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This commodore Mouse is a high resolution two button mouse featuring
optical counting, teflon guides, microswitches, rubber coated ball and high
guality interface.
When combined with OCP Advanced Art Studio this graphlcs package is quite
simply the best system available. The features are unmatched...
Create an image - shrink it, expand it, move it, rotate it, copy it. colour it, ate., etg,
Spray patterns or shades, make elastic lines - stretch and manipulate shapes. MOUSEE MAT
Zoom in to add detail in fine mode Pulldown/lcon driven menus for ease of use AND
Mouse operation, plus joystick and keyboard control, MOUSE HOLDER
16 pens, B sprays, 16 brushes - so flexible anyone can create superb graphics easily. (WORTH| £12 58

Full cut and paste facifities plus excellent printer support. WITH EACH PMCKAGE

e

LC 200 ""'LO" | PRINTER PACKAGE

NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

The Star LC200 Colour Printer not only prints in Near Letter Quality for your regular jiobs but
also prints out your pictures from Art Studio, Action Replay, etc., in generous colour!

LC200 is a full Centronics printer so it works with other computers (Amiga, ST, eic.)

Made possible by Datel's [pACKAGE INCLUDES STAR LC200 COLOUR PRINTER RAP B335 00 |
unigue colour printer driver - CENTROMICS PRINTER LEAD RRP £12.99
now you can have a hardcopy DATEL COLOUR PRINTER DRIVER SOFTWARE RRP £18. 09
inup to 16 colours!! NORMALLY £377.98

Mo more to buy COMPLETE PACKAGE NOW ONLY E259.00

COLOUR PHINTER DRIVER AVAILABLE SEPAHATELY ONLY £19.99
I If you already have an LC10 or LG200 Golour Printer we can supply the Driver separiataly
| Works with Serial Version of LC10, Parallel Port, Sprint 128, etc.
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ﬂ provided. b
The Advanced Music : | : | Wear and tear on the |
:-,;;:?m n-:ay be the best MIDI CABLES = Wm::-tl;’ JL?niﬂﬁ:eﬁ{:;t: : m-;m.-.aq connector
L F . reduced.
for th:::*ﬁggm?ﬂ: ::l:lcgeedrange of musical R : PE'_"EIE control. | Switch provided for selecting between game '| | |
composition features & MIDI compatibility, with the & ree d;? | position counter. cartridges rather than constant unplugging. |
Datel MIDI Imerface you have the TOTAL MIDI SOLUTION! - e I““t“e : i | Reset button buill-in. ca
i omes complete - no more (o buy! i

DATEL ELECTRONICS =L LR

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON, t ‘ : D 7
STOKE-ON-TRENT, ST4 2RS, ENGLAND. FAX 0782 744292 _ s ¢
TECHNICAL/CUSTOMER SERVICE 0782 744324 | e

LIMITED
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crR CALL AT OURLONDON SHOP 22z, TOTTENHAM COURT H_EI. L-IZIHDI'.'IH.- w{. TEL:ﬂ'H 580 6460
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THE ACTION REPLAY MK VI
WILL LOAD A 200 BLOCK
PROGRAM IN UNDER 6 SEC

" PACKED UTILITY CARTRIE

® TURBO LOADER - Load 202 block program in " “ @ TAPE TURBO - This feature will add‘.f’urhn
under 6 seconds - world's fastest disk serial loadef. Reload to the programs that you save 1o tape - no
On-board RAM and ROM achieves high loading” user knowledge required.
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speeds. Waorks with 1541/1571/Oceanic/1581. :

® INFINITE LIVES'GENERATOR - Automatic infinite

lives!! Very easy to use, wui'ks_.)vffﬁ many programs.

No user knowledge required.

@ PROF MACHINE CODE'MONITOR - Full 64K

Freezer Monitor - exarfiine ALL memory, including

stack, /O area and registers in their frozen state.

ideal for de-bligging or just for fun!

@ SPRITE CONTROL - Freeze the action and view the

sprit€s - watch the animation - customise your games -
_,Itfif sprite collisions.

" ® FREEZER FACILITY - Now you can make your old

slow loading programs load faster. Simply freeze the
action and save to tape or disk to reload at superfast
speed - no more waiting for programs to load.

® DISK COPY - Easy to use disk/file copier. Much
faster than conventional methods. Ideal for backing
up data disks,

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

@ PRINTER DUMP - Print out yoéur frozen screen to
printer - MPS 801, 803, Epson, Star, efc. - very
versatile.

@ CENTRONICS INTERFAQE - For parallel printers,

Star, Epson, etc. Print ouflistings with graphic

characters eic. (Cable rp'quirad for parallel port
£12.98).
#® SCREEN EDITOR # Now you can edit the entire

frozen screen with tiiis text editor - change names on

high scores, etc. Great fun!!
@ EXTENDED TOOLKIT - Many single stroke
commands for Load, Save, Dir, etc. Plus range of
extra commands, i.e. Auto Number, Old, Delete,
Merge, Appghd, Linesave, etc.
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THE REVIEWERS SAID...
“I'm stunned, amazed and totally impressed. This is sasily the
best value for money cartridge. THE CARTRIDGE KINGT

COMMODORE DISK USER

GRAPHICS SUPPORT UTILITIES DISK

SLIDE SHOW - View your favourite screens in a slide show type
display
ELOW UP - Unigue utility allows you to take any part of a picture
& “blow it up” to full screen size
SPRITE EDITOR - A complete sprite aditor helps you to create or
adit sprites
MESSAGE MAKER - Any screen captured with Action Replay or
created with a graphics package can be turned into a scrolling
screen message with music

ONLY £9.99

WARMNING 1988 COPYRIGHT ACT WARMING
Datel Elncirpeics Lid | neither cofidonas or authorses the use of Mz products for the reproduction of
copyright maserial
Thie ekl Micltas of s prodis s designed 10 reprodooe: ondy softamre such as Pubbc Domals
mabarzal, Te vsans own programs or spiiwan where fermisson 1o mske backops has bean Seary

green
1t i Hegal 0 make Copias, aven. bar youar own use, of capyright matesial, without $ie clao
pErmission o the capyright oenpr, ar tha licences: thereat

™) 24 HOUR MAIL
ORDER HOTLINE
©=0782 744707

HOW TO GET YOUR ORDER FAST!

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

DATEL ELECTRONICS

GOVAN ROAD, FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT, ST4 2AS, ENGLAND. FAX 0782 744292
TECHNICAL/CUSTOMER SERVICE 0782 744324

ORDEARS NORMALLY
DISPATCHED WITHIN 48 Hrs
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THE TIPSTER

Mot satisfied with his usual allocation of several
pages, this month the evar-mad Tipster's gotl

POSTER
» APOCALYPSE

2SI ™ 10

lan Osborne looks back on 1993 in the last ever e
nstalment of Back to the Feature, sob. .

FORCES
FOR ALL
OCCASIONS

Remember the good ol
days of COMMODORE
FORCE when we used o

actually revaw game

e and utterly wondearful Ol Frey

st for you
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chneap graphics, sound, presentation and — of course — sup

imitations! playability «With the option of multi-player games, a short 1 ' P
i sweet multiload to link up the levels — each of which are almgsty
i Yy entire games themselves — we reckon the 98% awarded to :

COMMODORE : World Games was spot on.

FORCE can | :

offer you the

high standard

of software |
you're by-now Y ] 1 | N . G
accustomed to : L AT

- and every ,
= i

month, it just
gets beiter.
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ANGRAM’S THE GAMES
AlLBAG Gu Ru nrneq are hard for C64 gameheads. Wih a

d 1o a mere three pages, More listings, awful sub-headings r‘nnr‘e handful of commercial releases
1ot 8 happy man — nar an and feeble jokes from the self- planned, even fewer chain-stores and

ne either, if his affinity proclaimed king of code himself independent computer stockists who intend to
er bags is anything to go by sell them, it's not hard to see why many B-bit

Commodore users are looking to other systems
mE FORCEFIED to provide the entertainment they crave. Ater all,
ANGRA M y s who isn't impressed by new technology, better

m systems and the vast amount of software
available for the 16-bits?

More goodies and bargain-hunting Of course, COMMODORE FORCE will still be
n,:g'-u unities in our specia around for a fair while yet, but the decline —
GREATS persiore spread. even death — of the C64 software market

vipeict Roua SF fEaa ) aEla presents us with a dilemma. With so many '64

R Fer et far rant .| s ']'.',”'I NEXT users and CF readers remaining loyal, we're not
bt i il dmat b planning to shut shop, but it's difficult to fill the

pages these days. We reckon we've rounded-up
every game genre, discussed nearly every

H E M IGH I I s for April 194 game. .. without rounding-up the round-ups, |
can't see how we can take software features any

;RI AN N = further! Still, if that's what you want, we'll be

i o, willing to try — or would you be interested in a

more programming-orientated approach, with
utilities on Reel Action (as well as the games)
and more pages on coding, game design and
Public Domain? Let's be honest. We're trying to
sell COMMODORE FORCE to you because:

1) It's our job

2) We have a laugh doing it

3) We want your cash

Simple, isn't it? Problem is, if we're not writing
the type of magazine you want, you're not going
to buy it and we won't get your cash.
Subsequently, we won't have a laugh doing it,
because we won't have done our job properly
and we'll be out of work. The solution? Helip us
to help you to help ourselves! WRITE IN! Tell us
what you want and we'll provide it! We home
tha... hang on, a guy on the radio's just saiid the
Queen's fallen off her horse and broken a tbone
in her hand or something. Oh no! That's teirrible!
| can’t write an editorial column while therei's a
national crisis on! In fact, anyone wanting tio
send a ‘get well' donation to the Queen cam do
50 to this address: Buckingham Palace, C/O

ge ac;ﬂtr;];?]ﬂt:afnu I Commndnre Force, Lud!nw,_ Shropshire. I'm sure
furidlis GE;::CWLIS well... ahem, she'll, appreciate your gestutre.

Especially if it's lots of cash, and remembesr to
make all cheques payable to 'James Price’’,
ironically the name of the Queen’s new Lucdiow-
based Barclays account. 'Till next month, tthen...

Yours,

offers ewamhin
. two-player camage,tc . D

power-ups aplenty, &l James Price
in a single load. T Editor

B C-FORCE No.16 ® MARCH 11994



if you're fond of multi-
player games, this is the
perfect Reel Action for
you. With a choice of
strenuous sporis or manic
blasting, what more could

a sociable gamesplayer
ask for?

Starting Play

When the fitle screen has lpaded, press FIRE to
load menu screen. Choose one of the oplions from
the meanu using the joystick and FIRE BUTTON
The options Tor playing World Games are as
follows

Play All Events

Type in your name and press RETURN/ENTER

To choose you country, move the cursor to the
flag of your choce and press fire

Repeat the process for additional players then
press RETURN/ENTER

A verification screen will appear, Salect Yes o
continue, or No to make changes.

Practice One Event

Use forward and back on the joystick to chocse
event.

Want ya REEL ACTION on disk? Well don't
balance those covertapes atop your record
collection — simply fill in this coupon and send it
to Ablex Audio Video Ltd, Harcourt, Halesfield
14, Telford TF7 4QR along with the paltry sum of
£1.49 P+P

e T T

Reel Action Nos..

Press FIRE 1o select
NOTE: Mo scoring takes place during the
practice round

Compete In One
Event

You compete in only the one event you've
seiecled

Use FORWARD and BACK on the joystick to
choose an evenl

Press fire on the joystick to select

See World Records

Press fire on the joystick to return to the main
menu

Weightlifting

In practice rounds, select type of lift by
moving the joystick Forward or Back before
pressing lire on tha joystick

In compelition, you must complete the
Snatch before you can compete in the Clean
and Jerk. To select the weighl, move the
[oystick left or right and then press the fire
bulton. If no lifter wants to Increase the
weaight, the judges add 5kqg to it.

Press the fire bution to begin the lifl. You
are allowed three atltempls al the lifting
events for each player

The Snatch

To grasp the bar, pull the joystick back
Push the joystick forward to begin the lift
During the lift, pull back on the joystick to
hald the snalch bar over vour haad. Push
joystick torward to stand up. When two or
more judges tum WHITE. pull back on the
joystick to lower the weight.

The Clean and Jerk

To grasp the bar, pull back. To begin the

lift, push forward. During the lifl, push the joystich
back 1o drop into a squat with the bar resting on
your chest (clean)

To stand up, push forward, To fjerk’ the bar
above your head, pull joystick back again. To
complete the lift, push forward once more

When two or more |udges lights turmn WHITE. pu
back 1o lower the weights

LES CGER)D }
LL= FERDI RAND ATTENE

Barrel Jumping

To choose the number of barrals to jump, move the
joystick Lel ar Right press fire 1o continue

Your skater appears on the ice. Press fire 1o
begin

To move the skaters legs, move the joystick left
or night.

To skale fasler, maintain your joyslick
movements in rhythm with his legs. The green
{black) flag indicates an good take off paint. Press
fire to jump

Each player |5 allowed threa attempts

Cliff Diving

To select the height of your dive, push forward or
pull back on the joystick — press fire and to
prepare to dive

Your diver will appear on the ledge you salected
Press fire toa dive. To arch vour back, push forward




To avoid hitting the
bottom, move joyshick left
e iMMediately after entering the -
waler
Each player is allowed three LS
attempts,

+'| Slalom skiin

=-- | Toslart skiing press fire Cﬂmgy'nur skier's tums
= | by move left or right. Press and hold fire as you
move the joyslick lo increase your speed and
turning sensitivity. Complete the course by passing
through each ‘gate’. A gate is two flags of the

same colour — you musl pass betwean each pair
of flags

WEIGHTILIFTI NG —

The scene for this suent is
Fossia home ol some of the woyld’s
bast il ympic lifrers. The Soviels
hawme rnler the iron game since 1360,
shen 360 ;Im-ul'd Leoma Lhabotinshky
squashed his competition by hoi=sting
1262 poonds in three lifri=s.

Heightliftring is more
test of =trenglh it 1= alsoc a
sport of strategy and style. T hae
“"spatch’ & "‘clean and jerk’ reguire
timing, skill, and determination

g o3 ._'i' e

Missing a gate adds
a five second penalty

Iﬁ:?ling

You may compete
against another
person or the
computer
When PRESS
YOUR FIRE
BUTTON appears on
either half of the
screen, the player
whose name
appears on that half
must press fire. The
next player does the
same. This bagins the
event. To move the
lumberjack’s legs,
move joystick left or
right, stay in rhythm
with the logs or you
may lose balance.
Each player gets
threas altempis.

Bull
T

To choose which bull to ride, move joystick forward
or back, the bulls are named (from the easiest lo
the hardest) Ferdinand, Elmer, Bob, Tornado and
Earthguake. Press fire to start,

To respond to the bull's movements, move the
joystick as follows:

Buck-Move: joystick left or right in the direction
the bull is moving.

Spin: Pull the joyslick back to stay on the bull.

Halt: Move left or right in the
opposite direction the bull is
moving.

Forward: 360 degrees spin. The
pbull makes a full circle.

Forward with fire button pressed:
360 Degrees spin. The bull spins
through a circle and a hall.

Centre Joystick: the bull backs
and runs.

Back: The bull bolts suddeniy.

Caber Toss

To run with the caber, move the
[oystick left or right in rhythm with
the athlete's feel. To plant your
feat and throw the caber, press
and hold the fire butlon, As the
caber pivols in your hands, release
the fire button to complete the
throw

Sumo
Wrestilin

Press fire to go into the crouch.
Control your wrestler by
repeatedly moving the joystick in
what will soon become inslinctive
directions.
Press and hold the fire button 1o
attempt o grasp your opponent’s

The computer maintains stamina

and balance factors for each wrestler

Release the fire button to let go of your
opponent’s belt. The first wrestler to leave the ring
or touch the ground with any part of his body other
than his feet loses the match.

Awards Ceremony

After evary event, the names, countries and scores
are placed in order. The name of the gold medal
winner appears at the top of the screen.

Champion Ceremonny
If the players compete in all the events, a gran
Champion of the games is selected based on the
number of points awarded

World Records

It a world record is achieved in any event, Worid
Games remembers (and will allow you to save) the
name of the record-breaking player. The records
are displayed on the World Records screen. If a
new record is set for an event, the previous record
15 erased and the new informalion appears on the

sCreen
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COVETED COVER

Make your Reel Action tape
feel snug ‘n’ warm with this
wondersome wraparound.

REEL ACTION %29

e

Lo T ad REEL ACTION 29

belt PACKAGING AND CONTENTS

© IMPACT MAGAZINES (UK)

LTD. NOT TO BE SOLD
WITHOUT THE MAGAZINE.




At last, an

icon that

actually looks
like what it

represants!

Collect blinding bonuses by blasting the icons until the item
yvou're after is revealed. Grab away...

This widget gives you grenade-
like bullets to blast the enemy.
Why it looks like a cricket bat
and a yellow ball is anyone’s
guess...

this snazzy

oojit and

you get

two extra
bullets, fired
diagonally right and
left. So why does it
look like a grenade?
Could the
programmers have
confused it with the
above icon?

Energy, pure and

simple. Latch on to

this for a quick mid-air

repair, giving you back
one block on your power bar.

This bullet-like

oddbod gives
you rapid fire:
very useful
unless you've
got a turbofire
Jjoystick, in
which case
you don’t need

it.

Pl I06ag HIIHISIHN P2 - aon
HER AT Aw

if your tape doesn’t work we don’t want to know!
it’s not our problem, see? The correct course of
action is to send the offending fellow to: 1 Think
This One’'s Broken, Ablex Audio Video Litd,
Harcourt, Halesfield 14, Telford, Shropshire
TF7 4QD

Packed with detail,

action i“lt.: -
layabil

reebie's l"l'lll'.

DODGY DUPLICATION

Faulty tapes, ehl Well bung 'em In an envelope to Ablex Audio Video Ltd,

Hareourt. Halesfield 14, Talford, Shranshiea TFT 4000

[This wotsit offers

three-way fire, but

blasting with

heavyweight bullets.
Ideal for afternoon tea with the
vicar. Or something.

nyane remember
the cool coin-op?
Flying high over

the icy wastes of the pacific
(not really, but ‘warm water
doesn't sound as good
— geographically-
challenged writer),
blasting seven shades
of sardines out of the

The Commodore conversion's
equally terrific, boasiing parallax
scrolling (even if the islands do
float among the clouds)
colourful sprites and a whaole
host of powar-ups. You have three lives {o play
with. Each aircraft has an energy bar so you won't
be smashed to smithereens afler one mistake, and
f you're not up to the task on your own you can
even lake a buddy

Well, what are you waiting for? Get blasting!

Japanese air force, .-i
scratching your head when
you realise most of the later- ;

level enemy aircraft wearan't
even inventad in 1943 (and a
few of them not at all)
Yessiree-Bob, 1943 sure
was a neat coin-op (crappy
Americanisms = Bad War
Mowie
ninteenfiftysomething)
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IMMEDIATE DISPATCH ON ALL ORDERS SUBJECT TO AVAILABILITY

- SUBJECT TO AVAILABILITY JUST FILL IN THE COUPON AND SEND T TO: "
M AM M A SOFTWARE 21 SPRINGHILL PLIGELEY STAFFORDSHIRE, WS15 18T "
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The lights fade, the
curtains close and the
final episode of our
long-running ‘blast
from the past’ feature
sinks into the sunset
(mixing metaphors is

generous side.
Mancunian giants Ocean finally gd round fo

sending us Hook and Cool World toc Neither
werae anything to write home about, bing fairly
average and wholly unonginal platforrars
(typical Ocean film licences, really). Bon were
cursed by horrendous multiloads, espcially |
Hook which demanded the relocadingof two |
blocks of code every time you lost  life

DMI's Locomotion ammived with lile pomp
and circumstance, and (presumaby) very

our forté). This month
IAN OSBORNE takes a
look at COMMODORE
FORCE, from Issue One
{Janvary 1993) to the
present day...

On the budget
front, the masterful

g SWIV re-emerged on
A“D B“ o“ D Kixx and the disastrous platformear Captain

Dynamo blotted CodeMasters' book. Best
ay back in January, Issue One of
COMMODORE FORCE hit the sheives,

received, though, was Hit Squad's
® O ® o4oi-ated Hudson Hawk.
Issue Twa's highest scorer was Beau Jolly's Big
Box 2, a 30-game compilation fealuring some
with a free tips book and an exclusive genuine all-time classics — a steal at £16.99! It
Lemmings demao thrown in, On the games from scored a remarkable 82%, which is more than you
things were a little quiet, but at least First Samurai can say for The Grandsfam Collection, a pile of
finally armived. Originally to be published by useless offerings that barely
Mirrorsoft, when the company sank with Robert scraped 29%
Maxwell publishing rights were belatedly bought by Domark's Rampart scored r 1
UBI Soft. It's an excellent game, but for my money 89%, proving there's still
not quite worth the 97% it received. raom for original, playable
The latest game In the Dizzy saga, Crystal C64 full-pricers, though
Kingdom Dizzy, also appeared. It's certainly the Titus' Crazy Cars lif was
best ovoid outing yet — for once it was neither playable nor original.
programmed on the C64 and not ported over from
the Spectrum. Trouble is, it cost £9.99! | can't
agree with Phil King and the big JP himself that the
game justifies the price hike.

A cut-down travesty of its
16-bit counterparts, with
hindsight the 34% it scored
seems & little on the

KIXX

90% F=27%
93% —125%

8/10 =17/10

B C-FORCE No.16 H MARCH 1994

sparse playtesting. It could've beel a goody,

but was felled by a triple whamm — it was
too expensive, the backdrops obsured
important information and a playaility bug
allowed a train to leave the stationiust as
another was entering. Not a disastr, but
should've bean worth much more than the
62% il received.

Mo such cock-ups with Nick Falo's
Championship Golf in Issue Three though.
A 91% Hurricane Hit, this one rivas
MicroProse Soccer as the best spris sim a
all time. It isn't cheap (£14.99 on assetts),
but its sheer depth and
attention to detail win
through.

Global Software's
Ligh! could've been a
latter-day classic
too, but unlike

Nick Faldo's, its
attention to detail is
appalling. A great deal
of care has been
lavished an
cosmetic
presentation

— the watar .

gffect’s -

great, but why ?ﬂ;‘- 'T““
does the game =
just flick o

Dy

89% P92
90% (=192%

4/10 -18/10



the title screen

. |
when your time runs 8 '
out? Why don't you \ ' S
-

player mode and nothing special when fighting a

human opponent. It's a real travesty that this sold

/1 enough to reach Number One, despite a less-
than-impressive 56% rating

Alternative’s new budget twin pack label Again
Again was also launched this month, with two
£4.99 releases — Bangkok Knights/The Last
Ninja and Spitfire 40/Strike Force Harrier, The
oriental offering scored 89%, with the flight sims

notching up 68%. Nothing's been seen of Again
Again since, but hopefully they'll release more
quality games for under a
fiver.

