proggy
making. There are three ideas
in the old nerve centre which are being held up a
little. Can you help by telling me how control
characters work and what they are, please?

Alan Skinner, Kilmarnock

Control characters do special things like change the
cursor colour, clear the screen of move the cursor
around. Mormally when you press the cursor down kay,
the cursor on the screen moves. However, if you do
PRINT* and then press it, you will

SPEAK TO ME

Dear Techie Tips,
T In the demo of Speech (CFa5) it says that you
can use the it in your own programs. Well, I've

tried sticking my program on the end of it and it

works fine until you save it and load it back up
again. Any help?

2 The *SPEAK command doesn't seem to work. |

keep getting messages

like: ‘87 MISTAKE
IN SPEECH'.
Why?

3 What is the
CB4's clock
,  spead?

James
;s Grist,

Wakefigid

TEcHIE TIPS  €F

see a reversad letter Q. This is a control character
meaning ‘'move the cursor down'. Similarly, enter
PRINT= and then press the CLR/HOME key. You should
soe a reversad letter 5. Others are oblained by holding
down the Commodora key (bottom left of the keyboard)
or the CTAL key while pressing another key. The
following program demonstrates a lot of controd
characters, and the version in the Techie Tips Proggy
Selector (which you'll find on this month's Power Pack,
becausa it didn't get lost in the post for a change)
shows you an alternative way of representing each one,
10 REM UNDER CONTROL BY J.FINCH

11 : EEM HOME, CLEAR

12 HM4=CHRS(19) :REM [HOME]

13 Csg=CHRS(147):REM [SH/HOME]

14 :

15 : REM REVERSE ON,REVERSE OFF

16 EVS=CHRS(18) :REM [CTRL/9]

17 ROS=CHRS(145):REM [CTRL/O]

18 :

1% : REM CURSOR UP,DOWN, LEFT, RTGHT

20 CO$=CHR%(145):REM [SH/CRSR-DN]
21 CDS=CHR$(17): REM [CRSR-DN]
22 CL§=CHRS({157):REM [S5H/CRSR-RT]
23 CR§=CHR§ (29): REM ([CRSR-RT]

24 :
25 : BEEM COLOURS BLE,WHT, YEL, PINE, LELUE

26 BLS=CHRS (144):REM [CTRL/1)
27 WHS=CHR$(5) :REM [CTRL/2]
28 YW§=CHRS (158):REM [CTRL/8]
29 PES=CHRS(150):REM [C=/3]
30 LBS=CHBS (154):REM [C=/7]

31 :
32 PRINT CS%;BRVEyWHS; "COMMODORE FORMAT™
33 PRINT CD$;CDé;CRSCRSYWS; "TECHIE"
34 PRINT CRS5;:CRS;"TIPS"
35 PRINT CD§;CD$;CR$yCRS;CREyCRS LBS; "BY
JABON FIRCH®
36 PRINT CD$;CD$;CDS;PKS;"FRESS A KEY"
37 POKE 198,0:WAIT 198, 1:POKE 198,0

I hope that helps you out. If it doesn't, well, there's
no hope for you really, is thara? Anyway, on thal nole, it's
a goodbye from me. But fear not, for | shall be back in a
mene cne manth's tima to help out the
confused, bemused and otharwise
bewilderad. See you here. Jason

etween
chine). Try

® How do you restart the Techie Tips Proggy
Selector once you've selected a program?

Michael Roberts, Liverpool

antar sYs Return

gram that
re

50000 nothing will happen. Jason

@ | am writing a program which uses sprites
created on FROST. Could you give us a program
which will take DATA from a block of memory
and transform it into Basic DATA lines in the
same way as FROST, but storing them after a
Basic program in memory?

Mr Frostie, North Pole

® | was reading Amiga Format 59 and on page
158 they said that the Commodore 1541 is a
serial drive and, | guote, “little more than a tape
drive.” Surely this can't be true as the manual
has routines for relative data handling and
random access. Who is right?

M Steer, Woodcole.

al drive it is
It's serial in that it
nal rather than
etermine its
i a lape
drive, the @ Amiga’s y. Jason

# | like the program Speech on CF45. Is it
possible to make a face that moves its mouth in
time with what is being said?

Patrick, The Netherlands.

«.INPUT REQUIRED...

Sadly, we cannot create this page without you. Er, |
didn’t mean that as an insult. What | meant was that
this page thrives on your problem, your ignorance,
your accldents... But, you learn by your mistakes,
and so can everybody else. So don't sufier in
sllence, if you've got a techie problem let Techie Tips
solve it for you. Help others by helping yourself (or
something like that). You know it makes sanse. Write
to: Techie Tips, Commodore Format, Future
Publishing, 30 Monmouth Street, Bath, BA1 2BW.
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CF33 Power Pack games: Shsckmian, ATA Water Polo. Cong 2, Gamatnstors
Lathal Waapon, Thrust Reviess: Seepwaier, Rabn Hood WIAF, Roboood,
Darkman, 4-Mas! Warld Spos

CF& Power Pack games Arsc, Conya 3, Shalshock Gamabusiers Lathal
Weapon, The Simpsons. Argor Faclon, Addams Family, Lvemoal 24-page spacial
Tha bast Ci4 games stil availabks

CF3 8 Power Fack games: Space Academy, Halay, Demo: Lammyngs.
Gamsbusten: Last Mna 1.2 8 3 Rmviows Sutxban Cormuands, Pirales, Wencs,
Turhocharge. Specals: The B45X. UBmaite Beat-Em-Lip.

CF38 Power Pack gamas: Staray, Sgubbly Skewob. Demos: Subwiein Comeando,
BrsakiMmough. Samebusians: The Simpsons, Cavnage, Streaf Sighter 2, Lethal
Wagpon, Caal Warkd, Revew: See 57 Specials Utimate Fight Sim, Inside Your CBd.
CF3T Power Pack games: Mahuius, I Allen, Blockie, Kron, Lunay Landiy, Gamd
Cwev, Cyfoves, Growd dhe Pode, Viors, Dema: Maphem in Monstarand Gamebusiiens
The Simpsons, Lamuings. Stresf Fighter 2. Coo! Movid, Sutwrban Comamando.
Foverw: Aban 3 Special Business softeare, plalform gamas

EP3 B Power Pack games: Lifelorce, Freddy Hardes!, Jaibreak Demo Mayfem in
Monstedand, Gamebusters: The Simpsons, Mebulus, Suburhan Commanda, Caste
Master. Game Cwar, Nobby The Aasvark, 5F 2, Bes 52 Rovrw Mayfam

P30 Power Pack games; Fraddy Hamest Parr 2. Deep Sidie, Vibioan, Aobher.
Gamohusiers: Simpsons [yawn), Nebuls, Subirban Commands, Casiie Master, SF2
Nobby, Reviews, Lommings. Speciat The Apas Boy? show you how D design gamaes
CFAQ Power Pack games: Jocky Wikson'a Diats, 10, Wniarwond Gamabusiens
Mapham. Suburhan Commande. Special: Memdives

CF&1 Power Pack games: Fosure Kniphl, Vangesnce. Gamebusians: Dazy. Mohby
The Agrovank, Mayphem, Voican Specisls: Essenlial ED0OS - nadsaneviews

CF43 Fower Pack games: Stomniord, Delverancs. Gamabusiers. Dezy, Pringe of
#ha Yalk Fol, 10, Seymaour Gons To Holwond, Moabhy The Asnmhvark, Soepin of
Baghdad, Special The Dast and worse games ever.

CF&3 Powe Pack games Raager games exdimvagaross . Gamebusbers: ey,
Mabisy, Fulure Knight. Specials: How to make your games sooll. A-Z al spors sims
Thit retuim of Seciel of SLECKxGS

CPa& Powar Pack: Camage, Mayham Mega Mir Part 1. Gamebusters: Mapham
Nobiry, Futung Kmight. Resiews: Pangurn Tower, Archalype, Time Crysfal Specisls
Making music, PD iarary kst, dlary of a game: 10th Dan

EFAS Powsr Pack: Rapon 3, Speech (synihesiser), Mayham Magabds Par 2,
E510+ Assembler. Gamebustes: Stomond, Nobby, Mayhem. Specialy Muli-player
gamas, Eleciric Boys imerdewed, how to drasy betier graphics

CF88 Fowunr Pacc Banecruncher, Compleie leval of Mapham, Ouadmped
Trarsways music demo. Gamebuodters: Final level of Wayhem. Stommiom, Wizhal,
'- Camage. Fuvows: Squarescape, Escaps From Amh, WiDevfome

[ CF&T Pownr Pack The Legend of Sinbad, Reaont, Mean Maching domos
Gamebusters Saapwakor. Proviess: laads of new games tom Gemany, including

cnm Muna HE Super Nty and Lords of the Undarse. Special: the best puzzie gamas for tha CE4
FORMAT
BINDERS

> All these issues of
Commodore Format
9"V 90t & g mmww FOR M Ar are still available

and now you can

Y THE INVASION get them for

1 cheaper than
m"_ ever before!

BONECRUNCHER

MAYHEM:
PIPELAND DEMC

GUADRAPED TEARAWAYS

- e ., - e

CF22 Power Pack games: Howar Bovwer, Agenl Deange. Demos: Jamas Pond 2,
O Pulf Rleviews. Ewe Foolbal Chalangs, Dylan Dog. Bug Bormiber, Gamabisters:
iurray Mouse Rainbow istands

CF23 Fower Pack games: Delenders of The Eamh, Johnny Rab 2, Domos: Bug
Banber, Nohby The Aamhvark, B Revews: Cool Cree Twing, Tutbo The Toroess,
Kenompomt Gemetisies Maze Mana, Banbow lslnds, Super Sepmoor.

P28 Power Pack games: Famins Fve Demos: Ligh!, Coof Crac: Taans, Maich of the Day.
Fuzzbml v rlesisand). Fisiens: Megs Sports, Lgh!, Elam 2 Hagee The Horibee, Mobiy
The Asvark: Garmntustens: Spoaos Dok Spec: Geting e most oul of your delsssete
i popukar one s, Typng inisings.

CF28 Exira ooverlape. Saracen Fant Power Pack games: John Love's Dants
Darias: Shoks, Hagar. Reviews: Hook, Maich of the Day, Bangars and Mash, Counf
Duckyla 2 Frankensteir, Sicke. Gamebusters: Space Crusade, DU Pufl, Vendams.
CF28 Power Pack: Twin Tiger, Cosmic Causeway, Bomber. Demos: Stursman
Sapmowr, Doc Croc, Aeviews: Shuntman Seymour, Super AV-Slars. Fopeye 4
samebuslers Space Crasace, DU Pulf. Speciais: Firsl part al Let's Make A Monsiar,
CPAT Power Pack gamed: Defakior, Avematve World Gamas, The Muncher
amaor Scapie of Baghaad. Peviews: Crystal Kingoom Dizzy. Buily's Spaning Darts,
Crazy Cars, Locomaonion. 5 tusters: 1-page Craanaes 2 spadal

EF 28 Powsr Pack gamas: First Stnke. Fith Gear. Derros. Locomanan, Rackiess
Rufus, Mok Fado's Championship Goll Roviess: Infernations! Tenns Cool Worid

Mick Faldo's Golf, Painl and Craate, Gamsbusiers: Speibound Dizy, Fampus Fve. CHEC mESE
CF2% Power Pack games: HevoDots, Bamaships, Highway Encounter. Dema

Camage Gamobusiers: Winler Camsp, Speilhound Dizzy, Batman - The Caped

Crusader. Reviens: WIWF Eumpean Aampage, Scepire of Bagholad, Playdays cmv PR'CES !
Magic Ruius. Davek Afack. Sirear Fighter 2, Supersiar Seymow. Lethal Weapon -
CF30 Power Pack games Slayer, Aaboundar, Doedalus. Blackisck 217

Gamebusters: Craalures, Rackiess Autus, Winter Camp. Aevews. Cirnage. H

Gaachutors, Focital Mesager & Speling Falt Gpmciis Wipad S pees. 1 DACK isSUE E2.50 Save 45p
CF3 1 Powar Pack games: Cauldon 2, Snane, Subteranaa. Monsdey Mash. Damo .

Asmia 2 Gamebusters: Stuntman Seymour, Daisk Atack, Crystad Kingdom Duzy 2 back ISssues 544 50 Sa'h‘& 21 140

Fervews MoDonaidang, Table Tenns, Saae. Speciak Fooibal marsgement sms

CF3 3 Powes Pack ganes: T, Sisel, Cona. Full Ly FROSTspecesgren. -3 hack issues £6.50 Save £2.35
Gamstwsters: Sturdman Seymour, Lethal Waapon, Dalek Arack, Wid Wesr

A A W T i <l 2 Y R 4 back issues £7.50 Save £4.30 e
All extra back issues

SPECIAL OFFER - THE add £1.50 for each Tape A
MORE You BU Y, 11,/3 ® Plus £1 for postage and packaging (see coupon et o

fi ide the UK) il v
MORE YOU SAVE.' ::}';:fr:z:ttiineth:UK do not require a stamp m& IO sl Nt pios = e M ieyrinche s 450

yust
E 5499

COMMODORE FORMAT BACK ISSUES

Name —_ i | would like the following back issues...
Address

Cost of back issues

Pogtoofs  ~ - . - TUPRODeNY L seses ) o b | would like a Commeodore Format binder*

Method of payment (please tick) . Please add price postage and packaging'
Access I:I Visa .] Cheque D Total cost

Credit Card No Expiry date Please make all cheques payable in pounds sterling to Future Publishing
POSTAGE AND PACKAGING: Limited, and send the whole lot off to Commodore Format Back Issues,

UK £1 @ Europe £2 @ Rest of the world £3 Future Publishing, FREEPOST, Somerton, Somerset TA11 7BR.




