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NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR
COMMODORE
64/128 AT
A TRULY
UNBEATABLE'
PRICE!!

This commodore Mouse is a high resolution two button mouse featuring
oplical counting, teflon guides. microswitches, rubber coated ball and high
quality interface.

•  When combined with OCP Advanced Art Studio this graphics package is quite
*imply the best system available. The  features are unmatched.. .

•  Crea t e  an image - s hrink  it, ex pand it, mov e  i t  rotate it„ c opy  it, c o lour it, etc .. etc,
•  Spray patterns or shades. rrfake elastic lines - stretch and manipulate shapes.,...,sor
-•  Zcsim_.144o add detail in tine mode. P ul i dow n/ l c on driven menus for e e  of use

- M o u s e  operation, plus joystick and keyboard control.
•  16  pens. 8 sprays, 16 brushes - so flexible anyone can create superb graphics easily.
•  Ful l  OA and poste facilities plus excellent printer support.
Tr:, P A C K A G E  INr M O U S E  MAT p 6
L D E R  A N D  O C R  
A D V A N C E D  
A R T  
S T U D I O

, E  I F  Y O U  J l R E  T A P E  O R  D I S K

D A T E : 1 6  M I D I  S O  I D '
A D V A N C E D  M I I 5

LV 0,141.99

The  Adva nce d M u sic
Syste m  m a y be  the  boa t
M it irm u sic pa cka ge  produce d
t o r the  6 4 1 2 0  offe ring a  h u g s ra n g . o l m u sica l
composit ion  le a ture s A M IDI  compa t ib ility,  with  the
Date! MIDI  in te rla ce  yo u  ha ve  the  T OT AL  M IDI  SOLU TI ON !
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LC 200 COLOUR: PRINTER PACKAGE
NOW YOU CAN PRINT OUT YOUR PICTURES IN FULL COLOUR!

The Star I t=„200 Colour Printer not only prints on Near Letter Quality for your regular jobs but
also prints Out your pictures from Art Studio, Action Replay, etc i n  generous cokiurl
a  LC2 0 0  is a full Centronics printer so it works with other computers (Amiga. ST. etc
•  Ma de  possible by Datets
unique colour printer driver -
now you can have a hardcopy
in upto 16 colouniill
•  No more to buy.
COLOUR PRINTER DRIVER Ak - , 3 L E  SEPARATE
Is I f you already have an LC10 or IC200 Colour Printer we can supply the Driver separately
•  Works with Serial Version of LC10, Parallel Port, Sprint 128. etc.

COMMODORE ACV

-  Gu st ily C om m odore
compe llibte  Da ta  Re corde r,

_ Pa u se  contro l.
_ Thre e  d ig it  p o sit io n  counte r.

a l &  _  C ounte r re se t.C ome s comple te  -  n o  more  to  buy!...
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_ 3  a ddit iona l
ce rtridge  slo ts
provide d.

_ We a r a nd te a r on  the
origina l conne ctor
reduced_

_ Sw it ch  p rovide d  for se le ct ing  be twe e n ga me
ca rtridge s ra the r the n consta nt  unp lugg ing .

-  R e se t  button built - I n .
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(WORTH £12
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WITH EACH PACKAGE

PAC KAG E I N C LU D ES ST AR  LC2 0 0  C OLOU R  PR I N TER  PIRP E345.00
C EN TR ON I C S PR I N TER  L EAD  R R P £ 1 2 .9 9
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T H E  A C T I O N  R E P L A Y  M K  V I
W I L L  L O A D  A  2 0 0  B L O C K
P R O G R A M  I N  U N D E R  6  S E C •

ID FEATURE
VIER CONCEIVED! FOR CBM 641128

7 1 1 1  TAPE TURBO - This feature will add Turbo
under 6 seconds - world's fastest disk serial loader. R e l o a d  to the programs that you save to tape -
On-board RAM and ROM achieves high loading u s e r  knowledge required.

1  s p e e d s .  Works  with 15411571 Oceanic 1581.
•  INFINITE LIVES GENERATOR - Automatic infinite
lives!! Very  easy to use, works whh many programs.

. N o  user knowledge required.
•  PROF MACHINE CODE MONITOR - Full 64K
Freezer Monitor - examine ALL memory, including
stack, 110 area and registers in their frozen slate.
Ideal for de-bugging or just for funl
•  SPRITE CONTROL - Freeze the action and view the C1 2 .9 9 ).
sprites - watch the animation - customise your games - •  SCREEN EDITOR - Now you can edit the entire

\  k fi l  sprite collisions, f r o z e n  screen with this text editor - change names on•  FREEZER FACILITY
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•  EXTENDED TOOLKIT • Many single stroke
commands for Load,  Save, Dir. etc. P i us  range of
extra commands, i.e. Auto Number, Old, Delete,
Merge. Append. Linesave, etc.

/ THE MOST POWERFUL,
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•  TURBO LOADER- Load 202 block program in

UPI! /111T\

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 diskille copier. Muc h
faster than conventional methods. Ideal for backing
up data disks.

GRAPHICS SUPPORT UTIL IT IES DISK
SLIDE SHOW - V i e w  your  favour i te SCISSIIII in 2 sl ide show  type

display
BLOW UP U n i q u e  uti l i ty al lows you to take any par t of a pictur e

"blow i t up" to full  scr een size
SPRITE EDITOR - A  com plete spr i te edi tor  helps you to cr eate or

edit spr i tes
MESSAGE M AKE R.  A ny  screen captur ed w i th Action Replay or
cr eated wi th a graphics package  can be tur ned into a scrol l ing

screen m essage w i th music
ONLY E9 .9 9

MEP
-§ e m e m  L I M I T E D

•  FAS T FORMAT - Format an entire disk In about
10 seconds - no more messing about.
•  P RI NTE R DUMP-  Pr i nt out your  frozen screen to
printer - MPS 801, 803, Epson, Star, etc. - very
versatile.
•  CE NTRO NI CS  I NTERFACE - For  parallel printers.  \
Star, Epson,  etc. P r i nt  out l istings with graphic
characters etc. ( Ca bl e  required for parallel port

A L L  C H E Q U E S  P O S T A L  O R D E R S  M A D E  P A Y A B L E  T O

DATEL ELECTRONICS
GOVAN ROAD. FENTON INDUSTRIAL ESTATE, FENTON,
STOKE-ON-TRENT,  ST4 2RS. ENGLAND,  FAX 0782 744292

TECHNi cALi CUSTOMER SERVICE 0782 744324
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THE RE V IE WE RS  SAID. . .
"I'm stunned, amazed and totally Impressed. Thi s  is easily the

best value for money cartridge. T H E  CARTRIDGE KING!"
CO MMO DO RE  DIS K US E R

WARNING 11018 CO PYRI G HT ACT W ARNI NG
D i  Elaneee'ene Ltd ,e • th e
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WHAT'S
HAPPENING?
News aplenty, including a
few early preview shots of

Apex's much-awaited Mayhem in
lionsteriand.

SUBSCRIBE!
9  Y o u r  opportunity to obtain

a full 13 issues of
COMMODORE FORCE for a
bargain price.

IC-FORCE N o . I  0 •  OCTOBER 1 9 9 3

RAVE
REVIEW
Soccer, oh? I ts
not a %truly old
game — when
was the  lajit
time you
laughed?
Sheeeh...

Your free ZZAP! edition to pull out,
make and keep. We could have
patronised you by including assembly
instructions, but hey — no way.

The rantings of r e s i d e n t
gameplay guru reach a high

this month. Oh, there's a few tips as
well...

THE MIGHTY
BRIAN
If it's techie problems you're
suffering, perhaps you ought

to this  page immediately—

WORK I
-
1 ;1 1

!

The iniK o f
programming Lemm s

andfl atman_on Me  C64. You read/
1
1  h e r e ' " .
fi r s t '
-  
a n
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h
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r
e  
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t i
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...or — alternatively — it P

Who are  these
dashing Cl.ls?

why have good-looking jo
J a ime  and Miles never been

photo-graphed&
with r e -
themT
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spectacular hits the '64 1  4

SCPIRI Of BAGHDAD
-The new, improved version of

Jon Well's conversion. Does it 4  8make the grade?

_ T h e  Hit Squad's new movie
• a l .  I t can't be

any worse than the  fi lm 5 0

G f t M E S  wi l l  Zeppelin's latest
compilation drag
everyone back fromMAEHINE t h e  s u m m e r  5 2sun?

1st B irm
.
RitoN

BRAINS
For a barbarian,
he's fairly lucid.
He  smel ls a bi t.
but  at l east he
k now s  a l ot
about
adventures...

*
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4 3  H o w  of t e n doe s  Ll oyd
c ha nge  hi s ba g? Wha t
ha ppe ns  w he n he  s ne e z e
We'r e not  ask i ng him. . .

RCEPIELD
PLAZA
Having difficulty
obtaining goodies for you

'64? Check out the plaza — now.

6 / 6  NEXTMONTH
Hey kids! It's  the page
where we bid you a tearful

farewell — but only 'till next month...

People write  to us all the  time. saying
'I wa nt to get this 96°0-rated game or
this great movie licence'. Bearing this
in mind, we  decided we'd save you
endless searching for classics.., by
giving them to you every month. For
example, this issue we've got...

BARBARIAN 2
Superb hack-'em-upiarcade
adventure with some of the best
graphics seen on a '64. It's  also one
of the  only two fighting games to
receive a Gold Medal award...

•  • • • •  OF
o e wimarla.

• • • • • •
• • • •

POLON. t  Adle

DAN
DARE

T h e c u l t c o m i c
fi gur e's fir st —
and arguably
best — C64

appear ance .  I t 's a 95%er ,  by the  way. . .

SEA COMMAND
New Zealand reader Ryan Chenery's
superlative home-grown shoot-'em-up.

t
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Jon Wells presents another
spectacular dose of quality load-'em-
and-go hacks.

COMMODORE FORCE precotporating ZZAPI 64)
is Br i tain's biggest C64 m ag c r e a t e d  by:

Impact Magazin/m(1UB) Ltd,  Ludlow,
Shropshire SYS I J W

RIG SCREEN EDITORIAL
I DI TO P R O D U C T I O N  t e n e t

I ko •,k4 H-P0.110

ISITOSIAL ASSISTANT
A M M O '
,

CONTRISIMMIS
Rem• ,  Sway' Etna
Piny Sta B a n n o n

STARRING I O U  DESIGN
I N I OR  D I SN N OI R  D E S I G N E R

M a ,  AK . ha d  Can
, 
k e r s d r i c i k  
C 1 4 -
l •

SPEICIAL E/PECTS PRODUCTION
POINSISCTION MANANIS SCANNING
Foanco I rd ir.I  m  M k .  • y
,  P c i e l k i n S e .CLASSIC ADVERTISING
AD VSSI M M I S IRANA0111 AD V E R T iS I N D  SALES

Wichcock I l m e 4 i ,

1 i'mposai /hue

WISPS warms,
MIee . e l  Wilke Ckitierv

knfti k i d o g r a m

itawstasasamoolocnool
j i  h e E T  M O M S

MEILLIE MANAGEMENT
POSLINNIS M I N A M I N I  INISTIOS
Etna  The Godiather McKenoncti SamthyAh a t a i  (3.Nk1k.w) horn

S t h e  thatoef MamasNOSISIONO DIGICIPOR
Roger The Teiminator' Kean M I N I S S A T I O N  S I S K T O SDavid Th e  Untouchables Wren

Thy editor's decrsion m t ria l in all competitions. Full nets are
available on request We  cannot undertatie In reisml anything sem

into co m m 0 0 0 n e  FOMCE u n e ts accomoarelci by a staINIed
• ••••ot M I  iroaelnams and copyrNtits • ,ecognmed
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BACK TO
THE

'EAT!' RE

SURVEYING
THE SCENE
THE SEQUEL!

The lookback
casts its gaz
to the  fine
old year
of 1988.

Who are you? Why do you buy
COMMODORE FORCE? Go on —ta l l
everything...



A
f
t
e
r  
m
a
n
y  
g
l
o
r
i
o
u
s  
i
s
s
u
e
s
,

ZZAP! 64 -  in both its own
and incorporated guises —

has done the ton. Few magazines,
especially computer-related ones,
have managed this feat and we're
all so proud to be part of it.
Perhaps the best part of this
centenary is tha t it's by no means
the end — who knows, maybe
we'll get a second le tter from the
queen! This one seems to have
been lost in the post; maybe it'll
arrive tomorrow...
You'll also notice the  absence of
two familiar figures from this
issue. Both Steve Shields (our
mad, bad Managing Editor) and
Ian Osborne have left the
magazine to work on other
projects. We're sorry to see them
go — well, Steve anyway — and
wish them the best of luck on
SEGA FORCE MEGA/SEGA
MASTER FORCE and AMIGA
FORCE respectively.
Which brings us, quite neatly, to
the fact that there's someone else
al the helm for a change. Those
expecting a nosedive in quality as
a direct result of this are in for a
big shock —COMMODORE FORCE
will only get better. Take this
issue for example; tapes
containing 96% and 95%-rated
games land more), an extensive
Work In Progress section, pull-out
ZEAP! edition.., there's so much to
crow about it's a shame this
column isn't big enough to
accommodate it all!
Write to us; te ll  us what you think.
I know it sounds contrived, but it
is your magazine too — if you're
spending hard-earned money (or
otherwise) on each issue, you'll
want to see things tha t interest
you. The survey included on p59
this issue is a good way to make
your feelings known, but hey —
we're always here, so drop us a
lime: even if it's just for a letter.
based chat.