Zeppelin released two
games with a distinctly
American offering; ie both were
" showy, predictable and crap. All-Star
Basketball was basically a rehash of
Five-A-Side Football, and American

Tag-Team Wrestling... its 28% mark
says it all. Ancther budget release
which failed to florish this ish was
Emlyn Hughes International Soccer.
Miles and Chris sparked a storm of
controversy when they rated it at a
mera 58%! | won't go into this now —
It's been argued to death on the
letters page, but if you missed the
controversial comments that
started it all contact our back
Issues department and ask for
Issue Four,

¥'know, we actually printed a
Sceptre Of Baghdad solution in Issue
Five? The game was due for release
just as we hit the shelves — how were
we to know the software company were
going bust? It wasn't released for many a
_ month after the ish, but rest assured it's

fall to bits when you
crash, instead of just
bouncing off the
screen? There are
senous gameplay flaws
ioo. A potential
Hurricane Hit, but lack of
playtesting reduced it to
amere 71%

On the budget front
came a couple of
arcade adventures,
Scepire of Baghdad and Wild West
Seymour. Everyone knows what to expect
from a Seymour game — it's Dizzy with
a different sprite. The constant
rehashing of such samey matenal
wore very thin by
March '93, so it scored
amere 568%. Scepire,
on the other hand, is a
conversion of the o PR *‘

ancienl Speccy game, - = -
programmed by Jon gy i ,_WJ
‘Easy Lives' Walls. Its va 5" )
flogical puzzles
doomed it to the ranks
of averagedom (59%),
though the
programming is everything you'd expect from Jon.
in other words, it's rather fab! Original publishers
Atlantis imitated the lost city itself and disappeared
before it could be released, but don't worry — it re-
appears before the end of the featura!

It's not often a budget re-release reaches the
coveted ‘Rave Review' status, but this is

*

exactly what happened in lssue Four. The g to make an appearance later in the
85% scored by Hit Squad’'s: Smash TV seems \% feature — honest.
woefully low — the C64 version piddies all N

., Trolled

i No such problem with

over its Amiga counterpart. As wayward WY

Hayward (former CF reviewer) pointed out, 9 KJQ AN

the two-player mode's bitteirly missed but WA YL Trolls. Flair's hairy

the control method works, which is more than \ "~ 3d o release clocked in at 92%,
you can say for its awkward 16-bit e - and was described (by Miles)
counterparts. ' as 'the best platformer ever on

Issue Four also saw the the Commodore’. There was
release of the most hyped also an exclusive demo on
and eagerly awaited game "-'5.‘ the covertape, a perfect
in years — Street Fighter 4 way to sample some
2 Or should that read cave-dwelling capers.
Street Farty-Poo? It's Ocean were again
abysmally easy in one- busy this month, with

62%
60%

3/10

two full-price licences and a couple of compilations.
None impressed — Lethal Weapon scored a mere
68%, with WWF2 three percent lower, The Dream
Team compilation scored 54% mainly due to Bart
Vs, The Space Mutants, but Super Fighter was a
crappy collection with only one good game which
was soon to be released on budget anyway, and
they had the cheek to charge £15 for it! 28% and
na mistake

Ocean's budget arm Hit Squad fared better,
clocking up 82% for Super Space Invaders.
CodeMasters' Gods clone Robin Hood — Legend
Quest and Zeppelin's Supersprintesque Carnage
both scored a respectable 81%:

Issue Six saw the release of WWF Wrestlemania
on budget, making last month's Super Fighters
redundant. Scoring 72%, this is the bast wrestler
on the Cé4, bar none (| wonder why no one's
picked up the WCW licence? Just a thought...).
Fellow former Ocean offering Space Gun also hit
the shelves on budget — the best wrestler and the
best Op-Wolfer in one month? We're honoured!

By far the best budget release, though, was

Kixx's Qutrun Europa, a 91% Hurricane Hit.
Despite being a sequel, it's one of the most
original into-the-screen drivers in ages — it

factually has a plot! With silky-smooth
8 scrolling, lightning-fast action and some of
the best sound ever heard on the C84, this
dl is one not to be missed, which is more
|\ than you can say for Virgin's
S McDonaldland. The playing area took up
) only half the screen, the scrolling couldn't
= Sl keep up with the sprite and the gameplay

§was highly claustrophobic. Scoring 58%,

Ly my personal rating would be 20% lower.
’ The Football Manager saga continued
with the release of the third game, titled...
-~ Football Manager 3! No surprises there,
but at least it didn't have a picture of
Kevin Thoms on the box. No shocks
with Zeppelin's
Intemational Truck
Racing, either.
Anothar
Supersprinter, it
was nowhere near
as good as
Carnage and drew
the comment ‘the
trucks look like
bubble cars towing
breeze blocks'. Not
a spectacular
release.

GRANSLAM

o1%
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The July issue (Mo 7) saw the 5.
Commodore market enter the bleak
Summer months, with few releases s
of any note, Sleepwalker was an a 8
exception — a 92% rave, the graphics H“.\"‘»“
are some of the best ever seen on the C64,
and gameplay wasn't
neglected either. It's for
charity too; for every
copy sold a
contribution is
made to Comic
Relief.

Less
spectacular is
The Addams
Family, a Hit
Squad re-release of the
old Ocean film tie-in. The graphics are ace
and it's a huge game, but the gameplay just
doesn't cut it. There are too many pixel-perfect
leaps involved, and frustration soon sets in. Even
as a budget release it only scored 48%.

-
Technicolour yawn
A better budget bet was Rodland, Storm’s
fairycake platformer that was ‘so cute, you'll puke'.
Correct, but it was also really playable, unlike
Kixx's other July release, Pirates. It's greal to see
the premium-priced XL range on the C64, but
Pirates is a tedious trading affair that lacked focus
and didn't need the extra box room anyway.

Issue Seven also saw the first part of Back To
The Feature, taking a look at 1985 — just thought
I'd tell you that.

Issue Eight saw US Gold's budget arm Kixx
beavering away on three releases, the finest of
which was Rick Dangerous 2 (92%). lts arcade
adventurey
platform action
was great,
though ‘sudden
death syndrome'
crept in-a little.
Also on the
platformm front
was James Pond
2 — Codename
Robocod, a superb little outing that cozes
character and charm. Less well received was the
former MicroProse game Acrojet. | liked it — it's a
welcome change from all that combat blasting, but
Miles’ comment reduced the overall marik.

Kixx again dominated in Issue Nine, with only
Alternative's average platformer Suburban

...... =

B C-FORCE No.16 H MARCH 1994

Commando breaking their monopoly on reviews.

Former LucasAnrts release Night Shift scored B3%,

and old System 3 driver Turbo Charge one percent

more, but by far the best game on offer was
Gunship.

o T'{ ,rT A former MicroProse outing, this is

ﬁ,ﬁQ Jthe sort of game Kixx's XL range were

made for. The bigger box and higher price

allows for better packaging — a complex
s game like this would suffer if the
\W instructions were crammed inside an
“Bordinary cassette box. On tape it's a hit
“and miss affair, with no means of saving
pilots and a horrendous multiload, but on disk it's
worth every ounce of the 92% it scored.

Remember the good old days when C64
software armived BEFORE its 16-bit counterparts?
Well Issue Ten sees the good old days revisited —
Grandslam’s Liverpool earned a 93% rave, and the
Amiga version only arrived a couple of months ago.
It scored 56% in our sister mag AMIGA FORCE too
— ha ha hal

Ocean's Hook was released on budget, and
scored 73%, and (at long last) Sceptre Of Baghdad
hit the shelves! Well actually, it didn't — the game
is now sold through Binary Zone PD's commercial
label Psytronik, and is mail order only. Oh well —
at least it hit the jiffy bag! Following our earlier
review, programmer Jon Wells did the decent thing
and tweaked the game, improving the much-
criticised main sprite and a more realistic difficulty
level. Unfortunately the game appearad dated
when first released on the Speccy, and that was six
years earlier] Mr Wells' efforts were noted — he did
a superb job of tweaking it, but it's a pity Atlantis
hadn't given him a more viable game to convert.

Autumnis a
poor time of
year for
software, and
Issue Eleven
suffered for it.
The highest
rated game was
Manchester
United Europe,
and that only scored 65%! Zeppelin's re-released
Maich Of The Day scored 568% (Jimmy), but by far
the mos! interesting event was CodeMasters’ B-bit
swan song, Bee 52. It's not particularly brilliant —
an overly-high difficulty level and the absence of
level codes made sure of that, but at least it's
original and well programmed.

The software scene took a spectacular upward
turn in November, with three of the most eagerly-

awaited games since Street Fighter 2 being
released at the same time and all earning
Hurricane Hits — who says quality's dead on the 8-
bits?

Complete Mayhem
Mayhem In Monsteriand, the Rowland brothers'
mail-order-only platformer scored a sizzling 97% —
but what do you expect from the creators of
Crealures?
Equally well
recaived was
Lemmings.
This one's so
good it kicked
its way into
the readers’
charts before
it was even
released! The Alter Developments guys have done
a brilliant job. When Psygnosis first saw our
covertape demo, they commented that they didn't
realise the game could work so well on the C64.
Hear hear — it's phenomenal.

Alien 3 scored an excellent 93%, and is the last
COMMODORE FORCE Hurricane Hit NOT to get
the Rave Review. The high-budget film action
atmosphere is exceptional, with Geiger's extra-
terrestrial creations looking really impressive. It's
brilliant stuff through and through.

A couple of budget crackers hit the scene in
Issue Thirteen, which was anything but unlucky for
the C64 owner. World Class Rugby from
Touchdown got both the rave and a hurricane, and
formear MicroProse outing Project Stealth Fighter
earned its wings with scorching 87%.

Alas, after this it's all downhill. Issue Fourteen
contained two reviews of note, both Hit Squad re-
releases of former Ocean games, namely Lethal
Weapon and WWF2. Neither scored spectacularly.
WWF2 retained its 54% scored earlier in the year,
and Lethal Weapon actually fell to 43%. With the
Commeodore scene fading fast, companies are
releasing former full pricers alarmingly quickly — in
these cases less than a year after their initial
showing.

There's no point taking the feature all the way up
to Issue Sixteen — after all, you're holding it in your
hands as we speak. Our jolly ride through the
history of the C84 must therefore draw to a close
with Issue Fifteen, last month's mag.

Continuing their policy of rapid re-releases,
Ocean's Cool World graced their Hit Squad label,
earning a mere 60%. Audiogenic’s World Class
Cricket wasn't too hot either; a shame, as its Amiga
counterpart wasn't oo bad.

Enough of the past — what about the fuiure? We
still intend to produce COMMODORE FORCE for
as long as it's sensible (and profitable) to do so,
and our amazing covertapes will, as ever, be
amazing. Binary Zone PD will continue to publish
amazing demos and glorious games; as proprietor
Jason McKenzie now runs The Guild (adventure
software house) the future is rosy for C64-owning
PD freaks and adventurers alike. Private publishars
will continue to release software, and the market for
second hand C84 software has never been better.
Watch out for surplus stocks hitting the discount
slores, too.

The Commodore scene s fading, there's no point
denying it. Soon there'll be no commercial software
on the shelves. This doesn't mean the machine will
die, it's just entering the 'user group' phase. Check
out your local computer club, and track down a few
guality C64 PD libraries. You know it makes sense!




This is it.

After o

year and a

half of

being the

best C64 magazine

around, we’'re STILL
the best €64 magazine

around! With fifteen
issues under our belt,

we thought it time to look

back on what happened over
the months — and also reveal

a few secrets, of soris...

WENFW BAS FOR CA-4 GAWES FREANT FVERTHHIS

EMMINGS!

OM THE C&41

tter & month of hard Work, brain-
Alorming and all manner of busy
beavenna, the lirst ever issue of

COMMODORE FORCE hit the shelves, The
editorial leam was the largesl the magazine's
aver known, compnsing of Sleve Shields, Phil
King, James Price, lan Osbome, Chris Hayward
and Lioyd Mangram. Still, that didn’t stop the
nmanagemeant imaling the team out tor a
congratulatory éxpenses-paid lunch, although
Iypicalhy. James missed i he was busy beng
sick on his ex-giinend's toilet seat, having
called-in’ aarer 1o say he'd not badn that day.

Issue One was also The Tipster's first
appearance:. After years of bland tips sections,
the rabid witterngs of Mr Hayward were a breath
of frgsih A wall. that's what he reckoned,
ameay Little did be know his one-day
SUCCessor a guy called Miles Guttery had
sent a combined CViapplication form o our
publisher, Eddie. Unusually, rather than using
tradiional writing ulensils, Miles thought it
sufficiently clever o paint the words on a B x 6
plece of palystyrene, This — combined with the
fact he gift wrapped it — was enough to get him
aninterview. However, the hairy fella nearly blew
his chances when he lumed up in a moth
molested grey suil, an outhit that provoked
responses such as 'heh heh heh' and
HOOOOO, HA HA HAAAAAAAY I anly we'd
taken a photo

Warsl mistake of the issue was on the
subscnpliors page. ‘Have you even wantaéd o
walk arounc! dodgy pars of lown...' it began
Look al yvour oldi8sues and see it for yourself,

S Oy, MO
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N HAUALD TOLA
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[HIERLY) T
WEEHET MW
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eli jpins the COMMOBDORE
FORCE crew’ said an ariéle in
Issue Two's news saction. The
iruth, not surprisingly. was tar worse — Miles
had got the job. Other staff changes included
Phil King's leaving the scene after roughly four
years ol C64 gaming, and lan Osborme’s
promotion o Deputy Editor. On the lapes were
First Strike— a high-quality aerial blaster
Felax. Monsters, an interactive Christmas card
and two demos. Miles did a round-up'et the best
C64 puzziers, while a superb Oli Frey painting
N our opinion, the best we've had on
COMMODORE FORCE — graced the cover
Spelling mistake shillen subscription pages

® All that
Afterburner
could have
been, First
Strike had
it for free.

T

® Relax —
fiendish
puzzler

® Classic
arcade,
reader
style.

WA
SIFT TREE

nother packed issua, two more
excellent covertapes. Saboteur 2
proved popular with everyone, as did

Overfander. Arkanoid fans were bowled over by
the playability of Batty, while two adventures
from The Guild kept texty fans happy. Chris
Hayward's shoot-'em-up round-up although
brief in Ils coverage of individual titles — 1old
what to look out for from the genre, while lan
led readers through Vangoria — the fictional
land connected to the Steve Jackson
Batllecards covermounted on the issue. Chris
managed to

write a hail-
sensible Tips
intro and, yves,
the mistake on
the subs pages
wasn't

changed } LI LA
!M"mw —
® Mad Max
meets
OQutrun in
—_ e i . Overlander
1 L _5?9—_-__—_—‘_-;“_"' :—’
® Batty | e
gaue | |I —."\-
Breakout |/ j
new life. || : j= =}
e S
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n a one-off surrender to hype and

publicity Street Fighter [l made the cover but
what could we do? Tapes included a nifty
little golf sim, Golf Masfer, as well as shoot-"em:
up action with H A T_E.. not to mention the
action-packed Cntical Mass. The Energem
Ena'L:rf?'a also proved popular with adventure

fans. Inside, Miles and Chris rounded up all Cé4
flight sims as well as 16 whole reviews — those
wera the days! Miles and Chris were also
beginning to develop a 'hard men of publishing’
image with Lloyd featuring a letter ol complaini
concerning myfiad slatings in issue two
Unperturbed, the two reviewers conlinued with a
heap of abuse toward more lacky offerings. Low
point of the issue was withoutl doubt the slogan
on the Next Month page. Deeply poor!

= ——mm———
i 1

LOOH NIRE!
Ly

e presented you with the
classic Fooiball Manageron the
covertape and aiso a demo ol Trolls
which received the highest mark CF had given
at that point — a whacking 95%. Fealures
included a run-down of cutesy platformers and
lan’s guide to those games which were writlen
but never released. Why, for instance, did
Chuck Hock never see the light of day? Well, he
forgot that one actually but it was an interesting
irnsight just the same

We put ourselves in lhe firing line loo with the
first all action COMMODORE FORCE reader
survey in which you, the puriers, were able 1o
build us up into the ego-maniacs we are. In the
Tips section Chris had a near death experience
but what happened 1o ‘W' in the Magic Rufus
cheal? The Special Reserve coupon 180k a turn
for the worsa but at least Next Month's headline
was better (But not much)
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understood the Paper Tiger competition The

Slogan was “That's neal. That's naal, Thal's

neat, | really love your tiger booksh Thisin

fact came from a song by a band called Mud

which went 'That's neal, That's neal, That's r

neat, That's neal, | really love your tiger [
l
|
1

feat’. 56 now vou know

CF7 also saw the start of one of our mos!
s fusiak popular series
Aaid B LR TEE Al A

Back To The Feature,

® Al 98%

m = f i what more
RELL \ mant caal needs
:ﬂ':ﬁ ] saying !
vous about
= AGENT Spindizzy [
!
q TVERY JEPPELM GBI | | TV OB

eel Action was blasting all the way ® SEU
with Dark Fusion, Bulldog and Blue Mayhem
Encounter. Twas this month James starring

retumed lrom thewilldermess o take up the deputy
editorship and arcade adventures got the round-
up freatment. That biimmin’ subs page re
appeared, complete with spalling mistake. Of
course, it had become an in joke by now, honest
Kixx gave us two Ferran F40's (miniature remote
control ones, cheapskates) for a compo wiich
was, in terms of editonal content, the worst one
ever to appear in any magazine (or So we reckon)

Terry Ball!?

@ First was
Breakout, [
then came

A certain fellow by the name of Luke Croll Arkm;mid.
appeared lor the first time (in the smips). Luke's Here's
Krackout.

aclually become a bit of a personality around the

olfice he wrote {and still writes) In every (and |
mean EVERY) week for ages so, er — hi Luke!
_wmmmumm-mnu ]

= IWE'RE THE DRIGINAL 4D B

Tk PO = ST LRI
SPUELE SHESEITG LR I -rl
ol AT EREAL
3 OEAN, SIT LN “ml

FIHG W GElH

TOTTRANL TR
RRFAD R ERT

-
]
q

ur summer prezzie (o all our
faithful readers was the first in a
long line of truly awesome

covermounted games. Al 88%, Spindizzy
ranks as one of the highest-rated games

hose cover games thrilled once
Tmafe with Rampage, Incredible Shmnking
Sphere and FPark Patrol all past ravears and

another seven pages of coin-op mayhem

Brian Strain donned a Turban for the first Games |
ever. Alongside was Krackoul — a classy Guru column in an attempl ta single-handiedly
Arkanoid derivative as well as [-Ball and resurrect the C84 by turning all CF readers into
a couple littte PD doobries. We also programmers, Jamesy and Smiles continwed in
embarked on a feature of almost their role as resident pillocks with more of ' the
frightening size and weight. Despite same and we had our first glimpse of Baliman
filling eight pages our definitive guide 1o Returns in the making
coin-op conversions spilled intalsh Eight Back To The Feature 2 looked back on the
as well heady days of 1986 — the year tthe Cg4

With a groan rather than bang, realilly began
and Smiles’ ill-fated reign as charl to lzake off as
supremos began with a plethora of bad the thome
jokes and oh-so-sorry puns. How long entesrtainment
would they last? Time and surveys would mackhine
el @ Mionster

Now, hands up anyone who massh time.

lamesy
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SEP'I'EMBER

hose funky dudes The Blues
Brothers adorned ish nina's gover 1o
promote the best cover game io dale
nside we wenl Kixx-crazy with a massive
ilure, competition and spagial offer. Miles'
'-lul.hu also showed up that month for work
exparence and wrote.a review, leading to a
arage of “Who the hell's Rod® letters. Low
paint of the issue was Miles' captions lo the
Suburban Commande review (They were effing
assics — Miles) but Jamesy and Smiles ran
them clese with an ever-increasing pile ol hale

mal, Qbscunty beyond the norm was provided by

Fcompletely irelevant photo of Everton's Tany
Lotiee on the next month page. We would ike (o
paint ol that this was Tony's one and only
ippearance in COMMODORE FORCE colours

WORLD'S DIGEEST (54 MG — ARVELLOWS CENTENARY (58

CLASSIC 96% RAVE
GOLD MEDAL WINNER

OCTOBER

Fs burthday! We commemaorated
100 issues ol ZZAP! 84/ COMMODORE
FORCE with a pull out feeature on
LZAPpers past and present plus a potted
mistory of the magagine. An essental read for
e msloncally minded
More triffic free games agtion with the gory epic
srbanan 2 and puzzie adventuming courtesy of
Lian Dare
1-a vam attempt to get nd of tihose infemal DJs
i page for Chart Chatter was prrinted wrong in
N2 coments bul stll Jamesy andl Smiles avoided
NE axe
Al this paint a L|u‘".'.-|n;] feud bevween Miles and
sion ol the tips: sechon was
ading 1o |--I|!~~|n\1 1 around the offuce. With all eyes
[he tips however, a more: sinisster event went
cmparativelty un-noticed. Jamess took advantage
o Everyong s pe=cccupation anc moved into
virtal control oF COMMODORE  FORCE as edilor

3 (e LK et Rt

FWORLD BIGGLST AND MOST GAME-PACHED Cd MAGAT]

ur autumnal ouling featured
Mayhem on the cover and the classic
Ghoslbusters, jolly Star Faws and eerle

Nosferalu for free. CF's bigges! all-in-one
games fealure ever ran down the team’s all time
lop 100 Commodore 64 games with the
controvarsial choice of Frankie Goes To
Hollvwood lopping the bill. Alter a valiant
struggle Ghns stormed oul of the tips section
his future suddenly in doubt as Miles began o
show an interest in laking over the entire
magazine

I'his issue also saw the first appearance of
the notorious ‘nipple’ T-shirt in Fantazia's ad on
the back inside cover. Charl Chatler eontinued
its aimless forays into inane humour but wasn't
as sad as the Special Heserve coupon — the
most boring ever. snookear fans were well
Calered for with an unnecessarily large pic of
Jimmy White on Lloyd's pages. Why? We ask
ourselves the same guestion

® The first
movie tie-in?

® Speedy
parallax
and
Roud-
Runner
action
abound
in Star
Paws.

@ Eerie

adventure
set in
Dracula’'s
castle.

o
2.5k
s
i~
=

%

pus e

hart Chatter bites the dust!

Unfortunately Jamesy and Smiles still
infested the subs page however, with any
luck they wouldn't have long left.

The maost infuriating game ever, E-Mation,
topped the tape billing with able support from
Aliens, Zoids and a brilliant Mayhem demo.

The Tipstergate Scandal (as it had become
known) reached its climax with Miles seizing
total cantrol of the section and poor Chris was
banished 1o -a seedy SNES magazine. This left
CF with a team of just two. Alter two years in
the making a review copy ol Lemmings actually
appeared and, with two 97% reviews and one
93%, this was one of the most stonking issues.
gameswise, in history. To cap it CF went o the
moyies in a star interview with Sigourney
Weaver while the Rowland brothers gave their
retrospective thoughts on the magical Mayhem
in Monsterand. Bummaer of the month
appeared on page 36 — the Lemmings
compelition. Take a look and try to decide for
yourself what happened. Also, Miles managed
to crash his car simply as an excuse to be late
tor twe months. But it cost him 700 quid In
repairs — hal

Oh yeah — check out the Sigourney
interview for some rather risque asterisks.
Crikey, are we controversial or what?