Go and pick _
on someone

The C64’s very own cool cat

Keith Woods, finds out whether
eight out of ten owners will prefer
this feline-flavoured shoot-’em-up...

S
- heard of

lons in space?
Monkeys yes — the
Russians sent a
couple of them up.
M-M‘—'?W
remember the
Muppet Show,
Licns, no (unless
you couni
Thundercats, but
then who doas?). It must be hell finding a space suit that
fits and doasn’t make your mane go all saggy. But bons #t is
for this horizontally-scrolling A-Type-style shool-'em-up.
‘Your job is to pilot a twin-engine spacecraft through
one of the most dangerous comers of the universe. The
fearless beasts that inhabit this particular comer
don't particularly

your own

=
£

Don't let 5 BEC
1 Plg shooting
sh

e show out of i,

stfriesland,
wheraver it is, is an odd
place. Ostirieslanders

don't go in much for the games
micst mera mortalks-play. Instead
they prefer cow-milking, tea-bag
throwing, pig-shooting and roof-

Going in for
intensive root
canal work.

appreciate visitors, though, and
you soon realise that the hordes of alien aircraft that
fly out to meet you are a little bit more than just a
welcoming party — they're after a new rugs to place in
front of their open-hearth fires

Wave after wave of the alien craft fiy towards you,
laser cannons firing away like they've got thair paws
superglued to their fire buttens. And some of them are just
as happy to crash straight into you — life is obvioushy

WHERE TO GET "EM

The four games reviewed over these these three pages
are all from the German company we told you about
last month, CP Verlag. The Electric Boys (T 081 668
7595) are on the verge of striking up a distribution deal,
but details of release dates and prices have yet to be
confirmed, so keep an eye out for info in Snippets in
the coming months. In fact, there's some hol news on
the very subject in this month's Snippets so turn 1o
page five now (or pretty soon, anyway).

E“"E":Htwa see L Orknackersd your joystick - ‘-
= they'll makea % Pwsr

oon wear off
h Il enjoy the next event
pig shooting. That's fiying pigs :u‘ courss! it's
g actualiy the best part of the game, which i1sn't

axactly saying much
If your joystick hasn't already been destroyed

¥ the next event, cycling, will finish it off. You've got

to hold the fire button down and continually turn
your joystick anti-clockwise until you finish two
laps of an island track. Your bike, interestingly enough,
has square whaals, but that's whare the inlaras! ands.

Of littie more interest is roof-building, which is just as

boring as it sounds. Youw race against your opponent 1o
ba the first to fill the gaps in your roof, The trouble is, it's
&0 slow it's like watching a lodoise

building. The only sport they seem race without
to have in comman with the outside  the bets.
world is cycling, but even then they The final
da it in thair own inimitable styla. sporting test .
The challenge starts with cow- is the ancient
milking. Despite its colourful and arn of teabag-
initially amusing premise, it soon throwing. It's i :
becomes apparent that cow-milking yet another ;
CoLnislioFoii 0 o September 1994 : : !

y annoying joyslick waggler. The teabag would

t's the attagi

of the .
. E:I“?

="

L«#

cheaper than an episode of
Prisoner Cell Block Hin this part of the galaxy,
Using your laser weaponry you've got to
blast a way through the hordes, while trying fo
avoid the shots emanating from the ground-based

4

:'. cannons. This is a bit of a tricky business, soit's a

good thing that despite the fact your crafl is constantly
spinning (looks great, not sure about the practicality of it,

though, unless the pilot's tumbile drying
some washing @

- 4%
i

day to battle a spiky
‘I’nu wait nﬂm‘i ot SN0

be betler

employed if you just went home and had a cuppa - it'd
cerlainly be mora axciting
i Owerall, taking everything into account,

i_:.-.]. Osifrlesiand Gamaes is pretty awful. There are
B only five events, and most of them are no fun at
Y all. The others you'll soon get bored with
decent German games 10 choosea
he Eleciric Boys have decided
to spearhead their releases this dire sports sim. Baheve

ome. Keith

With 0 many

from, il's hard o see why T

us, there s a ol better 1o ¢

0S1 FRIESMH

Initially it's vaguely amusing
But the joke soon wears off.
«when you realise it's just another joystick

= ,J

waggling frenzy.
And a pretty dull one at that.

r 5 o dl




s oiil

al the same time), it's still i e - level baddies take ages to mars it for all but the best of gamers, is the difficulty level.
extremely agile in the air, 1:: ::;:::' ::ﬂ destroy. The alien attack You start with just four precious lives and they prove very
Various pick-ups to aid with no sign of a i formations, difficult to hang on o for any length of time, Even
your progress litter the perilous turn-off.” which at = - ____playing in two-player mode it's
path. The best ones nip on and ’ the stant “ER diculously difficult to progress.
off the screen in seconds so you'll #‘ displayed ‘ ; Itll take a lot of skill and patience
want to move pretty sharpish if - some Just aim to get very far in this game, but if
you're get hodd of any of the goodies. semblance of for the you can manage it you'll have a
Your lask is, even at the start, a traditional military I:hltes nf ' lot of fun along the way. Maybe
iF. "

difficult one, and as you progress through
this corridor of death it becomes steadily
trickier. Tha alien sprites get bigger and
mare difficult to avoid, and the big end-of-

THE STEM
INTERVIEW:

SIMBATHELION

What better way to find out about

intergalactic lions, | thought, then

by asking a lion star? So | headed

lor Africa, to the Kenyan wilderness,

where | found The Lion King himself busy munching
through his afternoon Wildebeest.

Had he ever been in space?

Girrrerrer” (Go away, canl you see I'm having lunch)
And did he think Lions of the Universe is an
accurate representation of his experiences there?
‘Hoooaarrm™ (Listen, | wan 2l you again. How would
wvoui likae for me o indenrugl your lirch™)

And will he be returning?

‘Raaaaaah™ (Right, that's it, I've linished the Wildebaest
Sod the stupid circle of life — you'll do for dessert.)
Aaaaaarrrrgggghhh!!!

e of the great mag

thinking, bacomea ever
crazier and less
predictable. Your
reflexes will need '
1o be at their
sharpesi to avoid the nutty

Just Shm:t
them,

by
“.-.j aliens darting mindlessly around the screen,

A Lions of the Universe is undeniably very well
¢ coded, The sprite animation and the scrolling are
impressively smooth and fast and there's always
plenty of action going on. The graphics are nicely-
detailed and colouriul though they rarely rise above
slightly-better-than-average to produce something truly
awesome (the main exceptions being two beautilully-drawn
end-of-level monsters). The sound, however, is an aural
dealight, with the pulse-pounding music complimenting the
zapping of your laser gun perfectly.

Most important, however, is the gameplay, and it's
hare that Lions of the Universe really shinaes, The A-Type-
style shoot-'em-up is, of course, a tried and tested
formula, and while this game doesn’t offer up anything
startlingly new, the smoothness of the sprites and the
speed of the action ensures that Lions is one of the better
axample of the genre on the Commodora. Best of all is
the simultaneous two-player mode, which doesn't seem

1o slow down the hectic paca of the action.

The only major fault with this
game, which seriously

loyal *—'uh|Fr'r of Queen Beatraz, Tragic

quaenie caught a strange disease and d |=-L;|. bt
Bobix found out it was Bennof wot did it. Well, to
cut a long (and very boring) story shorl, Bennof got
wind that our friend was on to him and took off

with Bobette. You've gol 1o help Bobix save his
sweathearn and avenge the guesen's death.
To do this Bobix has got to get his hands on

four botties of
i L = ~ 3 T Q potion, each on
) o =8 -:;_ [ saparate islands.

! What we have is not
a Dizzy clone, as the
plot suggests, but a
Mario one, Starting on
the first island
Bobix has to
bounce amund

o

mare difficult than the
ona before. In batwean
islands is a bonus level
in which you've got to
caich balloons that blow
past as you sail 10 your
next destination. This,
quite frankly, is
. movaof a
distraction than
anything else.
You'll just be
& itching to get
" on with the
real action.
ftisn't as

nat a Lion King, but a pretty good
pretender to the crown Keith

Fast, furious, frantic, feverish fun.
The action never stops.
It's even better in two-player mode.

But there's nothing startlingly original in it.
And It's far too difficult..

o

HEhl:'d m.,f"£|=|urﬂllg,.' hut hoy -F-fu
ored out this proble
full refease. Keith

It's pretty average platform fare.

«.And there are a few irritations.

But it's well-produced...

~.AAnd the graphics are top-notch.

You'll just have to hope it doesn't crash.




POWERTEST

Dave’s not so much
into nibbling as
gobbling, but in
between snack breaks
he managed to get in

Tasmanian Devil doing a spot of guest judging on
Mastarchef, and he doubles his bodywieght with
every mouthful. Between levels, though, he
goas on a crash diet and sheds every
ounce he's put on. Expect to see him

i 1]
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SCORE UCHS LIVES Dead-ends cause

4“—-4 e LLEZ ;‘iﬂ q_d ETEERT | eroblems - how do

you get out of themT

COMMOBORE 64)126 ESTKS)

' Cod Prog. Rel. Guide 5141?'5 C126 Tricks & Tips 1295
Cad Tricks & Tips Anatorny of 1571 Drive £12-95
Cid Peaks & Pokes H-PE The Elemant Cod e
Céd Cosselte Book 496 Céd ldeas Book 495

Slimline Coses (update your old grey case C54 to a CA4C) 495
Supar & Printer Interfoce (connect any Cantranics printer to your Cod with
the opfion of working in Commaodare graphics emulation or native mode) £34-95
Datalux Motherboords (3 slot switchable cartidge board - save wear on your
expansion socket) £9.95
Full range of GEQS software available - send for list
Hundreds of games in stock on fape,/disk/cariridge - send for list
Ultrobasic-64 (adds 50 extra BASIC commands - graphics, sound elc) §4-95
(Tape or disk - state which)
Inlocom Adventure Disks ek 1,2,3/5tarcross/Suspanded /Deadling)  esoch 54.95
Please odd £1 for delivery in UK, £2 elsewhere in Europe, 25% for airmail outside Europe
'@ also have a good range of games for the C16/Plus-4 & VIC-20
DTES 18 Norwich Avenue, Rochdale, Lancs OL11 5J2
Phone/answerphone /fax 07046-7 15028

replacing Barry Bethel
on the mext round of
Slim Fast ads.
This is a game in
which consumphion
has gone wild but
cholesterol is the
least of your
worres. There's
this snake, you
saa. And ha's
hungry. Dead hungry. He could eat a
horsa. Except that a) his jaws can't open
x quite that wide and snakes are

enough p'ﬂyiﬂg time to fact) seems to inhabit a series of mazes, you
= begin to suspect that the previous occupants were
review this game... a not-vary-house-proud Mr and Ms Pacman,

The Pacmans seem to have had Rentokil® in,
've heard about getting an attack of the nibbles but  however, because there are no nasty wobbly things

| |

around all over the placa.
And since old snake-eyes (snake-everything, in

notoriously fussy and can

only eat things whale,
and b) there aren't
any horses
around. Nope,
all there

is to eat

are food pellets, =\

hundreds of 'em, lying

this is ridiculous. And when your sister complains, around to cause snake-lips any problems. In fact,

“I only have to look at a cream puff and | put on he's his own worst enemy. Because he grows with
weight,” she's got nothing on the serpentine star of every mouthful, and as there’s very litthe room for

this particular game. He's got an appetite like a manoeuvre in the mazes, the main problem is

trying to finish his meal without

ending up with himself as th
pudding. He can't stop
chomping, y'see, 5o
when he tums a
comer and is
confronted by his
own tail he takes a
chunk out of it.
Unfortunately, this
means he loses & life.
But fortunately, ha's a
game character so he's got
thres lives, Unfortunately, the

mazes become trickier and frickier to
_ navigate. Forfunately, there are also a few special bonus
o . L bd pills around which halp him on his way. Unfortunately, they

- A2 EEEFEEFFEEPD appear randomiy, 50 he can never be 1oo reliant on them.

Fortunataly, er, | can't keep this

fortunatety/unfortunately gag

going any longer

Super Nibbly is a lot better

than you might axpact. In theory
it sounds like just another
puzzler-by-numbers, the sort of
thing we've all played and
romped through before. The
humdrum in-game graphics don't
help raise your expectations, and
the first couple of levels are
uninspiringly straightforward.
Things don't look promising.

But then the game gets its
hooks in. The bonuses become
intelligent integrated inta the
action and the level designs
become more devious and mora
challenging. Maora to get your
teeth into, you might say if you
wanted a throwaway eating-type
gag. The time limits alse
becoma tighter. Er, | did

11N BEEEAL W BT
game is, ‘salf
mutilation is not a
good thing'.

mention the time
limits, dign't 17

Your progress
through the levels is
charted on a map
accompanied by
some great little
animations of snake-
nostrils whizzes from
ane place 1o the next.

It's another one of
thesa Garman games the Electric Boys are planning 1o
import. Hopefully this’ll be one of the first they releasa. It's
no classic, and it's as derivative as a Blur LP, but it
combines sharp presentation with canny level

designs to great effect. If things like Pang

and Tt are to your taste, then this CD

should tickle your taste buds too.

THE STEM INTERVIEW

Captain Stem travels the time vortex to find
experts to give their views on the games we
review. This time we sent him in search of
perhaps the most overworked cook in human
hisiory, Mavis Spongeworthy, head of the kitchen stalf

at Hampiton Court during the reign of Henry Vili. We wanted
her views on the culinary aspects of the game.