James Price
Acting Editor
OC-FORCE No . 1 0  O C T O B E R  1 9 9 3
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VA na r k s  T I M E

he Rowland Brother's latest epic
Mayhem in Monstertand — is nearing
completion One of the most eagerly-

awaited releases of the year, Mayhem is a
platform extravaganza with some of the best
graphics we've ever seen on an 8-bit computer
.We've not managed to play El yet, so we can't

/ I
MAYHEM!

oti

I LIP

•

41111W111111111ellOse--

comment on how enjoyable it is, but
the forecast is good Time for a
scenano check

Mayhem didn't enjoy living in
Monsterland It was always cold, it
was always windy and it rained every
Sunday However, rumour had it that
Monsteriand hadn't always been such
an unpleasant place to live The sun
used to shine onto green fields,
luscious vegetation and scenic
mountains Then one fateful day, two
magical dinosaurs had too much
cactus juice to drink and decided to
play Truth or Dare. The next morning
when everyone awoke. Monsterland
resembled a summer day in Milton

Keynes
This, as you'd expect is where the player steps

in. Storyisne aside, Mayhem is one mean piece of
coding. A few of its basic specifications are as
follows.

Super-fast, full-screen, bi-directional scrolling
8 times faster than the Creatures scroll

Pi\ fitriii•

•
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...no. sorry — the heading
should read 'get a Live '93
ticket', only that's not as
catchy. Seriously though,
Live '93 — to be held at
London's Olympia from 16 to
20 September — is set to be
the show of the year. With
exhibitors ranging from
British Telecom to everyone's
favourite software houses,
there's a lot to see and do
there. Oh, we're attending
tool The COMMODORE
FORCE team will be there in
all their resplendent
overworked, underpaid and
'64-loving glory. Everything
that's happening in the
computer and console world
will be demonstrated at the
event. and — more

Importantly — there's loads of games to sample
and even buy. Computers aren't the only
goodies to be featured: audio equipment.
satellite TV. keyboards and photography are all
making appearances — it's a wonder the
organisers have managed to cram so much into
Olympia's (impressively large) halls!

Live TV broadcasts will be taking place during
the show, as will games challenges (on various
formats). Also, advice from Impact Magazines'
gurus — the COMMODORE FORCE, SNES
FORCE. SEGA FORCE MEGA, AMIGA FORCE
and SEGA MASTER FORCE teams — will be
on offer to those willing to fight their way
through the crowds. Even Phil Collins is
attending!

As we stated last month, tickets cost E7 each
or E16 for a family of two adults and up to four
children. Afternoon tickets (ie from 4pm
onwards) will be available for the same
categories at E5 and £12 respectively. If you'd
like to obtain your ticket before the event, you

can phone the Live
'93 ticket hotline on
071 373 8141,
Believe us — it's
worth coming along
just to see how we all
look in real !del
Honestly, we don't
look as bad as we do
in our caricatures._
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Intelhgent monsters with directional attack

points.
Interactive music that changes during play,
Non-standard C64 colours on monsters and

backdrops
Impressive stuff. eh? Equally amazing is the

fact that Apex are releasing it themselves at the
highly reasonable price of 03.99 cassette and
E9•99 disk. Rest assured, there'll be news
aplenty in forthcoming issues For now, just
dribble at those screenshots Vi% Ilko
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person, James immediately
delegated the worst jobs to everyone else You
get on with that or you're all fired' he enthused.
before leaving for the pub, We haven't seen
him since

FAVE GAMES: Liverpool

JAMES PRICE
•  Despite his nse to power
subsequent to Steve's
departure. James hasn't let it go

to his head A lust and caring

L ast month we reported the possibility
of Alien 3 on the C64. This month, we
bring you... a previewl

Of the three Alien films, Alien 3 is
considered the lesser of the series by many.
Ridley Scott gave us nail-biting suspense in
the first, James Cameron (of The
Terminator tame) gave us action and a
tense atmosphere in the second, but the
third...

It wasn't so much that it was a bad film,
but its predecessors were tough acts to
follow, and it suffered accordingly. And that
ending — sicky sentimental drivel, if you ask
us,

However. Probe's conversion of the
popular Mega Drive Alien 3 game looks to
be a particularly impressive shoottfind-'em-
up. In the film, Ripley (and the prisoners in
the complex) were unarmed. Bearing this in
mind, Probe armed Ripley's computerised
equivalent to the teeth with weapons.
However, this 'minor' example of artistic
licence makes Alien 3 a far more enjoyable

1 7

game to play.
Each level
scrolls in eight
directions.
and,
controlling
Ripley. there's
a set amount of
prisoners to
rescue within an
allocated time
limit, Lurking in
assorted
corridors and
areas are the
terrifying aliens;
destroy them,
either a
flamethrower,
rocket launcher,
gun or grenades
can be used.
Supplies of these
are limited, and
although extra ammo
can be collected from
specific points, it's
suicide to waste your
best weapons at an early stage of the game.

Already considered as one of the best platform
shoot-'em-ups available on the Mega Drive, Alien
3 looks to repeat this success subsequent to its
November C64 release. More information — and
screenshots. which arrived just too late to be
featured — next month.

to

WHO'S DOING WHAT?
THE TEAM AND THEIR TRICKS

CHRIS HAYWMID
•  COMMODORE FORCE's
erstwhile Tipster cum Production
Editor has been a little strange

this month. He'll sit and write for
about ten minutes. then let out a

huge roar and push everything off
Miles
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usual laid-back nature, this behaviour is
almost worrying..
RIVE GAMES: Liverpool

MILES ourroity
•  Miles has also had a strange
month He'll be silting quietly.
beavenng away, when all of a

sudden Chris will let out a huge
roar and push everything off his

desk. Even stranger was an agreement (with his
signature at the bottom) found on Chris' desk
with 1 promise not to move the Tipsters desk to
Ekpumernouth again' written on it. Strange
PAVE GAMES: Liverpool
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ne a wolid
of hard work,

where money is the
last thing on people's
minds and the only
effort humans would
make would be to blink.
Any activities could be
carried out via the anti-
gravity chair in which
you'd be encased.
Special attachments
would stretch your legs
so cramp wouldn't set in,
and a small device would
stimulate your heart so
exercise could be carried
out without effort. The
computerised chair would
be mind-controlled, so no
lingers would have to flex
in order for the chair to
function. Actually, it
wouldn't even be mind-
controlled as this, in turn
would be considered
strenuous, so the chair
would think for itself and
tend to your every need.
01 course, lack of mental
stimulation is the beginning of the end,
but there would be one invaluable
entertainment system — a C64
strapped to your eyes.

Thal would mean 100% Commodore
gaming; you could play Creatures for
the first five years of your life, followed by a good
ten years on Turrican... your entire existence could
be devoted to the C64. No School, no work, and the
chair would even note down the tape-counter during
a muitiload.

Alas, this paradise world would have a disastrous
side effect — you couldn't make it to the newsagent
to buy COMMODORE FORCE!YEIDue

Long to play the  Reel Ac tion ta pe s
on 'your disk drive? Well don't
try and ge t your tapes  to
runi on i t 1
c o z  
i t ' l l  
a l l  
e n
d

in tears .  Ins tead you
p
i  
c
o
u
l
d  
s
u
b
s
c
r
i
b
e  
a
n
d

ge t Reel Ac tion on
disk! Now you c a n't
saw fairer tha n tha t.

r
-
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If you take  the  wise decision to
subscribe you'll receive Beau
Jolly's Big Box 2  compilation

(RRP C15.95). That's  30 fantastic
Commodore games in one

bumper bundle! Don't miss out,
join today!

•  Signature:
Name:
Address:

I'm a prophet and I realise that COMMODORE FORCE is essential  for
the survival of the human race. My anti gr avi ty chair  is filling this out
for me and I awai t my first issue along wi th the Big Box 2 collection.

Tick where appropr iate.
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1 Nve in the UK.  Please send me 13 i  C F  wi th Disk E38.00
•  111 live in the UK.  Please send me 6 issues of CF wi th Tapes El  9.00

L] I  live in the UK.  Please send me 6 Issues of CF wi th Disk £19.00
.7 I  live in Europe or Eire. Send me 13 issues of CF wi th Tapes E45.37
1_11 live in Europe or Eire. Send me 13 issues of CF wi th Disk E45.37

I live outside Europe.  Send me 13 issues of CF wi th Tapes E60.00
D I  live outside Europe.  Send me 13 issues of CF wi th Disk E60.00

Tick this box if you wish to recieve Big Box 2. I t'd be a good idea
to do so — after  all, i t's a great compi lation (not to mention free)...

VISA Li
I  •  Method of payment: A C C E S S  P O S T A L  ORDER C H E Q U ECredit card number:  0 0 , 0 - 6  E x p i r y  date;

6034
6 0 3 5
6 0 3 6
6 0 3 7
6 0 3 8
6039
6040
6041

8 1 2 4

P o s t c o d e :
Make cheques and postal  orders made payable to Europreas Direct. Send this form (or a photocopy)
w i th pa y m e nt  to: E ur opr oss  Di r ect,  CO MMO V O RE  FO RCE  Subscr i pti ons,  FRE E P O S T,  010117142f11 Por t,
South Wirral L65 3ES. Remember  — no stamp needed!

1 ON THE OTHER HAND...Why not subscr ibe by phone or fax? Ring your  order through on 051 357 1275,  or fax it through on 05
357 2813.  For any enquir ies regarding your subscription,  telephone the ever•so.helpful  people who

1 deal  wi th our  subs on 051 357 2961.
1Please tick if you do not want to recieve promotional  mater ial  from other  companies.
•  Get yer cash out,  people — this offer ends on 23 September.

00000000
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PROLOGUE
A t the finale of Barbarian -  TheL./inmate Warnor

• t h e  
b a r b a r
i a n

defeated the warriors of Drax and thus
freed pnncess Manana from his evil spell
Drax fled to the dungeons beneath his
black castle, vowing to wreak disaster on
the jewelled Kingdom It is decided that
there is only one way ,
to stop Drax The
Barbanan and
Mariana — herself
an accomplished
swordsman — are
the only two warriors
skilled enough to
survive the perilous
journey to Drax's lair
.They must stop him
before its too late.

D ARIRVIT') c)  (g)

C-PCNIKE No .10 •  00 ' 001111993

CHOmt )F
1CHARACTER
Y ou may choose to play either the Barbanan orR Princess Manana, At the beginning of the
game the two characters will appear. Choose your
warrior by moving the joystick left or nght and
pressing FIRE.

Y ou must tight your way through three levels— the Wastelands, the Caverns, and the
Dungeons — before arriving at the fourth level.
the inner Sanctum of Drax These sections must
be played in the correct order
.Each of the first three levels is a maze consisting
of approx 28 screens As you view each screen
;I is possible to walk left. nght. or into doors or
caves at the back of the screen
The direction you are walking, as viewed on a

map, is continually
changing and therefore a
compass (in which a sword
"ways points north) has
,oen provided at the

bottom of the screen.
When you reach the exit to
the next level Display will
pulse as a warning It is not
advisable to leave without
first collecting all available
magical objects (more
about those later)

1 Juir4Soilba

MAGICAL
OBJECTS

n each of the 1 7 1 ; r k  , •  • ,• •
first three -

types of monster, L

some of which can d
i n e
be killed with one •

well-placed blow. 1 1
4
1 1
1 1 1 L

They are:
The Wastelands: Saurian Beasts. Neanderthal
men Apes Mutant Chickens. Slabbers Floaters
The Caverns: Carnivores. Orc Guards, Crabs.
Slithering Things. Cave Trolls Stingers
The Dungeon: Pit Things. Dungeon Masters,
Giant Grubs, Gobblers. Eyes. Orclets.
If you survive to the Sanctum of Drax„ you must
lace The Living idol a Great Demon and finally the
dreaded Draw,.

fit n each of the three levels there are two magical
_I objects that you'll need to collect, in order to
survive throughout the quest
The AXE increases your strength.
The GLOBE guards against death from Drax's magic
The POTION increases your resistance
The KEY opens portcullis doors
The SHIELD guards against instant death from the
Demon's fire
The JEWEL disables the Living Idol when the idol is
reached,
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a bar at the top right of the
screen, When it runs out you
lose a lite

You begin the game with five
lives More lives can be gained
throughout the game by
collecting any skulls you may
find. These contain the life-force
of wamors who have preceded
you. When you lose all your
lives you restart the current
level
The energy of the current
monster you are fighting Is
displayed as a bar at the lop left
of the screen. When it runs out
the monster is destroyed.