® E-Motion
rates as
Vs possibly
: the most
¢ infuriating

game ever.

® Stormin'
flick, brill
game —
Aliens.

—

® The toys
may have
been crap.
Not so the
game.
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ahey! COMMODORE
FORCE became Jamesy and
smiles free, In a bid o make the
team look a bit more impressive Lioyd appeared
for the first time in Whao's L}L ing u"‘fl at

You lat

glso had your come-back with the Readers’ Top
100 — it bore hardly any 'I"_-..F_'fl'r_ll:-l!l-'_l,_ boy conir
own. Fickle lot! We also had our hirst Freescape

game on the tape, Dnller, and it wenl down very
well indeed

Shock value came with photos of our ugly
the Next Month page. Belcha you

never imagined we really did look like our

mugs on

caroons did ya?
Miles had a tough time atter the Rowland

Brothers came for a visit and broke our Actior

Heplay can. He had o play through the

WINCHE ( .[

the Blues Brothers o gel lips shots without infy
| chid it too! Miles)

IWes (&

@ Ever
wanted to
be coal-
miner?
Don't do
it...

@ ... Driller's
cleaner and
safer.

REEL ACTION 58 y 52l
TAPE? ASK
'I'BEHI HEWS

Hey, that's this issue, innit?
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e all got lestive for Christmas
appeanng in our awn nativity on the
contenls page., with

SNowW N’
s bright@ning the pages
s ACTION, reflerning of

Coverlines

decoration
ed 'OVER 184°

ible Mission 2 and Beach Head

sequels) adorming Heel

course 1o imposs
.'."lflf"..-'l';rll';"_' of the
Achon

Whao's Doing What

got back up to strength
with lan re-emerging and a Chrstmas pudding
by the name af Rob Mill

On the down side

iIzhamp |ciring the team
we dropped
weagot lo spr
sonal down at The Bull {(CF s aflicial
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COMMODORE FORCE
ORDER FORM

Plug up any holes in your CF
collection with this coupon by
ordering your back issues
direct. Unfortunately,
February and March 93 have
sold out. If it's January,
March, April or August you're
after, better get in quick "cos
there are only a few left. All
others are readily available in
large quantities. The cost is
£2.99 for each issue except
Janvary and February '94
which’ll set you back £3.50.
Send this form and
cheque/postal order (made
payable to Europress Direct)
to: Europress Direct, Ellesmere
Port, South Wirral L65 3EB.
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n:k-n-dnndla doooooo! This tips section is positively
HUGE — fafter than a fat dog after breaking into a

\ dog food factory with all his mates and havin’ a right

old scoff, beefier than a cow and more useful than
mint sauce at a farmside ‘let’s go scare those lambs’

convention. Many thanks must go out to the
A\ following for their sterling efforts in helping me
\ compile this gargantuvan instalment — in particular,
lan, Without whom, I’d have probably died with
exhaustion. On with the show, then...

hen the force i1sn't enough a few data lines will see
you three. Here's looking at invincibility kid!

16, 32

169, 3¢
7.2, 168, 1
"‘._'t_ '|-'-11_-I'-.ED




era's a lew hints to
getl you going in
this obscure oldie
trom Intogrames

1. Ask the hippy where 1o
ge! tekets.

2. Ask for three tickets in
the record shop with two
Erches.

3. Ask Whacka about the
fiver

4. Find snake and say
The man with the flail
sant me'.

5. Go'to the record shop
and say 'You really
haven't got any more
tickets?

6. Ask the nippy 'What do
you know about the
stolen bike?'

7. Golo Germamne's
house and ask the same
gueslion

B. Get the engine from
from the dead-end slraat
8. Beat up all the gang
members (o collect
pieces of the bike.

10. Say 1o the punk qirl
‘What do yvou hawve far
saie?

11. As you walk pas! the
alleys collect more
pleces.

12. When you've beatan
up a gang mamber
always go to the bar and
hava a drink

13. Whep you have al
piecesof the bike and
two Band Aid tickets go
to the: phone box and tell
your girly you'll be with
her as soon as pOSss.

14, Erm. . don't get
outside when the

plague s in town!

AR EEREREEEEEEEEEEEE NN B &= & oMW OB ON N N N N N N NN NN NN N

his ancient (and arguably dodgy) Grandslam release recently got an airing an the Grandslam
Collection, by far the worst compilation retleased last year. Still, il you made (he mistake ol
buying the pack (or own the original) using this complele solution could be warth a laugh or
two. ..
Get hoover and go up. Put the hoover in your inventory, qgo lefl, get medium-sized gunpowder barrel,
go down and right and select the hoover. Go up, getthe expanding bridge and qgo nght, Cellec!
political manifesto, go right and grab the silver lining. New go right. collect the unigycle and continue
right.

Get the umbrella and go left twice. Select the umbrella, go down, get the flute and select it. Go right,
gel the ball and jump down weill. Go left lwice and grab the flash gun. Now ga right three times and
select the expanding bridge. Go right and select the flute. Ga nght twice and jump on the spring.
Select the fiute again and jump to the object over the hole. Get the bellows and spurs, climb down the
rope, go right twice andselec! the flute. Go left

Select the expanding bridge and go e, up and right three times. Select the bellows, enter balloon
and go up. Pull left and put bellows in inventony. Go right, get anti-radiation pills, select umbrella and
float down twice. Go right and get the large gunpowder barrel, seiect medium gunpowder barrel, enter
cannon, select umbrella, float down and go left,

Now see the note IN THE FORMULA ROOM at the end of this solution

Go right twice and get the beer barrel. Conlinue nght for another two screens and get the energy
crystal. Turn and go left and then down on the lift. Continue left and keep jumping lefl on the bridge
Go lefl twice and get the ballery. Go left and jump on the trampoline. Gel switch and go left, select
umbrella and go down and left. Gel the coat hanger and go lefi, select the anergy crystal and pul it on
the plate. Jump into the teleport, select the pills, go left and get pile. Select pills and go right twice.
Mow sefact switeh, jJump up at switch plate-and go right.

Wait for the bucke! to lake you 1o the other side and go right three screens. Gel button and go left
twice. Jump at switch, go left, wait for bucket to take you to the other side, go left twice, select pills,
|ump into teteport and go leflt, Travel down on the lift Tor three screen and select silver line. Walk into
anvil and go right {at the botiom of the screen) and continue right.

Get cup of tea, go lefl twice and right through the top exil. Go up and nght and selecl the silver
cross. Carry an right and select the formula. Continue right and give the professor these things in this
order: formula, coat hanger, batlery, atomic pile, button, cup of tea.

| M Destroyed items

. i B . reappear if you return
i to that screen.

M Don't run into
soldiers as they'll kill
you!
B Use extra weapon
ammo sparingly,
enabling you to
upgrade
B VWhen you encounter traffic on the roads, dodge it.
B At the start build up your score, this'll give you an extra life.
W To kill the evil dictator shoot his blue bodyguards, then
when he appears stand at the X {on the map} and shoot him
white dodging his fire. VWhen he's dead. congratulations
you've savied the world,

B C-FORCE No.16 B MARCH 1994

ere’s a few helptul hints for

Zeppelin's film star-inspired

(hut not licenced!) hit. Like
most Hollywood movies, il also
spawned a homfic sequeal, .




TREASURE ISLAND DIZZY

ere's where 1o get all those hidden coins in
Dizzy's second eggsca... no, | won't say it

1. At the start in the waler beside the beach

2. Al 1he slarl under the left hand plant

3. Beside the sign fo the lefi of the start

4, Under the plant beside the bridge

5. On the bridge

B. First window of hut al start of iree house.

7. In the clump of yellow mushrooms at bottormn of the
tree housa

8. Boltorm of rée house below first trap.

9. Above the first trap in the second safety rail on the
riggit

10. Left of thie lowest trap, last tree on screen, bottom
platferm, in the tréé trunk

11. By the small hut in the Irees

12. Under the second trap in the trees

13. Beside the hul under the second trap. in the trees

14, Where the platforms make a crossroads, last tree in

the middle of the screen, on the left in the tree trunk
15. First safety rail, on the right, near the hut at the top
ol the trees.

16. Small platform, in the trees

17. Under the plani. above the entrance to the mine
18. Down the hole in the bridge, near the cursed
reasure

18. Down hofe in bndge and lef

20. On deck of the sunken ship

21. Under the skull, beneath the slill yellow jelivfish
22. Go up in the air bubble then right

23. Down grave and nghl.

24, Down grave and nght twice.

25. Down grave and find hole in floar

26, Besgicle the skull on a stake

27. Under the large rock next o lhe totem pole

28. By the shop.

29. Right al the shop and under the plant on the nex
screen

3, Al the harbour, use the boal 1o gel there
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couple of tiny

lippies for the

sSavage
amongst you. ..

- Go right for a
few screens then
start jJumping left
{if the OTHER
WAY message
appears go right
and try again)
antil you go

¢ e through the wall
i g - Mow either go
S }
g = s right (your energy
- f . ' drops to zero and
: s you become an

invineible bal), or
waggle to go o

level 2. Repeat o
go onto the third slage and repeat again for the end sequence.

THE EMPIRE STRIKES BACK

Thﬂ film's a classic, the arcade machine a taff for 10p, but Domark’s

conversion of The Empire Sinkes Back lacks any real challenge.

However, if you're an utterly hopeless case and can't complete it, try
pressing B, N, M, J, K and L keys, The game will appear lo be paused, but
pressing RUN/STOPR will restart the action. Oh, and you've got infinite
energy, 1oo. Have fun

nfy lives for this arcade

L Ea e Rty iy L L ot

- TR TR -
T S

)
¥

ere's a straightforward unlimited lives
listing for this superb budget blaster,
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for |
infy tir
HRead on

emeamber Paul Woakes, programmer of

Rthe Mercenary games? Another gem
from him is the Movaload Mk2, which

was used by loads of companies on their
games. Wouldn't it be great, howewver, if we had
a special hack listing that allowed us to cheal
on a select crew of Novaload-clad games? Ah,
we love rhetorical guestions, us...

.:.--': Iél}i:lll nﬁiﬂﬁ&ih

SRAS DL oA S
WS IRS 5 <
T";"f'.é?*'-' I~
..,_.-5:._"“_' e A ¥ oo ; X517
d "o = S . : ) J_ SO 1{.; £re ZH AIF A1 THEN POKI

Got that? Save this master program to tape for
future use, then add the required line from the
following to utilise the appropriate cheat.

5{1‘”1 8 DATA 168, 173, 141, 249, 67, 141, 22 a2,
PH‘NT CHR _ D A% 14T 141, 151, 104,141, 102, 109, 96, -1

0 ;%iga{}ﬁi._-ssa . |F L<5 THENL=L Sigma 7: Infinite Lives

L=ASC (LE A

. >5 THEN
{GHT(AS, 1)) A=RS5 : IF 8 ;

R=ASC (R 8 DATA 169, 173, 141, 124,29, 141,210, 29,
antto listen 1o the R=R+7 141, 0, 30, 86, -1
o f V=(L*16) + P Deep Strike: Infinite ammunition, bombers

IF G3050 =2 and you can't be shot down
8 DATA169,0, 141, 18, 118, 986, -1
Saboteur: Infinite time

B DATA 168, 173, 141, 129, 229, 141, 229, 96,
-1

Turbo Esprit (Big Four incarnation): Infinite
cars

8 DATA 165, 240 141, 105, 31, 141,19, 110,
96, -1

Last Mission: Infinite lives and smart

ther difficull Bawbs

8 DATA 169, 0, 141, 211, 61, 141, 233, 61, 06,
-1

Polar Pierre: Infinite lives for both players

duck on thes: hiltle ¢
This ||-.‘-_\.- BRIy

FOR X=53194 TO 52341 : C=C+Y : POKE X, Y :
riEngseﬂu THEN PRINT “DATA ERROR" : END - 8 DATA 169, 0, 141, 85, 42, 96, -1
PRINT “PUT CASSETTE IN TO SAVE LISTING - - 100 DATA 32, B6, 245, Centurions: Infinite energy
SYS 53227 : SAVE “FW LIST', 1,1 S 169, 78, 141, 204,
PRINT “SWITCH THE C64 OFF AND ON AND 2,169, 1, 141, 8 DATA 169, 173, 141, 200, 86, 96, -1
LOAD® SYS 40960 _ 205, 2, 96 Blackwyche: Infinite energy
DATA 32, 104, 225, 160, 247, 141, 142, 194, 8,76, DATA 169, 165,
16.8.32 141, 143, 54, 141, B DATA 168, 0, 141, 132, 59, 96, -1
DATA 213, 255, 169, 227, 141, 142, 16, 168, 207, _ 249, 54, 76, 5, B,
141 143, 16 _ 0,000 Death Star Interceptor: (Off The Hook
30 DATA 96, 169, 181,141, 174, 12,76, 0, 4, 169, A o FOR L=320 TO version): Infinite lives
507, 133 344 : READ A :
40 DATA 44, 133, 46, 169, 201, 133, 43, 169, 235, POKEL, A
133, 45, g6 4 C=C+A; NEXT
\When the READY message pops up type in SYS 64738 : IF C=2776 THEN
followed by 1 SYS 53164 followed by RUN. i Eglﬁ(g; 05?, 128 :

ok shouid nelp




TOO GOOD TO MISS!

Just send us two first class stamps and we'll send you our new Commodaors 64 & 128 Sharewsre,
GEQS & PO Catalogues.

Al just £1.25 & disk we're sure you'll be able 1o aflord all the software you'll ever need! Pius our

mnﬁ!m (this manth includes the Complate GEOS 84 for only £5 and the Quick Data Wa'er

e for E7.50) mean you can'l buy cheaper elsewhers - Guaranteed. So if you're Ipoking for

Utilitias, Finance, Games, Education, Music or GEOS Softwars, what ara you waiting for?: - Wal

relind your stamps againgl your first order!  And If you're aged 50 or over then join our Free Club
50+ and get 10% ofi Everythingl

At Shareware PLUS we're pleased of cur quick desvery record. To demanstrate our
efficiency we've ool & special offer for you. .. Just send us £1 {A pound coin, a cheqgue or Postal
Oroer) for each disk you choose below. &l push you, your disks along with all our disk catalogues,

I GEOS 1 _JGAMES IEDUCATION I UTILITY IMUSIC LIC128 LIGEDS2

COMMODORE SUPPLIES !

COMMODORE 64 POWER SUPPLIES .......oooeoooesoomoeooeoe oo £22.99 |
COMMODORE 64/128 COMPATIBLE CASSETTE RECORDERS.... ... . £19.99 |
COMMODORE CASSETTE HEAD DEMAGNETIZERS...................... . £9.99 |
COMMODORE 64/128 LIGHT GUN AND GAMES (CAS & DISC) .......... £29.99
REPLACEMENT CASSETTE RECORDER PLUG AND LEAD.................. . £5.99

COMMODORE 64 USER MANUALS ..c..oooooooo £4.99 1
COMMODORE R.F. LEADS (COMPUTER TO TV} .vcovoooosooeoeoeooe £3.99 |
COMMODORE 64C MODULATORS ......ocoooovsoon R £9.99 |
COMMODORE PRINTER/DISC DRIVE LEAD (6 PINDIN) ...................... £5.99
COMMODORE COLOUR MONITOR LEADS (DIN/3 PHONO).................. £6.99

I FINANCE LIPRINTSHOP'] 64 JUNK L 128 JUNK COMMODORE LIGHT PENS & SOFTWARE (CAS/DISC) ... £29.99 I
ATTENTION TAPE USERS COMMODORE C64/C128 PARALLEL PRINTER INTERFACE ... £29.99 |
Bty alpninichgn e qpiopetrioseosim S N gl ot ey DO YOU SUFFER WITH C64 TAPE
SHAREWARE PLUS LOADING PROBLEMS?

Fulfilment Cenire, 66 High Street, Pershore, Worcs, WR10 10U HAVE YOU EVER PURCHASED A GAME ONLY TO FIND THAT IT WON'T LOAD!

i

I

|

i

I

I

I

|

I

I

l

I

i

|

I THE MOST COMMON REASON FOR LOADING DIFFICULTIES IS CAUSED BY
| THE TAPE HEAD BEING OUT OF ALIGNMENT WITH THE CASSETTE TAPE.
I
i
I
I
|
}
|
i
I
L
I
I
I
I

THE AZIMUTH TAPE HEAD ALIGNMENT KIT ENABLES YOU TO RE-ALIGN
YOUR TAPE HEAD SIMPLY AND QUICKLY. NO TECHNICAL SKILLS ARE
REQUIRED, STEP-BY-STEP PICTURE GUIDE. TEST AND RE-ALIGNMENT
CARRIED OUT IN MINUTES!

THE KIT COMPRISES:- TAPE ALIGNMENT CASSETTE. SPECIAL AZIMUTH
SCREWDRIVER PLUS FULL INSTRUCTIONS. ONL Y £9.99

ALIGNMENT KITS ALSO AVAILABLE FOR AMSTRAD CPC 464, AND FOR THE
SPECTRUM COMPUTERS. PLEASE STATE WHICH COMPUTER WHEN
ORDERING

IF YOU WOULD LIKE TO BE PUT ON OUR REGULAR MAILING LIST FOR
SPECIAL OFFERS ETC. PLEASE WRITE AND ADVISE US STATING WHICH
COMPUTER YOU HAVE.

NETL

MTCHETLLE OR BRI
QN

el STl o R |

ALL ORDERS SENT BY RETURN: CHEQUE/VISA/ACCESS/PO'S
TRADING POST, VICTORIA ROAD,
SHIENAL, SHROPSHIRE TF11 8AF
B TEL/FAX (0952) 462135

L---_-_---—_---_—----—-

L-- N N & N & §F ¥ §F § § N §F

From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the
C64; Mayhem in Monsterland is an intriguing blend of fast,

explore. Featuring the cutest dinosaur ever to emerge
from the Jurassic period, you'll soon forget all about Italian
plumbers and spikey blue hedgehogs.

* First video game to receive 100% *
* Super-fast full screen scrolling *

5 ey COMMODORE

* Fully interactive soundtrack & SFX * TE E
* Amazingly detailed graphics * Icm

* New non-standard colours * H HI“

* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)
(JCASSETTE £8.99 [ DISK £9.99 PRICES INCLUDE P&P

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

BODRESS., o b e i fin

LA L A L R N R R N N N R R R R RN ]

POST CODE.............




nyone owning one of Datel's
wondrous Action Replay carls
surely lap up these pokes

Blues Brolhers POKE 11350,189
Infinite Lives
The Simpsons

4 COWBOY

e

Some passwo

s

2LEVELZ2

79 TO 5324
EXT:SYS 531 ?;-‘41.%45 A:

DOUBLE

50 FOR =5~
POKE LA:N o

),
w _

RAGON 2

DJ Puft

REPLAY POKES!

Space Gun

Addams Family
PP Hammer

POKE 3270,173 Infinite

Lives

POKE 12712, 173 Infinite paint

POKE 8717, 17

POKE 2934.181

Infinite Credits
POKE 7265, 173
POKE 8818, 173

Infinite Lives

3 Infinite Time

POKE 41847, 173
POKE 41666, 173
Gets rid of nasties

\ POKE 689,76:POKE

J:END

B D140H7 6 OOPSUP 177, 1,153, 86, 140,
12 ":‘"Jl\f 10 3_?":_"_’--?"":5 hat tha hiero of the Double

UMNLINK 14 GRAZZY Dragon games keeps losing his
20 FREEZE 1B EUROPE giritriend? Surely she would have

25 INDIGC

22 MTMS40
24 KLOWWN

cottoned on to things by now — the guy's bad
Still, here's an infinite lives

news and no misiake

S OATA A=319:C=1:POK
4 READ BiIF B2=

OTHEN POKE

___-1:--5}_3_[__'_ i.’\.'r;-,_i = L-=.f't_l.—2' _1-.. ans-m% : t possible.., o A a-,A:ﬁH:GDTDd
28 SPLSPS 28 INSIDE WaR& in Double Dragon 2 that the bad guys shol & LOAD 1,1
31 HINBON 30 KNIGHT ne

33 GOODIE
35 ELTRIC

ar GROVUY
33 ROLLER
41 SLOWLY
_'__: 1:;'-.,5‘|_-I

A5 -".-'.'EI-‘-,.]

49 YZX3WS

32 NOBODY
34 QQZAYE
36 187293

38 DOUBLE
10 CLOSET
12 BIZNEZ

14 TARGET
46 VODOOH

48 WOODYS

2 FOR WA=400 TO 431 :HEADZ'.C:G-&—Z:F‘OKE

3 |F C<23439 11

4 POKE 157,128:8YS 400 o76. 141, 096, D{_ﬁ
= 003, 169, 001, 1

& DATA 169, 165, 141, 097, 160, 173, 141

T 3
B, 003, 076, 081, :
Tﬂgi"rfigiﬁ 181, 141, 108, 185, 076, 000, 068

‘e DATA 032, 088, 245, 168,

Type in and RUN the listing before
pressing play on tape. The program loads,
and the computer resets, allowing you to

pa POKE 32846,96 (RETURN) and SYS
30124 (RETURN) to restart the game with
infinite energy for both players.