Unfortunately, she screamed the palace down when
Siem materialised out of the vortex, went around babbling
about what she had just seen, was arrested as a wilch and
beheaded. Shame, really.

FFFFFFFFFFFyFFFFprFprFprep

TET T T EEEEEY

Ah, | just took a
wrong turning.

A An well-designed, fast-moving puzzier.

A Well-endowed with the one-more-go factor.
A It's massive. Like really hugely massive.

V The graphics are (to put it politely) utilitarian.
V Could do with a few more extra life bonuses.

@ For further details about price, release dates
and formats please see the boxout on the
previous page titled "WHERE TO GET 'EM".

POWER Relig
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SUBSCRIPTIQHS 21

'WANT TO GET

COMMODORE
FORMAT? -

Take advantage of our limited offer special subscription rate. Get Commaodore Format,

the greatest source of C64 info in the known universe, delivered to your door for the
next 12 months. As well as free delivery you also get a massive 33 per cent
discount off the newsstand rate. As a Commodore Formal subscriber you
® SAVE MONEY a discount of £12 off cover price

FREE DELIVERY to your home (UK residents)

YOU have price protection for a year

YOU will never miss that vital feature

¥OU have a guarantee — you can always cancel later with no penalty

r-------—--“—__-__________----iﬂ_______-

Please enroll me as a subscriber to Commodore
Format (12 issves) from the next available issve:

Prices: UK £23.40 EUROPE £39.95 REST OF WORLD £49.95

Mame (Mr/Mrs,/Miss/Ms) : Initials S
Address SN : ik
15 Sy Post code e b
Telephone __ Ad EEC VAT Mo (i applicable)
Please supply my cover-mounted software on (please ring) Tape Disk
'I'EI.EFHOHE US YOUR | would ike to pay by (please ringl:  Cheque (payable to Future Publishing Lid) Visa Access
ORDER! ,
: ; Card number g Expiry date oots SRR
If you've got a credit card you can ring our
subscriptions hotline on: Date g Signature & R

» 0225 B22 511 (8.45am-6pm)

Or you can even

fax us on: |
» 0458 274378 @
(fax).

Tick if you would prefer not to receive notice of any special offers or new products:
Please send this completed form to; COMMODORE FORMAT SUBSCRIPTIONS, FREEPOST, SOMERTON, TAl1l 6BR

OFFER CLOSES AUGUST 315T 1994 CF/MAG/B94
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Right, Jason, how and when did BINARY
ZONE PD come about?
| got the idea to set up Binary Zone PD after
being in contact with the famous Compunet
duo lan and Mic for quite a while. They ran
Wicked PD at the time.
When they sadly left the C64 scene |
thought it would be a cool idea to do
something similar and cary on where
Wicked PD left off (| actually typeset
some catalogues
for Wickaed
FD at one
paint). In
1989 | worked for a
company which supplied
Apple Macintosh hardware
and software. One of the
things | had to do was look
after all the Macintosh PD
software and produce the
PD catalogues. This
experience helped a great
deal when | began to set
up my own PD library.
Binary Zone PD first
hit the C64 scene in
October 1990. From the
initial idea it took a whole
year to set up the library!

films. Well, Cea Spottin
Take it away, Jason, .

“Here's an interes
Shippet for you. |

established libraries. But
as he discovered, they’re
not just about PD.

Fortress which s
Lambert. In the film was
Super-computer wh
the fortregs, When

roitwich. It's the kind of place you
suspect might have been made up
by Ben Elton for a cheap laugh in
Blackadder - ‘the demon dongle-

did I spy? CBM 64

crusher of Droitwich’ or something. This time was spent
But no, it exists. And if you're a keen follower of compiling all the disks for
the PD scene, you've probably been writing off to the first version of the

the place on a regular basis. Because Droitwich
(snigger) is the home of Binary Zone, which, under
the auspices of proprietor Jason ‘Kenz’

catalogue, typesetting the catalogue and producing
adverts, fiyers, compliment slips, labels, elc.

g continues,

ting

; recently went
to the cinema to see the film

tars Christopher
this huge
ich controlled

they showeq a
close-up of jig two keyboards what

What would you say makes Binary Zone different
{or even superior) to other PD libraries?

| have noticed that some ather PD libraries are
temribly formal and they take things far too seriously. |
offer a fast and friendly service and have built up a
good friendship with many Binary Zone membars
after baing in coniact with them for a long whila, | am
always frying to come up with fresh new original ideas
rather than just releasing millions of disks of demos
(well, actually | try to do that toal).

Is there anything special
in the Binary Zone
pipeline?
Most definitely. One of
the projects | am
currently working on is a
VERY exciting
musical release
produced in
conjunction with Ced
and Amiga music
supremao Paul
‘FeekZoid' Hannay.
Things are still at
the planning stages
at the moment but
if the: plan comes
together (I love it when that
happens) then you will ba
able to hear computer
music like you have NEVER
heard it before! | can’t say
much more as it's all TOP SECRET at the moment,
| am also working on my new PD catalogue
updates but | have been so overwhelmad with new

Mackenzie, has grown into one of the most Many PD libraries are set up by __ software it's taking me longer
popular and long-running companies in the C64 members of demo o W W W ~| than expected to get things
world. So, what Is the secret of its success? Why groups. Were you ever | - - 1_-_::_,::",,‘: H - . typed up. There is even a Binary
has Jason stuck so steacifastly with the C647? part of a team like that? |= = = .. - «| Zone VIDEO in the making! Who
What plans does Binary Zone have for the future? Yup, when | firstgotmy [T s . ::__-:: y - -1 A | said the CB4 scene is dying out?
And is it hard to be taken seriously when you're C64 me and a few friends [~ - LA A = | Not me matey.
based in Droitwich? Some of these questions will set up a group called pe-cw A > =T . as B om
be answered... = Computer World which P “Yha Soeplre of '.;W «| Psytronik was one of the first
was named after the song - things have come a « | of a‘new wave' of small,
by Kraftwerk. After a few Jong waysincetheg. . ~| independent software
years various Computer - 4 P e S N companies producing stuff
life at Binary World members started to __-"-_‘__‘_E_ T ®| for the C64. Why did you
e G leave the CB4 scene so | decide to enter this market?
be tough. joined the fab British group Xentrix. Eventually, various Psytronik Software came about really quite suddenly
J Xentrix members left to join or form other groups so | and somewhat unexpectedly. It all started when |
J R left and re-formed Computer World on the C64. received a call from Jon Wells who was a tad
g By thia time a lot of people were creating demos unhappy because his game Scepire Of Baghoad was
and utilities for me under the Binary Zone label so | no longer going to be sold by Atlantis because that
decided to keep things simple by making Computer company had, erm, SUNK! Together we got the idea
World an Amiga-only group. to sell his game on & new software label which
COMMODORE FORMAT 48 Scplember 1004
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catered for commercial software rather than PD
software. Psytronik Software was then born.

Once word about Psytronik Software had got out |
received various latters and games from authors who
were keen to get their work published but hadn't had
much luck with the 'big' commercial companies wha
all seemed to be abandoning the mighty C64 scene,

Are you pleased with the quality of software
you've released so far?

Oh yes, and not only am | pleased but also the people
who buy the games seem to be happy with them, |
receive plenty of nice letters and calls from gamers who
are enjoying the software. They all seem to want one
thing, though... MORE GAMES! | hope more people get
the idea to sell new commercial titles on a mail ordar
basis because there is obviously a market for it.

You've produced a few demos and games in
conjunction with Jon Wells. How did that start?
Basically, Jon got in touch with me and told me he
could code and sent along some examples of his
work. | was impressed with what he could do and
things just progressed from there. Jon also told me
that he could considerably enhance SEUCK games by
adding many new effects that are not available in the
editor itself. All | needed now was a good source of
quality SEUCK games, and as luck would have it a
talented comic-
book artist
called Alf

& sk

| Alf sent some of
"¥ his SEUCK
Y.« games to
another C&4
magazine in the
hope that they
would feature
them on their
covertape. The
mag was very
impressed with
the quality of the
games and toid
Alf to get in touch with

Jason take his bug
hunting seriously.

me as they thought Alf's games would do very
well in the PD market. Alf then sent me a tape
which contained some of his games and | was
literally blown away by the quality and originality of
his games. | received Alf's games at the same time
that Jon Wells told me he could enhance SEUCK
games so | quickly rushed Jon some of Al's games
and Jon got to work on enhancing the game Twin
Tigers. The end result was excellent!

The enhanced game appeared on CF
Powerpack 26 and is also available on the Alf Yngve
Collection which is a very popular games compilation
tape available from Binary Zone PD.

Can we expect to see more

Psytronik/Wells/Yngve
productions in the near future?
At the moment Jon Wells is working Stop dressing up and

on a series of games which will be
released by him on the Visualize label
s0 I'm not sure when he will next be
able to get the chance to produce anything for
Psytronik Software. Alf Yngve has been very keen to
get his games enhanced and released commercially
right from the start so | have no shortage of software
from him. You will just have to keep to eyes glued to
the pages of CF for more news about future

Psytronik releases,

You recently took over the legendary Guild
Adventure Software library. Why was that?

The Guild used to be run by Tony Collins but he
decided 1o do a six-month course which would have
meant the end of the Guild because he would have
no time to continue running things. | stepped in at
the last moment and offered to take over the Guild.
Tony was happy at the prospect of all his hard work
being continued so he basically sent me the Guild in
a huge jifty bag! This means | can now offer plenty of
great adventure games to CB4 users as well as
ocodies of splendid PD software and, of course, the
Psytronik releases.

How would you describe the future of the C84, and
what sort of commitment can we expect to see
from Binary Zone/Psytronik?

| must admit the C64 scene has dwindled
considerably during the past few years and the lack of
software in the shops is a real shame. There are loads
of CB4s still out there and heaps of keen CB4
enthusiasts but I'm not sure how they will find out
about what's available for their funky

THE SUNDAY COLOUR SUPPLEMENT TYPE BIT

Time for a bit of in-depth guestioning to discover

the true Jason Mackenzie...

27
What is your favourite C64 game of all time?
Hmmm, that's a bit of a toughie. It's probably e
Uridliurm because that's the game that made me want

i own a CB4 in the first place.
Which Ci4 celebrities (well, parsunali'llna} would
i 7
you most like to meet ol -
| would really like to meel some of tha brilliant GE4
icians who mysteriously vanished from the CB4

mus C g
Hob Hubbard, Martin Galway,

gcene. They include
Tim Follin and Matt Gray amon

gst others. HI GUYS!

What food do you despise the most?
Liver! (Ptooey!) and Marmite {Bleagal)

Who is your ideal babe? {
Eithar Anita Dels (out ol 2 Uniimited) of Ter Hatcher

{Lois Lane from Lois and Clarke: Tﬁe MNew
Adventures Of Superman) will do nicely
thankyﬂuverymuch.

What is your lucky number? s
a7 — | don't know why, it just seems fo crop Up alot.

What is your favourite colour? .
Blug (although | guite like red too).

machine if CF disappears for
good (wall that's not planned for just yet a while —
Dave). | will continue to support the CB4 for absolutely
as long as possible and as | have over 4,000 C64
members it shows that not everyone has gone to that
nasty ‘consolaland’ place.

What are your views on consoles?

| too was caught up by the hype when the Super
Nintendo was first released. | rushed out and bought a
SNES but | soon realised my mistake. | was forking
out £40 for gamas which | was completing only a few
days after buying them. The ultimate example of the
‘walue for moneay’ you DON'T get with with a console
game is this... | borrowed Super Star Wars from a
friend of mine; it cost him £60. One hour and 15
minutes after | first plugged the carridge in | was
watching the final end sequence. £60 for just over an
hours' entertainment! | own plenty of C64 gameas
which | have played for MUCH longer than that and |
still haven't finishad them! Makas you think doesn't it...

How can people get more information about
Binary Zone/PsytronikiThe Guild?
Simply send two first class stamps to: Binary Zone
PD.34 Portland Road, Droitwich, Wores, WRS 7QW.
Please make sure you state whether you are a TAPE
or DISK user and then | will bundle you a FREE
catalogue and a life-size cardboard cut-out of Jet from
the Gladiators. .. (actually, I'll just send the catalogue,
the bit about Jat was just wishiul thinking on my part).
A catalogue of Amiga software is also available
and it features a new Amiga 1200 section!