•ripitiRic Or

o n
ree and ea —  that'sle o f  Iyou gel with good old tP
, o d o r eForce. No ties. no responsibilities, just

inty ammo, energy and credits whenever you
want. This months has ;le-free hacks will solve
all your problems with:
NODES OF YESOD
TRACER
BIONIC COMMANDO
I-BALL
HOLIDAY COPS
MEGA APOCALYPSE

I O W  1 4 1
.
1

•  Load up the Easy Lives program then select
the game you want to beat with a joystick in
pert two. Choose hacks by pressing fire then
hit space. When instructed, insert the relevant
original game cassette and press play. Voila!
The game's as good as completed. To return to the main menu at any point just
thump PUN,STOP. Also included in the program are music hacks for Star Paws.
Black Lamp and Last Ninja. Full instructions are given in the scrolly. Enjoy.

1 1
1
1 1
0 1
1 ,
1

1 WITHOUT FIRE BUTTON PRESSED
RUN

WALK
BACKWARDS

THROUGH
DOOR

, 1 A1 , 1 (
i) WARDS

HROUGH
OOR

TURN
AROUND

•  WITH FIRE BUTTON PRESSED
OVIRHIAD OR RUNNING

CHOP J U M P
PLYING NICKNICK

CHOP

!J_13
JJJ

COMMODORE
rif:PFECE

PACKAGING AND CONTENTS
0  IMPACT MAGAZINES (UK) d rLTD. NOT TO BE SOLD
WITHOUT THE MAGAZINE A G A  ZI
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PACKAGING AND CONTENTS
0  IMPACT MAGAZINES (UK)
LTD. NOT TO BE SOLD
WITHOUT THE MAGAZINE



w R y a n
011,1 Chenery

O
.
t  
s
e
e
m
s  
y
o
u  
p
e
o
p
l
e  
j
u
s
t  
c
a
n
'
t  
g
e
t

14 enough of those wonderful
I g ib le ts known as SEUCK-em-ups

so here's another to really push the
utility to it's limits. There's no
boring plot or elaborate story to

I ju st if y the violence — lust a
plethora of speedy bad guys and

•  Beau Jolly

A N  D A R E
PLOT CO TPTE FU TU R E

P OI w78
? I v C . . 1 1
,
1 8
, ill IRODUCTIO

D an was appearing on 'This Is Your Life'. All hisfriends were there to speak glowingly of his
achievements, but as he moved forward to speak.
the screen went blank and then he slowly saw
appear the evil green face of the Mekon An
asteroid was heading for Earth: either the powers
that be gave in. and announced him as
commander of the Universe or Earth was
destroyed.
After landing, the team split into two groups —
Professor Peabody and Digby went one way. Dan
and Stnpey, Digby's pet alien the other. Alter only
a couple of minutes, Dan heard a scream, he
turned lust in time to see a group of Treens
carrying off Digby and the Professor. There was no
time to lose, they only had half an hour, and now
he had to rescue his friends as well as stopping the
Mekon's foul plan.

fiendishly-positioned gun emplacements through
which to weave your merry way. As suggested by
the title, there's something of a watery theme to the
proceedings as you choose between a Hovercraft
or speedboat to  deal your destruction. Each
vehicle has its advantages and disadvantages —
the speedboat packs more firepower but Mr
Hovercraft has the natty ability to move over land
just as easily as water Beware — now and then
seemingly impassable barriers present themselves
so look out for the messages flashing up indicating

If you've
I nvested in a
t i cket  to
Loa df a s t  Ci ty
(le a  di sk
dr i ve) you'd
pr obabl y  be
t i ck l ed pi nk
wer e  i t
possi bl e t o
obt a i n your

essent i a l
Reel  Ac t i on pr escr i pt i on

in di sk for m.  Wel l  gue s s  w ha t  — i t is!
Fill in this c oupon a nd mai l  i t to:  Abl ex  Audi o V i deo

Ltd,  Har cour t ,  Ha l esfi e l d 14,  Tel for d,  Shr opshi r e  TF7
4 0 R,  encl osi ng a c he que / P O  for  £1. 49.

Na m e
Addr ess

Reel  Act i on No
Best  fat Pr i me mi ni ster
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ou lake the role of Dan. First you must find
your way into the asteroid — there are three

entrances — and you'll need to find all three in
order to rescue your friends and destroy the
Mekon. Inside the asteroid there's a maze of
ladders and gantries; somewhere on here your
friends are held in cells, but also down here is a
laser gun. Before you tire this, you need to find
and position the reflectors, so that it destroys all
three of the computers. This opens up the door of
the Mekon's room — he will throw bolts of energy
at you. You must dodge these. and destroy him
with the grenades When the Mekon is destroyed,
the self destruct sequence will initiate — get back
to the surface and escape, but don't forget your
faithful companions. The game ends only if Dan's
energy is sawed, or he runs Out of time, or he
successfully escapes with his friends.

where to hit them. Take advantage of luscious full
eight-way directional fire and remember — he who
laughs last probably didn't get the joke at all'
Two players with two joysticks can play
simultaneously. In one player mode plug into port
one for a hovering craft and port two for a speedy
boat

Up  F o r w a r d
Down  B a c k
Left  G u e s s
Righ t 2  out of 2
FIRE F i r e

in the direction
you're facing.
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Control your ranger with a
joystick in port one (fire to
change gear) or these
dehghftul keys.

•  Joystick in port 2 only
Without the lire button
pressed the joystick moves.
Dan in the normal way. With the
joystick pressed the functions
selected depend on the type of caption on the
screen
•  No caption:
Back/Up — Throw grenade upwards
Backward — Throw grenade horizontally
Back/Down — Throw grenade downwards
Grenades are used to stun Treens and destroy
the Mekon's dome. They can only be used
above ground or in the Melons room
•  Red caption — A Treen is nearby
Up — move guard up
Forward — punch up or down depending on
the position of Dan's guard
Down — move guard down
P — pauses game,

•
7
3

•  Psytronik

y ou've read this Issue's review, now see
what it's like for yourself with no obligation
to buy.

The Caliph is controlled by normal joystick
directions. When standing over an object pull down
to swap it for the item currency in possession or
'use', and fire to launch a magical bolt to
dispose of roving nestles. There's only a IOW
locations
from the full
game, but
enough for
you to get
the flavour
of the real
thing.
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da A PIECE OF lift ACTION
•  You've played the  some of the hottest titles  In 64K history for free, courtesy of
COMMODORE FORCE, right? But do you think you've wri tten a game to make them
seem a tad on the tepid side? Good — then bung a copy (with instructions), tape or
disk, in the post and claim immortality  within the  hallowed spools of a future
covertape. Oh, but only if it's good enough, mind. -

Name
Address

Postcode
Utility used (if any)
Preferred supermarket chain
IMPORTANT
Please sign this declaration;
This program is submitted for publication by COMMODORE FORCE. I t is wholly
my/our own work and I/we agree to indemnify Impact Magazines (UK) Ltd against
any possible legal action should copyright problems arise. This game is not being
considered for publication by any other magazine or software house, and I/we will
let vou know in writing in the event of this happening.

Signed  D a t e

•  Be sure to enclose this coupon (or a photocopy) or we cannot consider your
game. The address is, as always:
COMMODORE FORCE, Impact Magazines, Ludlow, Shropshire SYS 1.1W. I f you want
your game returned, please enclose an SAE — cheers matey*.
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The passes, the shots.., the
excruciating fouls. Let's
face it, football's a violent
old game these days. Shin-
pads at  the ready, JAMES
'BIG TACKLE' PRICE trots
onto tho pitch...
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•  Which shall I wear, the  blue or the  red?
Decisions, decisions. Sod it s t a y  in!
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about football is difficult. The clichés trip
so effortlessly off the fingers; anything

from the traditional 'it's a funny old game. Brian' to
Emlyn Hughes 'squeaky' gags. With everyone
putting pen to paper or finger to keyboard and
using them, it's amazing
that no-one's complained. I
mean, they're not funny,
right? They've been Over-
used, yes? So why do I,
hating them, feel the need to
use them in this review? It's so
easy: you can close a sentence
with them, end the review on a
different note — even captions
aren't safe. Football games are, by
nature, notoriously difficult to descnbe. In
essence, you could bang out paragraph after
paragraph of basic text that describe how to play
the game — but wouldn't that be boring? Endless
lines that basically re-write the game's manual —
well, I wouldn't read them.

And so, after that initial round of criticism, I've
either got to write an amazing literary masterpiece.
or make an excuse. Being a coward. I'll choose the
latter — as much as I enjoy playing soccer games,
I'll admit I hate writing about them.

utomatic Promotion
Liverpool was originally previewed back in Issue

Three, in which Miles enthused 'Liverpool looks like
being the most absorbing footy fandango yet on
the C64'. If by that he meant enjoyable soccerg a m u
m m e
i g
a
m
i e r g
a

.1,1v
has

indef
at

inable

totally correct — Liverpool just
about walks all over every previous
game in Its genre. The reason for
this is simple: speed. Whereas
other efforts dawdle along at an
adequate pace. Grandslam's

offenng positively motors. To
accommodate this, the

screen area is
smaller than

usual, but the
petite scale of the
players means
there's often a lot on

screen at any given time.
This is also useful while
passing; more often that
not, soccer games show
little of the pitch (or players),
making the inevitable

passes to off-screen players sheer acts of faith.
Unless you're playing a long ball game. Liverpool
allows you to make clever crosses and even set- I
peices with a certain amount of skill. This is party
due to the fact that players can 'trap' the ball; once
you've learnt the technique, real football (instead of
the usual 'hit it and hope' fodder) is possible. Not
quite So realistic but equally praiseworthy is the
'aftertouch', where the direction of the ball can be
altered subsequent to its kicking. This is useful for fg
through-balls, set-plays. shooting — whatever you
feel comfortable with,

Heading the ball is simplicity incarnate. Should
the ball be at head-height, a quick stab of the fire

Ifl

David Jan
Burrows ( x2) M o l b y

Ian
Rush

Barry
Vennison

Mike
Hopper
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n dead-ball
situations (le
corners or throw-
ins) can result in
the execution of
spectacular
moves and even

goals. Goalkeepers
— many a soccer

games weak point
— are computer

controlled in Liverpool
and, unusually, their skills

aren't too shabby. Rather
than keeping to their goal-line,

they'll run out to intercept the ball
shoulld defenders fail to do their duty.

If you're a Liverpool fan, you'll find the team
selection section fairly novel. Individual pictures of
the team (I'm pretty sure they're digitised) adorn
two-thirds of the screen; the other part contains
options and information on a selected player.

As a whole. Liverpool has that
indefinable 'something that
makes the occasional piece of
software so special. It's also
better in two-player mode — I'm
just ottl to thrash Chris again...

•  The crowd go silent — a penalty  to
decide the  FA cup final. He looks left, he
looks right. Talk about tension, crikey.

•  r e c e i v  t t e r s  of
complaint c onc e r ni ng m y
Emlyn Hughes comment. I was
looking forward to Liverpoolenabling me
to rebuild my tarnished reputation. Of
course, I  c ould only  w i n back  my
popularity If It was a good game — no
lies in this mag — so I was eager to see
exactly how it would turn out.
Whether it's pure coincidence I don't
know b u t  L ive rp o o l is an  exce llen t
football game. Opposing teams are
surprisingly intelligent — as are the goal
keepers who do their utmost to save a
game. You can power off shots at a
titanic speed, and the ability to swerve
and trap the ball allows for all sorts of
plucky tactics and well-planned goals.
Forgive me for being sceptical, but I didn't
think t h e  C 6 4  c ou l d  ha ndl e  s uc h
excellence (shame on me).
If you're a football fan you won't find
anything better. As  for my
Emlyn comment, compare
that game to this  and see ,
what I mean — ha!

15

•  V '  •
TEAM PICTURES,
LEAGUE & CUP
COMPETITIONS
•  •
SPRITES ARE
BLAND BUT
SPEEDY
•  •
THE ODD
ROAR AND
WHISTLE
•  , i t I T Y  •
GRABS YOU
BY THE
THROAT...
•
...AND
WON'T
LET YOU GO
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•  I t 's a goal !  — Y ou k now ,  t ha t  obl ong
thing you find at the end of footy  pitches

with a
.
n e t .
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Check this out!

LIVE '93. The Consumer Electronics Show, is going to be the biggest
thing to hit planet earth in years.