& are for you

FOSELR PETE * = B
“HEY, DUDE, GITIINE A BREAH e Bt 3
Pl JUST LEARTING HOW To e
Jousyt ™ | 25
. N AGGRO' EDDIE s
| 11'5' “no PROB, | HHOW MY WAY l s
N RROLAD A POOL, DO VOUTE @
BETTER HAOW YOUR STUFF i
B, e BEFORE YOU TRAHE ME on™ |*
B LT | i Cle
VAP LESTER: ' i\
< T _%l i QR 3 I":'i L
- = @& g Ol aresetcan? If so, the following pokes
KNE RDIE e wing

I you know therg's a " BRAVESTARR POKE 14500,173 5Y¥5 7236
second secrat & SCUMBALL POKE 13081.173 SYS 2064
passage on the " TANIUM POKE 52255174 SYS 16384

ownfill jam™? Afler the first ROLLING

¥ THUNDER

sire fence thers's a large POKE 33570,173 SYS 32768
whita building on the left thal ® HEROBOTIX POKE 33342,160 SYS 29969
nagl pay ers wouln iy and @ SCOUT POKE 2486 1 SYS 33216
8. Instead, o o BRAIN STORM POKE 18281173 SYS 16384
ssihle while 51 ] O ., NINJA

fevd i o ¥ HAMSTER POKE 18480.172 SYS 18435

o it 40 unde ® TRANTOR POKE 6571234

4 ther P POKE 6572234

POKE 6573234 SYS6454

B C-FORCE No.16 B MARCH 1994




’Jm

Amethyst

Access to: Lapis Lazul, Nicoolite lopaz, Obsidian
51 storas

Motes: Stores 51
[hie well which nsscls [his
T i
cube switch will allow the
to disappear when shol allinwing acoess b
Obeidian

shoolable from the outsicde
ilatlorm is also
§ wnthy A X

sechon i tha

e
nertn wiall

shoolable

clrill ot i ke

T!‘ll- '|-|I-i.-l.-|' s | !'--":".' [
Complex K1

it led in

I ea 1elepan run ot the 1

Topaz
Access 1o Ameithyst, Baryl, K2 complex
Naotes: When entanng fro

COMe Across a lascr, This cannol be de

Amethyst you w
troyedd Bl
Aioating it rotates i through 909°, To enter K2
complex with the probe move directly onto the slab
uncer the door then um so you cin see the

switchies, Shoot the et one 1o go up. DON'T

_h-'.-r.l

the nghit G

Beryl
Access 1o: Topas, Quanz, Aquamanne, Basalt, K3
compliex

The n
entrance can be disaled Dy
WG

Mates issnve laser which guards thae K3
shooting the (hrea
[ R i A L e On

g, |
terleagacart (10 Ernerala) s activated in the K1
complex To open up exits in laading o
Baslat and Aguarmarine, anler K3 complex and
shool the sigre on e wall
squares will open Aguamarnine:, shocli
Inangles will open Bazal, Only ong can L
il & limie

Agquamarine

Arcass 1o |_'-¢':l,r Hiby, Kestar, Haroar H1

thee walls

Shooting io three
A 1 Lhvres

operied

Motes: The Keatar recon’ gircrafl can be tound in
Lha nanger on 1hae agnt (the only acoessible one)
which is apaned by shooling the door. IF you're nol
in the arcraft o st 1ollawr the arrows precisely

when cntaring Huby or You will plurmmiet 1o intral

Adrface

Accens ot Aguamarine, O
Pt

ITChe 15 0 L

Malachine, Cichire
|t chiarmone ship

per wihich will Tire &0 viow if You short

o DigGK oating m 1he

H C-FORCE No.16 ® MARCH 1994

it. To drll you must be exactly in the middle of i

pathway, The teleport (o Amethyst) 1S activaloed in

K1 complex

Malachite

Access 10 Ruby, Emerald, K4 complax
Mol Aircral 1o anter KA throu

fhe haole at the bottom. Shool bath the Gate

You need 1he
Guard's eyaes to turn him ol bul beware | vy
Ehool ms nose ne ll shoot Gt WOL Oee mor

langs and all other blocks can be shot lor points

Emerald

Aoross o Malachin
oy

1 -|[||l'||'

Alabaster, Lapis Lazul

Motes: To revesl W dnlli ) fechnt

ciystal and run over the block underneath (whick

Inen thsappaans)
have bling 4pols
bt all are
indesiruchible
Shooting the
crysial i ineg
rochedle of the

EMERALD

roeEm will rraise

His

L1000 e 1

[ he lasars 1o the eas! and wee

'JI

disappeanng. The telepot
(to Beryl) is activated in
K1 complex

Lapis
Lazuli

Access o
Amathyst
Motes: Shooting the
remove botn 1he obstructive barrier ancl
the door to Emarald. Shoat the swilch again alter

passing tha parmor,. You can sec over the baric
But you ean't climby over it The pyrarmid:
CONtEn energy
yuur SCore

Niccolite

Access 1o Amethyst
MNrtime

Shoaling the switch 15 vital

Quartz

Ao 1ty H"_."'
Mt
Al You v

thie Lilock ahoue

Emerald

WITER wi

i Nl

shooling them simply boosts

Hunning inte a rmine will terminale you

[hex laser is indestiuchible, To shop al hining
shoot the cord suspending it from

Thu: il point is marked X, Shoot
the swilch on the wall Tor access 1o diamand

Opal

Accrss 1a; [iamaond, Ruby
Metes. Shiooting the Hoor i

will ingrease your shiald 1o memum

When the switches in MNice olite, Albaticasier

MALACHITC RUBY

YRLU GHergy a4
shielcls five

Licltire

Hrmes

e

m
Sy

LEL L e

SWITCH (CAN TAKE
OTHER FORMS)

DOOR INTO COMPLEX
OR STORES

DRILL HERE

TELEPORT TO
OPPOSITE SIDE OF
THE PLANET

SHIELD
CRYSTAL

ENERGY
CRYSTAL

% DANGER
P ZONE

%/ WATER



and Quartz have beesn shol, the one hare and the
wall will fall down giwing you access o diameond

Alabaster

Access to; Emerald

Notes: Shoot the wator hve imes and it will drain
away. When enlering the pit make sure you go
down the stairs as it's too far o fall. Shool the
swilch on the wall for access 1o diamond

Diamond
Actess 1o Opal

MNoles: To get rid of the bullding so you can drill,
go down the tunnel and keep shooting the
diamond, After 20 shots or so, run info the building
Wil disappear. The lwo crystals supply an almos!
irfinile supply of shicids and energy which can be
lapped by runming inta them (not by shooting). The
lwa [asers can be shiol

Obsidian

Access to: Amethys!l, 52 slores
Noles: The two' lasers can be shol
off their turrels, Thers are are no
ather lasers owlsida the storas in this
eclor. To bridge the trench shool
the slaly which stands nest 1o (L, The
pyramids in the trench conlamn
bonus points, There are two ways 1o
gnter 52. One is very nearly invisible

BUILDING'S
‘I‘ FLOATING — NOT IN

CONTACT WITH ANY
SURFACE

., DRILLING POINT
% CONCEALED BY
BUILDING

SWITCH ON
WALL

OCHRE

T

and very near the edge of the sector. If you
have a choice use the hidden one. You can
shool the extramely pewerful laser from
inside the back.

Access to: Beryl, U

MNotes: There's no way of removing the
block under which the drill paint is situated
bul there is a point where a reading of 50%
can be obtamed — enough 10 complete the
level. II's marked on the map with a dot.

Access lo:
Ruby,

Motes: The
twao pillars set

W C-FORCE No.16 B MARCH 1994 '
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i a lorcaheld which must be negotiated (it has a
tilind spotl) or flown Gver

Graphite

Access to: Emerald

MNaotes: Land on the recon’ cralton the floating
Block | will cisappear
ENergy wilh every move
have any hope of drlling

Accpes 1o K2 « r|||'!;|l ¥
MNotes: To make the telepon s appear
blacks in order from right to lelt

K2 Complex

Accoss to; K1 complex, Topaz

Mot Toenter K2 go behind the computer bank
oppasite the entrance, This bank also disposes
gnergy crystals. Keep shooting the 1op of the bank
till an energy crystal permanently matenalises then
shaot it for enargy

K3 Complex
to Beryl
Motes: Look out SOANNENE

phera in this

The acid fiver drans
You musl use the

your
path (o

shaol the

i-'u_l s
can anter herg
& ool

b any oom dnggers th

I(4 Complox

Access 1o Malachite
Notes: Shont the Tour
hool 1he block

$1 Stores

Accass 1o Ameithys)
Nates Rich in both types

$2 Stores

Actass lo; Obsdian
Moles: Enter by 1he s

lasers on the wall then

of Rubicon Crystal

soond axil o avind laser

firp
oss 107 Afuamanne
I.- tes: To dock with the ship go under it and rise

Mll'rcl

Access o, Nowhere
End up hare and you're trapped. You'll have to
guit and slart aogan

probe o over 1 and 1all

BIONIC
COMMANDO

ssue 15's classy covertape epic is a tough

cookie to crumble, Well no more, thanks to

this handy mallet. .. or was that a listing
poke?

1 FOR ¥X=525 TO 5B0:READ

Y. C=C+Y:POKE X,Y:NEXT

2 |F C=5093 THEN POKE 157,128:5Y5 525

3 PRINT "DATA ERRCR"

4 DATA 32, 86, 245, 169, 24, 141,

169, 58, 141, 209, 8, 76, 16, 8

5 DATA 72, 77. 80, 169, 45, 141, 40, 18,

169. 2. 141,41, 16, 76,0, 16

6 DATA 169, 58, 141, 183, 3, 169, 2, 141,

1841 3, 76, 168, 3, 169, 165, 141

7TDATA B4, 29, 141, 188, B6, 76, 0, 4
—

208, 8,

—

B C-FORCE No.16 B MARCH 1994

T

e

o 4

i

he film's ¢

this C6E4 IIUJFILL 15

:|' |

5 pUlp acl Hon movie 5 o, bul
pul plainly, dire, Still, if you

do play tha game, here's a classy listing that'll
beal up Amie's performance considerably .

3 FOR WA=528 TO 581:READ Z: C=C=Z:POKE

WA, Z:NEXT

4 IF C==4842 THEN PRINT"ERROR":END
5 POKE 157,128:SYS 528
6 DATA 169, 29, 141, 40, 3, 169, 2, 141

7 DATA 41, 3, 32, 86, 245, 169, 11, 141

8 DATA 206, 1, 169, 34, 141,
9 DATA 23, 1, 26, 169, 56, 141, 115, 192
10 DATA 169, 2, 141, 116, 192, 76, 0, 192
11 DATA 169, 165, 141, 93, 16, 141, 16, 28
12 DATA 141, 40,22, 76,0, 6

DAN DARE 2

rod this delightful litthe listing in, and infinde |
the Mekaon are yours, while tapping RESTORE will stop
thie timer

e remember playing

Spy Hunler years

ago and believe us,
it's a top game. Those who shill
own a copy will be glad of this
caollection &f numbers

207, 1, 96 e
Wondrows

:anNT DATA EHHGHH

141, 243 3
76 169,1, 141, 244,

n,gﬁﬁjéga 72, 77,80, TE-Q

ves as Dan or

224

1869, 591:'5‘”
169, 165

100 DATA: - : ; o3

110 Dm‘ﬁﬂ? 50, 37 e ?’?,:;'?g

120 DATA 1 24, 76,

130 DAT.&EM

140 DATA 72, "DE'E gt

150 DATA 141, 1 “”r.-.jg 32, 208

ATA 1, .:3-4_”1 o
:‘_:';E: EOF! L-E'Dd TO 372:READ APO

141, HE 3,

L,.A'.NEKT:S"!" S 304

I's not ane of
Hewson's batler
games, but it's

not wWotally without

ippeal —- thasa of
you willing to
persevera (and in
possession al lhe
game!) may lind this
cheat worth using
I.I“ul = Thie
Commpdore key, Q,
¥ and the space bar
o be grested with
the nu L SENCp
CHEAT ON and no
colision detection

TR R

ere's a few neat lips
for Hi-Tec's ace
arcade adventure
W Il you manage to fall down any ol the anncying
hodes dotted around Level One, don'l panic. You
dlways fall into the same room al the bottom ol the
laval, Just make your way back 1o where you wera
carefully
B Collecting the money you see dotled aboul is
10 pay speeding ines on the naxl level
W 'When lackling the conveyor bells, remamber thal by pres
opposite direction you can make George stay in one place
W Stay well away lrom the backgrounds to each screen. You may gel a
nasly surprise it you venture too close, like a spinning wheel taking you
for-a rche with i
Leval 1 Solution

Down, down, down, up swilchas, gel remolte, down, In
through door, up, taht, in through door, in through door. switch middle
switch. lelt, switch right swiich, right, down, right, down, down, nght,
down, in throughdoor, lell, in through door, lefl, swilch middle switch,

wap remote for spanner, down, stand on conveyor bell, nght, down,

iafl, left, lwrn nght=-hand sprocket then second to |ell sprocket, in through
daor, in through door, mend 1, down, down, right, nght, right, in through
door, in through door, down, in through door, switch switch and collect
case, up, down, down, lefl, lelt, et tum nght and second 1o lelt
sprockat, in through door, in through door, down, down, down, right,
right. nght, now jump into the et car and zoom off 1o Level Two

A gaod ea, You need i

sing the

cwilch all Tour



ore magh-tiying Hlight sim tips...
LANDING SITES: To survive fer any length of time, you must look
.I.“E.‘F Yo i.ll!l.fllll; ciles IFa lEank moves onlo your landir Q base, il

s destroyed. It a lank moves onto your home base, the game ends

As soon as yow're airbome, destroy the four tanks to the East of landing
site Q. Move yourr landing sites every 15 minutes or so.

CALLING UP A LANDING SITE: I you call your ground forces to a new
landing site and tthey don't amve, it may be because they can't prepare the
ground around you. If you don't gel the message 'Over GS' when you call up
alanding site, take off again vertically. Pinpoint the landing site again using

SUMMER CAMP MONTY ON THE

Play Summer Camp as normal until Ru H
you'get a high score, then enter your

i) i ) e o SRR name as CALAMITY. Infinite On the high score table, type (with
:L;ITHTTMEESM S TR Tus B rica iR ground Maximus Mouses (or is that spaces) ‘I want to cheat [RETURN]'".
pref i ica?! i The border goes grey. You can still
HILLS: Den't perform steep dives or tums near mouniains until YOUTe sure Mandmus Aice?) are yours it ot <

die if a lift crushes you, but
otherwise you should be okay.

10

You need a reset cart for this one. ..
POKE 25117,254 (RETURN) For
infinite lives
POKE 248322 (RETURN)
POKE 24964.2 (RETURN) To
start with all weapons

ol your abilities as a pilol

AVLILING MISSILES: Timing the release of chaff and flares is crucial
They Don't have the required effect if they're released oo early. IFyour decoy
15 unsuccessful the missile alerd continues, while a successful decoy is
rewarded by silence and a report of your remaining decoys

If an attacking missile is in front of you, evasive action is more effective
than decoys,. With a missile approaching from behind it's best nol to releass
the decoy untit it everprinta the plane on the combal radar, When you See a
missile approaching, keep changing direction until the missile alert stops and
the missile is no longer on the combat radar screen. If all else {ails, take
cover in the clouds

AIR COMBAT: Enemy planes often hunt in packs of three; a bit awkward
since you only have two sidewinders. These missiles are deadly, so don't
waste them on easy largels. Don't @éngage an enemy squadron unless vou
have your fult compliment of sidewinders, and make your first kill using the
CEnnion.

M

HEWn

TELETE R '
LR TEEEER LY

WA NS NE AR

fe e e e e,
---ﬁ r F PF;

PYTHON'S
FLYING CIRCUS

Get a high score and enter your
name as ANNE CHARLESTON. on
Some codes, .. the high score table, complete with

— now ha el Tl i
LEVEL 6: NIOON | Firpesieimiatiomios
LEVEL 11: DISK e ARKANOID
! STR I D E R Play the two player game and allow
LEVEI. 1 B: [llll':l( Player Two to reach 20,000 points

Start the game then press RUN- first. Everything Player Two hits now
I.E“EL 2 -' . G“IM STOF, RESTORE, DELETE and gives an extra life, to a maximum of
- RETURN together until the border B7.

' . Th ss F7, th
LEVEL 26: TANK  EeleMol st N T
LEVEI Y t fed to th _
a1: GOLD Tﬁﬁaﬁﬁ‘%ﬁgmﬁ;gﬂﬁ w:-i find SDJEYCSSELMM o a
I_E"E_ 38' cn._n yourself on the last level.
[ ]

teleport to be moved to another
level.
I.E"EI. 41 : BANG HACKER 2 5'1r"al}=t.ﬂull‘«lSI‘..*IIL‘.!'.'EFHFY — Move into
I.E"EI. 43: M“F‘: on, antgr your name as DEM_{] F’A_M moon.

Load the game and, when you log a teleport to be moved to the
and an infinite number of droids will PETALS OF DOOM —
be yours Invincibility to aliens, but holes and

GHOSTB“STERS water remain fatal.
Yes, we know we've had a couple of EQ“AI-'ZER

these before, but if you enter your Plug your autofire joystick into port
name as ANDY with the account one. When the game commences
number 777 you'll find yourself with hit restore to go to the level of your

a lorra lorra dosh, choice.
TEST
DRIVE 2

emember -C=C+Z:POKE - :

this? We 2 FOR WA=384 TO4 19:READ e ! . : - !LKETJ:;L gsggiér‘::?;?ur't

can't, but if '.;r'.,JA_E:NE?'ZT 4 R-END GHURCH | R 2 iwnaa

J y 72 Pﬁlhl—r HHD # et £ - Df TE'JI D‘J’TL-E [.‘Jrr]c-_- J

ou're a proud 3 |F C==5024 THEN - . S . ; ;
?;wnﬁt — OF eVen ;]F*DHE 157, 128: SYS 384 4 095 3 R | whlle dnwng The je.ilﬂl
iy TS A 30 86, 245, 169, 32, 141, 1 4 e D -l el will automatically finish
s 10 DAT 14* 141, 226, 3,169, 1, 141 1 A0 B : gl and you'll advance to the
Y 11 DATA 169, 3 06, 169, 240, 141,252,109 ; Y -1 R } nekt foad, plus you get
"*“J""ll;hm'“lj 2 DATA 41 55, 109, 169, 80, 141,253, 109 T [y il e “a 'extra fife. Don't press
provioe many 1 : i

. e ey o Y ol '-1. .ng 95 : L » bl & | i T " . =3 G H ym-“- car iE S-tﬂti('ﬂ'lﬂl"f
‘Iau:rll sl :hw 14 DATA 141,25 ek g o J I asthe game will crash.
i Wwe I,HI.|||||:'.|'
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MASSIVE PD COLLECTIONS

£4.50 EACH
40 PD GAMES TAPE

This is a massive selection of over 40 stunning PD games. It
includes titles from Ash & Dave, Censor, Triad and many, many

more! - £4.50
40 PD GAMES TAPE 2

Yet more stunning PD games! Shoot-em-ups, puzzle games,
adventures or whatever your pleasure. This superb selection

has got the lot - £4.50
UTILITY TAPE

A brilliant collection of utilities for all you budding
programmers! It features Charmania!, an assembler, 3 demo
creators, o word processor, a music sequencer,
sprite/character set creators plus much more! - £4.50

FREE CATALOGUE!

To receive your free FOX P.D. tape catalogue, send 1 first class
stomp to the address below.

NORMALLY 24HRS TURNAROUND
ON ALL TAPE ORDERS.

Please make P.O./Cheques payable to FOX P.D.

and send to:-
FOX P.D., 6 Sturion Avenue, Goose Green, WIGAN, WN3 65Z

ADVENTURES & SIMULATIONS

MICRODRIVE *%£14.,99%%*

Commodore 84 microdrive system, superb value add on storage
device specially made for the C84. Gives you access to vour
programs and data. 30 times faster than cassette, 3 times faster
than dise! Extra cartridges @ £3.00 each. Functions include format,
load, verify, directory ete. Supplied complete with lead, software,
instruction manual and -one data cartridge

COMMODORE 64 COMPUTER
*%£42.99**

Commodore 64 home computer excellent low cost computer for all
your business, household and leisure computerised activities. Full
64k memory, lots of colours (16), sound, musical and other effects
are possible. You can even learn to program in BASIC with this
neat little number!! Package includes Ci4 and PSU

C64 DATA RECORDER **#*£14,99%%#*

BARGAIN - offer only available if ordered with nbove computer

Telephone orders 0273 203500
Access/Visa/Switch/Cheque/PO
Please send £3.00 P&P
Established 40 years

BULL ELECTRICAL
250 Portland Road
Hove, East Sussex
BN3 5QT

All games on C64 Disk Only

APACHE STRIKE £14.99
BALLYHOO £14.99
BORDERZONE C128 £19.99
BORROWED TIME £14.99
CLUEDO £11.99
CYRUS CHESS £11.99
DEJA VU £14.99
INTRIGUE £14.99
LA CRACKDOWN £14.99
LEGEND BLACK SILVER £15.99

P OO0 OROOORNOINOOEOOEOIOTOONOONOIOSIOLOIOOONOSINOOLOONONOOOOOOOSODO® O

MIND FOREVER C128 £19.99
MONOPOLY £11.99
QUESTRON | £19.99
QUESTRON 11 £19.99
SPORTING NEWS BASEBALL £14.99
STEALTH MISSION £19.99
THE FOURTH PROTOCOL £13.99
TRINITY C128 £19.99
UP PERISCOPE £24.99

CLUE BOOKS: at £8.95 each: CHAMPIONS OF KRYNN, DUNGEON MASTER, ELITE, MANIAC MANSION,
MIGHT & MAGIC | OR Il, WASTELAND.