And your final words?
Ahal This is a good place to thank all the Binary Zone
PD members for their unending support and all those
amusing letters which liven up my day. | would also
like to say a big "'YO! to all the people who have coded
demos, utilities and games for me. Cheerz dudes! Oh
yeah, | would also like to send a cheery wave and
thumbs-up to and all my friends and contacts in the
scene who supply the Binary Zone with a

constant stream of truly excellant PD

software, Long live the Commodore 84! ‘F
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Upgrade salel CE4, desk drive, chw,
Mind Benders pack, axiras. £50. Tape
and disk gamas, covedtapes, axtras. Most al £1.
Tel 0358 T20984

Commaodors 64, ax condtion with 150-200 gamas
and 2 joysiicks. Tal Jonathan: 044 84433

64 gumes for sale, from £1.50. Also Garmeabday games
and music cassettes, For list - SAE ~ Denise Hurley, 48
Eagtam Awa,, Chippernam, Wilts, SW15 3LW

1541 mk2 disk drive. Brand new with many dsks
{inciuding Mini Odfice 2, OCP Art Studio, games and
blanks). Ted Ban: 0873 853973

CHde. disk drive. dalacassathe, prirter, & A MW,
mause, lnads of lapes, disks, books Mags and other
oquipment. Worth ovar £1,000, seil for £250. Man
(CrEd3) G164 14

Commodars 16, joystick. gamas. Hardly used |[deal
for baginner or young children, Bargain £15. Wme o
Mis J Linda, 8 Alan Closs, Dartiord, Kent, [h1 SAX
Ci4 Mightmares pack, CF 14-46, 20 budgel gamas, B
full price, 1 eaftidgs. Excallent condition. Worh 450,
e €200, Call Fryan 0532 436581 after Tpm Mon-Fri
1008 of CB4 games at very low prices. Sand SAE lor
list toc J Chan, 16 Goodison Road, Waltan, Liverposl
4, L4 4EH. Wil swagp

Personal Compuber, parts, drives and cands lor sak
at how prices. Wrile to: Michasl Bailey, 9 Crommeell
Clase, Bishops Stortford, Hems, CMI3 4PL for list.
CB4, nearly 200 games, £100. Bavars skatas. vifually
new, £65. Aan 2600 with lour games, £20. Tha lof for
£160. Tek: (283 B4525T

C64 keyboard, datacassatie. Qulckdine joystcs, aver
) games. E100 ona. Tel: 071 231 1024

1008 of G64 games. From 50p, okd and naw, Flus
many CF mags. Send SAE 1o 57 Holdenhurst Ave
Boumemouth, Dorsat. BHT 6RB far list

Commodore MPS 1200, Print guakty and speed
suparior in MPS 8013 P.W.O., new ribbon. £45 inc
postaga, Mo ofiers. Tel David on DB1 244 8510
waekands only!

CE4 with 1541 digk drive, 801 printer, ARa cassetla
undl, manuals, kois ol soffwana, in original boxes. £150
avnie the kot, Tal: (0734) BES555

Action Replay 6. One month ald, top conditon. 510
Coract Jim, 23 Mossiea Roed, Bromley, Kent BRZ
84 games Irom 50p 1o £3. All on lape, bul will cons ke
swapging for tape or disc games. Tel: 0862 414395

WANTED

Mustang Compunat modem software. For Prastal
varsion 5.2 wrba ring 0962 Ba3648

Manic Mansion on disk, To buy or swap. Kevin
Scorar, 4 San Carlos Close, Catharkck Garrison
Cattarick, Morth ¥oreshisa, DLB-4HY

Mini Office 2 on 5.28-inch disk lor C64. M ME Hamis
1 Dunrobin Closa, Dasdinglon, Co. Durtam, DL1 30P

NAME
ADDRESS

SMALL ADS

basic canridgs
for OB4. Can pay in starling
Frarnces Byriss, Ballymaciadden
Kilcar, Co. Donegal, lreland
GAC and Wargame créabar. Will swap far
Chips Chalanga, CF mags, rave 18pes and'or card
sharks Cfd gama. Telephone Joss an (+31) (0170
J5ITEES (Methedards]
BBusiers and Puzmics on 5 :25-nch floppees. Must be
orignal and good conckion Marre yoli pikcs. Contact B Alan
Cless, Dartioml, Kent, DA SR Lstiers only
Action Replay cartridge mik V1. Also Mini Offce || on
disc with rmanial. Claython Pander, 14 Park Courl,
Gilenagmary Heights, Glenageary, Co. Dublin, Ireland.
Urgenily waniecd Supmma Challenge complaton on disk
and shool-em-Up Corsimaction K. 1 pay bucdost prce of
swng for Flrba's Ouesl, Shadow Danoer, Sricer 11 Densk
‘Wison, Dernecannon, Deirylin, Co, Fermanagh, BTO2 866,
Good digitiser for C84. Must includa a manual. Also
Cammaodarg Formal ish & [whal was 50 speci! about
thar ane? — Dava). Contact lean on (Ireland) B234791
Easyfile EF1 6440 disk. Also Easy Spell ESF 6440
digk, both for 64, Tel Norma
002 309813

Sector B4 the fanzine

Gamehay wath thres ga

Gamatay

208 G ark, ( 1

Sinclair CF sleciric car. W :
Philip, 180 Capal Road, Forest ( ET QJT

Hulp! Expert cariridge nesdad, aftor |
{hape # fasted nice - Ok Aagsonaba prce
oonsidersd. O.F. McLaughlin, 175 Langside Road
Glasgow, G42 BXY

Exile, Mobby, Great Giana Sisters 2, PD games and
any fight sims. Tel Aowan Veale on 0821 850 400
Alsn Sloapwalker, must ba Ocaan varsion

Emilyn Hughas Int SBoceer. Must ba good condibion
Ovigingl or budgat, pay up to B4, Also Piratas map, Tal
Craig: Derbryshena 272008

BUY-A-RAMA ORDER FORM

Classification: Tick box: [J For sale ) Wanted [ Services [ User groups [ Pen pals

CB4 PCB. Old sty predesrad. Wil pay
£10. Braoken of working. Tel Coln an

OED IG4624 aMer Tpm
Gauntiat tape for CH4. Swapping
for chaqua or cash (Dan' you just
mean buping? - Dave), Ring Dave on
(1 420 SE14.

CE4 wtilitses, languagsas and consinictan
kits, aspecially Seucx, Srmon's Basc
caririgga, Tal Alex on 081-521-80826
petwesn 4pm and 10pm
Croatures 142 on disc. Enguines 1o
Mamhaw Dainty, 2 Lady Leasow, Radbrook
Green, Shrewabury, 5Y3 BAB,

Disk drive for OB, Will pay good maray. Alan
¥ellener, 20 5t Anne's Road, Gurranabraher, Gork, Eire.
Litirma 446 and Ultima B clusbook (Faths of
Diesting]. Ted Ned on 0723 BT0488 alter Bpm
Monitor, Commodons 1801 4080 column display
for C126. Also CPMW plus system disk. Will
ponsader cofacton Aveh'Somaensat or othar
Telkphane 0761 416126
Sim City wanted on disk for CB4. Wil pay lor pip as
will as a good price. Mot a copy. Send me quich. R
Oinderwater, Willsm Da Fugganaan, 374 1086 Ad,
Amshardam, Netfhaands
Internal powar supply for 1371 and Schemabc for
1341 mk1. Ted Jamsa: 0375 540048
Supremacy for Cid cass Also Elita Tedephone Chils
on 0482 708477
Commodors OPS-1101 daisy whesl printer. Parfoct
working ofdar, £50, Tel- 0265-2T0S80
Buggy Boy for A4 tapa or disc Tedaphons Chis
on Q7T 8308504
Dise drive for C84. Ungent! Tal Mrs Baybutt, 0264
TT2343, avenings after Spm
a0 Construction Kit and/or GAC o
fior Shadow Warriors. Sty Spy and L
GnHin, Ballylast, Castielinn, Co. Donegal. Inesand
Action Replay. . Davies, 178 Ofmore Road
Kidderminsber, Worcesster, DY 10 158
128 D128 user manuad or nelenence boos Brace
Warren Ad, Regate. RHZ

casseia Swap

Fantasy World Dizry (13 B4 Wil pay £10. Tal
C84 comsoke. Il pay £5.95. Tel John: (0582) 7

Mick Faldo's Chamionship Golf on cassatta Wil

pay T F afhan Aithen, 4 Hardwiche
Foad, P ipoet. Chashire, SK12 184

Myth grgion, Will swap Tha Addams

el. Talephone Rowan an

B2 E50 40

Disk drive 1641 Il with gamas. Will pay ES0. Wrile
t Dave Adarmann, 32 Ayahdll Grova, Presion Road,
Huill HLIS E

Dizzy Aules the Universe part 1. Demons of Topar
tapa. Fireird for C64. Tel: 0636 640853

Exile ard 30 Construction KiE. Will pay ug 8o £S5 for
wither. Tal (D723) 812442

B e o T o i e e i e e e i e i e e el

Powar Supply for Exceleratar P Seinch disc
drive, Gordon Bell, X3 William Straet, Wallgata
Raothamam, South Yorkshra, S60 2NG

Warbad: Anyona o donabe programs e a new mega
PD library. Contact Ban on 0602 327500

Gunship criginal on 525" disk, Must ba good
condition. Ted Richanrd on 0709 561363 (after Gpm on
weakdays), Will pay postage

Litilithes diak for freaze machine MT 3. Wl pay hat
price. P Cullay, 66 Haptay Wood Rd., Bumley,

Lanc ve, BE11-2LF

Fairlight, preferably on disc, Will pay £5-£10
depending on format. J Bristow, Flal 5A, Middiesirest,
Wation, Noriok, IP25 GG

Frankiea Goes o Hollywood on laps warsd
desparately. Will pay up b £10. Also wanted Fewan
Formuda 1, Will pay up 1o £7.50, Dawvid Colenutl, 18
Ambrosa Lane, Hampandan, Hans. A15 48X

bhinl Oifica 2, Cd cassalte. Tel: 0440 703181 (day)
OTET 277174 (ava)

Chd games. Good prices paid Penpal alss waniad
Emily Chisppini, 1 South Dale, Caistor, Lincs, LNT 6LS

SERVICES

Eoftware snhancement sarvioe lor paraoral o

commercial usage. Advance poinntial ol your files

or @ngquines o Ewan Gillles, 21 Conquerons Hill,
Wheathampstead, 51, Albans

Huris, AL4 BNS

Seuckers, e onginal usar groug. Wite 10 Seuckens.
12 Anhur Avenue, Calster on Sea, Grem Yamouth,
Marfalk, MR SP0 for inlo pack

Bored with the same games? Noed to add sparkls 1o
your GB47 Sand SAE to M. Fulles. 28 Skagay Lans
Mansfeld, Notts, N21§ 605

PEN PALS

13-year-obd boy seeks pen-pals, masatemale,
workdwide. Write in English boc Joss Tucker, Balkisiraat
25, 585X The Hague, The Metharands. Argwer
guaraniesd

Wanted: Pen-pal Musi be good looking girl 12-14. Ta
abars. Phane Matn (West

s misic and talk aboul gamas (ot programming)
3 isha, 7 Wast Ave., Ingol, Praston PR2 TEP.
CadiAmetrad 6128 I'm looking lor you nasbars | you
whals? — Dave) who ara willing ko exschangs inlo and
pragrams with of withaut programming knowladge
John Fallidas, 1 Chrisoupolpos Streel, 162,31
Virmas, Athens, Greece. Tel; (01) 7014072,
Pen pal with CB4 wanted, aged 10-12, o swap
tip, games and cheats, Graham Todd, 30 Pennel
Streat, Lincoln, LMS 7Ta&

Pen pal wanted! | am 13 years old and love
programming &nd music. Richard Archibald, 23
Garry Drive, Bally money, Co. Antrim, BT53 GER.
15 year okd boy seoks penpal(s). MF, photo if
poss. Davey Hurt, 9 Watlord Close, Witheraack
Sunderand, SAS 555

Penpal 1o swap PD programs on & 25-inch disks
Any age or sex, UK or abroad. Lea, 1 Shome
House Cour, Forden, Welshpool, Powys, Wales,
Tel: 0B38 S5BO55S

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

And it's sy as filling in this "ere
form and sending it to us hereat
Uncle Dave's Buy-A-Llama,
Commuodore Format, Future
Publishing, 30 Monmouth Street,
Bath, Avon BA1 2ZBW. And it's free!
But that doesn’'t mean you can take
liberties. It's one word fo a box in
our ad

the f_i['l-ﬂ_ Cram in more and

will be heading binwards.




GAME TIPS 25

So what exactly
these pipes for? e

outlets?

Cheating is an ancient art form. From the first game
of club your partner through conkers, Kerr-Plunk and
Canasta to computer games people have cheated.
And Andy Roberts is a master of the art...

MAYHEM IN

¥ou've had the complete player's guide, a rather He's by far the most gorgecus
nifty bug-fix listing and even an infinite lives listing. and talented duck on television. \\ 5

S5 INFUT “INFINITE CONTINUES Y/N";C5:IF
C$="N" THEN POKE 555,206

& INPUT “MORE TIME ¥/N";D57 IF D§="N" THEHN
POKE 560,18%:POKE 565, 68:POEE
570,144

7 POKE 157,128:8Y8 516

10 DATA 032,086,245,169,019, 141,207,003
11 DATA 206,208,003,096,087,065,090,163
12 DATA 032,141,013,010,16%,002,141,014
13 DATA 010,076,230,003,16%,000,141,182
14 DATA 179,169,173,141,176,171,169,173
15 DATA 141,11&,070,169,16%, 141, 041,179
16 DATA 169,009,141,042,179,169,234,141

17 DATA 043,179,076,013,008

DUCKULA 2

And now, finally, here we have the official cheat but he's a little bit crap at games.
mode. But it isn't your average bog-standard, To give everybody's favourite
run-of-the-mill cheat. In fact, if you've copied e starian vampire a helping hand, try
the game or own a pirate version, you won't thié fisting for size. Eat your heart out,
be abla to use the cheat at all. Ha! Orville {we can only hope — Emﬁz.
When the title screen appears, type in JCEDLA 2 CHEAT BY
the numbers corresponding to the ":_ :1?; [:;212 T 323 :READ ¥:C=CsT: FOKE mmcRUMEn
BOTTOM LEFT strip of colours on the X Y EXT (POWERPACK 46)
L&' protection sheet (A37 to E37). This is a rather 2 ¥ C<»6170 THEN PRINT “DATA ERROR L Warren Pilkington takes a break from creating music
S hefty 25 digits, so be extremely careful not to 3 pOKE 157,128:5Y8 71 s demos (such as Quadraped Tearaways) to conjure up
make a mistake, If you enter it correctly, the 10 DATA 032,086, 245,169,131, 1.11_, 21_-ir '?E_a; this splendid listing. Type it in and RUN it for infinite
11 DATA 1-59,naa,lu,z:u,naa.m_hrltf- 'Jl'i"' lives and keys.
- paTa 238,032,208, 206,032, 208,169,234 0 REM BOMECRUNCHEFR CHEAT EY WAZ
11 DATA 141,234,016, 141,235,016,141, ‘“1' 1 POR X=516 TO S56:READ ¥:C=C+Y:POKE X, ¥:NEXT
14 DATA 016,141,061,038,141,062, 038, o 2 IF C<>&132 THEN PRINT “DATA ERROR":END
064,038, 141,130,050, 141,131,050 3 POKE 157,138:5YS 516
4 DATA 032,086,245,169,019,141,207,003
5 DATA 206,208,003, 096,087, 065,090,165
6 DATA 032,141,013,010,169,002,141,014
2 IPF C<»6939 THEM PRINT “DATA ERROR":EMD 7 DATA 010,076,230,003,169,173, 141,134
3 INPUT ~INFINITE LIVES Y/N";AS:IF A$="H" THEN B DATA 056,169,173,141,147,062,076,016
POKE 545,1 9 DATA 008
4 INPUT “INVIRCIBILITY Y/N~;B§:IF Bi{="N" THEN
POFE 550,238

"
.