A million cubic metres of hi-fi, TV, video, home computers, in-car
stereos, cameras. camcorders. telecoms. cable and satellite equipment.

And games. More games, consoles and systems than you've ever seen. In
fact, the biggest free games gallery in the UK designed and built just for
you. Visit Impact's Forcelield Plaza for all the latest games, hints and
cheats — and take part in their National Games Challenge.

Mega or what?

But there's more. Live TV and radio broadcasts, live music on stage,

celebrity appearances, Home Cinema, the BT Times Tunnel, TV walls,
masterciasses, competitions — you name it.

Believe us. It takes ages to reach the end,

Tickets cost 17 or 116 for two adults and three children (if you're
under 16, you need to be accompanied by an adult).

Call the LIVE '93 Hotline on 071.373 8141

11-116 _or CP

G E T  Y O U R  F I N G E R  O N  T H E  P U L S E

Tickets cost Li each or it ( '  for a family of two adults and three children.
(If you're under la,  you need to be accompanied by an adult.)



•  The
Nit Squad

n the navy.. la
la la la la la larr
— I've always

despised that song
Luckily this game s
much better and A s
Dann from Winocornbe reckons his
main are flippin ace I  believe you're
correct in your observations, Mr
Dann, and I'm going to send you a
mystery pnze for all the work you've
put in.
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Level One
is is rather easy. just take it

mistakes lead to energy I
be careful.
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Go up Me left-hand ladder first
but don't climb down the lift
shaft, Wait for the lift and use
it to go t o  o r n •
Ouic t o
finish.
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18
CAPTAIN CAVEMAN! I  never
thought I ' d have to wage
war on another human
being, but Miles Guttery has
gone too far. The other day, -
he moved my part  of the office to
Bournemouth! There was lust me,
my desk and an ice cream
salesman. I t  took me fi ve days
to get back home as we had to

stop at  every a
seaside resort

and sell Cornettos. To top
It all,  my arms fell off!

Imagine trying to sell ices
when you' ve got no limbs!

'There was vanilla here, there
and every fl aming where
except in the cones. In the

end, I  was used as a prop
) outside the van with a  sign
reading 'Punch the Tipster's
ieet h ,  1 0 p  a go' .  No wonder I
dislike holidays...
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Throo
Plant detonators on the left of
map first, then in the middk3/n

Finish at the bottom right. Crate
barrels can be thrown, so pick

up when you're out of amm

L o v e l
l
h v o

Go along the bottom of the level a
work your way to the top, finishing

position Alf you're trapped and nea
crate. shoot IL More often than not
contain a handy power-up. If there's

any Arabs about, jump
anthem.,
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The safest and easiest way to kill the enemy at
sMon A is to collect the rocket launcher from a
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THE CHEAT

O lal a =  = I  O n  a s s s i
M ID U M  = M P  = I I  WO  WWI M E I =

Get yourself a high score and tap in BRAINDEAD
on the score table Begin play and pause the game
by pressing Fl Unpause it and you can now skip
levels by pressing the left arrow key. Also type in
MAD CYRIL to begin l e v e l  four

•  CjORCE Ne.1 0 •  *c ro s s  a 1
9 9   7

(JJ'IJ
MI SSI LE;
Defuse
t he m  al l  on
e a c h l evel .

S TART:
The r • ' s  no
turning back
now — so
get going.
LADDER:
Use t he s e  t o
get  a bout
safel y.

WE AP O NS :
Ha ndy
col l ec tabl e
w e a pons .

BARRE L:
This can be
pi cked up
a nd t hr ow n
about .

CRATE :  Li ke
bar r el s,
cr a tes  can
be thr own.

WE AP O NS
CRATE :
S hoot  t he s e
crates for
power -ups.

MI NES:
Avoid these
or pa y  t he
pr i ce — wi th
your  l i fe!

Loved Six
No map for this level as its a basic run-and-s g e .  The only
problems come in the loml of enemies overh ,  enemies that
are kneeling. You cant kill the ones overhead but those on the -
_ground must be shot immediately. Another lip — keep ducking!
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M ICRODRIVE **E14.99**
Commodore 64 mierodrive system, superb value add on atorage
device specially made for the ClItt. Gives you access to your
programs and data. 30 times faster than caseette, 3 times faster
than disc! Extra cartr idge.  •  MOO each, Functions include format,
load, verify, directory etc. Supplied complete wi th lead, software,
Instruction manual and one data cartridge

COMMODORE 64 COMPUTER
**E42.99**

Commodore 64 home computer excellent low cost computer  for all
your business, household and leisure computerised activities. Pull
64k memory, lots of colours (l l ),  sound, musical and other streets
are possible- You can even learn to program in BASIC wi th this
neat l ittle number!! Package includes C64 and PSU

C64 D A T A  R E C O R D E R  4 1 1 1 1
* * E 1 4 • 9 9 * * * *BARG AI N - offer  only avai lable i f  or der ed w i th above com puter

Telephone orders 0273 203500 B U L L  E L E C T R I C A L
Access/Visa/Switch/Cheque/PO 2 5 0  P or tl a nd Roa d
Please send 23.00 P&P H o v e ,  Eas t Sussex
Established 40 years B N 3  5 Q T

E11.99

APACHE STRIKE E14.99 LEGEND BLACK SILVER E15.99
BALLYHOO E14.99 MIND FOREVER C128 E19.99
BORDERZONE C128 E19.99 MONOPOLY E11.99
CLUE DO E11.99 OLIESTRON I E19.99
CYRUS CHESS E11.99

OUESTRON II E19.99
DEJA VU E14.99
DRAGON WARS E19.99 SPORTING NEWS BASEBALL E14.99

FLIGHT SIMULATOR II E39.99 STEALTH MISSION £19.99

INTRIGUE £14.99 TRINITY C128 E19.99

LA CRACKDOWN E14.99 UP PERISCOPE E24.99

C A N  B E  T H E  B O S S
Could you create a super cup and championship-winning team" Do you
think you could handle the pressure of football management and still turn
out the wmner" Well now, thanks to our superb PBM soccer management
game you have the chance to prove you can do it
, B u t  a  f o o t b a l l  
m a n a g e r
has many difficulties to overcome - lust think for a moment * C o u l d
YOU improve results' *Could YOU improve attendances' *Could YOU
buy the best players from the transfer market' *Could YOU give your star
player the chop. if required *Could YOU lead you' club to glory and win
a trophy in your first season'
II you think you're up to the challenge. send off your application TODAY
and we'll rush the comprehensive instructions pack absolutely FREE OF
CHARGE, which immediately saves you E3 00 on the membership fee we
gormally charge Remember you won't be playing against a computer. but
Mier "managers" from anywhere in the world, as we can boast a

membership of over 2000 from as far away as Europe
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••• y o u r  club however you wish play like Wimbledon
or Inter Milan or create your own style of

•  p l a y  - our unique computer program
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Y: SIMI)
and address clearly on a piece of_:.••• paper (Including your postcode) and

send your letter to: Apex Services
Commodore Force Otter

P.O. Box 56,
Gravesend,

Ot
I I  9 I T

STOP PRESS! STOP PRESS! Ring Apex Phoneline on 0836 405 665
for latest news about all our PBM leagues. (Calls cost 36p per min.

oft peak & 48p per min. at all other times).

S T R A T E G Y
ADVENTURES

All games on
& SIMULATIONS
C64 Disk Only

CLUE BOOKS: at E8.95 each: BUCK ROGERS, CHAMPIONS OF KRYNN, CURSE OF AZURE BONDS. DEATH KNIGHT OF KRYNN,
DUNGEON MASTER, ELITE, ELVIRA I OR II, GATEWAY SAVAGE PRONTIER,MANIAC MANSION, MIGHT & MAGIC I OR II. POOLS

OF DARKNESS, POOL OF RADIANCE, ZAK McKRACKEN, INDIANA JONES ADV., SECRET OF SILVER BLADES,
LEGEND OF KYRANDIA, WASTELAND

E9.95 each ULTIMA V. or VI., EYE OF THE BEHOLDER 1,11 or III, MONKEY ISIAND 1 OR 11
DARK QUEEN OF KRYNN. TREASURES OF SAVAGE FRONTIER. INDIANA JONES ADV 4.

Mail order only. Please allow 28 days for dells/city please make cheques payable to CINTRONICS LTD.
Free post & packing within the UK. EUROPE add E2 per item. Rest of the would .add E3 per Item

CINTRONICS LTD. 16 Connaught Street, London W2 2AG
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can help
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a t e a e s i a e s s o n a e a •

•  •

Part One. Go left and collect the energy before
running right. Clear the spikes and expand to pull
yourself along the roof to get past the others Get
on the lift and leap over the snake and headbutt the
first, second and fourth blocks. Use the lift to get
past the spikes and nip along the bridge Collect
the items from the small blocks but not the large
ones Stand on the second large block and jump
up/right into the wall for an extra life Fall down and
collect the penguins before walking into the pole.

•  tmmmmm o s e s o e s s • o n s o o s s o l l s
I mmmmm s e s e a s o o m p o n o n s • • s t o

Part Two. Head left, stand on the highest purple
bowling ball and jump for an extra Me Go right, hit
the small blocks and avoid the liquorice baddies
and nab the energy. Cross the clouds to avoid the
spikes and at the end, hit the block to be flung to
the bowling bowl where a penguin awaits
collection Fall down, and walk into the pole.

Run right to reach the weights and jump on them
and up to get through the above gap. Headbult the
large block to the right and climb into the plane, Fly
left and nudge the third block for a bonus Fly
around back to the door, collect the penguins and

go right to the
pole

The next
stage is a
bonus level
and it's easy -
lust collect the

, o b j e c t s  and
7,4
6 
s
p
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f
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r  
t
h
e

pole

vel Two

•  Part One' Walk to the pyramid and climb up.
Head left through the large blocks and pick up the
energy. Exit the pyramid and when you're Out.
stand between it and the wall Expand to climb up
some blocks Fall from the furthest block and go
nght. jumping down the nearest hole. Keep
pumping down the holes and go right Collect what
there is and exit

•  Part Two: Go right, jump the holes and snakes
and stand by the wall. Expand to reach the roof
.Fall off to the left and get the energy. Next.
proceed right and leap over the hole, fall down the
wall, leap the hole and continue right to exit.

III Part Three: Go right to a wall and jump up
through the roof. Then go right, fall down the wall,
right and leap through three roofs. Fall to the right,
to reach another wall Jump another three roofs.
continue right and fall down by another wall. Avoid
the cannon fire and keep heading right.

Part Four: Another
easy bonus level, lust
collect everything in
sight Of course, you
can do yourself some
damage but only if
/ou're a real duffer

•11. •  a l  •  j m  • • • •- •
.0 •••

• •  •
•  • • - "  - •  • " ,  . • • • •

Part :  Go right, lump the spikes and get the
objects. To get past the spikes stand on the
chocolate. Follow the passage right and bounce
over the spikes. making sure you jump oft at the
end to reach the corridor below. There's a penguin
here, so collect it for a limited amount of
invincibility. Don't walk onto the exit pole Instead
wait for the liquorice to appear and stand on it. This
takes you to the top of the level and an extra life.
Go right and when there's a choice of directions go
down.

1

NietoW-:

rt Five:
bonus level
t as easy

as all the others
and as long as
you avoid the
few hazards.
you can't go
wrong.

•

p

Part Two: Walk right and enter the right side of
the last cake — a nifty pair of wings are up for
grabs. Fly up through the gap on the left Then, fly
right to find some energy. When you reach the top
of the root, collect the penguins and exit

a .

:- Part Three Go right avoiding every pole, tall to
the right of the end penguin and exit.

Pad Four If you're
. l o w  on points now is

„I „ , y o u r  chance to make
'-. y o u r  score healthier
. Collect the fruits and

-,. o t h e r  gifts whilst
a vo id in g  t h e  fl r iSt le S
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covertape game was the
amazing Blues

roBthers. an excellent I
colatformer just oozing
Soul. This map ol the first musical
level lets you see all the bits
you've probably
;missed — so get to III

stun nuts
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•  Along the  way, you c a n t , *  into four
shops tha t line the  street front. Usually
they're full of coins which will tot up your
score and can also provide extra  lifes.

•  N o t  all the shops contain collectable
coins, though — in fact, this  one's
completely bare. Just hide in it to avoid
any baddies outside.
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•  Here*s  what you're searching for -  the
elusive musical instrument. The  guitar is
the key to escaping this level and you
can't leave without it — so don't!

•  I t 's  full of TVs but you can't collect
any of them — there aren't even any
coins! Fortunately, this shop provides a
perfect place to take  a quick breather.
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Even though he can't write and he's
the worst person to talk his way into being a
winner, Stephen Hawker from Leicester wins
this month's Action Replay cart because of the
excellent cheat cassette he sent, Well done.
Stephen.