£9.95 each SECRET OF SILVER BLADES, POOLS OF DARKNESS, POOL OF RADIANCE, BUCK ROGERS, DEATH
KNIGHTS OF KRYNN, CURSE OF AZURE BONDS, GATEWAY SAVAGE FRONTIER, ULTIMA V, or VI., EYE OF THE
BEHOLDER LIl or lll, MONKEY ISLAND | OR |I, INDIANA JONES ADV 4, LEGEND OF KYRANDIA,

Mail order only. Please allow 28 days for delivery please make cheques payable to CINTRONICS LTD.
Free post & packing within the UK. EUROPE add £2 per item. Rest of the world add £3 per item

CINTRONICS LTD. 16 Connaught Street, London W2 2AG




12’8 & real blast trom the past, rave from the grave ang
any ather comy clichés vou care to think of

GetKEY ONE. open the door and get the GUARD'S UNIFORM
Wear the unifarm. and leave the key where you found it. Get the
RED CROSS PARCEL, open it and get the MONEY BAG. Put the

PAPERS

parcal

THE GREAT ESCAPE

fev escape o safoty

are are same general WIVF
L tar all ol chset
grapplers. You goant, 1
qroan. ..
Selecting your wrestier
Mas! people go lor The Hulkster,
bul it doesn't really matter as all three
wresllers are equal in strength and
mowves.,
General tips
The best strategy is to cheat and
use an autolire slick. as it helps you
lo-get up quicker when pinned,
When you getinto a grappla, the
bast lhing o do & lose i 1 you get
caughl in endless grapples, wail until
you're lying on the ground and
waggle the joystick like a madman
idon't i the fire button), Your
wresller gels up automatically, and
providing you wagale hard enough
your guy performs hiz special move
It you feel particularly mean, try
luring your opponent over 1o the
comer post (but nol 100 near), then
knock him |o the ground. To add
insult to injury, cimb the peost and
jump an him. Try this when he's low
on energy — he s slower getling up
and so there's less chance of you
missing.
When your opponent stars
running, get in front of him and hit the

money somewhers sate (usually the funnel)

Get KEY TWO and use f to open its door. Put the key in a safe
place, got the TOOL KIT and unlock the door to the room housing
the SPADE. Take the tool kit back 1o the safe place. ditto the
spada, then leave tho umitorm. Get the tool kit and the 1D

Leave the tool kit and gt the TORCH. Head back to the tunnal
and remove the blockage using the spade. Put the spade down
and go back to get the' 1D papers, Use the tunnel agam. but this
ime leave the 1D papers at the end of the tunnel near the oxercise
yard. Follow the normal route in Day Two but get the Red Cross
it contains the WIRECUTTERS

Follow the normal route on Day Three, but get the Red Cross
parcelfor the COMPASS. You're now ready to escape. Use ihe
mamn unnel and take the compass o the axercise vard. Got the
wire Giters and cul through tha ware. Drop the compass. Cul the
wire awd got the 10D papers, then cul the wire again to get oul
Drop the wire cultars, pick up the compass, and run off the screen

tire button as he gets near Baware
though, he may hit you with a flving
knee Allematively just say ‘scraw il

ee Robson from Northumberland sent some Simpsons tips

way back

n Zzapt 87. Theyre 50 good we're using them again

Buy the key from the Hardware Stora, and take if 10 the house (near the
purple toys in the garden). Now gote the front door and use said key, vou'll be
warped straight to the Retirement Home

Buy the whistie from Toys ‘N’ Stuff and take o to the last window of the
ratirement home. Blow the whistle and an old man should appear, he'll then
shng lcadsa cash around

Ta paint the canepy above Candy Most Dandy, touch the ball ving on the
pavement. | should now roll farward, so jump .on it whien it rolls undernaath
the paint can. Otherwise just jump onto the windoew and knock the can ove
yourselt I

When the timer 1s around 400 lﬁj g "ﬂ"l ' l | i = |
ga o the cingma, and frem hera — e =
a boy scout will appear. Just = ) I :

spray him betore he wanders Diahes { S { ez
off FhiE e i

When you see the sign saving
'‘Keep OIf, do the cpposite and  hess= il = IS5 TRh s
jump on the grass. The park T SIS AR AT £
keeper should appearTnom the : "o
side of the screen. Spray im - *
before he wanders ofl

- e G- TR IR IR T 2 el e T T

s —
e L = - -
(X3 ¥ tfhl iz o o
| i N M Lo
i e i l

front of you. run at lum and bowl Fim
oer
It you're running and want to stop

ard hit yar opponent with a fiving in a hurmy, don't sweat just bit the fire ilﬁ\_j:c'rl ;:?«A ARILA
knee for the hall of il biutton F\l-‘)l' et nmiA
Whean pinned down try to get up as Be caretul when atfempling i« S ——— 3
S00n as possible, it you can, throw stamp your oppenant’s head mto the e B —
your oppongnt off and then stamp on canvas: he may leap up and decide ) i
his head to force a grappling match. But only =t i1
When you're outside the ring, keep  attempt to pin the other guy to the faah i
your eve on the 20-second time limit deck if his energy meler i nsaring \
I yor're caught outside the nng after Zero s ; ! | §
20 seconds you lose a credil it you attempt your special move |
It vou're fast on the fire button bt fail, pressthe fire button straight iy ks iz
(autohire s handy) you can rapidly afterwaids. You'll be able to stamp Lo WU '
punch your opponent into next week on the swine — well i's better than ﬂ
It your opponent’s standing right in nothing T — |
= - e e e S = - —_—= - S e S
| — — =11
e ——— h 3 2 S— S ——y— : 11
Fa E ! — - :.
|
1
£
|
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Resistance lips were sent in by Tim Jelves « of
Leicester. Type in SIAMESE on the title
soreen for infy lives,

The three-way weapon's the best for most of thhe
levels. If you lose it, just get another from the
armoury.

Keep moving and jump the big bullets fired fronm
the tanks at the last moment.

Use ammo sparingly as it's not very nice to hawe
your supergun run out of bullets on the end-of-leyal
bad guy. Top'up your ammo to 999 when il dropss
below 500 or so.

The homing missiles are an essential purchases
for large end-of-level targets.

F irst printed in Issue 68, these Midnight

Level One

Jump onto the front of the jeep and collect the
keys. Once the jeep stops, shoot the blue gunners
starting with the bottom one (dodging down into the
gaps to avoid any stray bullets from the top
gunner) and move along until you reach the tank.
Het to an inch or so away from the left edge of
i ran when the tank draws near and keep
ere’s a few hints for this
H

MieroFPronge ih!.-'lu 3

pumping bullets into it. Jump the bullets using the
tactics described above, and dodge the granade it
lobs out after its death. Climb halfway up the ladder
and shoot the lane gunner on the right of the top of
the ladder and enter the armoury,

Buy the following (in order of priority): Three-
Way, Fire, Extra Ammo

Level Two

Get on the tank and deal with him as you did in
Level One (watch out for the guards on the top
platiorm). Continue until you come to a ledge with
a ladder leading down and a gunner next to it.
Jump onto the ledge and lie down to shoot the
gunner without getting hit. Blast the hatch and go
down. Be careful here as the vents are narrow,
leaving no room to stand up.

There are gunners below, the guards that
appear from the left and right are faster moving
than you and very quick to come back if shot. If you
die, try to pick up your superweapon again if it
doesn't fall too far away. Once through, drop down
onto the platforms and take out the top right gunner
first, then the middle gunner one platform below.
and then the other two.

Drop down onto the conveyor belt and blast it.
Fire is the best weapon for this, and once the las
belt is destroyed drop down and quickly move to
the bottom left under the missile-firing tank. Alm up

PILOT
= rase Me

Bpts .

FLYING THFS: On the simplilicd CURRENT DUTV ASSIGMMENT
S fying setting Ny onone engine 1o gel JRE SIS TSR TESF PIFT IR
# 10 your objective, then engage the MT STYLE OF FLYDMG
gther. This saves fuel. On real|stic

setting, take off on be
shit one down

B rounds by anly firing when the
© enamy 15in range. When a Hind
atlacks and you want jo fire a
ween the Hind i the

.-I !-Il RiE SefEeEn =

sidewndar

e S LW

jl_ i = - A H ik |I —
. dre usaful because (he Hind never it gy - T
& seems 1o jam them. When fining a TII L] e e | B Fi ey
| FFAR, keap the crosshairs in the i ”
TADS target _' ) | t | i3 TRy --.':J )
Hinds in Western Europe nearly ) O\ evcpos: sam g eaiog
always hicla behind hills and use I.H i :iif‘; AR Lo Tl JE
'‘nop up tactics. You have threa : .:LE'I-:'J CURERE AT W T T S H
cnoices T ST N TS TRT)]
1Y Make a dash tor the bl skirt | I i |,
around the base and take the Hind ke
By SUrpirise r —

21 Sland yolir grol
the Hind o pop up before | rng

GENERAL TIPS Alws

th engines than

WEAPONS: Try 1o save cannn

i and wait for

3V thera s a hill handy, go
around it and wai for the Hnd lo
approach befare making your attac

IYE BI0CK up P | — . —

Ragulse Missions

5!! !"h ru.uu..
lanclimgs are i.-‘t'ih:r.l.
ilh“ winds, temp. 7EF

Cuarrent leaval of risk isiVery

.“"1:' _-llllll “' ‘I“H T ®

b=

. R E-TEEw HE R -
" ek 'I. oy e L R R RE B

()

wilh a variely of weapons. but | "‘"4 - sk |
remember that FFARs are ugeful || | e ' ¥ by, |

§ agains! air and land attacks. if you're g SRS P HEi
fiying ‘extreme’ for the first lime, skirt 1  p—
around hills 1o reach your chjectives. | - " |
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at the tank and fire away without danger, avoiding
any grenades the tank might throw at you upon
death. Then blast the hatch, climb down the ladder,
killing the gunner below from the safety of the
ladder, and then head right ta the armoury.

Buy: Homing Missiles, Fire, Extra Ammunition

é_r

MR

Level Three

Kill the first guard and quickly climb the slope and
jump up near to the laser-firing machine using

|

ustin case all you reset bods out there ara
lealing hard dona by, here are a few more

POKES.
ARNIE

POKE 2048, a2
POKE 20489, 153;
POKE 2050, 56
PODKE 13270, 44
SYS 2048 to
restan the garme
with infinite lives

'I'I'IE BOD SQUAD

Resel on the tille screen (when ‘Press Space to
eontinue’ appears)

POKE 28841 44 (Infinite Time)

POKE 20530, 44 (Infinite Lives)

SYS 36864 to restart the game

TURBO TORTOISE

Hesel on the litle screen
POKE 44165,44 (Infinite Lives)
POKE 40872 44:
POKE 40810,44
{Infinite Energy)
POKE 39128.44
{Infinite Bullals)
SYS 35895
reéstarts game
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three-way, or fire at close range to kill it. Don't
bother with homing missiles. Try to keep some
three-way bullets back for the circular saws at the
end of the level. Crawl to the right to avoid the
gunners and jump up orito the lifts. Once on the
lifts, use the homing missiles to help blow away the
jetpackers. Any that survive can be blasted with
three-way or fire,

Try to avoid running onto platforms as they're
rising, in case you mistime the jump and fall to your
death far below. Use (in order of destructive power)
the fire or three-way to destroy the circular saws as
they come down from laft to right. When they've
gone, kill the massive saw that starts on the left
and moves to the right. Then concentrate on the
control-centre eye. To kill it just stay in the middle
and fire up, dodging the tiny bullets at the last
second. From here move right to complete the
level.

Buy: Extra Lile, Shower, Super Charge, Fire,
Extra Ammunition

Level Four

Things are hard here with tanks moving up from
behind and guards sneaking up from below your
line of fire. Keep moving along the level, blasting
guards that get too close and jumping over those
you miss. Stop to kill the tanks using the usual
1ank busting’ method.

A
A

Y

1 |

ANMAAN\
yixit&&;\

§ .
-
T T

LAALLLLLY

A oy w5

. m LT LR Y ) .
"-,_-_p:\":‘-'.'r?-"'-":'."-"-"“h“.b'r T P T

Once you get to the planes, move over to the
right-hand side and fire like mad towards the
rightward moving jets and fire up to hit the leftward
maving jets. Dodge missiles falling from on high
and hope that you avoid the low ones, Walk right to
complete the level,

Buy:, Extra Life, Super Charge, Extra Ammo

Level Five

Not tao many problems, just watch out for the Blue
Thunder lookalike helicopter. Fall down from the
ledge and use the three-way to destroy the
chopper. Destroy the top and bottom of the
electricity sparks and run across and jump the
large gap and go down the ladder. Destray the top
and bottom electricity generators and then kill the

a Blow-lwy
ow aceount ol
which asses 1o

kick and how 1o Kick »m

This level S0’ wery hind
and can be completed by
moving 1o the left ol tha
ke station unbil you
meel 4 wall, Stay there
and it the baddies come
lo you, yau smash them
g thie ground. The Doss
i 1he end of the lovel s
zasily beatan by using
high kicks repaaledly, o
just punching him (winch

lakes longer)

Al the beginming of this
level molorhikes come
Fooiming oul from both
Thie
best way 1o take thiam
ol s Dy perdarminng a
wall-limed high kck, Any
other move resulls in a

sides ol the screon

fall Now move steaight fo

e aght of the seatront
where: you lind anolber
wall. Stand al the wall

and et the badoo:
in; this allows you Lo beal
them up. The boss al the
and ol Ihig level can'l be

punched, S0 use high

v TN

kack= bt beware of his loughes! bossaes to beal
The way 1o dol
away from her, and as

she len

foundhoise kicks

towards you led

rip weth a well-timed high

ying kick. Do this

Move straigh! 1o the nghi repeatedly until she die:

o run

‘Electric-Man’ . Go up the ladder, take out the
gunner and compete the level.
Buy: Barrier, Extra Ammo

Level Six

Keep walking to the right until the floor drops away
and the circular saws come on-screen again.
Destroy the biggest first, crawling along the ground
when the saws are overhead, and standing upright
to fire at long range. Keep going down after
destroying each saw. When you reach the bottom
have a sob at the sad intermission, and following
this, complete the level.

Buy: Three-Way, Super Charge, Extra Ammo

— -

cppordunity anses, This
daecks tham, Follow up
by Bending down and
mashing Mem
lace. [herg arg seven o 7 i~
sight skinheads on this 1

n tha

levwel, bl ey Gnly

iy
ol this grotly streel scene atlack in groups of e B
until wou Lnd anathie: Ihere's no boss al the P
wall, Again 1ol the This 15 a very Incky level end 50 you movi § : '__"'f_ =
baddias move in, then as thera are plenty ol Aranahl ko e Tingal —
el 'em, Remember, aKinheads armaed with Buitding - = 'é'._f:-'
time: soon Beks down on knves, and it only takos . o,
iz leviel 5o taka th one stab 1o kil you, The I J :-H
badches oul quickhy, best method of skinhead s level stads with the N :
espaecially tha colourad removil 15 keep on the linat boss shooting at T
women. Now comes Big move and high-kick you, and four skinhesd - LTI
Baitha, one of the whenaver 1h Loy guards 1iying to ' -
- DHILUNCE WO arounct Ty
RENEGADE ©1957 IMAGINE £1936 TAITO raom. The Boas triag to - ..
ip : -5i=~:i‘-n‘* [“l]ﬂ-; LI HI  S0000 blow you away whien / .
0:20 yau re in s ine of fire _
s0 dodge around and c-
lake the: skinhoacds oul - :
fiest watli a bigh kick and e
lace asmash combisalion - “"I_ !
When all the skins are =
dead, walk up to the : _
[ 5 il a aganat siant - = =1
and punch lum, Stand S

directly over him so that T
er.i_'-r'l Ne 1isas you aan
il b &g and again

kil ERLINeS
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ith our blob-like
friend making an
appearance o

several compilations,
perhaps it's time to slap ina
complete solution.

Enter the car, collect
glasses, exit car, go right,
right, right, right, right, right,
left, left, collect dictionary,
right, up through gap, up
through gap, left, left, left,
give dictionary to secratary,
right, right, right, right. right,
talk to Tarzan, drop glasses,
right, right, up, left, up, right,
enter hut, collect spanner,
exit hut, down, left, enter hut,
collect key, down, enter hut,
collect jacket, exit hut, left,
left, up through gap, drap
jacket and key, left, lefl, use
spanner on lift, go up (press k
on lift, m moves down), go up
again to the high platform,
right, follow passage to
balloon, collect balloon, go

back to lift, go up, right and
follow passage 1o key, collect
key, go back to lift, down,
down o lower platform, left
and top right and collect
porr-pem, go back to lift and
back to the jacket and key.
Drop balloon, collect
lacket, right, use key on door,
enter door, give jacket fo the
bod on the motorbike, collect
the bike pump, right, enter
shop, give pom-poms to
Sindy, collect the food and
the key, exit shop, left, lefi,
up through gap, drop food
and bike pump, collect the
key, right, left, use key on
door, left, up through gap,
use key on door, left, right, up
through gap, up through gap,
collect balloon and bike
purmnp, right until you get 1o
the edge of the river, use the
balloon and pump on the
plattorm, go right when you
land, collect the flowers, go

left stand on platform and
use balloon again, drop the
fiowers, repeat these moves
to get the gloves and the key
from the hut on the island,
drop the balloon and pump
and hold the flowers the key
and the gloves, go left to
where the parrot food is, drop
the flowers, right, left, left.

=

Use the key, enter stage
building, collect warrant, exit
building, right, entar building,
down, up on the left (jump
the munchking), left, jump on
cloud, right, jump off edge of
cloud, up, left, collect key,

down, left to exit building, left,
left, left, use key on door, go
back to where the parrot
seed is (use map to show
you how to exit the maze),
drop the gloves and warrant
and collect the parrot food,
go right Into the treehouses,
enter the top right hut, drop
the food on the bottom right
{next to exit) and wait urtil
the parrot lands on it and
exits the hut, take the food,
leave the hut, drop the food
on the left of the screen,
when the parrot leaves take
the food and go left, drop it
on the right-hand side of the
hut, when the parrot goes in
follow it, collect the and the
dagger, go back to where the
warrant is, take the warrant
the key and gloves and diop
evanything eise.

Ga right, left, right, use key
on door, left, left, enter doar,

right, drop everything, take in
this order — gloves, a cain,
the cards, the warrant (you
drop the gloves), left, left to
leave building, go up through
gap, right, enter door, right,
enter saloon, right, talk to
murderer, left, exit saloon,
left, left to exit building, go
through gap, Jeft, enter
building, go to Rick Bracy
and give him the warrant
cards and coin, take the
explosives and go back to
the dagger, drop the
explosives, right, left, right,
enter building, right, enter
saloon, right, up, left, enter
middie door, talk to cowgirl,
take love letter, go back to
Rick Bracy. give him the
letter, take the lollipop, go
back to the start screen, laft,
left, enter building, take key.
Go back 1o where the
dﬁgﬂﬂf 151 'rightl Hﬂ' ﬂﬂm!

gre's a luscious
evel guide to
Kixx's mega

marvel...

Level 1 —
Greek Legends

Kill the harpies 10 get some fireballs and keep
them for later, Altamatively, use them lo kil the
skeletons and collect more fireballs, Eventually a
skalelon gives you a sword; usa if to cut down the
hanging skeleton up on the top-right and follow it
down 1o the edge of the ledge below. Kill a
skeleton near the edge so thal it falls into tha fires
of Hell. TheDevil imself appears. Run back to the
left and jump up onto the ledge above and wait for
(Oid Mick, Chances are he |l appear on the ledge
below and nse into your line of fire, but anly when
he has fired off a Trident first. When he does. hit
Fum with a couple of fireballs

When ha's dead, grab the Trident and store il
Run back past where (he skeleton was hanging,
leap over and onto thededage next fo the Chimera
MNowjust stand there and throw the Trident at him
Go through the cave dodging the skeletons, then
run through and oul inlo the open. You'ra now in
the ruins of Ancient Greece. The warriors aren |
oo hard to Kill, but the N':f"rl"l;;h & Aricky. Watch har
beckoning hand and move forward unhl she

B C-FORCE No.16 B MARCH 1994

signals you to stop (fingers
crossed she'll give you extra
energy). If she doessn't, fireball
her or slash her with your sword (get too
close and she tums into a snake),

Once past the Nymph go up to the Warrior
Statue and usze the sword on the rear heel.
The statue collapses and a shield s now
yours for the taking. Select the shield and the
warriors kneel down, allowing you through to
Medusa's lair, For this screen you neaed the
shield at the ready and a good dose of
enargy for the Hydra afterwards, Leap the gaps
and use the shield 1o deflect Medusa's stony gare

Select the sword, BUT DON'T ACTIVATEIT
YET. Wait for Medusa 1o stop. then jJump the gap
with the shield ready Swap to the sword in mid
leap, and cleave her foul head Trom her even fouler
body. Pick up the head and leap across lowards
the Hydra. Take out the top two Hydra heads using
Medusa's bonce. and lall down anto the ledge next
to the last head. Stand on tha far left of the ledge
and keep firing. The Hydra eventually goes up in
smoke, and you've conquerad Ancient Greece

Level 2 —
Norse Legends

The tiash of lightring 1s your only visual aid here as
darkness descends on the Norse Ship. Kill the
Vikings as guickly as possible as Thor launches a
lightning baolt al any sloweoaches. When all the
Vikings are dead, \he bird on the bow of the ship
fies along. Kill it when it flies down and pick up the
ring || drops o lelepon 1@ the next level. Now
you're i the lorest and the main problem s the
mass of Golems stomping lowards you. Kill them

with the dagger, which is cblained by brown-
breading the small spiky creature.

The daggers are great for killing Golems, but
they seam 1o run out too guickly. Run along past
the hole in the forest where the blacksmith lies in
wait. He'll pinch your sward and re-work it into a
magic sword for later on. While he's deing this you
need 1o keep out of the way of the Golems, so use
daggers to keap tham al bay. Collect the sword
when ibappears, and run along to the clearing
where the woman i1s being burmed at the slake.
Pick up the firebrand and use it on the Fire Spriles,
but keep away from the edges or they'll pick you
up and drain yer energy. But kill 'em all and the
woman'll reward you with extra energy.

Run along to the right, killing the Golems until
you arrive at the Dragon. Wait until its head is
raised, and then run up to it and hack at its neck
until a chunk flies out of it. Now run back and use a
dagger 1o wadge in its neck. You ¢an then run past
to the next screen. Jump from the very edge of
small gaps to get onto the next platiorm, Ifa Thor
lookalike appears near you, jump up or down anto
a ledge lo-avoid his lightning, either that or kil him.
Kill the fire-breathing baby dragons before they
spil, and collect the dagoers and ehergy thay leave
behind,

When you gel to the first of the two castle
entrances, jump up onto the ledge above it and
hack away a few times al the eye. Once done,
jump down and kill the axe-throwing Viking who
appears from the castle. Now go up. jumping on
the platforms up to the left and then up 1o the nght
lo the second castle entrance, Kill the Viking here
and you re through to Thor's Domain. Ta win Thor
over just keep moving lo avoid his bolts and the
dragons on the floor. Leap up unto the e
pedesial, leap to the
right one and then to
the third peaestal
and hnally onto
Thaor's throne. Hack
at him a few timas
and Thor is on your
side. Well done —
the next load awaits
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level 3 —
Egyptian Legends

This seriously savage level has all but the bravesl
of adventurers running tor their mummy (groan)
but follow our tips and you should be okay

Use the sword to dispose of the snake, and run
Io the side of the pyramid, jumping up onto the
near-invisible platforms. Go through the botlom
door and work your way through past the axe,
spike, the two pressure-pad-activated traps and
the two spikes, then pick up the blue eye. Run past
ihe spikes belore they go into the ground and you
should get past. Any sooner or fater and you're
dead. Go back and up to the top door, now work
your way past the spike (carafully), axe, spike, axe
spike, axe, pressure-plate-activated spike, barrel,
spike AND axe, barrel and snake to reach the
trapdoar.

Go through to the second corridor and go right (if
you go left you'll get the point). Avoid the axe, the
three spikes, the barrel, the downward-pressure-
plate-activated axe, the Iwo spikes, another
pressure-plate-activated spike and the two final
spikes, You're finally through to the inner sanctum,
now things get really tough! There's a very hard
way and a very easy way lo do this level. The hard
way is 1o leave the blue eye back in the firsl
corridor. Kill the two Egyptians and pick up the
cross, use the cross and go to the flashing cross
on the wall.

Now go right into tthe first upper room. Kill the
Egyptian holding the: rod and pick up he head-
dress. Smash the large jar and pick up the first
Canopic jar. Drop down into the bottom chamber
and go left through tihe mummies, killing them with
the head-dress. Go o the end of the corridor and
smash tihe lwo large jars and pick up
the second and third Canopic jars. Go
right thriough the first set of mummies
and overr the spikes, then through the
second set of mummies, smash the
large jar and pick up the fourth
Canopic: jar. Go back to Ihe left
through the mummies, over lhe spikes
and up @and out the way you entered
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Go nght until you see the cross on the wall and
use the cross. Put on the head-diess, (hen run up
to the cross and fire al the Sphinx. Pick up the grey
object and jump onto the high ledge, up to the
second upper room and oul through the door. Now
the easy way (wilth the blue eye), kill the two
Egyptians and pick up the cross and use it to
replenish your energy. Go right to the second
cross symbol on the wall, kiling all Egyplians on
the way. Usa the cross, pul the blue eye in the
centre ready to use. Run up to the flashing cross,
use the blue eye and press fire. Now a large beam
kills the Sphinx and your energy builds up

Pick up the grey ebject. jump upnto the second
upper room and go out of the door. (Mo need (o
pick up the Canopic jars as you're given them). Ful
the jars on the ledges in the following order:

Bottom lett — rad

Top left — silver

Top Aght — blue

Bottom right — gold

Go right. When the last door on the colfin's shut,
you can enter the nght-hand side of the room. Go
e the face mask and wait a moment. It fires a
beam of light at the coffin. You spin in a ball of
flame, and can then fly. Shoot the face mask in the
eye several imes to destroy it, bul lake care lo
dodge the small and large fireballs.