APEX logo will begin to flash, and you can now
start the game with infinite lves,

15 DATA
16 DATA 141,132,050,096

L et only
: green
= : 3 = = S pasties

T L 3 4 r B W e and -p'llﬂl.
MAYHEM PIPELAND ; . s e Pid get

- i Err o =

DEMO (powerPack 46) @ & 1 J S
Tha cute yellow dinosaur's third Powerpack outing gets '
the usual Warren Pilkington treatment. Type in this listing, ’ '
SAVE for future use, then RUN it for infinite lives, o
invincibility, loads of time, and infinite continues. ; !
0 REM MAYHEM DEMO 3 CHEAT BY WAZ ’ ‘
1 POR X=516 TO 576:READ Y:C=C+¥Y:POKE X, ¥:MEXT Er SN

THEN POKE 556, 206

YETI (ALTERNATIVE) 4 INPUT “INFINITE AMMO Y/N“;B$:IF B&="N"
This rather dull computer version of Bigfoot and the THEH POEE 561,206

Hendersons can be made a little more bearable with the 5 INPUT “INFINITE BOMBS Y/N";C§:IF CS="H"

aid of this listing. Type it in and choose from a
tantalising selection of cheats: infinite lives, tons of
ammunition and a bucketicad of bombs.

0 REM YETI CHEAT BY WAZ

1 FOR X=528 TO 572:READ Y:C=C+Y:POKE

X, Y:HEXT
2 IP C<¢»>5031 THEN PRINT “DATA ERROR":END
3 INFUT “INFINITE LIVES Y/N";AS:IF AS="N"

THEN POEKE 566,206

6 PORE 157.128:5Y8 528

10 DATA 169,029%,141,040,003,165,002,141
11 DATA 041,003,032,086,245,165,011,141
12 DATA 206,001,16%,034,141,207,001,096
13 DATA 087,065,090,169,173,141,201,155
14 DATA 169,173,141,0359,152,169,173,141
15 DATA 051,152,076,235,002

playing
with pink




Sam had a bit
of an attitude
problem...

FIRST SAMURAI =

~=He also had phat.
pink, silk pajama -
bottoms... 3

. 1] «.And.a large, .I:

i curved sword
Ses= called Penclope...

>

BEGINNERS’ TIPS

Decent beat-’'em-ups are hard to find, let alone a
half-decent arcade adventure. First Samurai

happens to be a wicked blend *

of both styles, but it’s
also a hideously
difficult game.
Here’s Andy with
some
sound
advice
for first-
time
Samurais.

GETTING
STARTED

Although the control mathod is well
designed and extremely flexible, i
does take a littha tima to get used
1o, especially if you've never
played this sort of game
before. Take a little

time to get used to the
way the Samurai
handles, how high and
how far he can jump, his
speed and agility, afc.
Things become a
little more difficult
when you gain the
sword, as you effectively gain
several new moves (which, as
you may have guessed, require lots of
practice too). Probably the most vital skill to
master is mid-air combat, i, jumping and
attacking at the same time. For more info,
check out the COMBAT section,

Is it just me or do those fiying things
look like the robots in The Bilack Hola?

PHYSICAL AND
MYSTICAL
STRENGTH

Physical strength is
by tar the most
important, simply
because if you run out
of physical energy, you
lose a life. Collecting fruit
(see CHESTS) will
replenish lost physical
gtrangth, and you should endeavour 1o top up
your energy whenever possible — you
nevar know when you’ll need that extra
little bit (and bealieve me, you'll need i)
If you collide with an enemy, for
example, only your physical strength
is affected. and is therefore the most
impartant of the two.
Unlike physical strength, mystical
strength is completely expendable, and
is fairly easy to replenish (killing enemias will boost your
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ok
- odaletalalotar, -

miystical strength). However, certain magic
g collected unless you

oDpacts

% have enough mystical strength, so it's
+ genarally worth killing any and every thing
which ;I?"S N YOUr way

H you run out of physical strength, some of your
mystical strength will be used to replenish it, which is
rather handy (but don’t rely on this). It's also wornh
pointing out that the more mystical strangth you
etter your weapons. However, this
n reverse — lose energy and the
waapons will disappear quicker than a
particularty spritely cheetah on steroids.

RESTART POINTS

The various pols dotted around the landscape are, in
actual fact, restart positions, and require mystical
activate. Simply stand in front of any
particular pot and duck for a few seconds to ‘activate” it.
The next time you lose a life (or collect a potion — see
CHESTS), you will return to the last restart pol. As you
progress further and deeper into the levels, it is definitely
waorth sacrificing some anergy to save your position, as
it's often tricky to refrace your steps without losing tons of
lives. Restart pots can also be used as an emerjency
back-up escape route; if the screan is full of nasties and
you uncover a potion, use it to safely return to the last
restart point (and away from danger... hopefully)

These contain all manner of bonuses and magic objects,
which may or may not be collected (depending on how
much mystical energy you have). The list below covers
the more commaon types. Certain magic objects ane
required to complete some of the puzzles throughout the
game, such as the logs on level one, Thase are often in
wall-concealed areas, so try 10 keep your eyes peeled at
all times. Also, it's worth bearing in mind that some chasts
wan't appear if there are a lot of enamias on screen,

# FRUIT — Replenishes physical strength

@ DAGGERS - Enhance firapowar

@ AXES - Enhance firepowear

@ BELL — Used to summon the Old Man

@ MIMES — Boost firepower

& POTION - Takes you to the last rastan point

@ LAMP - Uncovears hidden objects

strength 1o
t gth to

4 =

L
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Do you have a problem with
that?™

fh-wﬂfrlll O anyorne -
who aniggered, 'hz:w bafore -

need to collect four logs and then summon the Cld
Man to lay them across the walerfall. Easy in theory,
very difficult in practice

From the start: Make your way 1o the right until
you reach a section of disappearing floor — use your
leg sweep to kick through it. Drop into the cavemn
below, then use the same manoeuvre to kick
through the next section of flooring. Head right
and collect tha BELL which lurks amongst the
columns, then continue right as far as
possible and collect the first LOG
(underneath the dragon). Now go back 1o
the left and up to the ‘surface’, then go
right. When you reach the face

These are few and far between. In fact, most levels only
have one or two teleports. They look like the five dots on
a die and, once activated, will talepornt you to another part
of the map (simply stand in front of it and hold down the
FIRE button for a few moments). Mote that teleporting is
not an option — if you don’t use them, you cannot
complete the game. As with restart points, the teleporers
can also act as a handy escape route, should the nead
arise (and it definitely will).

COMBAT

If you're senious about
finishing the game,
then you'll really

you reach a restart pot. Activate it,

P

need to polish ."‘. > then drop down the small
up your When all : : waterfall below. Go left and
fighting skills. ! - collect the second LOG

Unarmed (awvoid the Dragon’s
combat is flames), then climb
undoubtedly back up the waterfall to

the surface. Head right until
you reach

the trickiast, but
not impossible. The
collision detection is
weaked in tavour of the player (thal
makes a change — Dave), so it's
possible to hit an anamy which is
still a few pixels away. The high
punch and high kick are

probably the only moves worh
using, along with the leg

sweep for particularly low ar

short enemies (and 1o get rid of
disappearing floors).

Life becomes much easier when
you get armed with the sword, because
this means that it's possible to kil several
enemies with just one swipe. Certain magical ocbjects,
such as the axe, the daggers and the mine, will boost
your combat abilities when combined with the sword.

a huge fireball-type
fiery thing, then

Both the daggers and the axe act like bullets, whereas hit SPACE to

the mine will float around the screen and home in on its SUMMon

prey. The basic key to staying alive is don't stand still, the Oid

and attack anything that moves. Man — he will
axtinguish

WIMP’S GUIDE TO LEVEL T v fames.

Usually the first level is a gentle intreduction to the game, Mow, using

with puzzles designed to educate the player rather than
confuse and annoy, right? Well, strangely enough, the
first leval of this particular game is one of the biggest and
most difficult, which s why we've decided to show you
exactly how it's done. Once you've mastered it, you
should have a pretty decent idea how to tackle the rest of
the game (if not, you could ahways make uss of our 305
section on page 29).

The main objective is to kill the dragon which lurks at
the far right of the level, but standing between you and
the dragon is a rather large waterfall. To get past this you

the white platforms above you, climb
up and left, then keep heading left
across the platforms until you

reach a chest; collect the BELL

from Inside and head back

the way you came to the

waterfall with the two

dragons. Climb up over the
waterfall, then drop down

the right-hand side. Don't fall

into the cavern below, instead go right & little and

huggers, continue quickly to the right until

activate the restan pot. Continue right
and drop down into the cavern, than
head right and hack through the wall
in your way. Avoiding the spikes, drop
down and hack through the wall to
your left, then climb up the platforms,
hack through the floor, and drop onto
the platform below.

Jump over the fire and hack through
the next wall, then carefully descend
into the lower catacombs. Mow make
your way keft and up (wharever
necassary) until you reach a rockfall;
summaon the Old Man then open the
gecond chest to collect the third LOG.

Mow go back the way you cama and
haad right across a saries of
disappearing blocks until you reach a
teleporter — use it. Now drop down into

the cavems again, and climb up the
platiorms at the bottomn. Instead of dropping
through the small gap (as bafora), continue
left until you reach a teleporter — go through i,
follow the path on the other side and collect the
BELL, then go back and into the
teleporier again.
Go back the way you came and
drop into the lower catacombs as
before, then head right across the
disappearing platforms and into the
teleporter. Make your way left a little and up
to the surface, then climb the ‘pyramid’ to the
right and use your sword to destroy
all of the square blocks (thero are six
sols of two). Once done, climb to the
top and an extra platform will allow
you to jump left to collect the fourth
and final LOG.

Mow simply make your way back
across the platforms, down, then right
to the waterfall. Hit SPACE to summaon
the Old Man, walk across the newly

created bridge, then kill the
dragon which lurks at tha
end. Once he's dead, collect
the three bonus coins and
teleport to finish the level.

AND WHEN
ALL ELSE FAILS...

_.Cheat like there's no tomorrow. It it's Action Replay
POKEs or passwords you're after, this litthe lot should
keep you happy for hours. Note that the POKEs will
work on both the tape and disk versions, but not the
passwords — which is why we've included both sats.

INFINITE ENERGY

POKE 18333,0 - Load 1
POEE 17625,0 —Load 2
POKE 18247,0-Load 3
POKE 19949,0 — Load 4

INFINITE LIVES
POKE 8628,0 = Load 1
POFE 8224,0—Load 2
POKE 8350,0 — Load 3
POKE 8002,0 - Load 4

CASSETTE PASSWORDS
LEVEL 5 = OXZLMP
LEVEL 6 = ZITRJM
LEVEL 7 - BZGVSN

DISK PASSWORDS
LEVEL 5 - PMLZXQ
LEVEL 6 - MJRTIZ
LEVEL 7 — NSVGZB
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amazing feature on interactive TV
and how tha Commaodore Amiga

Amiga Power tells you
everything you need to

know aboul playing

games on the Amiga (the CB4 and CPC’s

natural heir). For example, the September issue's got an axclusive raview
ot Super Stardust, probably the best Amiga shoot-'em-up yet. It also

will be playing a major role in this
new entertainment revolution. We've alsc got some axcellent Coverdisks
with OctaMED, a top music package and an awesome demo of
mpressions’ Detroi game {where you try to outdo Henry Ford at
designing and flogging motors 1o the world). AFS3: it's the dog's..
comes with two disks, stuffed full of demos and complete games. Amiga
Power truly is the

£3.95, WITH T COVERDISKS
rightiest
compuler Amiga Shaoper is the
jefinitive guide for every
cErious A

games

Magazine ever rmiga user. In our

devised by Saptember issue, we will be

hiuman beings taking a long hard look at the ray-tracing progran Imaging 3, plus we

£3.95, WITH 2 last every 24-bit graphics card we can get our hands on £2.50 P U B L I S H I N G

COVERDISKS

Whatever other computer you use,

CONSOLE MAGS and whether you use it for

i AMES piorgeriama s business or pleasure, you can bet
by rtm_azlne': i5 5108 O rE.‘aI‘_,‘ Al : =
e probably beyord). Supae B30T Publishing’s

year, and it's also set to burn up

vour consales in an extravaganza of marines-in-time-travelling-back-10- ot the best
Egypt-and-getting-trapped- n-a-pyramid, er, action. And only g
L L4
ma ga Z- I n e S to su It in the September lssue of the PC
magazine that helps you work, rest