10 DATA 032, 0136, 245, 169. 019, 141. 227. 002
11 DATA 169, 001. 141. 228, 002. 096. 072. 077
12 DATA 080, 169. 076. 141, 060. 009. 169, 035
13 DATA 141, 061. 009, 238, 062. 009, 076. 1:00
14 DATA 008, 169. 032, 133. 001, 162, 017. 189
115 DATA 072. 1)()1. 157, 202, 006, 202, 138,208
116 DATA 246, 162. 099, 189, 089. 001, 157, 255
117 DATA 221, 202. 138. 208. 246. 169, 203, 141
118 DATA 004. 004. 169, 006, 141. 005, 004, 169
119 DATA 032, 133, 001, 032, 000, 222, 108.002
20 DATA 000. 169, 000, 162, 173. 160, 004, 096
21 DATA 173, 208,024, 201, 001. 240, 02,8. 201
22 DATA 133, 240, 040. 201, 024. 240, 052. 201
23 DATA 160, 240, 064. 032, 213. 006, 141. 118
24 DATA 036, 142, 027. 012, 142. 032, 002. 140
25 DATA 058, 035. 096. 032, 213. 008, 1 4 1 .

2 0 826 DATA 024, 142. 198, 012, 142, 193, 033. 140
27 DATA 001. 009, 096. 032, 213. 006, 1 4 1 .

0 4 128 DATA 036, 142. 048, 012, 142. 193, 033. 140
29 DATA 237, 034, 096. 032, 213. 006, 141. 209
30 DATA 036, 142,1347. 012, 142, 045. 034. 140
31 DATA 089, 035, 096, 032, 213. 006, 141.249
32 DATA 036. 142, 065, 012. 142. 086. 034, 140
33 DATA 128, 035, 096

TH S  NIPSO
•  The Hit
Squad
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S .

cassette did land in front of me Containing
more than eighty pokes? Surely not? But Stephen
Hawker did compile such a huge collection and
here's one for the The Sompsons, a game that many
of you want to cheat on, shame shame

0 REM THE SIMPSONS
1 FOR X.258 TO 444. READY: C=C4Y, POKE

X, Y NEXT
2 IF C< >19203 THEN PRINT "DATA ERROR"
.END
3 POKE 157.128: SYS 258

The Hit Squ
alk the plank, drink rum and g
yourself a big cutlass. Nah. don
bother, you'll probably sprain your

ankle Alternatively, play this pirate hack-'em-
which. although I'd have my stomach removed
before playing, does pass the time.

Unless you want to be dead as a parrot.
the only way to survive ts to pock up food so
don't casually ignore any — It all counts.

Instead of lunging at opponents, jab up
and down as it's quicker
. The lunge does come in handy in long
range attacks, especially against the end-
of-level henchmen

The small green bottles are worth ten
health points, grapes are worth live health 41
1
1
points, the beer three and ham joints are
worth one With this in mind, collect the
green bottles first before they disappear
. When fighting in Iwo player mode, you'll
inevitably be involved in a duel At the end

1
0
1
1
1
1
1

i t
fight the winner is awarded an l i f e  but

neither will get one if the duel is drawn. If ifs going
to be a draw. it makes sense for one player to
sacrifice a life otherwise nobody can get the bonus

When fighting the Medusa face away from her
.Get close (still with your back turned) and use the

backslash technique.

••••
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no bigger misery than sending work in
bu: never seeing it in print. So to cheer

up all those whose stuff hasn't been used, I like
to give 'em a little mention.

Kevin Doyle (Nottingham), David 'complex'
Gear (Ireland), Paul 0  Brien (Ireland), Bill
Burke (Ireland), Kevin Doyle (Nottingham), J
Button (Suffolk), Kevin Davis (Somewhere),
John Crompton (Wigan), Stephane Hong-lin
(Indian Ocean), John Crotty (Ireland). John
Randle (Coventry).

Miles may think he's
going to take over, but
I'm secretly plotting his
demise. In fact, I ' ve
planted enough
Incendiary devices by his
chair to blow the Knox off
any Fort. As they say in
many a movie, I  shall not
rest until Miles is gone
Miles is a fi lm star, ya
know? Anyway, lets not
stray from the subject;
tips — get ' em, post ' em,
and I ' l l  remain sane. This
Is the recommended
address: The Tipster!
COMMODORE FORCE,
Impact Magaz ines,
Ludlow, Shropshire SYS
1.1W. Who's that? Oh, it's
you Miles.
What do you
mean
I'm
sitting
on your
chair?
Oh my...

'MEP



JANESY: [singing] 'It's that t ime of day... '
SMILES: [continues] 'All we do is play and play'
JAMESY: [again...] Will someone put that pram
away..
•SMILES: Ahhh, happy days_ Speaking of which,
what have you been up to. mate?
JAMESY: Well,  I've been eating those little
berries that you find at the bottom of the
garden. My mother always used to say
Jamsey, don't you go eating those
berries — you'll get B u t  you know.
mate, I always doubted her...
SMILES: So that's why you've been in
intensive care for the past month then,
mate?
JAMESY: It certainly is. What  have
you been doing, Smiles?
SMILES: Well I've been
meating people.
JAMESY: Don't you mean
'meeting* people?
SMILES: No, I mean
'meeting' people. I've been

m o m m e ' r  '••••m..somoldi

VAVF WRESTLEMANIA
HIT SQUAD E 3 . 9 9

PRO TENNIS TOUR
HIT SQUAD E 3 . 9 9

di TERMINATOR 2
NIT SQUAD E3.99

5 TEST MASTER
0 . 9 9 _
4
E3.996 THE SIMPSONS

HIT SQUAD

7 1RODLAND
KIXX (3.99

sneaking up behind them with a huge steak,
then. ,  whammo!
JAMESY: Errm.., that's great, mate [Lapses into
silence],
SMILES: This may sound like a stupid

question, but g n u g

STREET FICII Alt 2
PRODUCER: US GOLD PRICE: E12.99
JAMESY:  Throwing tins indeed! What a
great so,.. WHAMMO!
SMILES: [chortling] Nice to 'meat ' you,
Jamesy
,  H o  
h o  
h o
. ,
.

DIZZY: PRINCE OF THE youcroue
CODEMASTERS  E 3 . 9 9

10 1F16 COMBAT PILOT
r ACTION 16 E 3 . 9 9

THE ADDAMS FAMILY
r HIT SQUAD

I JAMES POND 2 -  ROBOCOD
r KIXX  0 . 9 9

13 1COMBAT PACK 3
ZEPPELIN E3.99

flan, bwit howzer?
JAMESY: You're right. Oh well, time for the end-
of-show song,
SMILES: [singing] The was an old man, whose
name was Prim...
JAMESY: ...And some swine threw a tomato at
him,

SMILES: Now tomatoes are soft, and
shouldn't break the skin...

'..1AMESY: But this one did. 'cause it
came in a tin
SMILES: See you next month!
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t) CHARTS
PENGIM

COMPILED BY S P O N S O R E D  BY
G A L L U P  •  PENGUIN BISCUITS

"There are pleat
of better fight
games about"

RICK DANGEROUS 2
KIXX E 3 . 9 9

RAINBOW ISLANDS 1  a  1WWF EURO RAMPAGE TOUR
r NIT SQUAD E 3 . 9 9  •
I n
r  O C E A N  
E 1 0 .
9 9

GRAEME SOUNESS SOCCER MANAGER
' ZEPPELIN 1 3 . 9 9

1TEST DRIVE 2
HIT SQUAD E3.99

51
-
1;

1SPELLBOUND DIZZY
CODEMASTERS E 3 . 9 9

E3.99)
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TAKING TIME OUT
Dear Brian,

1) Is there a routine that will create a time delay in
a pmgrarn?

2) How can I program the function keys to
execute a command or print a stnne
7Wayne Skinner, Allelkshom Wiltshire

•  Let's start at the beginning shall we?
1) Refer to COMMODORE FORCE Issue Nine

for an explanation on how to tile TIMES for a
delay. TIMES is the internal clock, placed into a
string ready to be printed or checked.

2) The following program will help you with
this problem.

Enter it and then RUN
10 RESTORE
20 PRINT "SETTING 1./Fr: P=49152
30 READ A: IF A s
-
2 9 9 9  
T H E N  
P O K
E  
P . A
;

P=P+1: GOTO 30
40 A=0 PRINT -
D E F I N I T I
O N S . . . " :

P=49248
50 FOR K=0 TO 127: POKE P+K. 0:

NEXT
60 FOR J=0 to 7: READ AS

70 P R I N T
-
F ; J
+ 1 :  
:  
" :  
A S

80 FOR K=1 TO LEN (A$)
90 A=ASC (MIDS (AS.K.1))

100 IFA=42 THEN A=13
110 IFA=39 THEN A=34
120 IFA=47 THEN A=44
130 POKE P44•16+K-1. A
140 NEXT K
150 NEXT J
160 SYS 49152: END
200 DATA 120, 169, 13, 141. 20, 3.

169.192
210 DATA 141. 21,3. 88, 96, 169, 192.

72
220 DATA 169. 26. 72. 8. 72, 72, 72, 76

230 DATA 49, 234, 165. 198. 205. 255,
207,208

240 DATA 3, 76, 188, 254, 170, 189,
118 ,
2250 DATA 160, 0, 217, 80. 192. 240, 8, 200

260 DATA 192, 8, 208, 246, 76. 188. 254. 152
270 DATA 10, 10. 10, 10, 168, 185, 96, 192
280 DATA 240, 9, 157. 118. 2, 200, 232.224
290 DATA 10, 208, 242, 134, 198, 76, 188.254
300 DATA 133, 137, 134, 138. 135, 139. 136, 140
310 DATA 999
400 REM "DEFINE KEYS HERE
410 DATA RUN', LIST-, LOAD' SAVE'
420 DATA LOAD'S78, GOTO. GOSUB, DATA
Now the DATA you have to use is a little

strange, to avoid using quotes and certain
characters that can't be part of the DATA lines.

Lines 100 to 120 inclusive change them into
their correct codes like this:

• Becomes CHRS(13). the code for the
RETURN key.

• (Shift and 7) becomes a quote mark (shift
and 2)

/  Becomes a comma.
When the program is RUN. the routine that

THE RETURN OF ME MAN
FROM ZOETERMEEM
Dear Professor.

As the C65 project (completely compatible '64 with three 1/2 disks and improved graphics. plus
more memory — Brian's Archives) was scrapped, we should do something to create an upgraded
turbo '64. Do-It-Yourself schemes have already been covered in German magazines, but not any
English ones,

I want to take to chance to give you a brain-teaser which could enable the '64 to go faster than the
Amiga 500. A 065SC802 central processor is compatible with the 6510 used in the C64, and can run
at 8MHz (eight times faster than a standard '64! — Brian), Cassette and cartridge ports would be
disabled, and the RAM chips would have to be replaced with faster ones. BASIC would operate and
interpret at 8MHz — quite an improvement — and copying the ROM into RAM would make it faster.
The dtsk drive could also be upgraded. I really would appreciate your opinion on this topic.
Joremio J Schouten, Beeteranee, Netherlands.

As I was working in the
bowels of the building,
playing my music as loud
as I l iked and
occasionally nipping
upstairs to nick the
ribbons off Lloyd
Mangram's precious
typewriter, I  felt  a warm
glow. Why? Because of
the letters of praise you
readers in Problem Land
have been sending (sniff).
It's almost enough to
make a techie god break
down and... sob! Alm

QUICK
QUESTION
Dear Brian,
Can I use a Binatone Computer Data Recorder
from my old MSX with my C64? It has a plug
that connects to my '64's audio port, but how do
I access it via my C64'?
Michael Clark, Thornton,
Brainard.

•  Michael. get that plug out of your radio
socket NOW! The audio socket  was not
des igned for a tape recorder — it merely
passes out  audio and v ideo s ignals  f or a
monitor,  or accepts input  f rom spec ially -
des igned hardware,  Your MSX (Mighty
Strange Experiment?) wi l l  not  work  wit h the
'64. Why  not  try a Turbo Datacorder,
available f rom the Force field Plaza?
Brian

-
1

•  Well. I have three pages of technical specifications and diagrams here from Jeremia. and I'm
very impressed. However, I've tallied up the price of the project (for readers in the UK) and parts
would cost around f4004500, Plus there's a risk you'll damage your computer, and that would
cost at least another £100 to replace. If you just happen to have spare '64's sitting around (like
me) it's worth considering, but games software would be almost impossible to play — imagine
Tetris running eight times faster! Due to the expense and danger, I can't recommend it to
COMMODORE FORCE readers. but I will say I've heard a German company are developing the
idea as a plug-in upgrade. so here's hoping...



deals with interpreting keys (called the CHROOT
routine) is changed to point to our new code.
which checks for the function keys. If one is
placed, the DATA that's been POKEd into
memory is copied into the keyboard buffer. The
routine then exists, leaving the command in the
buffer and printed to the screen.