Level 4 —
The Final Conflict

Final indeed — you have no continues for this
hitanic test, so you need all your wils aboul you.

Shoot anything that moves and pick up the
[ewels for energy. Al the end there are two large
men; shoot the left-hand one as you dodge the
fireballs. You should bump him off, but even now
it's not over as Dameron appears (ever had the
feeling the game's ‘borrowing’ its theme? Jusl a
thought...). To kill Dameron, use ihe special
weapon given 1o you. Shoot the skulls on his head,
then shoot his eyes several imes 10 blow him
away. Success!

Mot a bad game, but some of the problems are a
hit and myth affair..

8re's a screen-pDy-scraen solution for

levels one and two. NB. U, D, L. R

directions, Doar — go through door, Top
Door = tells you which door to go through.,

From the start go R, Door, U. U, Door, R, U, L,
Collect Goggles and Battery, U, Door, Gel
Detector, U, U, gat Medikit, B, D. Doar, B, B R,
R, U. R+D, D, Get Light Key, U, L), L+U, Top
Door, L. Hit Switch, B, Door, D, D, L, L.L, D, B,
L, Door, B, D. Door, U, U, (zet Arrows. B, Door
D, Gel Sllencer, U, Right Deor, D, Door, D, Lett
Door, Left Door, Get Goggles. Right Door, Right
Door, U, Right Door, D, Door, Get Glow Tube,
Right Doer, L, Door, Left Door, U, Right, Door
You are now outside, U, U WU WU L, L L L

L, L, LU U U U U Gat Anti-Personnel Mine
U, Door. D, D, D, R. D, Get Dark Key. D, Usa
Dark Key, Door, Gt Detector Battery, Daar, L
U U, U Door. D, Hit Switch, U, Door, L1, A,
B. B.DuHitSwitch, U, L. L. D, D, D, B:[xoor
Get Rubber Gloves, Door, R, R, U, Door, Righl
Door. Get Medikit, Door, Left Door. . R, ). Gad
Pistol, D, Use Light Key, Doo

You're oulside again. D, R, R, U, U, U, U, U, U,
Door, R, R, Door, Use Glow Tube, D, Daor, O,
Get Unitarm, U, Door. U, Door, Use Uniform, D,
B, b, Use Light Key, Riaht Door, U, U, Get
Medikit, D, D. Door, D, D; Right Door, D, Gel
Arrows, L), Door, D, D, D, L, L, Door, U, U, Get
Machine Gun, D, D, Door, L, U, U, Hit Switch
On Wall With Exploding Arrows, Door. You
have completed Level One

Fram the starl B, R, U, U, Set Bomb, R, R, L,
UiSatBomb, L. L L LLL L L L L LL D Sal
Bomb, U, R, R, Blas! Door And Go Through, R,
U SetBomb. R R R R R R U SetBomb. L
L, U, Get Medikit, U, R, Blast Door And Go
Through, L, L, L, L. L, L, L, L, L, U, Sel-Bomb,
U, U, R, A R, Set Bomb, R, R, A, Gel Medikit,
R, & D, Get Medikit, B. B, R, Blast Door And
Go Through, Set Bomb, L, walk up to the
chopper to complete Level Two,

B C-FORCE No.16 H MARCH 1994




A

irmingham-based Logyk

Software offers games thal

sireich your minds — nol your
wallet’. Thair most notable adveniure
offering is The Argon Factor (1993
Version), which includes a corking

- -

J n sets meenie
:: B:ll::li sacred miuivm::h
the mighty warrior rests
blnnd-nulnnl axe and
a map of mlvm_ﬂllrodnm

afly, the mighty
behemoths known as Commodore
B4 advaentures roam frae in
atdvanluradom, far more so than theair
arcade counmterpars. Me, | weary of the
slaughter — | musl journay far beyond the
holy mountains and seek the wizened oid
wizard who will tell me ol my fate. Some say
he lives on the blue hills of Parm, others a
cave in the lce Caverns of Frigia. Some
grgue he doesn’t exist at all!

My search lakes me far and wide, fal
beyond the plains of adventuredom. This is
the last tirme we walk hand in hand across
ihe haggard lands, so with my trusty quili |
offera map of our territory. The soltware
houses, the fanzines, the clubs. .. they're all
hera, and il you heed my council you need

CONTACT
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games that
are available
on the C64
Proprietor
Barbara
Gibb has the
rights to sell

ALL versions
al the
games, bul

T he newly-formed Adventure Probe currently

Software label covers C64 and lacks a 0C&4
Spectrum formals, concentrating on copy of
winning the rights o games previously sold Sticky
by other mail order-only software houses who  Fingers. if
decided fo call it a day anyone has
Dfferings include Jeff Tullin's Flight.Of The a spare,
Unicom and Sticky Fingers, multi-format send it on.

Adventure Probe/Adventure
Probe Software
Barbara Gibb,

54 52 Burford Rd,
Liverpool L16 6AQ

competition — answer twelve questions
and you could win an amazing first prize
of E1000, or one of four other cash prizes,
The total amount of molah on offer is a
wallet-busting £1500!

Logyk have five other adventures on
offer, all of which are available on tape or
disk, They also publish two card games at
£3.99 each, Championship Whist and
Competition Brag. ook out for the
forthcoming The Last Dinesaur too (sigh
— dinosaurs are everywhere now, aren't

\

nother stalwart of the adventure scene is
L Walter Pooley, With six high-guality

entures under his belt, he's certainly a
force to be meckoned with!

Wall's earier adventures are avallable as a five-
came compiiation; with his latesl adventure, The Lost
World, sold singley. Based on the book by Sir Arthur
Conan Doyle (creator of Sherock Holmes) the game
sticks closely to the plot of the novel, in which a group
of intrepid explorers find a hidden plateau where the
dinocsaurs sfill live {sigh — dinpsaurs again!)

Like all Walter's games, The Lost Worldis
available on tape or disk,

v

The Adventure And Strategy Club

17 Sheridan Rd,
London
E126QT
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ADVENTURE
PROBE

hat can you say about Adventure Probe
w that hasn't been said already? A 56-

page fanzing, the mag covers all
computer formaits from the humble Speccy to the
mighty PC. The Commodore adventure
renaissance led 1o much-improved coverage of our
maching, and as the eight-bits dominate Probe
there’'s plenty for the CB4 ownear!

Since 1aking over from Mandy Rodrigues (of
Biack Knight and Atalan lame), editor Barbara Gibb
has done a marvelious job. The magazine contains
the same mix of hints, tips, reviews, solutions and
etters as before and the quality hasn't dropped at
-\:ll:

Subscribers to Adventure Probe can also take
advaniage of the magazine's telephone helplines
ind postal services. Staffed by keen adventurers,
ine helplines offer a quick and easy way past that
perplexing problem (don't ring too often though —
i you ask for help before giving the puzzle your
best shot, you don't deserve to be called an
adventurer), or choose from a range of hundreds of
printed salutions available. You can also write 1o
Probe and ask the readers for postal help, and
when you've finished your game, why not sell it
through the mag's In Touch section? Look out for
Ihe forthcoming Adventure Probe Adventure
Directory tog, a weighty tome detailing who's
salling what in the world of adventure games

Adventure Probe costs £2 an issue and s worth
every penny. Now in its'seventh year, this has long
bean THE magazine to read for adventurers,

el up as a Spectrum adventure house

by Jack Lockerby and son-in-law Roger

Betis in 1986, their high-quality text-only
adventuras quickly established them as one of
the leading cottage industry adventure houses.

Their Speccy speclaculars were later
converted to the Atari ST and, of course, the
Commodore 64 — they currently market
around 20 C64 games, including The Hammer
Of Grimmold, Realm Of Darkness, The Miser
and Jack's excellent interpratation of Robert
Louis Stephenson's Treasure Isiand.

River games offer short location descriptions
and lots of puzzies and mapping, so are ideal
for those who hate reading screenfulls of text.
The problems are always logical and offer
much for the enthusiastic adventurer.

The Guild
34 Portland Rd,

Droitwich,
Worcester
WR9 7QW

Logyk Software
391 Gillott Rd,
Edgbaston,
Birmingham
Bl169LL

Thu A 50

4

THE ADVENTURE
AND STRATEGY
CLUB

a magazine as sugh — the A5 pages are hole-
punched for easy storage in your snazzy
Adventure and Strategy Club binder! As the
packs are divided into 26 seclions (reviews,
lips, addresses, elc) and individual pages are
updated and replaced where necessary, the
toider quickly builds up into an invaluable
reference source. Looking for that review of
Jack Lockerby's latest outing? No problem
|ust turn to the reviews saction and look it up in
the index!

Although it mainly caters for the 16-bit market,
the good old G64 |s well-served by the club's
invaluable helplines and solution services. It's
ideal for those who intend 1o upgrade in the
near-future oo — by the time you've bought
your new machine you've an excellent source of
info an it!

Adventure and Strategy Club offers a 54-
page bi-monthly information pack
crammed with news, reviews, solutions {full and
sarialised) and all sorts of information useiful 1o
adventurers, RPG freaks and strategy gamers
alike
Uniike Adveniure Probe, the AESC pack isn'l

THE GUILD

he Guild is dead — long live The
T Guild! Because of increasing work

commitments, founder Tony Collins
can no lenger afford the time to run The
Guild, so the label has been passed lock.
stock and inlays to Jason McKenzie of
Binary Zone fame. The games are still
sold under The Guild label and ara NOT
Public Domain — Tony's PD adventure
collections are now incorporated jnto
Binary Zone, but these are entirely
separate

As regular readers well know, The
Guild distributes some of the finest mail-
order-only adventures ever to hit the
C64. Tony's own games such as
Nythyhel, Corya The Warrior Sage and
The Hermitage are classics of
almosphere and tension and William
Quinn (of covertape classic LA
Adventure fame) has several corkers
gracing the label too.

Inevitably one or two games were lost
during the move, most notably the
Graphic Adventure Creator which wasn't
put into the Public Domain as previously
believed, and is no longer distributed
through The Guild. Even so, you'd be
barmy not to drop them a line — the new
catalogue is up’and running, and you can
ask about Jason's commercial Psytronik
label at the same time.

F or an annual subscription of £24, The

:.Il::;i:ﬂ'h I'l'll.: Plains still
9 with activi
bid you farewell. H:y;lll :: %
council — the adventure.
:::nrdl | have revealed are
N now concoctin
tests for the lnlrapls I':::.“
Send the ctustomary SAE for
ll:(:lhllogunl and details.
eep your axes sha
sword-arms strong, :::: l:‘;nur
You never be caught in o dark
location without o light source.
one day we can
once more explore the
sacred realms,
fighting side by side
in our quest o
conquer the mij
monsters of 15
adventuredom. Until
then, I bid you goodbye

and go to seek
d!lﬁnym i

River Software
44 Hyde Place,
Aylesham,
Canterbury,
Kent CT3 3AL

Walter Pooley

Flat 1,

46 Exeter Rd,
Bootle,

Merseyside L20 7BL
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Argh! My
heloved
letters
section
snipped to
a mere
three

pages!
There’ll be

trouble about this, | tell you! That
James has gone too far! And to

make things worse, |
can’t stop putting
exclaimation marks at
the end of each
sentence! This could
become the worst
intro ever! Still,
on with

the E
letters! E

e

e *:::E?f
R I‘- .. b

Dear Lioyd,

| think we were both proved right. The last time |
wrote in it was on the subject of your all-time top
100 games. | said that Frankie was unlikely to be
number one in the readers chart, in fact it wasn't
even placed. And in your reply to me you
mentioned that a big selling game is likely to get
more votes irrespective of the calibva of the game.
For example, how can games like The Addams
Family, Street Fighter 2 and WWF be placed
higher than Paradroid, Impossible Mission,
Mercenary, Wizball, Spindizzy and The
Untouchables?

| know it is only my humble opinion but, for
example, if you gave me Street Fighter 2 and

¥ C-FORCE No.16 m MARCH 1994

THE FAMILY \:

Dear Lioyd,

_: m '

Mercenary to play | would play Mercenary and
save the game positions on the SFil tape.

| understand that we live in a democratic society
and are all free to express our opinions, but |
sometimes wonder if the views and decision of
fellow gameplayers are not affected by aggressive
marketing and sales ploys. After all, big companies
are able to promote their games with more impact
than smaller firms, immaterial of the stature of the
product they have to offer.

We go on so much about gameplay and
playability yet we still buy games on merit of their
names or packaging. How many people bought US
Gold's World Cup Camnival back in 1986. | would
hazard a guess that the number would have been

foo.
DE “TAL Come on Lioyd, play the game (as long

What sort of haircut have you got?
We've never seen it, either in ZZAP! (RIP)
or COMMODORE FORCE. It can't be
anything interesting like an afro or a
mohican — you'd never get the bag
over your bonce! Perhaps it's a

crew cut, or maybe a basin.

My guess, though, is it's. ..
el Yep, | reckon ol

Lioyd Mangram is so damned old he's lost
all his hair and probably most of his teeth

asitisn't
Creatures 2) and
show us your
hair. If you're shy
you can put it on
the wig stand and photograph it thers.

J McNulty, Aberdeen

@ I'll have you know I've got a full head
of hair and it's all original Mangram
issue. A few flecks of grey may be
appearing amid the locks but at least
it's natural. | don't believe in all this
vain covering of minor blemishes and
wrinkles. Age means experience and
experience means wisdom. At my age
its wise to experience the Inside of a
paper bag.

LM

far less if people were able to read the review first.
Many merely bought it due to the flash packaging
and posters.

Arcade conversions are another source of
constant anxiety. Let's be honest here — the C64
has been around for ten years and, although ahead
of its time in 1983, it's hopelessly dated compared
to arcade machines of the present. Did anyone
really expect Space Harrier, Afterburner or G-LOC
to be easy conversions?

| for one am a realist. | understand that Sega's
arcade machines have custom chips, CD-quality
stereo sound, thousands of colours and hundreds
of sprites where as the '64... well it does have a
small proportion of that power, but not enough to
make passable copies of these arcades (I also
think there could be an argument that these .
machines, without their flash cabinets and controls,
really weren't much cop, so why convert? Please
tell me somebody!).

Nonetheless many of these games sold in large
amounts irrespective of reviews and why? Mame
and marketing is my view.

Before | go on | must say that not all arcade



DUCH

Dear Lillloydy,

Greetings fromn planet Zog. Due to the
ncredibly slow inter-galactic postal service this
lstter might take a while to arrive (it's 1988, Earth-
time as | write) but here goes:

My first point is about these new fangled
‘console’ things that are beginning to appear — do
me favour! Do they really think a piece of black
plastic with a controller taken straight from those
crappy old LCD games will ever catch on? Where's
the keyboard? Nope — they're a nice idea but
they'll never make it. The day a Sega cartridge
outsells a C64 game is the day I'll cut off five of my
arms and boil them in duddlyberry jam "til they tum
llac and begin to fizz loudly. | trust all at ZZAP! are
well. Anyway, must dash, the weather forecast
says there's a flippin’ meteor storm on the way.
Bogglethwart, Zog

@ Better wave bye bye to those limbs old mate!
These days a major MegaDrive cart sells
approximately 14 squillion times more copies
than your average C64 game. Still, it's quality
that counts, isn't it?

LM

conversions have turned out to be drivel; Rainbow
Islands, Bubble Botble, and Operation Wolf are all
good, solid games on the C64. The right mix of
gameplay and '64 pogramming skills were utilised
to bring these to ou machines and what they
lacked in the graphcal department was more than
made up for by the Jameplay

| must be honestthough and say that nowadays
tha C64 market is = small that it's doubtful
whather any more ircade conversions are likely 1o
be made. But it woild be interesting to see how
much a game like Nortal Kombat, however
useless, would sellon the '64. My guess is that it
would shoot off theshelves without any need for
further promaotion, wch is the strength of the name.

Moving onto moe pleasant ground, | must
congratulate the Rewland brothers for producing
one of the finest ganes | have ever had the fortune
io play. If there areany C64 owners out there who
still haven't boughtMayhem In Monsteriand, WHY
NOT? The 64 now1as a fitle that it's been crying
out for for years. | how of Amiga and Megadrive
F owners who have leen amazed by the game. This

game shows how :taillor-made product can make

hang up your disk drives once and for all,
Peter Fleming, Oldham

® I'd like mlmm you of misplaced pessimism but unfortunately some truth is
what you speak. COMMODORE FORCE serves a readership almost fierce in their
loyalty, yet starved of software save what we give them — a darn shame.

LM

0000 O 00

@ best use of a machine's

P facilities. It doasn't matter if
it was converted, the '64 is

@ its home, it's the machine it

P was made for and | doubt
any other machine could

@ do the game justice.

@ Forget Mario, Sonic, Zool
and all the others,

@ Mayhem has it alll I've

@ read that if sales are
good enough there's the

@ possibility of a special
edition varsion — let's

® hope this is a certainty...
John Kavanagh,

: agh

#® It's true what the
lad says. 90% of the
time a game designed
with a specific machine
in mind will be far superior to something
coming second-hand from more powerful
systems. Imagine fitting a Formula One body
shell to a Skoda engine chassis. The more
successful converted titles you mention
worked because the basic game design had
been seen countless times on the '64 down the
years. They belong to that Increasingly rare
breed of arcade games that still offer gameplay
instead of a 30 second graphic/sonic
extravaganza af a quid a throw. Flashy arcade
machines are fine for a few goes but if you had
one in your room how long would it be before
you got totally peed off? After putting the
question to the COMMODORE FORCErs as well
as those slackers from MEGA MACHINES and
SNES FORCE next door of which machine

Dearest Lioyd,
| never thought I'd hear myself saying this (so
I'm writing it down instead), but the Commeodore 64 is (cough) dead! Deader
than dead. Dead with rotting flesh hanging from its decayed and aging bones.
How sad 1o see this great old machine decline in such a way. COMMODORE
FORCE still carries the flag with dignity but now's the time to stop. Put the poor
C84 to rest. Allow it to lie down alongside the Spectrum. It will live on in the annals of
Computer history to be fondly remembered for the great years of its heyday — a heyday
that is, alas, long past. Thanks to all at ZZAP!/CF past and present but now is the time to

o
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&
Why do you
call that bit In
your lefters
column
snips™ You
make it sound
like a
vaseciomy
B Gunn,
Droltwich,

W orcs

@® Don't you
play in goal
for Norwich
City?

i

Wibble
Wibble bleen
bleep bleap

Tuoba no
gnirebbig
uoy era
tahw?

Please don't
edit this letler
Des
Hawking,

Hottingham

&® Cops —
sorry!
LM

Can | join the
teem? | nite
relly good!

Do | get
paid in gold
doubloons?

My goldfish
does
headstands!

Rosle
Heopkins,
Shropshire

® | know
that name!

they'd most like to own |
got a mixed bag of answers.
Gauntlet 3, Double Dragon,
Tron and Defender, among
others, were mentioned, but
most votes went lo (da derr)

Star Wars — that old vector
shoot-'em-up. All of these put Ever played
gameplay above frills and Sonic on the

most date back years. The
only ‘new machine’ quoted
was Super Street Fighter 2 by
SNES FORCE's Simon ‘SF
king' Hill, So there you are —
playability is what counts.
LW

SNES? Il's
crap, isnt a7
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{ Not as bad
: as tap
: dancing on a
bean bag.
1
Dear Lioyd,
I'm new to the Commodore 64, Often when playing a game | wanna be
I'm told lo 'PRESS ANY KEY'. However | can'l find the slug,
damned thing — I've spotted the function keys, Steven H,
Hun/Stop, Shift Lock, Restore, etc. (and probably a few Stoke
trains — LM, but however hard | look | can't find the Any

LA
R1=% |

@ [ wanna be

Please halp me Lloyd, I'm at my wit's and which one is a record
i breaker da
P Jepstow, Kent da derrr.
L
® Oh dear! You really are a bit of a drongo aren't you?
Still. we shouldn't mock the afflicted so | suggest you Who do we

have a little lie down before tackling this problem once
more with an epen mind. A little logical thought is
all that's required. Oh, and ge! a life too, eh?

hink we ara?
i |

[ Hmm, have
you asked
this is the case, could you yeur mother?
send me mine — | bought [
the magazine for my little
brother, and it was totally Why do you
devoid of kitchen utensils. feal the need
P Dantic, Cardiff, to take the rip
Wales out of people
who write in
@ | had a word with the with innocent
Amiga boys but when | queres?
Dear Lloyd, asked them if they knew what a Rolsnet
| can prove that C64 owners are dictionary was they asked me how to Soul, Deveon
brainier than Amiga owners. Onthe  spell it. Only joking! Actually
latest issue of your sister magazine ‘calender’ is cool street talk for ® Is that your
AMIGA FORCE, some pillock spalt ‘calendar’ like ‘yo' is for ‘yes’, erm... real name, R
the word 'calendar’ wrong. Tell them  honest. Soul!?
it's spelt ‘ar' not ‘er’ — or perhaps LM LM
I'm barking up the wrong tree, and
they were actually offering a ‘free r
cullender’, and got the first vowel You'll FH“HY llﬂ“ read |

wrong and missed the double ', If this elsewhere this issve, |
| but, apparently, Argos — the
well-known and loved
catologue store — sold loads
of C64s over Christmas. That
means there’s a good chance
some of those new users will
be reading this. You know
who you are — let us know
by dropping me a line at:
Mangram’s Mailbag,
COMMODORE FORCE, Impact
Magazines, Ludiow,

QUESTIO

Deﬁar Llcﬁda R I-nlu.“ o Shropshire SY8 1JW. |
you had a Ashford, Ke i . H
pound for every time  PS When are they axp&:l’ - h""'“g I‘I'Iﬂ“bﬂg,

you were asked coming out? § Gt filled to the brim with
:gﬁ;}::af:}mmmgs, ® £97. = = 'y : questions, anecdotes and

Sonic The LM — general nonsense — if your
:Iaed_ganaganu | name gets a mention,
S e T —— YBETox - you might even win

much would you - W a prize. But then again,
(L you might not. Bye!
[

have? e ‘.. . ' ’ =
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GREAT VALUE NINTENDO MERCHANDISE - LOWEST PRICES!!