Gameshaster has the EXCLUSIVE first look in the September issue. Get
The September issue of Sega and play

it or paint yourself purple and sing Kung Fu Fighting. £2.25
= ‘- k! Power features an exclusive review y u @ Artificial Intelligence and how it's
; o r nee s s all around us right now

- - 7
i % /-f‘“" r"‘" of gorgeously gory Mega Drive
! e {f:l::_f; o : ] Doom clone, Zero Tolerance: a ® TIE Fighter review = biggest game

massive round-up of all the games
planned for Mega Drive 32: a dip into Seqga's fantastic naw coin-op.
Virtua Star Wars: and a REVIEW of Mega Drive Mortal Kombat 2. It's out
now and, unless you're some kind of laughabily unsophisticated peasant
with & funny accant, you'll buy it £2.50

Creen Savers

ng Chaos Engine

E@SMGAMER =i

lin the September issue of PC Gamer, fird it whethar £3.9% WITH COVERDISK, OR
Rica OF The Robots lves up to its hype in our BxciLsive £4.95 WITH €D ROM

location report. Also we've got the first review of Microsof
gpic Space Simuiator, players QuUItes to TIE Fighter and Litma

It's the total Mintendo experience f
iy : Vill, the biggest PC games news section in the known workd and opinions from the most
with all the latest goss on all things q SMES ; < : =
ad S respectad writers in the games industry. And Gary Penn £3.95 WITH 2 COVERDISKS

NES, SMES and GameBoy. And
hara's a sneak preview of what

Septembear’s issue's got in Store: : ! e Tha maq that helps
Mortal Kombat 2, Super Battle tiv v and f e of R —S— l,, ;_1;.-:'1 In ,.,._ -5,1__:_3

Tank 2 Eak the Catand loads of a3t Eight &
about: Creating you

ol ged the most out of

a we'll 12l you all

wam mitimeddsa

other stuff that's just as pot- 31 - L Jat 1 e e T g o e e g el 5 '
noodiingly good. £2 50 ; A programs = it's exciting a el 80 easy anyone can do it + Choosing an | using sCannens *
- " How to manage your files to make using your PC more efficient. And, as usual, PC

tips and proDing News

Answers is packed-to-the-gills with reviews, h nts and tips
investigations. £3.95 WITH COVERDISK

well chocka! £3.95

————TII] 0 P! Discover how to Llpgl'm

Lot e P, ol e ovrg THEY'RE ALL ON SALE NOW AT

With ower 15 pages of specific upgrade

FominT yu e iy YOUR LOCAL NEWSAGENT!

FORMAT Bl e siiatie

forever! Do it! £3.50, PLUS COVERDISK



kind soul. here's the complete salution for level one. I
you'd like to complete the whole game, the full solution
is in CF31 (that sounds like an opportunity to get in
another back-issue plug — Dave).
From the start: IN DOOR » LEFT (BOTTOM OF
SCREEN) = IN DOOR « LEFT = LEFT = GET KEY *
RIGHT » IN DOOR * RIGHT « LEFT (TOF OF
SCREEM) » LEFT » IN DOOR + RIGHT =
RIGHT * GET KEY » LEFT » LEFT = IN
DOOR = RIGHT « INDOOR » LEFT »
RIGHT (TOP OF SCREEN) + RIGHT = IN
DOOR + RIGHT + IN DOOR (BOTTOM OF
SCREEM) = LEFT » LEFT » LEFT » IN DOCR *
GETKEY * [N DOOR * RIGHT = RIGHT + RIGHT =
IN DOOR + LEFT (TOP OF SCREEN) = UP = LEFT
« LEFT = LEFT * LEFT » INDOOR = GET KEY *
IN DOOR = RIGHT = IN DOOR (TOP OF SCREEN) »
LEFT » RESCUE PUGSLEY * RIGHT + IN DOOR +
RIGHT * RIGHT « RIGHT * DOWN = RIGHT = IN
DOOR = (BOTTOM OF SCREEN) = RIGHT + RIGHT
» RIGHT * IN DOOR = RIGHT * RIGHT = RIGHT »
INDOOR + RIGHT » RESCUE LURCH = LEFT = IN
DOOR = LEFT » LEFT » LEFT = INDOOR = LEFT
« LEFT * LEFT » LEFT = LEFT = LEFT = IN DOCR
+ LEFT = IN DOOR lo complete the level.

BLOOD MONEY (psvcnosis)
Shane Hadfield from Sheffield is having a few problams
with this strangely playable shoet-'em-up, and luckily
there is a handy Action Replay POKE to help even the
mast incompetent players. Simply use POKE

12734, 189 for complete invincibility.

He’s tough, he’s
mean and he

can bust any
game you care to
mention, so why not
drop our Andy a line if
you’re suffering from
the gaming blues? Go
on, don’t be shy.

(FIREBIRD /KIXX)
A fine young fellow by the name of Gavin Gunnati
wrote in with several queries, one of which is for this
huge arcade adventure. In short, he doesn’t know how
to use the JE VEUX VIVAE cheat, which we've printad
a couple of times before. It's really quite straightiorward
- simply play the game to get a high score, lose all your
livas, then enter JE VEUX VIVRE (with spaces) on the
high score table for infinite lives.
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completing the game s quite an arduous task. Fear not,
Stuart Christie, as there is a simple, clean, and efficient
cheat mode which absolutely anybody can use. To jump
to the next level, press both SHIFT keys simultangously
at any time during the game. Then press P to pause the
game and keep P pressed whils you press and ralease
the asterisk (*) key. If that seems a litthe comvaluted, you
might like to try POKE 4575, 165 and PORE 13579, 165
for infinite lives. Also, for those of you with the relevant
back-issues, you can find & superb player's guide
{chears — Dave) in issues CF31, CF32 and CF33.

Is it Jimemy Hin? i1s

It Bruce Forsythe?  *3
Nope, it's just i
Freddy Hlﬂlnt.‘ =

- lomer pretends to * ¢ e
be a light fitting. -~ :
- o — —-——EE““ i

THE ADDAMS FAMILY

(OCEAN/HIT SQUAD)

A rather depressed C Constable from Kent wrote in
with several queries, one of them for this rather hefty
arcade romp — what exactly do you do? Being such a

THE SIMPSONS
(OCEAN/HIT SQUAD)

Here's another budget beauty causing
problems for C Constable from
Kent. This fime ha's having
trouble spraying the WET
PAINT sign above the shop
door on level one. Here's
how — when you reach
Tool World, go inside and
buy a wrench. Leave the
shop, then use the
wrench on the fire
hydrant; the water jet will
wash away the WET
PAINT sign! Oh, and
don't forget to spray the
fira hydrant too.

DALEK

ATTACK
(ALTERNATIVE)
There's nothing mone
satistying than
blasting a few Daleks
o ablivion, bt

il i

o 9]

1 can't be having
wiith all this

modern art W
nonsense.

Whoops! There was a

teansy emor in the listing

printed in CR41, and a young
chap/chapette called M Balsamo
spotted it. The mistake is quite a
simple one — lines 4 and 5 were merged

for some reason. Those lines should have read...

4 INPUT ~IMFIMNITE AMMO ¥/N™;B§:IF Bi="H"
THEN POKE 550,206

5 POEE 157,128:8Y8 516

...50 type that into the original listing and everything
should be absolutely peachy.

LAST NINJA 2
(SYSTEM 3/KIXX)
Oh dear! It seams that Andrew Cochrane from
Gleadless in Sheffield is a little disappointed with this
installment of the Ninja saga — so many bugs and so
litthe gameplay. Well, | can't make the game any better,
but | can make life a little easier with thase Action
Replay POKEs. Oh, and there is na listing cheat
available for the game. Such is lite. Anyway, try
these POKESs on the relevant level for infinite lives. .
POKE 289886, 165 — Laval 1
PORE 29231, 165 - Leval 2
POKE 28824, 165 = Level 3
POKE 29059,165 —
Level 4
POEE 25212,165 -
Lavel 5
Well, you'd have an attitude problem

if your creator had given you kitchen
utensils for hands.
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oL
“Urrrgghh... |
knew | shouldn't
have had that

* R
(AUDIOGENIC) > f‘#ih‘;._' ="

Tha demo POKES printad in CFR46

won't actually work on the finished

version of the game (hah, | bet that caught you out) As
luck would have it, Dean Locke from Australia has a
gaggle of Action Replay POKEs which do work on the
final version. Hurrah. And, indeed, hurrah again

For full energy...

POKE 39339,255 — Jetpack

POKE 39340,2585 — Gun

POKE 39341,255 = lcar

POKE 39342, 255 — PX312 Blaster
POKE 39343,255 = Plasma Gun
POKE 39344,255 — Shield

To gain the objects...

POKE 39308, 255 — Gun

39309, 255 - lcer

39310, 255 — PX312 Blastar
39311, 255 — Plasma Gun
39312, 255 — Shield
39307, 255 — Booster
39299, 255 — 15t Key

POFE 39300, 255 — 2nd Kay
39301, 255 — 3rd Key
39302, 255 — 4th key
39304, 255 - 5th Key
39305, 255 — 6th Key
39314, 255 — Mushroom immunity
39317, 255 — Radiation Protection
39313, 255 — Fire protection
39316, 255 — Whistle 1

39315, 255 — Whislla 2

And finally...
POEE 39326, [0-255) — Pull objects from your pockets
POKE 39351, (0-255) — Turn yourself into

objects and creaturas D

JONNY QUEST (mi 1ec)

Ryan Barrett from sunny Swindon has very kindly
decided to share his complete solution with the entire
CB4 community — so here it is.

LEVEL 1 - From the start: LEFT = LEFT = LEFT = get
TORCH » RIGHT = RIGHT = RIGHT = RIGHT = get KEY =
RIGHT * RIGHT = LEFT » LEFT = LEFT = get KNIFE « get
KEY = RIGHT = RIGHT = RIGHT = RIGHT = RIGHT * get
KEY = LEFT = LEFT » gat BATTERIES = put BATTERIES
into TORCH = RIGHT + UP » LEFT = LEFT = LEFT = get
KEY + LEFT » up on SPRING * RIGHT = get KEY = RIGHT
+ RIGHT = RIGHT = RIGHT » use TORCH = free friend with
KMIFE = DOWN * LEFT » LEFT « LEFT « DOWN 1o
complete the level.

LEVEL 2 - From the start: DOWN = DOWN = DOWN =
RIGHT = UP = UP = RIGHT » DOWN = LEFT = RIGHT «
RIGHT = get ENERGY = LEFT = LEFT * RIGHT » RIGHT
UP = RIGHT = UP = RIGHT « UP = RIGHT = DOWN = get

NEIGHBOURS (zerreun)

Richard Beckelt pops up again, doing what he does
best — solving tricky and troublesome games. If you're
having problems with this antipodean escapade, head
this sound advice.
JIM'S GARAGE OPTIONS SCREEN
Here, select 1o race on the intermeadiate board, as the
beginner's board is too
slow and the advanced
board harder to control
with no real benefits. It's
best to salect no more
than two opponants —
any maora just tend to
block the screen. There
ara no differances
between the capabilities
of aach vehicle (even
betwean tha molorbike
and lawnmowerl), and
you can also selact how
many obstacles you want,
For the benefit of clarity, this solution uses all of them.

The combined acting
talent of a tomato.

HELEMN DANIELS' PAINTING TIPS

@ Don't always race along at full speed. it increases

your chances of a crash, which slows you down in the

long run (sounds like a metaphor for life, really, doesn’t

it? — culfural editor).

& Save the energy-filling bonus cbjects for when your

energy is low. Until the third and final lap, that is, when
you can collect them as you wish.

= @ Clear obstacles by as large a distance as

b
@"\,_,-"‘"‘ possible — there s some very dodgy collision
g :%-.ﬁ::' g4 &y
r—-—‘;

detection at timas.
@ Roads get smaller and have more tums as
you progress through the levels.

RACE 1 - DOUG WILLIS' BETTING TIPS
Move up the screen a bit 1o pass tha first gate,
slow down bafore the next gate to avoid Mrs

Mangle (and let's face it, you want 1o avoid Mrs
Mangle), then go down the screen along the right
pavement whare you're safe from harmm (swarn/e
only to go through gates). Go right and up the
left pavement (again avoiding anamias), then
along the top pavemant 1o avoid the kangeroos.
Go down the centre of the road, right avoiding
Bouncer, and up the right pavement. At the top
of the road tum left to complete the lap. Now
simply do this three times, then repeat going in
the opposite direction.

LASER * UP = LEFT * DOWN = LEFT « UP » LEFT = LEFT =
DOWM = DOWN = DOWN = UP + LEFT (second floor)
LEFT = LEFT = LEFT » LEFT = LEFT = UP * RIGHT = LEFT =
LEFT » LEFT = DOWN = RIGHT = get DYMAMITE « UP »
RIGHT = RIGHT,RIGHT = LEFT » DOWN * RIGHT = RIGHT
= DOWN = walk off lift to complete level.

LEVEL 3 — From the start: use DYNAMITE = DOWM +
LEFT * LEFT » RIGHT » RIGHT = get KEY = LEFT = LEFT »
DOWM = LEFT + DOWN = RIGHT = RIGHT = get KEY =
LEFT = LEFT = LEFT = UP = free DOG » get KEY = DOWN «
RIGHT * RIGHT = RIGHT * RIGHT = RIGHT * UP = UP =
LEFT (top way) * DOWN = get ENERGY = DOWMN = LEFT »
LEFT *» get KEY « RIGHT = UP * UP = DOWHN * DOWN »
DOWHN » LEFT » RIGHT = get DIVING SUIT = LEFT = LEFT
« LEFT = DOWN s+ drop into water to complete the level.