If you get extra spaces or funny symbols.
delete them. The means a RETURN, and so
pressing Ft (in our example program) will cause
the program in memory to run.
noion

PROGRAM TIME
•  And now, the second big program of the
month...

1000 REM "SPLIT SCREEN"
1010 FOR 1=0 TO 59: READ A: POKE

49152+1, A: NEXT
1020 POKE 56333, 127
1030 POKE 788, O. POKE 789, 192
1040 REM "CHANGE IRO"
1050 POKE 53265, PEEK (53265) AND127
1060 REM "INTERRUPT AT RASTER LINE

30"
1070 POKE 53266.30
1080 REM 'INTERRUPTS ON"
1090 POKE 56333,129: POKE 53274,129
1100 POKE 53281,0: POKE 53280.0
1110 BA=8192
1120 POKE 646,1: PHINICHRS (147)
1130 FOR I=BA TO BA-I-7359: POKE 1,0:

NEXT
1140 REM "SET COLOURS"
1150 FOR 1=1024 TO 2023: POKET,1:

NEXT
2000 FOR X=0 TO 319 STER5: REM

"DRAW CURVE'
2010 Y=ABS (INT (SWABS (SIN (X/10))))
2020 CH=INT (X/8)
2030 RO=INT (Y18)
2040 LN=Y AND 7
2050 BY=BA+RO<3204-8>CH+LN
2060 61=7-(X AND 7)
2070 POKE BY, PEEK (BY) OR (20BI)
2080 NEXT X

GOT ANY ID?
Dear Professor Brian,

Ill get straight to the point. I had a disk full of
utilities, and one allowed you to change the ID on
any track of a disk. I,Fhose track 18 (the directory
track) and now its impossible to load any of the
files. How do I get my directory back?

How can I have the screen split in two, with the
first 23 rows bilmap and the last two text?
John Kopshlos, /Moons, Grooto

•  Firstly, I must apologise to John for the
length of time it's taken to get a reply to him.

With those big problems this month, I
ran out of space to reply to: A R Hill
(Luton), Stefan Hogdahl (Finland)
and Mar k Raynes (Humberside).
Anyway, loin the queue
and write to: Professor
Brian Strain, COMMODORE
FORCE, Impact
Magaz ines, Ludlow
Shropshire SYS 1.1W.
Until w e meet
again,
remember
that only
the straw
that broke
the camel's
back can
pass through
the eye of a
n r d l e .  Bye!

Magazine schedules meant it's been held over
for a couple of months, and our efficient inter-
office Postal Service didn't help (it's just Miles
pushing a trolley around!).

Right. for those who don't know, a disk has
two sorts of  ID -  the ID you Can SOO in the
directory, and then a separate ID on all the
tracks. If the ID on one track doesn't match
the rest, the track can't be read in properly,
and if you changed the directory track
(number 18) there's nothing I can do. Try
using a disk copier to make a backup, as that
might help.
Brien

2090 GOTO 2090
5000 DATA 173, 25. 208. 41, 1, 208. 3, 76
5010 DATA 49, 234. 141, 25, 208, 173, 18.

208
5020 DATA 48, 21
5030 DATA 173, 17, 208. 9, 32, 141, 17, 208
5040 DATA 169, 25, 141. 24. 208, 169. 225,

141
5050 DATA 18,208, 76, 188, 254
5060 DATA 173, 17, 208. 41, 95, 141.17.

208
5070 DATA 169, 21, 141, 24, 208, 169, 30.

141
5080 DATA 18, 208, 76, 188, 254
Basically, the machine code is contained

in the data statements and is POKEd into
memory at location 49152, I t's made up of
three parts -  the first decides which
interrupt has happened.  The next part deals
with the interrupt at raster line 30 (in the top
border): it sets bi tmap on (the bi tmap is
stored at locations 8192-16191). The third
part is to turn the bitmap off at raster line
225 and turn the computer  into text mode. i f
you want to change the height of the split
(to give yourself more text), alter the 225 in
line 5040 in steps of plus or minus 8 for
each line of text you want. It must be
between 51 and 251.
Brian

LIST YOUR DISK
Dear Bnan.

I've had a C64 for eight years but it's the first time I've sent a letter to you. I have a problem I think only
you can solve. I want you to tell me how I can print a list of my disks.
Hattikielakiels Kornillos, Thessaloniki, Orooto

•  if you have a printer that is set to device 4. try the following:
LOAD "S".8
OPEN 4. 4: CMD4: LIST
PRINT44: CLOSE4
That will print out the directory of the disk in device &•
You can either cut it out and stick it on the disk slee

or keep them in a folder. The directory shows you the
following information:

0 •DISKNAME" I D  2A
The drive, name and 2-letter ID of the disk
99 -
P R
O
G R
A M
-  
P
R
G

Size, name and type of each
program

200 BLOCKS FREE
How much space is free

(divide by 4 to give a value in
kilobytes)

That'll sort you out
methinks.

HOW
ME HELL DO I
PRIM' ME?
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Another
opening of
another show, another
column raring to go! Yes,
it's Professor Brian Strain,
back again to guide you
on the path to true
enlightenment.
Along the wild and
treacherous w ay this
month, w e continue our
look at  sprites, and delve
into the mysteries of
raster interrupts. We also
have fun with a well-
known character...

TIE
1

J-1-1 LEr
)

I
I  
y
o
u
'
v
e  
b
e
e
n  
f
o
l
l
o
w
i
n
g  
t
h
e  
s
e
r
i
e
s  
c
a
r
e
f
u
l
l
y
,

you'll know that a sprite doesn't have wings
(unless you define them that way) and doesn't

live at the bottom of your garden (unless you've got
a very long extension cable and a comfortable
garden shed!), So. to take sprites one step further,
we introduce a new technique called
MULTICOLOUR sprites This means that in every
sprite we can have four colours. There's the
background colour, the sprite's colour and the two
multicoloured locations. Now the two multicolours
are the same for every sprite displayed in
multicolour at any one time; this means you have
to choose carefully.

1C-FORCE No . 1 0  O C T O B E R  1 9 9 3

IND

U n a d t e o l i b m i

1I111111111011 UT
D on't worry: it's quite straightforward. If

you saw the first part, you'll know that
sprites are made up of 21 rows of 24

pixels. However, in multicolour mode the grid
becomes 21 rows of 12 pixels. The reduction
in width allows us to use the following method
to determine the colour

Returning to the theory that each byte
represents eight pixels, we now say that each
byte contains four 'pairs'.

11 both bits of a pair are set to zero, the
BACKGROUND colour is displayed in those
two pixels.

If the left-hand bit is set to 1, the SPRITE
colour (set in location V+39 to V+47) is
shown.

If the right-hand bit is set l o t
MULTICOLOUR 1 (location V+37, that is
location 53285) is shown.

If both bits are set to 1. MULTICOLOUR 2
(location V+38) is shown.

To actually set a sprite into multicolour
mode, take its sprite number (0 to 7) and
POKE V=28, PEEK (V+28) OR (21A)):

This sets sprite N into multicolour mode,
and leaves the other sprites on whatever
mode they were already in. If you're confused
by this mysterious letter V. it's actually equal
to 53248 (you must set it by saying V=53248
in a program). From location 53248 upwards
in memory, you can alter the settings that
affect the VIC-II chip. the Video Interface
Chip.

To return a sprite to monochrome (single
colour) mode, where each 1 or 0 represent a
pixel that's in SPRITE or BACKGROUND
colour respectively, use this line (again N is
the sprite number 0-7): POKE V+28,
PEEK(V+28) AND (255-(2 N)),

Next month, I'll bring you a lull table of the
memory locations affecting sprites.

Ituran
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create a little sequence you may
have seen in a famous game,

Creatures 2. The hero. Radcliffe, Fuzzy
rescuer extraordinaire. has just picked
up a magic potion. These provide you
with extra weapons. Type in the
program below, RUN it, and Clyde will
change size arid shape. Clyde is a
multicolour sprite designed by Steve
Rowlands. It also demonstrates how to
expand and shrink a sprite.

10 R E M  MONSIEUR
RADCLIFFE

20 P O K E  53281,0
30 F O R  T=0T062
40 R E A D  U
50 P O K E  12288+1', U
60 N E X T  T
70 V = 5 3 2 4 8
80 P O K E  2040.192
90 P O K E  V.100. POKEV+1.100
100 P O K E  V+37,11
110 P O K E  V+38,7
120 P O K E  V+39,10
130 P O K E  V+28,1
140 P O K E  V+23,0: POKE V+29.0
150 P O K E  V+21,1
160 F O R  P=1 TO 250: NEXT P
170 0 . 0
180 P O K E  V.88: POKE

V+ 1,100:POKE V+29,1: POKE V+23,0
190 F O R  P=1 TO 250: NEXT P
200 P O K E  V,100; POKE V+1,79:

POKE V+29.0: POKE V+23,1
210 F O R  Pmrl TO 250: NEXT P
220 0 = 0 + 1 :  IF0 <4 THEN 180
230 E N D
240 D A T A  005, 001, 064, 025.

069, 144. 026, 006
250 D A T A  144, 025, 085, 144,

021, 153, 080. 006
260 D A T A  238, OM, 039, 255,

080, 107. 119. 100
270 D A T A  171, 255. 168, 166.

238, 168, 169. 153
280 D A T A  168, 105. 085. 100.

168, 084, 084, 165
290 D A T A  001, 080. 021, 085.

080, 022, 086, 080
300 D A T A  026, 086, 144, 026,

154, 144, 026, 086
310 DATA 144, 026. 154, 144, 026.

154, 144, 000
- • • • • • - • • • • • • • • • • • . . . .



TOP nano 4g4,)
R
e
t
h
e
r  
t
h
a
n  
b
o
r
e  
y
o
u  
w
i
t
h  
l
o
t
s  
o
f  
d
a
t
a  
t
o  
t
y
p
e

and long tables, this month I thought I'd add a
little section on how to use spntes in games. I'll

describe the basic ways to define each sprite
needed in the game. using examples from real
games.

1) Monochrome Sprites: Originally, most games
featured monochrome sprites but the extra detail
they give doesn't make up for the lack of colour.
Monochrome sprites are excellent for other purposes
though...

2) Multicolour Sprites: The majority of games
use multicolour sprites. If not properly drawn. sprites
can look very blocky, but with three colours per
sprite (although two must be set and used in every
multicolour sprite) there are plenty of ways to make
up for it -  highlighting, shading and so on.
Creatures 2 features hundreds of multicolour sprites,
from Clyde himself through to many of the baddies,
Steve Rowlands' technique is to use the two
multicolours as a light colour and a dark colour. With
careful highlighting and drawing, sprites appear solid
and slightly 3-dimensional.

3) Expanded Sprites: By joining more than one
sprite and moving them together, you can create
massive aliens, just nght for the end-of-level
attacker. The Shoot-'Em-Up Construction Kit allows
you to do this with its 'Join Enemy option, allowing
two or more sprites to be linked to one enemy, and
they move around the screen with it. Unfortunately.
its impossible to get all the parts to explode at once,
so blowing the head off a dragon doesn't kill it...
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the televisiorv'monitor picture you watch while
your computer is switched on. With clever

timing. the C64 can tell where that beam is on
screen. By causing an INTERRUPT, the C64 can
jump to a separate routine, change something. and
return to what it was doing. Now this RASTER
BEAM, as it's called, allows us to read its location,
or even wail until it's at a certain position before
executing something we want to happen.

The following program demonstrates a
fascinating effect called 'Sprites in the border'. By
changing ONE location every time the raster beam
reaches the bottom border, we can get rid of it and
see sprites placed in it. Note that this new 'open'
area wraps around to the top of the screen, so
sprites placed too low will appear to be at the top

1
W
e

sillt t e rt a l . 4 1 1 1 9
1
f ry s l i t i t  " 4 : 1 1
1
4
1
1 1 1 1
7
1 1 1
7
t :  
A r
t  
•

4) Enlarged Sprites: Enlarging sprites (like in the
example program given earlier) can create special
effects, or even make an enemy seem more
menacing. Creatures 2 (a ventable mine of material
on how to make a good game) features the
'Snatcher' from the bonus rounds. With careful use
of colour (and joining more than one sprite together)
we have an enlarged, expanded 'sprite' at the top of
the screen, grabbing flying Fuzzies...

5) Overlaid Sprites: Basically, overlaying
involves designing a monochrome outline (usually in
black) and placing it over a multicolour sprite,
moving them together. This gives you the detail of
monochrome sprites with the extra colours. Batman 1
The Movie, Navy Seals, Robocop, The
Untouchables and The Addams Family all feature
overlaid sprites, either just for the player or (in Navy
Seals) for the player and for the enemies. The
disadvantage is the number of sprites onscreen: you
can rapidly reach the eight onscreen limit. The only
way to get around this is to use a multi-plexor -  an
ingenious effect using RASTER INTERRUPTS,
which just happens to be my next topic •

C-PORCE•

as well. Once you've got the program typed in, and
the border disappears. you can try two things:

1) By altering location 16383. you can display
'Imes* in the border. Try it and see what happens.