SQUARED CIRCLE
ORDER HOTLINE

Ninfendo 0908 262366

LOOK at these prices!!
Nintendo Watches and T-Shirts
greatly reduced

SUPER MARIO BROS. TALKING
ALARM CLOCK £16.99+p&p 32002
“Wake up! It's time to leave Dreamland!”
announces Mario. Features

computer game music,
4-event digital clock and
“Snooze” button.

TIME BOY KEYFOB
£4.99+p&p 32010
Novelty miniature
. : Game Boy is an LCD
 WATCHES INCLUDE Watch on a keyring.
A FIVE-FUNCTIONAL

DIGITAL WATCH*

SUPER MARIO KART GAME WATCH
WAS £12.99 NOW £6.99+ p&p 32011
Super Mario Kart is now more mobile! Fully playable game,

including a split-second digital watch to keep track o your MARIO T-SHIRT
fastest laps. WAS £6.99 %
SUPER MARIO WORLD WATCH NOW £2.99 +p&p 31-005 '

WAS £12.99 NOW £6.99:p&p 32009
Mario and Yoshi travel over seven game worlds 1o save
Princess Toadstool from the clutches of the evil Koopa.

action, multi-level platform game wateh.

LEGEND OF ZELDA WATCH

WAS £14.99 NOW £6.99+p&p 32007

Link travels the underground complex to slay the Dragon.
Collect weapons to destroy the Menagerie of Meanies.
TETRIS GAME WATCH

WAS £14.99 NOW £6.99+p&p 32008
The: ultimate Russian brain-teasing puzzle is now available

ey
Includes headphones! e -__;f
SUPER MARIO BROS WATCH .: o »
WAS £14.99 NOW £6.99 +p&p 32006 N [ ¥,
Battie against Bowser to save Mushroom World in this fast %: }‘-F‘«

: - - MARIO MADNESS MARIO SWEATSHIRT
bt e o e T-SHIRT REDUCED FROM £6.99 TO JUST  WAS £8.99
LEGEND OF nzﬁ.gh Eg \E#L%H £aS £2.99+pé&p 31-009 NOW ONLY £5.99+p&p 31-001
WAsS£5.99 N i +p&p!! 32
Flip open the 3D-moulded Zelda figure 10 reveal a five- SUPER QUALITY T-SHIRTS & SWEATS AVAILABLE IN SIZES:
fu"ttlﬂ'n LCD dfgitﬂi watch. 74,9-10’ 1 1_12 & 13-14 v's-

HOW TO ORDER

For fast service on Credit Card  Postage & packing
Sales call 0908 262366 Goods fofalling under £5.00 please odd £0.75
9.00am til 5.30pm Monday fo over £5.00 please add £1.50

Friday or send your order by | s
post to the address below over £15.00 please a 3

Owr Squared Cirds antes means that if you one nol |:r;:ll'r||:_‘.k'."lF-..hr u‘.ﬂiiﬁ_&i with any ihem you {IUI"ZI'IEISE- yOUu may
rafumzmr Furmgli.:lifh original condition within 14 days. W will rehund your money or exchange the ilem. N.B. MR/MRS/MISS
Computer games may onty be returned if they are faully

CAF!DNUMBEE | | | | I | | | | | | | | ! l INITIAL..............SURMAME............cccconnemnninns

EXPIRY DATE sausnis Cheque or pastal arder enclosad mode payable and sent fo:
LI 'S CIRCLE LTD
PO BOX 848, 18 VINCENT AVENUE,

SSUENUMBER (WTCHONYI| | | <<« MILTON KEYNES MK8 OHF NAME OF RECIPIENT .....recesrseeeeseMGEuvemeneres Pl tck here i you do ot wish o rece

DELIVERY ADDRESS (IF DIFFERENT FROM m veenesssresnses  OHNGT MO
VISA [ ] MASTERCARD [ |  ACCESS [ ]  SWITCH [] o R,

Signﬂl’ur@ T SR P gt PTTTIIIr e e e N e L e R L L L L R LR L L w‘kirgdﬂr‘mmwdm.




Ever wondered
how

came fo be? In
this, the first in
a series of
features,
LLOYD
MANGRAM — l
with a little help from MEL CROUCHER —
looks back on the people we can llulnlt -'
(but probably blame) for making
computers what they are today...

ontrary 1o popular belief, 1 was a woman successiul
who ‘invented compuler programming. Her computer-game.
name was Augusia ﬁJ:a Byron. Born in Without

1815, she invented ‘loops'
condhionat jJump

designed compulers
synthesize mus

. ‘'subroutines’, 'the Adveniure, written
‘randam access memaory’ and on a mainframe

s that would play chess and over lwo decades ago, this magazine wouldn't
ic. Apparantly. her personal life exist, I'd be out of work and you'd be al leasl
exploded in scandal when h .5' computarised horse £3.50 better off Every adveniure game ever
racing system flailed, and she died. aged 36. in written since Willie and Den strutted their stuff has
modem b been danvative of their American work, Those
fond of strategy (or 'management’) games should
spare a thought for Martin Mitchell who, in 1973
devetoped Comlan on a mainframe al Hatfield
olytechnic. I invelved running your own
company. hiring and firing buying and lying and

185, another Woman |
programming. Grace |"'C-‘E'F"' Ph
Mavy in 194 3 because ti
was given the task c

Ha d" Lin

nvenited

By

— set the pattem for every
—. Mmanagement game evei
; since
In 1972, Nolan
A\ Bushnell invenied the
v R hirsl popular arcade
game. He calied it

Fong, Sure enough
1 stank. 1 was a load of
& 4 bldiosh, butl without any
F /f competition it cleaned up
For anyone under the age
af 18 who might mol
remember il, Pong was like
| a crawl-motion table tennis,
comprising of a blob, a pair
of blips and sound effects
that went ‘blob-blip’. In
1976, Bushnell sold his
company 1o Warne
Brothers. They gave
fum £28 million for it, It
vas called Atan
Of coursa

Jaguar. Most
people have
agreed it's an that sense they're a
amazing piece of simoly tared-up Ponas
hardware. But : SR T
can you get

Pong for it?

cade games are
¥

reacltion-based, and in

However, every now and then they evolve
inte something new. The last real major
evolution came from the American Bill
Hogue, who wrote Miner 2049 er for the
Atari 400/800. It was the first ever
platform game, and father of hundred of
bastard offspring such as Manic Miner
Sonic the Hedgehog and Mayhem in
Monsteriand. .

Once upon a time, video games
players were forced to accep!
whalever software houses spewed
over them. Bill Budge, who sounds
like something out of a Charles
Dickens novel, changed all that by
marketing the firsl games
Constuction Kit program. It ran on
an Apple. and allowed the user to
design their own video pinball
machine.

Thanks to the
yanks...

Like it or not, the USA dominates all
aspects of games programming. Here in
the United Kingdom of Great Britain and
Northern Irefand we piddle around refining and
corbliming third-hand Yank ideas, imitation being
the sincerest form of fartery. Scott Adams, was the
lirst "star’ programmer. The first guy who could sel
games just by putling his name to them, And why
not? His original 12 adventures are still classics

and he was arguably the first programmer to

5, such as The
Count, The noblest pair of Brit

ang corblimears

create ‘computer personalit
refinars, re-definars
are probably Richard Bartle and

Roy Trubshaw, While at Essex University thay




—

Once opon a
time, there was a Miner
2049'er. Then there was Manic
Miner. Sonic the Hedgehog
came next, and then there
was me!

demsed the Multi-
User Dungean, MUD. It ranon a DEC-10

mainframe, and players entered into its weird and
wonderiul world by squirting themselves down
thair ‘.I".‘iff:JI"-f.JI‘.!_'.- wires where they could .'!-:II.I|':-'. a
new personality. The main thing about MUD was
fhat it appeared different every time you played it
and the characters you meat were for real. Last

time | heard, the only known
frace of MUD was MUD 2
on a college network.
Educated lolk reckon that
the first ever Graphics
Adventure, including drawn
pictures and lexl, was The
Wizard and The Prnincess,
which came out for the Apple
in 1982. Far be it from me to
challenge thws opinion and
sugges! that the first graphics
adventure, including drawn
pictures, animated cartoon,
text, a music soundtrack and a
genuine treasure to be located
in a real place was something

Every business
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called FiMania, by an
egomaniac named Croucher
He reckons that he was also
responsible far the first
saftware compilation, the first
budget range, the first calebrity
endorsement, the first real-time
adventure, the first
broadcasting of a sollware
series on AM and FM radio, the
firsi computing comic stnp, the
first interactive videa, the firs
trivia program, the tirst mulli-
event sports program, and the
first resignation from his own
company on April the first, He
is, of course, quite mad

Bruce Artwick was a pilol
with Hughes Aircraft USA. He was
trying to develop a Flight Simulator for years when
some bright spark threw an Apple Il at im. He
began with simple print-outs of airspead, fuel
heading and distance and today his amazing
programs come equipped with a 184 page

manual! All racent flight simulators are weedy

imitations of his work

REVEALED:
The telitale
signsof .
tress =
?md hnﬁ?ﬂ“

® Hera's another impact publication.
Strange as it may seem, Vera Shirley is
almost responsible for its existence

of computer graphics enlertainment

grandfatner and godfather rolled into one

the 1940s he invanted ‘slit scan’ 1 i

hwertly v he pallple i
The “r' o' 'he revolutianary ‘stargate uence in Staniey

Kubrick's 2001 A Spa Iyssey. In the 605 he

matter

The year was 1954, the innovation was
Computer Art. Gordon Pask made a

was pushing a Los Angeles IBM to its limits
reptted to be the biggest computer in the States

outside the Pant aqon, butin 1 474 he went on

machine and wrote a program that intellectual strike! He s still waiting for technology
translated sounds into beams of hight, to 1 up with his wdeas ust possible
named ‘Musicolor. It analysed pilch that he'll produce classic CO-l enferiainment
rhythm and tane from live or recorded before he goes through that gréat starqate in the

sound, and actually looked for
improvisations from music that it had
already 'learned’
Minter! In 1862, George Mallen was working
at the Royal Aircraft Establishment, using a
Ferranli Mercury computer to simulate air-

aal your heart out, Jeht

traffic control. He claims to have invenled
the flight simulator, but | have found no
documentary proi of this. George's claim to
fame is much more important, he's the firs!
Computer Artist. When he freaked out’ in
the lale 80s (younger readers ask your parents
about what happened back then), he joined the
Computer Arls Sociely and developed Eco-Game
in 1969. Mallen went on to design the Decision
Room for Allende’s Marxist government in Chile
probably the first and last lime a country has been
successfully run by a computer game. Thesa days
George is still going strong. working on computer
simulations for special effects on productions like
Ridley Scott's Afien

A gentleman called John Witney is not the father

B C-FORCE No.16 B MARCH 1994




birth to Veclor Graphies in their kitchen, and got
high-school kids, infants, dogs and cats’ 1o
assemble computer kits in the bathroom. Ten years
later they were employing 400 bods and turning
over £150 millipn. They provided a role model Tor
the thousands of eager loonies who tried lo imitaie
thern back in the days when anyone could sel up a
compuler outfit and make a buck or two

The birth of
‘edutainment’...

Once upon a time, in a land acrass the Western
Dcean, there lived a mummy named Laslie, who
had two little girls, Con and Cindy. They played
with computers instead of dollies in the cradle
Sixteen years aga, when their tolal ages added up
o only 38, they invented Education Games, and
called themselves the Learming Company, The
reractive-reward system lor all later educational
packages is based on their programs

Alter the LISA lost the Vietnam War, many of the
maimed and cnppled were hidden away in Vels'
Hospitals, Sue Melro
blinded Vietnam Veterans using Braille terminais

her grealest breakthrounh

10K on the task of helping

and s ',I'":r voice 'J;J”.'.l"

has been the development of computer response

o the user s spoken instructions. It's greatest

to use it tor fighter-bomber

abuse has neet

computer control, Ho hum

ter. He

and may still ba) C/O

s 60 years old

i Chard. Somersat. |

ant i know that
'._." WNc gragmed up

r the

Ak -,-‘.._,-_-_.;!;Ir_.ir. an Amiaa suf

lin the culpnt, Pars:

think ne's & geniu

@ Sim Life— direct descendant of “»‘QRRESS
Corplan, the first mangement LOFfTWARS

game. [ ——

Mo matter how tl IE3Y
are tarted up, wheather
by oplically stored video

images on CD's.

Ralagrams or electrocdes

plugoed straght into your

- bieain, « JI!'i.-I;-‘-':I games are
- g i
4 e shill going 1o be derivatives
e s .
; = af chiess or piNg-poana
o - ’
i Mixtures of stral Wy and
- e e =
. reflex action. But this 15 more
x 4 or bess how we Ive our real
s ves. and we cannol et
§
! z — more from computer

simulations. The next stepin

1me micio enterdamment 1s

Going 1o e i-"'-,'.|,'-'.|'|- II,."'-||I 1

B which was imvented in 1964 by
. iAg i 3 i
B Josenh Weizenbaum al the

isefts Institule of

He: called his

SNCHCK )

Am Eliza. after the Get Weje

Bernard Shaw chamcier who
autgrows her human proaramrner

Users of the Eliza program started

o Med! persl

rom the word go

Unele Tim Leary was the genalr

e

for 7 to 11 year olds

@ A relatively new buzz word at the moment is ‘edutainment’. This describes
games with both arcade and education content. Yet would younger
gamesplayers be subjected to this without Cori and Sindi?

dippy-hippy guri who tumed several million young
people onto drugs during the 1960s, But | can't be loo
hard on lim because he says thal s favounte
compuler game s something called Deus Ex Maching
by Mel Croucher, Doclor Leary ts now a software fgLany

and has devieloped Skigd, which is not a cocaine

denvalive thal makes you jump ropes while singing
nursery rhymes, bul stands for Super Knowledage
Information Processing Intellgence. It allows the user
o reprogram herhis own behawour, and scares the
willies out of me. Ron Levy of Cabonics Inc, USA has
laken Psyche-Ware a stage further
doesn'l allow you to reprogram your behaviowur, if

s sofhware

reprograms you! By strapping biofeedback elecinodes
o your head, programs like "Calm-and Clear'
effectively hypnotise the user. No doubt some bright
spark has already wntten a program called ‘Homicidal
Maniac.’

If you're in any way concermed with the future of
compuling as opposed o its past, William Gibson is
he most impodant young wnter in the world, He is
American. He is the last ol my Computer Greals this
maonth. In his books Neuromancer and Count Zero
Infermupt he tacklies the implications of our
compulensed future

Carmes software, simulation:

sollware viruses elecirnonic sex T

peycne-ware

and violence, artihcial inteligence, 1otally organised

otal chaos. Go oul now and read his waork




Yes, I've been squeezed into three

pages this month, so I’d better get on

with it! The deadline is approaching fast, so
come with me PROFESSOR BRIAN STRAIN, into a
magical world of colour and sound!

A KALEIDOSCOPIC
CONGLOMERATION!

As promised, this month sees the disgussion of
colour on the Commodore 64. As mentioned in an
garlier article, with all the diterent modes that the
C64 has available, it has a way of delining whal
colour the graphics will appear in. In TEXT mode,
the major factors are the GURSOR colour and the

COLOUR MEMORY AND CURIOUSER Of couren,
there s rore than one way (o altar the cursorn
colour. POKE 646.n will change the cursor to
colour n (which is in the range 0-15) You can also
include the colour codes by pressing CONTROL or
COMMODBRE and a number trom 1-8 when
entering a PRINT stalement, ur the equivalent
CHRS number (CHRS stands Tar ‘Character string
and allows you to change many functions).

Colaur memaory |s located in the 1000 locations
belweean 55296 and 56296, and cach localion

Hello and wdtuﬁt-h another exciting
edition of head seratching, help and
heaps of hysterical readers! | hope you

enjoyed
iast
monih’s

double

helping,

and are

raring fo
go as we

delve
deep
into the
mail-

corresponds to a single screen position. So. o find
the xth character (x s betwaen 0 and 29) on the
yih row [y is between 0 and 24},

g II"F“-'-J]-[]:I S 4

[0 change the colour

POKE 552864+C n

Another tnck is to change the eursor colour
hetare clearing the screen: on most Aas this will
gnsure any characters plolled gn the screan will be

RERMANS GOT A
PROBLEMN....

Dear Prof,

I've got a big problem, which is my datasette.
You see, what happens is it loads programs but
at the end of some it has to de-compact. Why
I'm writing is because some games don’t de-
compaci. What can | do about this?

Kashif Rehman, Iferd, Essex

@ There could be several causes for this
problem, so I'll suggest some things you
can do:

1) Before loading, turn off your computer
and remove any extra hardware (eg disk
drive, Action Replay) then attempt to load
the game. | have replied to another reader,

® C-FORCE No.16 m MARCH 1994
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A

visgible when they are plotled, without the need to
do wo POKES

And 50, lar your reference, here is the complete
table af all the colowrs, and how to obtain them
with a POKE or colour code/CHRS commanid

Actual Colour

Black

White

Dark red

Cyan (turquoise)
Purple

Dark Green
Dark Blue
Yellow

Drange
Brown
Pink (light Red)
Dark grey
Maedium gre)
Light greer
Light blue
Light gre!

-
c
3
g

wo~NonhwN—O

As an example, 1o change the background
colour to pink. type POKE 53281, 10, Or to
selecl light green as the eursor colour, you can
anter PRINT CHRS (153) or PRINT, followed
by a guote, then press the Commodore key
and 6, followed by a quole

IN BITMAP
MODE....

There's a difterent way of handling colour in bitmap
code. In monochrome mode, yvou can have a
different background and foreground colourin each
8 by 8 pixel block: 1o select the colour, you multiply
the foreground colour by 16 and add the
background colour e.g foreground black,
background cyan

specialists, or chain-store like Tandy's,
and use it regularly. These are only a
few pounds, and can extend the life of
your datasette.

3) Check out the datasette alignment
package from the Trading Post
advertisement.

4) Get your computer repaired by
experts (eg Oasis — see their advert).
This should be your last resort.

§) Check out the Turbo Datacorder in
the Forcefield Plaza which is a high-
guality replacement that should reduce
your problems.

I hope this has helped you, and other
readers with a similar problem.

Brian

B C-FORCE No.16 ® MARCH 1994

16°0=0

0+3=3

So, you would POKE screen memory (normally
al 1024) with 3. Check out issue 14's Mighty Brian
column and see if you can spot how | sel the entire

NGy
e
character or change ils colour:
To change the Bth block in on the 5th row
(assuming screen memory is at 1024)
C=(5-1)"40)+8
POKE 1024+C, {tareground® 16)+background

KEEPING TRACK

OF TIME

bitmap to reflect one choice of colour,

Altematively, each 8 by 8 pixel block can be
different. Imagine the 320 pixels across the display
are splhit into 'blocks’ of 8 characters wide, and the
200 pixels vertically are spiit into 8 pixel blocks.
This gives us an area of 40 times 25 blocks, or
1000 bytes. This is the same slze as screen
memory, and so you can use lhe same method (o
colour a single block as you would to find a

MULTICOLOURED
SWAP-SHOP

Okay, in multicolour bitmap mode things work
differently. Screen memory handles two different
colours, colour memory (which is al 55296-56295 —
remaimbear that from eardier in this month's lesson?)

Hera is a handy routing. You must use the POKEs below first, to move BASIC above the area we are
going lo use for the bitmap, and then the machine code will clear the bitmap area and fill screen
memory 1n a fraction ol the time il would take to do in BASIC. Just one impartan! point: ramember 1o

use the POKEs agam il you want to LOAD a program you have SAVEd while using this area of
ITHRITROY

35 i3 ‘CLAR

POKE 43, 65:POKE44, 63:POKE 16192, O:C

(these POKEs move BASIC to location 16192 upwar
raen). -

TRk rone ron SO ID AOIC A e 2, o2 5, 20 5

- 160, 32, 133, 252, 169, 0, 133, 251, 162, 31, 160, 0, 145, 251, .2

éggi:rri 202, 208, 246, 160, 64, 145, 251, 136, 16, 251, 169, 8, 133, 252, 1625512,11:;55%8 5251 Terie
20 DATA 0, 145, 251, 136, 208, 251, 230, 252, 202,208, 246, 160, 232, 145, 251, 136, 208, 251,

251
50 DATA 141, 0, 11,96

ds. making sure our programs do not corrupl the

This littie program gives us the machine code routine to clear the bitmap screen. We can tell it to fill
the area with our chosen colours by POKEIng logation 2, For example, POKE 2,3:5Y 53600 will clear
the bitmap area, and sel screen memory so that poinis will appear in black on a cyan background

To aclually see lhe bitmap, add the follewing lines

To retum to text mode

X G500
POKE 2, colour:SYS3 i
??J POKE 53265, 5g-REM"HIRES

BITMAP ON

1000 POKE 53265, 155
1010 POKE 53272, 21

-

a0 POKE 53272, 4[1:HEM"EI.:FMP~.F'
AT 8192, SCREEN AT EMEFDH
a( REM "POKE 53270, F‘lE
MULTICOLOUR MODE

1020 POKE REM “POKE 5
8 FOR MULTICOLOUR OF?:E'?D'

By the way, issue 14's Mighty Brian column also has
same routines for drawing on the bitmap screen — so why
not try them out?

® Yes, it's late at night, I'm still working by candle-light, and
what should | find in the bottom of the sack but a letter from
regular correspondent TONY ‘THE PENGUIN' CROWE,
sending me a program to help keep track of the time,

10 PRINT CHR$(147):ST$="

20 PRINT:PRINT

30 PRINT"PLEASE TYPE HOUR — USE 24 HOUR CLOCK:™
40 INPUT H$:IF LEN (HS$)=1 THEN H$="0"+H$

50 PRINT'PLEASE TYPE MINUTE:":

60 INPUT M$:IF LEN (M$)=1 THEN M$="0"M$

70 PRINT'PLEASE TYPE SECONDS™

80 INPUT S§:IF LEN (S$)=1 THEN S$="0"+S$%

90 IF LEN (H$+M3$+58%) <=6 THEN ? "MISTAKE — PLEASE
TRY AGAIN": GOTO 10

100 TI$=HS+M$+S$:PRINTCHRS(147)

110 7CHR$(19):PRINT:PRINT:PRINT

120 PRINT"TIME IS -
“LEFTH(TI$,2)+","MID$(T1$,3,2)+""RIGHT(TI$,2)

130 S$=RIGHTS$(TI$,2)

140 IF RIGHTS(T1$,2)=5% THEN 140

150 GOTO 110

Dear Commaodore Force,
I am Mark Redpeam
aged 12 from Skegness, |

arn writing to ask if you
could put a piece telling
me how to do
backgrounds, make
sprites and move them, o
go with the multi-coloured
Clyde sprite so that you
can control him with a
|oystick.
Mark, Somewhere
PS Your magazine is the
best

PPS Thank you

PPPS Please put a ten-
level demo of either

ARemember, if you have any improvements to this program,
or any short programs of your own, please send them to
me at the usual address,



handles the third colour, and 53281

? INgies DACKG T COMOLIr
#acts the WHOLE screen; you cannot

2lect a different backgroind for each B
by B pixel block

i ™ 7

= Ba
MmEnoa L3 d L L0 n
noch & mHooe - SN 2

C=(Y"40)+ X (where X and ¥ are the co-
graingies Of Inge DIOCK

POKE 1024+C. {mult
1*16 +-muticolour 2

POKE 55296-+-C muiticolour3

kil T

To round-off this month, we'll take a
quick look at sound, Saund is conirolled
by'a section of memory ca
registers, which controi he Sound
nlerface Device chip, of 31D for short
SID offers three channel sound
wavetorm and envelope control, and
valume and fittening. Don't worry if yo
do't understand all the terms; this first
demonsiration program
damonsirate the basic principies
Molved

You can sel a vanaie io poini (o ihe

rs, in the same way

ed the SID

S JUSt Qoang 10

I 1--_-g_.l a
used v o reprasent the VIC chig
registars. So. the first Ihing to learn s
that S=54272_It's 5=?*_'..:.:-".1:~;-:._= o clear
the sound registers befare daing
anything (although, f you are playing
more than ope sound, this isn'l
ecessany).