LEVEL 4 - From the start; UP « LEFT = get AIR » LEFT =
LEFT = UP = get AIR = DOWN = UP = LEFT » LEFT « DOWN
« get AIR « DOWN = RIGHT + RIGHT = UP = get AIR »
DOWN « RIGHT = RIGHT « DOWN  RIGHT » get AlR »

p- .

RACE 2 - SWAMPEY'S SURFING TIPS

Go through the first gate, then down the left path, laft,
down the right path (remember to turn to go through
any gates), right, down the left path, latt and down
glther path to avoid the dog. Go right and follow the
right path until you reach Mrs Mangle, where you
should swap to the other side of the road and follow the
left path 1o the end of the
lap. Note that when you are
turning comers on the path,
go onto to road and do a
large: circle onto the next
path to avoid crashing.

RACE 3 - JENNY LIM'S
PRONUNCIATION GUIDE
Go laft at tha base of the
# mud track ta avoid the late
+ Todd Landers, follow the
5, Irack round, staying at the
€ botiom all the time. When
there are two directions In
which you can go (right and down), go down; the right
path is a dead-end. As long as you stay at the bottom or
right of the track, you're safie from all enemies. It's more
a case of steering through small tracks, and therefore it's
better to go slower as crashing sends you back too far.

RACE 4 - THE TIPS LEFT IN JIM"S WILL

As with race three, you can avoid all enemies by

staying to the right or bottom of the tracks. Paths are

wvery thin here, so go slowly. Try to get in the lead at the

start, as it's hard 1o overtake |ater. Simply complete ths
race to finish the game.

prove oW crap e
ke Take at,

« UP = RIGHT
* RIGHT = get AIR * LEFT * RIGHT * RIGHT = get AlR =
DOWN * RIGHT = RIGHT = UP = LEFT « UP * UF to
complete the level.

LEVEL 5 — From the starl: UP » get CODING DEVICE »
UP = UP = get KEY = UP » TERMINAL 1 * RIGHT » RIGHT =
UP = RIGHT * get KEY » DOWN = LEFT = LEFT = LEFT =
get KEY = RIGHT « DOWN = RIGHT + get ENERGY -
RIGHT = RIGHT « LEFT » LEFT = DOWN « DOWN = gat
KEY * UP » RIGHT » DOWN = RIGHT = DOWN = RIGHT =
TERMINAL 2 = LEFT = UP = LEFT = UP = LEFT = RIGHT «
get KEY » LEFT + UP = RIGHT » RIGHT = RIGHT » DOWN «
get KEY « LEFT « TERMINAL 3 = RIGHT # UP s+ LEFT »
LEFT = LEFT * DOWN * RIGHT » DOWN = RIGHT »
TERMINAL 4 = LEFT = RIGHT = RIGHT = UP » talk to
BENTON QUEST to complete the game.




What does
Machine
Language
mean to
you? s it
that strange
mid-Atlantic
drone that
Speak and
Spell games
used? Or

he true power
of yimr C647? Jason
Fﬁ:charé#naiﬁ aﬂ...

d1dr‘_. o
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ard as it may be to believe, by the end of
the next page you will have leam! the
facts about another 17 machine language
commands, It's true. Because this month |
will guide you gently through the realms of
arithmetic, logical, transfer, shift and rotate instructions.
Mot only that, but Il tell you all about the incredibly easy
zero page and relative addressing modes. The only
question left to ask is where o begin? Let's get that
answerad right away

ADDRESSING IT

Remember that last month | told you what the zero page
was? If you don't — because you didn't read the mag (in
which case don't tell Dave because he'll only use it an
excuse 1o plug Back Issuas ) or you've just got a plain
bad memory — don't worry. It's just a posh name for the
first 256 mamaory locations. Zero page addressing mode
allows you to tell the computer what address you want by
supplying only one byte of info, not the nommal
two, Like LDA, $D020 requires two bytes
stored as 20 and $p0 in the memory for
reasons that elude even tha llustrious

Dave. But in zero page, the high byte of

every address is 300 and so we just get rid of
it. So if you stored a value in location $00FB,
you access it by doing Loa SFB instead of
LDoA SO00FE. You ean do that with practically
everything where you normally use two

bytes. Take, as a simple example, the
following short assembly language program:

100 *=49153

110 LDA 1064; S0428
120 8TA 251; S00FB
130 RTS

Line 110 uses absolute addressing and is stored in
memory as $AD, $28, 504 which is three bytes. Line 120
uses zero page addressing because the memaory location
in question (251) lies in the first 258. It is stored as

£85, $FB which is only two.

Felative addressing is not used in many instructions;
in fact you will only come across it in branch instructions,
It is the equivalent of saying, ‘take two steps backwards
from hera." or, “take threa steps forwards from hara®. An
actual address is not stored in mamory, just the numbser
of bytes either forward or back that the program musl

jump past. For convenience you always specify the
address when you enter assembly language like BNE
LOGE of BNE 5C000, but these are never stored literally.

CARRY THE CAN

In the auspicious world of the CB4, flags are things which
are either on or off. Like light bulbs. And in the said world
there is no concept of a dimmer switch so don't get funny
with me, matey. If you want a flag to be on, you set it;
otherwisa you clear it.

For now 1l just tell you about the carry flag. It's used
a lot in machine code; during additions, subtractions and

aven during

branch
instructions. In
fact, the
instruction to

N COMMAND
SUMMERY:

This month's Mean Machine Code was bought to
you by the letters M and C and the commands...

ADC Add value to accumulator
SEC Subtract value from accumulator

AND Logically AND value with accumulator
ORA Logically OR value with accumulator
EOR Logically EOR value with accumulator

TAX Transfer accumulator to X register
Transfer X register to accumulator
Transfer accumulator to Y register
Transfer ¥ reglster 1o accumulator

Shift bits left one bit
Roll bits left one bit
Shift bits right one bit
Roll bits right one bit

Clear the carry flag

Set the carry flag

Branch if carry flag Is clear
Branch if carry flag is set

add two numbers together i3 Apc which stands for ADd
with Carry. Similarly, 8B¢ means SuBtract with Carry. To
clear and set the flag yoursalf, you do CLC or SEC. CLE,
guite unsurprisingly, is short for Clear Carry and unless
you're a big, fat lemon | don't need to say what SEC
stands for. The relevant branching instructions are BCOC
and Bcs; Branch if Camry Clear and Branch it Carry Sel.

100 *=49152

110 SEC

120 BOC CLEAR

130 RTS

140 CLEAR ;

150 INC 53280 ;BORDER COLOUR

160 RTS
Try assembling the above program and executing it with
gya 49152. You should find that nothing happens when
you run it. Great program, eh? But hang on. Change the
gEC in line 110 to cLc and run it again. Mow you've
cleared the carry flag and so the branch will take place
and the border colour should change. Experiment using
gec and CLC with either BCC or BCS.

When you add two numbers together in maching
language, the computer very thoughtfully adds one o
the result if the carry flag is set. Therefore il ks advisable
to clear it beforehand. On the other hand, you should
set the carry flag before a subtraction. Because the
highest number you can store in one byte is 255, the
computer will automatically set the carry flag during an
addition if the result is bigger than 255, That's why it's
called a carry flag; the high byte is carried over. If you
add 3 1o 5 the result is 8, which is fine in decimal. If you
add 5 to B you get 13. The first time you ever did this
you will have been told that you have to ‘carry” the one
over into the tens column and write a three in the units
column. It's the sama thing
In theory it is very simple to write a
program which will read in a number from a
memory location, change it and then store
the new result back. Try out the following
pragram which puts the theory into practice.
As you should be doing with all these listings,
experiment with the commands and values
o see what happens:
100 *=49152
110 LDA 251
120 C1C
130 ADC #25
140 STA 251
150 RTS8
Assemble the program and enter POKE 251, 100:5¥3
45152 : PRINT PEEE(251). You should get the result of

125 bacause line 130 adds 25 on to the value read in by )
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32 MACHINE CODE

ling 110, Line 140 storas it back. Change the C1C 1o |9EC
and the anc to sec. Observe the fascinating fact that the
result is now 75. Heavens.

FROM HERE TO THERE

Transferring is always vary handy (unless if involves
money in which case it always seems o be unnecessanly
complicated — Dave speaking from bitter axpeariancs). It
normally means moving somathing from one place to
another different place. In our case, it means copying a
value from one register into ancther one; not actually
maving it. So, to read in the value in the accumulator and
to then write it to the X register, you could do something
like 8TA £FB followed by LDX SFB which would store the
value in the accumulator to memaory and then read it back
into the X register. Alternatively, you could use TAX. Dol
really have to tell you what it means (and no stupid
comments about the Inland Revenue from you, Dave)?
Transfer the Accumulator to the X register. There is also
ey which shoves it in the ¥ register, and TXA and T¥A
which do the reverse; Txa takes whatever is in the X
register and copies it to the aoocumulator

ROMARKABLE

| shall take this apt opportunity to thrust more ROM
routines into your face.
® Jsr £ES44 will clear the screen
@ J5R SES66 will home the cursor
® Jsk 5E097 will cause a random number to be generated
which can then be read by doing a quick LOA S8F

The bast two sats of ROM routines are those
damonstrated by the routing below

100 *=49152

110 JSR SE20E

120 JSR SADSE

130 J8R SBTFT

140 ;

150 LoA 21

160 LDX 20

170 JSR SEDCD

180

190 RTS
The threa ROM routines in linges 110 to 130 are very
useful indeed if you are mixing Basic and machine

F/

stored in lo-hi byte format. The nifty ROM routine at line
170 digplays a decimal number o the screen which must
be supplied in the rather inconvenient lo-hi byte formal.
The high byte must be given by the accumulator and the
low byte by the X register. That is why the values are
transferred across in lines 150 to 160. | trust you will find
a use for these. For example, amend the simple addition
proglet as shown below, When you have assemblad it
enter sYs 49152, 100 to marvel at what happens.

100 *=453152

110 JSR SB20E

120 JSR SADSE

130 SBTFT

140 20

150

160

170 TAX

180 LDA #0

130 JSR SBDCD

200 RTS

IT'S LOGICAL

That was the paragraph header | used way back in CF40
if my memory is working. That's the issue that describad
the logical anD and oR operators. It followed CF38's
intraduction to binary and CF39's information on how
memory works. You should have read and understood all
threa of those if you want any hope of understanding the
rast of this series (yes, yes, ves... at last | get the chance
to plug the Back Issues service on page 17 - Dave). The
equivalent of the Basic Ap command is, quite spookily,
anp. The aquivalent of o is, drum roll please, ORA. Your
straightforward conversion of A=PEEK (56320} :IF (A
AMD 16)=16 THEN.. would be:

100 *=49152

110 LDA 56320

120 AND #16

130 CMP #16

140 BEQ ...
I didn’t cover EoR in CF40 because Basic doesn't have
such & thing. It's referred to as Exclusive-OR. In simple
terms, it flips bits between zero and one. The good old-
fashioned truth table looks something like:

0 BEOR 0 = 0

RRES

#25

language. They read in a value after a comma and store OEOR1=1
the result in locations 20 and 21 of zero page. The low 1EOR O =1
byte is in 20 and the high byte in 21 for everything is 1E0R 1=0
LDA #40
ASL A
Carry == | 0 | 0 n1n\n u—\d-—n

0|1 o|0| 0] D0 ‘

Above is shifting, below is rolling. Sound like some rubbish TS Eliot would have written, doesn't it?

LDA #40 ]
SEC |
ROL A
Carry 4me= | 00| 1|/0|1]|0]|0O u\‘
0 ~ 1| 0T, q
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You may find it easier to look at a couple of examples
with the decimal and binary equivalants, just like | showed
for aMp and or in CF40. The decimal value is usually
irrelevant to the proceedings. When you grasp a bit more
about bits and stuff, you will bagin to understand why.

Binary Decimal
00100110 38
00001111 EOR 15
00101001 41
a0101001 41
01010101 ECR 85
01111100 124

ROLLING AND SHIFTING

Beliave It or not, rolling and shifting are both dead
eomplicated if you want them 1o be, or both incradibly
gagy if you prafer it that way {and who doasn't?). It all
depends on how you look at them. If you're upside down
with one eye closed, they're particularty bad.

Bemember that a byte consists of eight bits. If you
imagine shoving them all one bit to the left and filling the
empty bit with a zero, you have imagined shifting. The
bit that disappears out of the left hand end becomes the
carry flag; clear if the bit was a zero, sel if it was a one.
Ralling involves a similar thing, but the contents of the
carry flag are bunged in the empty bit before the carry
flag is filled with the whatever was in the left-hand end.
The whale thing is much easier 10 show you in a
diagram than in a picture. Check out the diagrams
lovingly prepared by art editor extracrdinaire, Ollie (what
are you after? — Ollie) which show shifting and rolling to
see what | mean. Doing the same things but going right
instead of left is just known as shifting right instead of
ghifting left. Mothing is too hard in this world,

The instructions that are relevant here are 3L
{Arithmetic Shift Left), Ls (Logical Shift Right), ROL (RO
Left) and rRor (ROIl Right). Shifting the bits to the left,
aszuming none are lost off the left-hand end, is equivalent
to multiplying the number by two, and shifting them right
is the equivalent of dividing by two. You don't believe me?
I'm hurt, But if you want proof try this one out:

100 *=49152

110 LDA #40

120 ASL A

130 BTA 251

140 RTS
After assembling and running the code with sYs 43152,
you should get the answer 80 if you PRINT PEEK(251).
Change the ASL to Ler and you'll get 20, | should point
out that you are using the accumulator addressing mode
here. The ‘A’ after the instruction means, ‘Do this on the
accumulater’. You could equally do it to a memaory
location such as ASL $0400 or LSR 53280. Whatever
takes your fancy.