2) Use last month's example program to place a
sprite with a Y position between 230 and 255. or
between 0 and 49.

These will be visible with the border removed.
10 FOR 1=49152 TO 49247
20 READ D
30 POKE I.D
40 NEXT D
50 SYS 491 52
60 PRINT CHAS (19) CHRS (17) CHRS (17)

WHERE ARE MY BORDERS?'
70 PRINT 'TRY LOCATION 16383
1
.•
80 END
1000 DATA 120, 169. 127, 141, 1 3 ,
2 2 0 .  1 7 3 ,  1 31010 DATA 220, 169. 27, 141. 17, 208. 169, 249
1020 DATA 141, 18. 208, 169. 64, 141, 20, 3
1030 DATA 169, 192, 141, 21, 3, 169, 1, 141

1 0 4 0 DATA25,208,141,26,208.169,147,32
1050 DATA 210. 255. 169, 14. 169. 0, 141, 32
1060 DATA 208, 169, 1, 141. 33, 208, 169, 0
1070 DATA 141, 255, 63, 141. 134, 2, 88, 96
1080 DATA 169, 1, 141, 25, 208, 173, 17, 208
1090 DATA 41, 247. 141, 17, 208. 173. 18, 208
1100 DATA 208, 251, 173. 17, 208, 41, 127, 9
1110 DATA 8, 141, 17. 208, 76, 49, 234. 208
1120 DATA 0. 0, 0, 0, 0, 0.0. 0

essor fl a n  r a  n,
COMMODORE FORCE,
Impact Magazines, Ludlow,
Shropshire SYR I M F
Until next  month, goodbye
from the

So, that's how raster
Interrupts can help the
games programmer. Over

next few months I' l l
demonstrate how you can
add to this basic routine to
place the current
score/lives in the border,

ithout affecting the main
area. Remember, if  there's
anything you want
covered in a future
column, please write to:

No . 1 0 000111111 1 9 9 3
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Ilames programming is
often a tedious affair ;  the
endless hours of codes,
coffee and 'stack errors'
become a litt le too
oppressive after  too many
late nights. Apparently.
Bearing this in mind, the
Dentons mob went on
holiday. When they
returned, Roy Bannon
decided that Batman
Returns could take a hike
this month, and he' d tell
the world about his
vacation instead. Never
ones to restrict creativity,
we let him relate his tale...
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programming may be very interesting.
but once in a blue moon or every

other month of Sundays — whichever is A l e '
.the longest — something wildly
exciting (to me at least)
happens., '
Were all going on a •

1
6
.
0
,
.
•

summer
holiday' • • • • • •  Tr
Is it

a modern day credo. or a rather nail pop song —
can anyone say for sure? Still, the fact remains we
were all going on a summer holiday, all set for fun
and laughter for a week or two — well, a few
hours or so at least A holiday is a holiday
nevertheless: be it in exotic climes or lust
down the road in New Brighton — believe
you-me. it counts all the same. Let no-one
tell you that distance is a guarantee of
excitement and proximity a recipe for
boredom Some of the most thrilling
adventures one will ever experience
are to be found on one's own
doorstep Take the
pyramids. the Mardi
Gras carnival, the
Orient and leave
me good old
New
Brighton
— truly a
shining,
lacet

this gem of a land New Brighton,
where purest waters roll onto
silken sands, where the
pressures of Me are lifted
from one's shoulders by
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the gentle hands of serendipity and the seagulls
serenade each soul that comes to experience its
pleasures. Yes indeedy.
A squall gathered to the east and moved so rapidly
towards us that I found myself leaning backwards,
almost falling as I watched it approach, The grey
blanket of cloud contorted, it's litheness hinting at
the power locked within it, and passed above us to
sit like some fearsome succubus upon our heals.
For a few short moments, beneath that dread veil.
we stood silenced by its majesty — then the rain
fell. A tsunami of water thrashed at us, bending our
heads to the ground where puddles formed
instantly, merged in seconds and soon formed a
boiling, frothing lake as far as the eye could see.
We stood shocked_ soaking, all conscious thought
dnven from our heads by the noise that could have
been some unabating explosion or perhaps even
Armageddon itself.
Meanwhile, back in reality, it was your average son
of not very nice but not terribly nasty day, The sun
shone when it could be bothered and didn't when it

didn't, the clouds lightened and darkened for
similar reasons and fortunately the ground was
content to just lie there and not do much at all.
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Too see the s e a .
The seaside can be a pretty interesting place

after you've passed the boredom threshold
and gone beyond the apex ol ennui. Suddenly.

even disgusting black seaweed seems
vnteresting. Picking it up and chasing someone
for half a mile down the beach seems like a
really fun thing to do — even if you hate the
touch of the stuff, and the person trying to
escape couldn't care less if you rammed it
down their throats. Still, you have to

laugh, don't you? Crabs are a real
hoot too — I spent a good

half an hour watching
one male it's slow.
stately progress into
the water before

someone kindly pointed out that it was dead. Some
people are just spoil sports.
The major drawback with a day out at the beach is
— of course — sand in your socks, shoes, hair,
buttles, ears, nose, eyes, lungs, lower intestine,
spleen, ventricles, synapses, sinuses, sub-
glutinous tissues, mayor arteries and, most
terrifying of all, underpants. •
Inevitably, someone suggested a game of frisby.
Yawn! I pointed out that we didn't have a frisby,
which was a bit of a mistake, because then we had
to find one — I reckon we probably could have got
away with a game of 'invisible' frisby. A few
hundred or so shops later, we found one within our
price range (50p) and made our way back lour
miles to the beach. I reckoned it'd take everyone
about 10 minutes to realise just what a tedious
thing fnsby throwing is, but overestimated by a
factor of 10 or so. The petulance started almost
immediately. 'You're crap', -
T h e  w i n d  
b l e w  
i t  
o f f

course', 'I'm not going to get that', 'This frisby's no
good:, were familiar battle cries for as long as the
game lasted. Almost exactly 60 seconds after we'd
begun, an equine came into the equation. We all
stood around a small, circular piece of blue plastic
lying in what is best called a steaming mass.
wondenng about the sagacity of playing near the
donkey trail. No-one was too intent on rescuing the
frisby, and I thought that was that. Someone
suggested buying another frisby and was
comprehensively glowered at. Then, in a moment
of misunderstood sarcasm. I proposed a game of
French cricket. To my dismay this was heralded as
a cataclysmically brilliant idea and with a budget
we were off round the shops again_ Luckily, (for
me. anyway) E2 won't buy you even the most
pathetic cricket bat and ball, I tried to hide my grin
as we all sat on a wall outside Woolworth's,
pondering inflation and getting all morose about
how things had changed since we were kids.
Fish and Chips. It's got to be really. You may fancy
a pizza or a burger but you've got to have Fish and
Chips (and no, you can't have a pasty!). As an
extra special treat (and because we were all cold
and tired by now) we went to one of those places
where you sit down to eat your fish and chips_ The
one we discovered was called something really
witty — 'Seaside Plaice'. It was perfect — green

arid white plastic table-cloths, dirty cutlery, clogged
salt and pepper pots, food stained menus and a
waitress who exuded loathing for us tourists with a
reassuring intensity. The fish was full of bones, the
chips were cold, soggy and very artistically spread
across Ihe plate to give the impression that there
was more than half a dozen of them, There was
ample butter on the bread but unfortunately it only
covered a very small area and resisted all attempts
to spread it. Consequently we each got four
mouthfuls of dry bread and one sickening mouthful
of pure fat. The tea looked fairly nice but no-one
dared risk putting their lips to the mugs, not
knowing how close the nearest hospital was and
whether you could bleed to death through your lips.
Still, it made the cold world seem better when we
made it Out. Which. I'm sure, we only just managed
— the waitress was holding a large knife as we
paid the bill and there was a glazed look in her
eyes. We left a sizable tip bargaining on the fact
that we'd probably get Out alive as long as we ran
like hell whilst she fumbled around in the till.
In search of
amusement(s)...
To the beach or to the amusement arcade? It was
a tough decision — the beach was free and the
amusement arcade wasn't I t  started to spit so we
plumped for the amusement arcade. First port of
call for me was the Penny Falls — or the 'Pennies
Completely Defy Gravity', as they should be more
accurately named. Someone dragged me off then
when I started ranting and threatened to break into
another quid in my vain attempts to gel any to fall,
'Just one", I cned. 'If just one falls, s t o p .  They
move, why don't they fall?'. I'd barely taken two
steps away from the machine when there was an
amazing clatter, and I turned back stunned to see a
little old lady casually stuffing her pockets with the
pennies I'd been inadvertently priming for her. Bah.
Skeet shooting next. Ten pence to point a lump of
wood (that would almost resemble a shotgun if it
wasn't the cello tape and the 45 degree kink
halfway along) at a barely perceptible glow on a
section of cloth painted with green things which
were, presumably, meant to be trees. The large,
red LEDs seemed to indicate I'd scored 175 points
and, as a test. I parted with another lOp and
scored 175 without even lifting the gun. Hmmm. All
this time, calling to us silently but irresistibly, were
the bingo seats all down one wall. We knew that
the prizes were worth less than the entry charge,
we knew we had minimal chance against the
expert grannies. we even knew that Bingo was
probably the most facile form of entertainment
thought up since fish massaging, yet we couldn't
resist. 6 minutes 47 seconds later.„ who knows? I
may have won if I hadn't been looking at my
watch constantly. Afterwards, we were all 50p
worse off but quite relieved we didn't have to
spend the rest of the day carrying around a
brass flower vase that could single-handedly
spoil the decor of any room in any house on the
planet.
We left the arcade and with a deep regret (that
it hadn't happened much earlier?) we made our
way back to the car. We had a game of count-
he-coloured-cars which I — rather surprisingly
— won with dark grey, when several Panzer
divisions passed us going through the Mersey
7 u n n e l.

I went to bed tired but content (although I
couldn't tell you why) and started dreaming
about bits, bytes. pixels and the strange
inhabitants of Gotham City.
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After last month's
instalment, our Dutch
programming friends
experienced a few
problems. REMI (BUS
reports...

MIN: In the last issue of COMMODORE
FORCE you read about the teams Int
impressions of the Lemmings conversion
Everything was still going smoothly and
without any maim problems
You can probably already guess what I'm going to

say next maror
troubles! Basically.

Ographicer — b  1
P W e i  Eak — wasn't
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• ' o b .  You may have
NIP•  , • •  read or heard the
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about other potential
productions

• involving Alter
Developments
(110% called

• E i S E  Software
Company)
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such as Zoo/ and
Ttoddiers Well,

•  w e 'r e  still looking
for a company
interested in

MB •  p u b l i s h i n g
Zoog on the

• C 6 4 .  but
the problem

ei i n  question
\  wasTrodOlers.

At the Spnng ECTS
show in London. we
agreed to do Tiorkiless

I I f o r  The Sales Curve as
it was a Lemmings-

clone of .
,
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with Psygnosis to enable us to work on TrockNers9 A
representative of The Sales Curve promised to send
out a copy of the game, which we would use to make
a few small demos — as we did with Lemmings. But

The Sales Curve
• W W I  send us a

copy of
their

•

''51r•

•••• •  a •
game: several puzzled letters
and phone calls resulted in
complete nothingness. But we were
still interested in the game as we fell
had some potential. so. half a year later,
we decided to make a demo-version of a
five-level Amiga demo of the game A week
later we got up to 40 Troddlers walking around in a
very early version of the game. and then sent our
efforts to The Sales Curve. Their feelings on the
demo were included in a small letter that staled they
weren't interested with a C64 Troddiers prolect. but a

few phone calls later we knew better
.It seemed that another (Dutch) team

were also working on Tioddiets.
Thai team had already been

offered a
contract,
but if we

•
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could come up with a better version of
Troddlets than theirs — before they had

signed up — we could conceivably been given
the project However, the contract offered didn't give
us enough security to continue — even if we had
made a superior version in the short time scale
available, we d have only been paid royalties (a
percentage for each sold copy of the game) and no
advance. So we decided to drop the Tiodcgets
conversion
All vim interesting Isn't if ' But why all this in a
Lemmings chary? Well. we knew the other team and

guess who was doing the graphics for
Troldiers? Nikal Eijkl Not only did he snatch a

i co n ve rs io n  away from the company he worked
' =  f o r  (at that time still Alter Developments), he also

was working on another game while he should have
been working on Lemmings 4 I don't think anyone
could imagine how angry we were with Nikaj at that
finis! Our first intention was to completely abandon
Nikaj. not using any of his graphics and not paying
him a single dime.
But if we had done that. Lemmings would've been
delayed even further, so we decoded to use the
levels he'd already finished at that time, and divide
the rest of the graphics between several other
freelance graphicers. which seemed to work initially.
However, only two of the five new graphocers actually
did anything — namely Alain Jansen (intro graphics)

k  and Leon Van Rooy (level graphics) — so the
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Programming Th o ma s  Mittelmeyer
Music' J e r o e n  Tel

Graphics L e o n  Van Rooy
Intro Graphics A l a i n  Jansen
While we would have finished Lemmings 2-3 months
galore the official deadline we're currently a month

hind, but both ourselves and Psygnosis are both

• •  •

confident Mat we LI have Lemmings finished
in the very near future (and that's the VERY
near future. I hope) Enough stories (read:
excuses), let's hear what the team has to
say.
THOPAAS: This has been a relatively quiet
period for me. as I've had to wait for graphics which,
obviously, were delayed after the incident with Our
former graphicer. But don't think I didn't have to do
anything for ages. one of the first thongs I did was to -
improve my level editor. and It's now at its very best.
Now I can edit an average level in ten minutest But I
also improved my main routine several times in my
quest for extra memory — I'm always glad to get
some extra free bytes to fill up again.