You can use DATA or memory 1o
siore a tune, and-then READIFEEK it
cack and POKE i inlo the sound
registers. Finally, there are three voices
svailable, and all three can work
independently of each other. In this
axample program we will be using Voice

1 only.

 Creatures o Creatures 2 on Reel

@ Well, Mark sent me a lovely

- drawing of Clyde, but | have to let

- Mark down gently...
| 1) The Games Guru section,
~conveniently located near this
column, and in several monthly
parts (only available in this
magazine) is designed to give all
the readers an insight into how to
make games. Be patient, and all
the lopics you mention will be
covered.

2) Clyde Radcliffe appeared by
permission of the Rowlands (John
& Steve, the programmers and

In monochrome mode, I a pixel s set o 1,

e ferasresy ma

the bacaground Colou iS SNOW™
mutticolour mods thinds aea it

nplex 2= the pixeis ar

twa its ara 0 {00 background colow
53281 is shown. IFthe nghthand bt is
the colour is multicoiour 1 (whic

J SCEGIN SCeen

e o i § i =ft nand b ..i5 § 4 .-u .__:_
lour 2 {which we added to

coiour s mulico

e value of multicotour 1 and giaced in
screen memory)
If Both bits ara 1 (1 11, the Solour

ITOMm Colour memory

10=5=54272
20=NL=5
30=FOR T=S TO
VOL-POKET, O:NEXT
40 POKEAD,
EA+9:FDKESH.24D+D
50 POKEVOL15
&0 READF DUR:IFF=0 THEN
POKE WV ,0:END
70 DUR=DUR"20 -
80 H-lNT{FIEEE};L,E;tT 256)
‘POKENH H:PO
00 FOR CO=1 TDEDUH:NEKT
100 POKE WV, 3
110 FOR PAUSE=1 TO 50:NEXT
20 GOTO 60
:l'!l:rD DATA 4820, 8, 6420, B, 6420,
12. 6068, 4, 6420, 8, 8100, 8,
8100, 8, 7220, 8, o837, 8
250 DATA 6068, 4, §420, 8, 8100,
g8, 8100, 8, 7220, Efﬁa?, B, 7220,
8, 7220, 12, 6068,
230 DATA 6068, 8, 5396, 8, 4820,
16
240 DATA -1, -1, -1

Do your recogniza the wne
and you could win a plece of the
famols Ludicw turban
agQo, or something

designers of the Creatures games)
and will not be making an
appearance again. If you want to
control him with a joystick, why
not buy the game?

3) ...and Creatures /s currently
available from Kixx for £3.99. As
for putting demos on the
covertape, in this instance it's not
possible, It's difficult to acquire
the rights for any program (not to
mention expensive), particularly
when the game isn’t a new one, A
demo of the iwo games would be
pointless. You'll just have to
make do with the high standard of
programs that do make it onto
Reel Action.

. i

& grouped 1 pa

rin
n -

VWnte i,

ounea centuries

DSSIBLE:

II.I.II.I.....I._’.’-_I‘

Time fo sign off a

gain, so I’ll leave

you with the tasty tit-bit of
information that next month we’ll

at the techniques

involved in making music and sound
effects on the 64. There’ll also be
more on graphics. So, if you have
any comments or suggestions, write

fo:

THE GAMES GURU
Commodore Force
Iimpact magazines

Ludiow
Shropshire
SY8 1JW
Letiers that
shovld have
gone fo
Lioyd, the
Tipster,

or Bash

will be
passed on
and severely
delayed!

CB4/128 Compatible Printer.........£189.00

084/128 Cassette Unit,

C64 Power Unl..............

064/128 Reset Cartridge .

C64/1531 Cassette Adaptor.

Dust Cover (84 Old Shape OR 84C
C64 Case (Old OR New Shape)
C64/1541 Serlal Lead ..........cocoenees

Centronice Interface plus Support

Pl Software (Disk OR Tape) ............ £24.99

C84/C Replacement Keyboard .......£18.95
C64 Mouse/Mat/Art Software (Taps) ...£23.75
C16/+4 Joystick Adaptor..................E8.99
Monitor Lead (Scart OR 2/3 Phaono) .£6.99
Action Replay MK VI Cartridge .......£32.69
C84 System Guide (Programming)...£9.99
2 x 801, 802, 803 Ribbors.................L0.05
2 x 1230, LC10, 1200(+) Ribbons ....£8.95
1541 1l Power Unit .........cocminnnnse 248,85

All prices include VAT
and P&P B Orders by
cheque or PO only B
Please send an SAE for
full price list.

B C-FORCE No.16 E MARCH 1994

REPAIRS:

C64...covuneunen:£25 Inc
C+4, C16......£30 inc
1541 DD.......£40 inc
C128............£45 inc

Send machine only with
payment, fault description

and your Telephone

Number, If possible B

Retumn Insurance Included B
Normally 48 hours b
tumaround M 3 months
warranty on repair Bl
Unrepairable machines

retumed with full refund.

OASIS (Dept 4B)
14 Ridgeway Rd
Salisbury
Wiltshire

5P1 3BU
Tel{0722) 335061

OASIS
COMPUTER SERVICES |



The Trojan Cé4/128 light pen can be used as o complete
replacement for the mouse in many applications.
Particularly useful in drawing and design, the two button
pen provides the user with a very direct method of control.
Pack also includes Pen Master art program and a basic
program to allow users to write their own pen compatible
software.

Code 6327 PRICE: £26.95

N1 71 R TROJAN PHAZER GUN
€60 CASSETTE o

We are pleased to announce :;:'a#sz: :hgll: N
the ralease of the Spelling el ¢
Fair C64 cassette. A unique pnase.o
and colourful package for 7- computer

13 yearolds to help master . entertainment.
basic spelling techniques. This advanced light phazer presents a
There are aver sixty levels of challenge of skill and accuracy for C64
difficulty to suit children of all users of all ages.

ages and abilities. Pri £22.9
it ce: 5 Ref no: 6302

PRICE: £1 n.nlf___, A0 NCLUDES Sl GhinEs

-

ACTION REPLAY
MARK Vi

" The ultimate feature utility cartridge ever conceived for the
CBM 64/128 systems. Press the cartridge “freeze button” and unleash the k-7
powerful Graphics, and monitor utilities. Fastioad a 200 block

program in under 6 . How have you survived without this?"
PRICE: £34.95 REF. NO. 6318

B Four Quick response
bottons

B Removable joystick
handlie

B Left and right hand
switchable

B Switchable turbo fire ul'l MAT.
I{g;tjra long cable wt““lon

With this sxclusive offer fo
m—— Commodors Forte Readers,
you can get a ‘Huge
Collection’ of 30 assorted
g : casseMes for just £30 or an
Retail Price s ke

£16.99 inc VAT AWESOME COULECTION
Gode No:6362

W C-FORCE No.16 '8 MARCH 1994

All those who love playing
adventure games on their
computer will find this book of
greta interest. Contents
include history, development
of computer adventures
games, tackling first moves,
mass and mapping
technigues, mazes and how
to master them, solving
puzzles and choosing
adventure games.

Code: 6313 Price: £12.95
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TURBO DATACORDER -cZiiKIymmle. .5

Got loads of great C64 BACK I1SSUES COMPUTER GAMES
tapes that, er... won't load? GUIDE

“ﬂr’ no more, just m NUMBERS 80 — 90 This book helps on just
WITH TAPE. aboul any game you cane
out on a Commodore Force PRICE: £2.50 EACH 1o name on 3 wide variety

TURBO DATACORDER and p of computer formats,
; 7 overs backdoor codes lell by the programmers, cheals
m mhm and tips lo get past your opponents, how to skip levels

i : : pokes tor infinate lives. time ete plus many other
options. This is the ultimate hint book with * In excess of
l 750 pages, ° In excess of 1250 games, * In excess of
200 adveniures, * More than 12000 hinis, Tips &

- e - ’ - L 5 Il' .J
Y — ¥ f e . Pokes. ¢
the !
r— mbering COST £14.95 CODE 6331
u.'.i-ll'l'lg a strengthened '“I‘. I . N . . S S S S N I S
R steel rods, this i

handsome binder, pﬂm‘

embossed with the ’ . " 7 | . J i
or o B VRIS Sl e Rt ARG | Nl R S R Y T

COMMODORE FORCE
logo, will hold 12 issues

mmm of your favourite
magazine securly in

MARCH/APRIL/IMAY/JUNE/

SJULY/AUGUST 1993
WITH TAPES PRICE:

oo iace Bk taun Bindr = = _ad»p >
PRICE £5.95 : R

REF: 6358. MAY TAPE CODE: 84T% OCTOBER TAPE CODE: 8480

. JUNE TAPE CODE: 8482 AUTUMN TAPE CODE: 8482

Bundle of 10 Golden JULY TAPE CODE: 8485 NOVEMBER TAPE CODE: 6484

GOLDEN Oidie Zzap! magazines AUGUST TAPE CODE: 6488 DECEMBER TAPE CODE: 8498

PRICE: sy SEPTEMEER TAPE CODE: 8488 JANUARY TAPE CODE: 6497

i

PRODUCT DESCRIPTION REFNO/FORMAT

Please add posis as detaile (UK c ]
Offers subject to avalilabiliy, ase add postage as detailed balow (UK free of charge)

Overseas orders despatched by Airmail, " POSTAGE:All prices include UK postage, packing and VAT. For orders over £10

All prices include positage, packing and VAT please add £5 for Eire/EEC and £10 for overseas unless specified above.
Valid toMarch 31st 1994, COwverseas orders dispatched by almail.

Send to: Europrress Direct, FREEPOST, Ellesmere Port, | wish o pay by:
South Wirral, L65 3EB (no stamp needed if posted in UK) [ |Cheaue/Eurncheque made peyabie to Europress Direct.

Products are norrmally despatched within 48 Hrs of receipt but e e i E‘:"" III

delivery of certain items could take upto 28 days

(@1 de [T ar-} 3 13 AV By phone: 051-357 1275 l_]_|_|_| ehd o |_|_I_l_1

time of the Neme. o ... ..o oo Signad
day or night By fax: 051-357 2813 Address

Don't forge - General Enquirics: 061-357 2061 Postcode
adaress and craa card rumoer ] General Enquines: 01-357 2061 W Re e R S e ae o o aries
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COMMODORE FORCE, ISSUE 16: MARCH 1994. EDITORIAL: EDITOR: James Price STAFF WRITERS: Miles
Guttery, lan Osborne, Lioyd Mangram CONTRIBUTING WRITERS: Rab Millichamp, Andrew Fisher DESIGN:
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INTERMATICREAL TRUKCK RACHG
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10 GRE&T GAMES
HATE, SIDEARMS, SKATEWARS, DARK
FUSICIN, SUPER SCRAMBLE, BUTCHERHILL,
FOOTBALLER OF THE YEAR, G LNEKERS HOT

SHOT, BOAD RUNINER, STREET FIGHTER
£4.99

*SPEGIAL *CASSEHE ouLv

£2.50 NOT BOXED

*commuﬂous DISK X

SECRET CF KANDER, II:HM!\JM:JR

TRIPLE DECKER
IVADERS MUNCHER,/ AXIENS

MEGA PACK . 459

EVE OF HORUS/ IMERGHTER /STAR

AN MATADE

BALL GAMES PACK L

GOLF/FOOTRALL MAMAGER/HEAD

COMCH, KICK CFF
THT. 59
NYBOTS, TOOBIN, APS, DRAGOMSPIRIT, HARD
DRMING
CHAMPIOMS 499
IMHAMGIR KHAN SCUASH, MAMCHESTER
UTD, WORLD CHAMPIOMSHIP BOXING
MAMAGER

JUST IN, 1000 CASSETTES!

*GOHPILATIOHS CASSETTE X

POISTMIAR FAT 1

POPEYE 1,24 4

/ 'I:IJN:H: :

SJJFERSKII.SﬁIDT Sl-lﬂ‘!’,e’l‘.r.lnl‘r 1990,/ SLIPER

SOCCER SPECTACLILAR..
WORLD CHAMPIONSHIPS /PETER SJ-II.T(ENS

Hmﬂl
FAARAGERSPETER W5 INTERPA
THORLAL FOOTBALLY SOCCER SUPREMO
[SPECIAL PRICE)L 79
PEYER/ SO0TY +
SLEE TEDCOUNT

[FPECIAL PRICE]S, 9
SAMTOURT DUCKLULA 3/
':EéPOS'TMF-N PAT 2/ HUNLEY

FLAL FIGHT, WAWF(PIT FIGHTER sodiia
mml{mcmfx oL

SPORTS .
30 POOL/S ASIDE SOCCER/IOCKY WiLS0M
DARTS/IMT, ICE HOCKEY /FANTASTIC S0CCER

THE HOBBIT/LORD OF THE RIMGS, SHADOWS
Of MORDOR

30 GREAT GAMES
FUPER ALL STARS ..

399
STEG THE SELIGY MAGIC LANDD‘IE‘H
CAPTAIN DYRAMOY C) N THE LISA/ TURBC)
THE TCRTOMSE

SUPER STAR SEYMOUR .. 5.99
SERGEAMT SEYMOUR ROBOTCOR/SEYMOUR
GOES  TO HOLLYWOOD SEYMOUR STUNT

MAMNEUPER SEYMOLR SAVES THE
PLAMET "WILD WEST SEYMOLR

COLOSSUS CHESS, W‘CI!.DKIEH
BARBARIAMNS, GREMLNS 7

INIM OOLECTION Ll P
DOUBLE DRAGON SHADOW
wnmaem BdirLLA

Iy WUSSLE SORBIT
JDER:&.-’MMW i i

DHEZY S FASTROOD FAMTASY 'WOSILD S MAGH
LAMD DIEEY S TREASURE (SLAND [er2y

CARTOOM i 599

DEERY ©1'S ELEPHART ANTICS SUGHTLY
MAE@E.I“SFI{E 14 TRARISYLY AN SEYMOLR
GOES TO HOLLYWODD

& 499
AMERICAM FOOTRALL/AGENT CRAMNGE
ﬂﬂEWm! R CAFTAIM KIDD
CHLEBY GRISTLE (CORE /DARE EMPIRE DEF-
COW/DOGSRODY EVIL CROWHR/THE FUBT-

GLDER
DER/GRYPHOM, HEAT START/ JLIMNGLE
J.IHE."LESDHE OF DEATH ML DACE fWUS
SO CMEGA METHER EARTH,HICK
FALDOPETER Bﬂﬂﬂﬂﬂ‘ﬁ INTE.FHEE;WL

FOCTRALL/PETER SHEL
SCORPCMYP) -R M%E RLASMING
MAM [ROMULOUS
GF:EA‘-."SIE.I"ECR‘.MLE SHII'I'E.I’SELII_‘.{E
CARKICHN, TERAMLUIS / TERRAMER TERRYS BIG

STIMETRAN TRASHMAN, TRIVIA THE
TLIHE AWIBSTARS SYARBA DABEA DO/ XERD
JULIAN RIGMALLS ALL TWE TOP 10
MT:GP- APOICALYPSES LORDS OF M DH‘PGHT.I"
SPUT PERSOMALTIES GUARDUAM 11 DM
CWRE / DIRILLER, CALILDROM i) BARBARIAN
I/ DELTASZOIDS

SUPER SPORTS CHALLEMGE -
SUCKS WRESTUNG SUPER STARS, CLE RO/
15T DIVESION MANAGER, INTERMATIORAL
SPEECMWAY

3.9%
SAHARGIR KHAN WORLD CHAMPIONEHIP
SOUASH MAMCHESTER UTDUWIORLD CHAM:
FIOMEHIP BOKING MARAGER

8. CR‘IEIHMTER + SOCCER DOUBLE 2
.97
7. CRICKET MASTER + ELIRD BOGS
.99

* C64 DISKS ONLY »
SCRABBLE, CLUEDO,
RISK

2 g

WIZARD TRIPLE PACK
NOT BOXED + FREE
GAME

Cé4 DISK & CASSETTE
COMPILATIONS

BIG BOX 2
MECA APCICALYPSELORDS OF D
MHGHT/ SALT PERSCNALITIES GUARDAAN
1/ DuAR DARE /CALLDRCHM L BARBARIAN
I/ DIELTAS TN SARKICN UE -
DEXHUWTERS MOOM) SMARE
DRILER/HEATSEAKEROCEAN COMN-
GLERDRS FIRELORDY BATTLE VAdiFY/
AMARCHY ! DEFEMDERS OF THE EARTH/
ALLEYKAT/ EUMIMATORS GREBHLEYS DAY
CHTRSECTS IN SPACE/ BDIS
ALPHA THUNDERFORCE /EACLES /MAZE
MG CHRICIN, TUMBEL VISION

£9.99

m“i'mshscihl. OFFER - ANY 2 FOR £5.00 %

COMBA

KART SIM, JOCKY WILSON

- KEMNY DALGLISH, MOUNTAIM BIKE, PARA ASSAULT, RALLY SIMULATOR
- LAS VEGAS CASINO, GO SABOTAGE
- ETTI WESTERN, BIONIC NINJA, KICK BOX VIGILANTE, NINJA COMMANDO
PACK 4 - LEAGUE CHALLENGE, BATTLEFIELD, SUPER KID IN SPACE, SURVIVORS

Y SPECIAL OFFER C64 DISKS Y

® WORLD CHAMPION BOXING MANAGER
@ FALLEN ANGEL

v ANY 6 OF THE FOLLOWING TITLES FOR £5.00 v

AFTERMATH INTERMATICMAL GAME CVER LETHAL RECKELESS PUFUS TURRC BIKE
BLSHE RULES Doy CRAME OVER 2 MAGIC RLIFUS ROCKY HORERDR THOMW VAR

# AUSTRALIAN RULES FOOTBALL FOXITHALL FALLEM ANGEL GRAMND MASTER CHESS  NCMAD OF TIME SP1N DEZY
5 Tt MEWER &9 @0 COMFUSION FOCTRAIL FREMTY GRID RO 2 PEVCASTRA SWEEP WHO [WARES ARG 2
—aMia =y Sodho W CRICKET FREDOY HARDEST HDEOUS PLIMCH & DY THE LAST HibLA oM
THIS IS JUST A SMALL SELECTION OF QOUR STOCK. PLEASE SEMD FOR OUR LISTS ON AMSTRAD/SPEC OR C&4 CASSETTE OR DISK. ORDERS UNDER €5
ADD 50P POSTAGE & PACKING. PRICES INCLUSIVE OF POSTAGE + PACKING FOR ORDERS OVER £5. GAMES SUBJECT TO AVAILABILITY. PLEASE
NOTE - A PHONE CALL RESERVES YOUR ORDER. CHEQUES + POSTAL ORDERS MADE PAYABLE TO WIZARD GAMES. PLEASE ALLOW 7 DAYS FOR
DELIVERY. OVERSEAS CUSTOMERS PLEASE ADD £1 PER GAME.




Quatro!
Classic arcaple-style design
@ Six heavp-duty @ Twao
m ~a— ® Extra-lon
o Sreet-sng
Model Ng. JT 154 E12’.—'Jginc ‘."AT
Pinto
Viniature J'i- n of Quatro
Suitable forfvounger gamesplay

v AVAILABLE £

fire M
fire bttons
e Ogtons

ROM-MOST-GOMPUTER STOCKISTS OR CALL OUR

..Bringing the best out of computing!

Logipad SpeedMouse
The world's first @ Switchable mouse for
fully microswitched both the Amiga and
Control Pad Atar| ST
@ Six fire buttons @ Feather-touch button
@ Eight-direction control

thumb control @ 300 dpi
® Autofire @ Smooth and accurate
® Six foot connector movement

cable. ® Comfortable to use.

wodel No. JT 160
£18.99 inc. VAT.

Mode! No. LG 2RG
£16.99 inc. VAT.

Quatro GT

Classic arcade-style design ® 3-way autofire facility
@ Six heavy-duty microswitches @ Slow-maotion facility
@ Exira-long connector cable @ Two fire buttions

@ Independent rapid-fire button @ Steel shait

Model No. JT 155 £16.99 inc. VAT.

Alsmrnartnr rahle
.l B I—'\- ok L 1l

Pintu GT
Jiniature versmn of Quatro GT hut without rapid-fire and
dyefs or hand:neld play slow-motion. Suitable for younger gamesplayers or

Fand.held nlay

o 4y

Madef No. JT 152 £16.99 inc. VAT.
FreeWheel

imagine Nigel Mansel
e e

igh-spe f’l'-;u Probably

I..... 1 :.I

T"I'.I'I‘ .I- !'!u". II_'I

Mﬂdm No. FW m
£29.99 inc. VAT.

for Amiga £39.99 inc. VAT,

TELEPHDNE HUTLINE 081-902 2211.

24CK~3NG £3 00 PER ORDER.

SPECTRAVIDEQ. UNIT 27 NORTHFIELD INDUSTRIAL ESTATE BERESFORD AVENUE, WEMBLEY, MIDDLESEX HAD 1NW, ENGLAND

TELEPHONE: 081-300 0024 @ FACSIMILE: 081-903 6625.

= % I N LT ORI T e TLar i TR T YT AT ki T

Logic3

using d foystick to control his car around a

plug it into _ub computer joystick D_ L and ¢ *:t‘-ri:‘!';: the real sensation of driving!
5 - table for all types of driving and flying games
® Uses unique angle-sensitive :‘u,:::“:s - Extra-long connector cable

Does not need to be mounted or fixed to a surface

D;gfraa’ FreeWheel for Amiga/ST/C64@le.

Model No. FW.123 - Analog FreeWheel

Commodore & Atari Controllers

Delta-Ray

MNew ‘Comfort-Grip’ handfe

@ Nine high-quality
microswitches

@ Exira-long connector cable

@ Five fire buttons

@ Autofire plus rapid-fire
fL“:|nn

& Suction cups for extra
Sability

Model No. JT 156

£15.99 inc. VAT.

b bbma b i "
ith the FreeWheel, Just

E _;i‘. '.."... 1
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