@ By the way, Dave asked me to remind you (probably
because he's trying to flog off a few back issues)
that we gave away an Assembler on CF46's
Power Pack. Got that? Mo? Then get il.

Put on your hard hats, because indexed
addressing is coming up next month. I'm also

going to show you how you can use the
instructions | introduced this month in order to
move a sprite around the screen with a joystick.
This weird thing called the stack will also appear.
Until then, keep playing with your assembler, and
remember — know your code and code your nose.




cows come home, cook themselves
a nice supper and put their hooves up
for the evaning. And they love doing it
(the Elactric Boys love coding, that is,
not cows putting their hooves up). And
they're not precious. They'll code
anything. As long as it's good, that is.

Y‘M;E ’E WHAT YOU DO,

Ever played a game and thought, WHAT YOU WIN

Tha deal is this — i i ick
“ could do better than that.” Here’s your chance 10 o o e e s boye to actualy cods

= - - s the thing for commercial release (and, of course, CFII
pmve 't by des'gr""g a game that the E'Ect"c Bﬂys have a demo on the Power Pack). But that's not all. The

Wl-." turn l"ﬂtﬂ a l"Eﬂﬁt}“’- P’HS yﬂ u Gﬂ‘l.l'd Wl"ﬂ a d'isk dri've winner will also get a 5.25-inch disk ﬂrh-s_and the chance
to come to Bath and meet both the Eleciric Boys and the

and the chance to meet the The 'Leccy Boys and the CF e 148, 400 Y A0 AL GO0
- . enter thi mpatition?).
CF crew into the bargain... s

here's at least one good novel nside every

one of us, 5o tha saying goes. And here at CF : “E;Emcmn?'s

we reckon there's at least one good game ity I A Bul before you rush off and

e o could try taking something old and improving it, y ke i

inside of everybody. And chances are, Some like we're doing with Defensive (based on o 1 stari scribbling here are a

Defender). Also be aware of the C64 capabilities and ' ol f::‘ guigeknes: e

what it can do. Avoid shoot-'em-ups unless you can o V- Vg ARG i C5 W

come up with a really striking, new idea. And try to avoid coders still active on the C64 scene to

idens that have been done to death {like Tetris — Dave). ask them what they thought would make a
“Oh yeah, and don't forget to mention that disk drives are really good commercial CB4 game. Check out

tha box-outs ower the next couple of pages and

of you have probably got ideas that would
make gamas of corker-winning propormon It thay ware
aver made. The problem is that anybody can sit down and
write & noval (if vou're illiterate you just use a dictaphone)
but furning your dream game into a reality requires some
pretty advanced machine coding skills,

2 the future of C64 gaming.” Yes, okay Russ. % * A

something 99.9 per cant ") take note of the advice they have to give.

of the world's population @ Also check out list of Top Ten hints,

doesn't have. like. Never a mag to let a good Remember that as well as having a geod idea, the game
So, do we Just shrug idea slip away (well apart from needs to be achievable on the CB4, so don’t go mad.

our shoulders and let all that one about trip to Malta and @ Your game idea can be as complicated or as simple as

that potential go to those copies of Resanoir you want it to be. You can either write a rouple of pages

waste? Do we heck as Dogs. .. oops, aham) we have of A4 notes outlining the basic idea of the game, or send

decided that it's time to tap that us detalled graphics for every level, The choice is yours,
rich source of game-designing But bear this in mind: it'd probably only take about a page

Well looky here - it's
one of the prizes.

Aren't you salivating B Grey matter and offer, in to outline Tetris, and that's undoubladiy one of the most
already? - e association with the Electric successful game ideas ever. What's important, as all the
Germ Alert - coming soon Boys, to tum one lucky CF coders we talked 1o said, is originality.
from Visualize. Weird reader's game idea into & ® While simple, clear diagrams will help illustrate your
concepts can work. commercial reality. entry, you don't need to be a great artist. In fact, we'll be

Yep, the Electric Boys are one of the suspicious of page after page of
0.01 per cent of the world population who can code till the  beautifully detailed graphics

: R
Wiy JOH" mn m“ “But you should avoid u ?

trying to be too clever
ot |
o £

ROWLANDS, technically. Don't attempt
m things that would require clever

programming (like hundreds of
“The CB4 is a very good machine  sprites on-screen at once). The
4 for platformers (they would say gameplay is the most important thing —
that — Dave). And there hasn't it must come first. The graphics need to be good
& been a decent shoot-"em-up for but they shouldn't be used as the main selling

B o four to five years. point of the game.” : )
hubby now.
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hecause a) they're probably covering up for a hackneyed somewhere, you've just got to entice it out. Who knows % Jﬂﬂ mm

idea and b) The Electric Boys will probably have problems — you could be the next Jeff Minter... er, or Oliver Twin r

transiating your graphics exactly. By all means illustrate (is that a bit like an Aphax Twin? — Oilig)... er, well a Vlsumn

your ideas, but remember we won't be judging you on dead famous games wriler, anyway. | reckan a good beat-"em-up would be a great idea
(but mot if it rivals 10th Dan, eh Jon? = Dave). Or a

your artistic ability (a bit like those Blue Peter design-a-
Top 1 o TIPs shoot-"em-up like Armaiyte which is a really good

sel-of-Christmas-stamp compos).

The basic message is this: it's the ideas we'll be multiplex scroller with loads of effects and sprites
judging, not the presentation (though clear diagrams and First come up with an original concept — if you want (hmm, Jon seems to be fiying In the face of popular
readable writing will be a plus point — if the Wright to do a racing game, make sure there's something opinion, here — Dave).

Brothers had had the drafting abilities of an arthritic new and never tried befora about it “Don't copy too many ideas, and if there are
spider, man would never have got off the ground). Ba aware of the C64's various levels, make sure you vary them. Originality

So, read what the axperts have to say, then go limitations. Yes thare are is the main thing.” s
away and have a long hard think about what you reckon coding tricks to get arcund many of F L.y
would make a really, truly awesome game. Don't be them, but performing them all at
afraid to be a bit weird, either. We know there's a once might be a bit difficult for
corkersome idea in that head of yours Russ and the 'Leccy Boys.

If you are
designing a

platformer or a shoot-
‘mm-up think about
varying the levels

ANDY
ROBERTS,

GAMEBUSTER and the action;
“Hmm, well there's never been areally = introduce end-al-
good flight sim, because they've It's the 'Buster. level guardians and

always been so slow, 8o it's best to avoid

writing one of them (the Electric Boys won't

be happy if you're game outline says, ‘a fast fiight

sim’ - Dave). Driving games tend to be pretty

average. There's never been a really good one. Buggy

Boy was aboul the last decent one. So perhaps a

decent two-player racing game would be a good idea.
“¥ou shouldn't try to write a game around

guns are OUT.)

flashy visual effects - nine out of ten times that
simply doesn’t work. It's got to be relaxing, fun and,
above all, re-playable.”

ather innovations to the
basic format. Try to think of
new sons of pick-ups and power-
ups — what kind of weapon has

never been used before? (Banana

Think about the difficulty of

your game. When you come up
with a basic concept you like, put
some thought into how you can
develop it to make the game trickier
and more challenging. Just fightening

MULTIPLEX

3 Middleton Business Park, Middleton on Sea, West Sussex PO22 6HS
Telephone 0243 587089, 24 Hour Credit Card Order Line. Access, Visa or Switch

SPECIAL SUMMER SALE ¢ COMMODORE CASSETTES ¢ NEW LOW PRICES
ONLY 99P EACH OR ANY 6 FOR £4.99 OR ANY 13 FOR £9.99

AFTER BURNER
ALIEN SYNDROME
ARMOURDILLO
THE BOXER
BUMELE BEE
ENDURD RACER

Agrial Arcade Dogfight

B Way Scrolling and Two Player Option

Half Machine, Half Animal - Can you Master It
Boxmg Mapagement with 10 Levels of Play

E"_I}' Around the Grid - Pacman SI!. le

Maosorbike Race against Time, Opponents & Terrain

FRENZY I'rap the Leptons as they Zip Abowl
GHOULS Cihosaly Ghouls and Bouncing Spiders
GRYZOR Encounter Many Dangerous Weapon Systems & Mazes,

GUARDIAN ANGEL
INSIDE OUTING

Fight Off Thugs, Tackle Muggers.
3D Graphics - Hidden Passages and Mazes.

EAMIKAYE Baitle Through Biplanes, Jets and More.
KARMNOW 4 Way Scrolling Strstegy and Fast Action Game,
KENNY DAGLIESH

SOCCER MANAGEMENT Realistic Game Design.
KILLING MACHINE Superb Action for 1 or 2 Players

" DUEL Do Bagtle in your Meutron Racer or Speedplane,
JCENCE TO KILL Defent Sanchesz and give 007 his Revenge
MERCEMARY Flight Simulaior, Adventure and Arcade Fun
PARA ACADEMY Harden your Skills in 6 Precise [Nsciplines.
FHILEAS POGGS

BALLOON BATTLES Sandbags and Bombe from on High
PLATOOMN Stunning Movie Mania - Top Cuality Action
BEAMBO - FIRST BLOOD FART 11 A Mission 1o Rescue your Buddies,
RAMBO ITT Arcade Adventure + Frantic Blasting Sub-Game.
RED HEAT Top Cop Huns Soviet Drags Dealer,
ROCESTAR ATEMY HAMSTER  Take vour Group to & Chart Hit.
S0 Stratcgy and Arcacle Action at ils best
SALAMANDER Dhestroy the Huge Brain with 3 Space Ships.

SHAD LINS ROAD Look out for Flying Kicks and breathing Flame.
SIDE ARMS Exciting Action Game with Multi Weapons,
SLAF FIGHT Pilot the Space Craft through Wave afier Wave,

Be the Chaef Test Pibot fior Jet Pack Co.
James Bond ad his Hesl
Wild Fun and Hilanows Action

SPACE RIDER
THE 5PY WHO LOVED ME
SPITTING IMAGE

SUPER KID Super Hero Cleans up the City

SUPERSPRINT 1 or 2 Mayer Car Race over B Groelling Tracks.
SURVIVORS Gruide the Specialist Droids to Safery

SWORD SLAYER Hail Sparacus! The Ultimate Gladiator!

TABLE TENNIS
TERRA COGNITA

| or 2 Players - Single Match or Tournament.

The Warmior Robod Craves Vengeance.
VINDICATORS Face the Force in a Batthe Tank.

WAR MACHINE Destroy the Alien Base with your Weapons of War
XYBOTS Penetrate a Vast Complex and Defiest the Master.

UK POSTAGE INCLUDED. OVERSEAS POSTAGE ADD £1.00 PER ORDER

Trader - coming
soon. Will we be
able to say that
about your game?

Make sure we

can actually read
your entry. It might be
the best idea since tea
bags, but if wa can't

the read it, it'll be

time consigned 1o the bin.
lirmyit If you're worried
i=n't that if you don't
usually win your ideas might
enough to keep the be swiped (as if we would) just photocopy your work, stick

the copies in an envelope (in front of a witness) then send

the originals to us and the coples to yourself. When it

a bit more tantalising. arrives back at your house, store the now post-codad
Developing a plot package somewhere safely, and pray someone nicks your
can help you to come  idea so that you can slap a nice, fat copyright legal suit on

up with ideas for levels or tham (this tip has been sponsored by tha post office).

baddies. But keep it 1 Enjoy yourself. If you really believe in your idea,

simple. The platform then working on it should be fun.

corversion of Twin
RULES AND THINGS...

Peaks is not what the
world is waiting for. @ All enfries must be sent to tha CF offices by

player's interast, 8o try 1o
coma up with a something

Don't bage gameas on September 30th.

a TV series you like. @ Sand your entries to:
We probably won't be able The Mext Big Thing,
to get copyright clearance. Commodore Format,
If you really want to do an Future Publishing,
arcade adventure based 30 Monmouth Street,

on Prisoner Cell Block H,
write to Grundy to ask for
parmission yoursalf, okay.
Anything that locks
anything vaguely like
something approaching
the teeniest hint of Telis
will be disqualified (| bat
that's upset a lot of PD
programmars).

JASON MCKENZIE, PSYTRONIKS

“You shouldn't try to write something the C64 can’t handle, The game

Bath, Avon BA1 2BW.
@ Employees of Future Publishing and the Electric
Boys and anybody who actually enjoys Time Trax are
not allowed to enter.
® The games will be judged by Dave Golder and Russ
Michaels, 5o any games with a Doctor Who or heavy
matal flavour will be seen as a form of
subliminal bribery = but it might work.
® Whoever said rules are made to be c.
broken is stupid. It's official.

should come first and the presentation second. Avoid conversions (and,
indeed, avoid games based on other copyrighted material; let’s get it
straight right away — Quantum Leap games are out — Dave).”
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PLAYING SOON* IN A DATASSETTE NEAR YOU...

IT’S BACK? THE

KILLER TAPE
FROM OUTER
SPACE. AND
IS TIME IT'S :

IT ANYWAY.

TAKING NO:
PRISONERS. !

:

STARRING
TILT - CITY BOMBER

CO-STARRING
WIZARD’S PET » REPEL +
TECHIE TIPS

STUNTS Jon Wells, The Electric Boys
FOCUS PULLER Ollie Alderton, KEY
GRIP Jason Finch, DIRECTOR Andy
Tarsky, ANIMATRONIC SNAKE
SUPERVISOR Alice Cooper, 3RD ASSISTANT ON-
LINE PRODUCER OF MR JON WELLS' WARDROBE Dave Golder
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