Several extras I'd planned to include at the outset
of the project never got a chance to be featured For
example. when a Lemming explodes on the Amiga
till splat out in several points which fly through the
scenery (quote cool actually) In the beginning I
planned to include that, but, due to memory
restnctions. couldn't. I also discovered Lemmings
has an end-sequence a  picture of a Lemming
surrounded with pictures of DMA Design, the team
responsible for the original Lemmings on the Amiga
There was also a digitised sample of the team
clapping their hands and cheering about the fact that
you'd made it through all 120 levels, so that has to be
included as well...
A few weeks ago (at the time of writing). Greg
Duddk3 — the producer • •

1
,

from Psygnosis — came •  11
, 1
1 1
1 " ,

over to the Netherlands, so I 1 •
had to edit all 60 levels wed
finished at that time. You
see when I showed some
of them to Greg. it seemed
that I'd made a few

mistakes, as the Lemmings refused
to enter the exit, but saw it as just
another piece of the scenery.
Luckily. that only appeared in ten of
the 60 levels, as id worked
throughout the night to complete that
preview. At that meeting Rem' had
also brought along three tunes from
Jeroen for Lemmings. arid they

sounded brilliant
1 I  d o n ' t  
k n o w  
i f  
y o u '
v e

•ever heard the Amiga music, but it'
s  r a t h e r(read very) simplistic but Jeroen managed to add

something special to make it sound a lot better while
still keeping the cuteness necessary for Lemmings. I
can't wart to hear the rest. Well I'm off — I've just
noticed (yet) another bug...
LEON: When Rem' called me and asked if I'd like to
work on Lemmings. I was over the moon — things
had been a little quiet at the time. I was very happy to
do some game work again — especially as it was
Lemmings When I got the Amiga graphics and the
converted C64 ones. I immediately started work
To date, my favounte levels are the ones we named
'The Blue Levels', with their light. blue and fleshy
rose colour combinations These also feature the
green jelly (no, not the band!). which I've changed so
that they now. in my opinion, look even better than
the Amiga versKinl When I'm in a good mood
complete three levels a day. but believe me —
drawing the same kind of pictures day-in and day-out
soon becomes tedious. But stilt when the Lemmings
graphics tend to get on my nerves. I switch to
drawing something else. or thinking that every day
the completion of Lemmings draws nearer and
nearer.

Well, that's It for
Lemmings this month.
Jereon Tel was too busy
working on his new CD
(mentioned last issue) to
contribute to this issue's
diary — apparently, it's
going to be excellent.
That aside, there's great
news for mouse owners -
Lemmings will  be
compatible! According to
Remi, it  plays like a
dream using one,
although that's not to say
it doesn't work well with
your standard joystick.
Until next month, then...

•

•
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Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore
Commodore

C64 Repair El 9.99 C64 Power Pack E 1 9 . 7 5
C128/1541 Repair £40.00 C2N Datasette E29.99
64 Slimline Case E7.99 Parallel ConverterE 1 9 . 9 9
64 Mouse £14.99 Printer + Converter _El 49.99
Mini Office 2 El 7.75 C64 Manual £4.99
Sound Expander E9.99 Sound Studio E4.99
Chips R O A : 1641 l l  Drive £ 1 2 9 9 9
Reset Cartridge £6.99 100 x 5 1/4" Discs C 3 5 • 0 0

64 Power Supplies £ 1 8 . 9 9
64/128 Compatible Data Recorders E 1 8 . 9 9
Tape Head Alignment Kit E 8 . 5 0
Data Recorder Head Demagnetizers E 9 . 9 9
64 Light guns and games E 2 9 . 9 9
Light Pens & Software E 2 9 . 9 9
Replacement Data Recorder Plug & Lead E 5 . 9 9
64 Handbooks E 4 . 9 9
RI'. leads E 3 . 9 9
64C Modulators E 1 9 . 9 9
Printer/Disc Drive Lead E 5 . 9 9
Colour Monitor Leads t 8 PIN DIN to 3 Phono) E 6 . 9 9

Prices include VAT, postage and packing

All orders sent by return: ChequeNisa/Access/PO's
Trading Post, Victoria Road,
Shifnal, Shropshire TF11 8AF '
d a d ,Tel/Fax (0952) 462135

REPAIRS AND SPARES

For a speedy repair send computer + covering letter. 3  month
warranty included. To  order any of the above send a cheque

or PO or phone credit card number.
V I S A  O m n i d a l e  supplies, (Dept CF), 23 Curzon

Street. Derby, DEI 2ES. Te l  0332 291219

ACEBES

3
0
9
5
5
0
8 
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R
E
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T  A l l  Prices
Inc V AT

PAP P m"
in UK

srv-mirt A ofma
C 6 4  C A S S E T T E S
1  r , 1 , , v i g 2 i
l
d r

Badlands N i g h t b r e e c t  S k a t e  Wars
Cyberball P a r a t a x  S p y  Who Loved Me
Dragon Spirit P u l l y s  Saga S t u n  RunnerTeenage Mutant Turtles 2
Driller P u z z n i c  V i n d i c a t o r s
Gemini WingR o b o t  Masters T h e  Vindicator
Klax S a l a m a n d e r  X y b o t s

Any Film for  £ 4 . 9 9  (whi l st stocks lost)
Any Ton for  £ 6 . 9 9

C 6 4  C A R T R I D G E S  .
Toki

Robocop 3 o n l y  C8.9c
only £8.99

Battle Command o n l y  £8.99
Navy Seals o n l y  £8.99

Shadow of the Beast  o n l y  £8.99
Chase HQ 2 o n l y  £8.99

Buy Any Two and Choose Ono ' remain
ortIAME
ADDRESS
POSTCODE T E L E P H O N E
ITEM  C R E D I T  CARD NO:
ITEM 1  1  L I E D
ITEM
ITEM

ALL PRICES INC VAT  1  TEL. 0908 379550 MAKE CHEQUESTOTAL . . . . . . . . . . . . . . ! PAYABLE TO: DIRECT SOFTWARE LTD.
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FORCE1

CARD EXPIRY DATE:
SIGNATURE:

IL
- Britain's Leading C64 PD Supplier - 4mv

WE STOCK ONLY THE VERY BEST PD FOR THE CBM 64 INCLUDING MUSIC AND GRAPHIC DEMONSTRATIONS. UTILITIES. PD GAMES AND
MUCH MORE! NO T ONLY DO WE SUPPLY THE LATEST RELEASES BUT WE ALSO STOCK MANY OF THE CLASSIC GOLDEN-OLDIE DEMOS!
YOU ARE ENTITLED TO A • FREE DISK OF YOUR CHOICE WITH YOUR FIRST ORDER!

WE DON'T JUST CATER FOR DISK USERS EITHER. NOW TAPE USERS CAN GET IN ON THE ACTION By CHECKING OUT THE NEW TOPE
RANGE' WHICH COMPRISES OF SEVERAL 90-MINUTE CASSETTE COMPILATION TAPES BURSTING AT THE SPOOLS WITH THE HOTTEST
PUBLIC DOMAIN SOFTWARE CURRENTLY AVAILABLE!

AS WELL AS SUPPLYING PD SOFTWARE. BINARY ZONE HAS ALSO RELEASED THE AUDIO RANGE W E  HAVE PRODUCED TWO 90
MINUTE CASSETTES CONTAINING THE BEST PD MUSIC FROM BOTH THE CBM 64 AND AMIGA!

FOR MORE DETAILS SIMPLY WRITE DOWN YOUR NAME AND ADDRESS AND SEND IT ALONG TO THE USUAL BINARY ZONE PD
ADDRESS WITH TWO 'FIRST CLASS STOMPS•TO COVER PRINTING fi  POSTAGE.

PLEASE MAKE SURE YOU STATE WHETHER you ARE INTERESTED IN A *TAPE CATALOGUE* OR A 'DISK CATALOGUE • SO YOU RECEIVE
THE CORRECT ONE. DETAILS OF THE AUDIO RANGE ARE CONTAINED IN BOTH CATALOGUES.

PD GlIMES - IIIPE ONLY E6.00
CAN'T WAIT TO TRY SOME PD SOFTWARE? THEN WHY NOT GRAB A COPY OF THE POPULAR •PD GAMES TOPE*1 SEND EITHER A
CHEQUE OR POSTAL ORDER MADE PAYABLE TO BINARY ZONE PD FOR ONLY E6 .00  AND YOU WILL BE SENT THIS EXCELLENT
COMPILATION OF WELL OVER 30 CLASSIC PD GAMES. (POSTAGE AND PACKING COSTS ARE INCLUDED IN THE PRICE!)

' 4  BINARY ZONE PD
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Hello everyone. Ws a
sun-bathed Ludlow from
which I ply my trade this
month. I, Lloyd Mangrom,
do solemnly acknowledge
that summer is once
again upon us, bringing
with it all that is
normally associated with
the holiday season.
Unfortunately the
growing feud between
Chris and Miles over
who's the rightful Tipster
is creating an
uncomfortable
atmosphere. We await
further developments.

HEAL THE WORLD
Dear Lloyd,

This is the first time I've sent you a letter but I
wanit to send a message to the C64 users all over
the world and the software houses: We love Our
C64•• Stop trying to kill it off, because the C64 is
the most popular computer in the world.

COMMODORE FORCE, continue your Ob. We
are proud for you. I have almost 1000 games and
utilities•
HaralkIrldkidls Korulihos. Thessalenkl,
Greece

•  Hands across the
ocean and all that. The
Connmodore will keep on
going as long as there's
people around to
support it. We don't get
all that many letters from
the 'land of the Gods. so
keep carrying the flag
for cis over your way,
will you?
LAI

MORK AND MIDI
Dear LM,

Recently, I bought a C64 — and what a
bargain it was tool

After years of craving for one (and having a go
on a friend's machine), I finally got some dosh
together — to and behold. I got a C64 and 70
games for £65 (if I was an unwell person, I would
have just bought one game for a Nintendo).

I started getting your mag around May and I'd
say its spot on. Being new to the computer
scene, it's helped me loads to buy the best
games; I've had a great time with such games as
Flimbo's Quest. Rodiand. and Creatures, to
name but a few — you know your stuff. I'm also
enjoying Back To The Feature — it's nice to see
those good old games of yester-year.

I'm a musical person and make up lots of
different tunes. and I fancy trying to do music for
computer games. I've got a keyboard with MIDI
capabilities, but could you tell me what
equipment I'd need to program music for the
CM? My knowledge of programming is zero.

Datel offer a C64 compatible mid i interface
— see their advertisement elsewhere this ish.
They'll be able to tell you what you want to
know.

Is Sensible Soccer going to be released on the
C64?

Now let's nip this little line of questioning in
the bud. Sensible Soccer is NOT going to
appear on the C64, did everyone hear that?
Good.
Matt Barron, Benwell, Newcastle

•  Congrats on resisting the hype and going
for a friendly old C64. To get maximum

enjoyment from it. be
sure to keep reading

COMMODORE
FORCE — we're all
professionals here,

with years of gaming
behind us. When it

comes to rating games.
you'd be hard-pushed

to find a more
accurate team.
As for Back To

The Feature; well
it's proving to be

LITE

one of the most popular
sections ever. Thanks go to
James for that one 'cos it
was his idea. (Okay Lloyd,

give
you the fiver later -
James).
MIA

near toy r i
Firstly I would like to say how great

COMMODORE FORCE is, especially 'Back
To The Feature'. I've owned my C64 for
about eight years now, and unfortunately
have to agree about the low availability of
most games. I was fortunate to pick up lots
of old games from boot sales and second-
hand shops. so I would urge people to visit
them. But (this is where I beg), although I
got Jet Set Willy for 50p. and The Fourth
Protocol tor 10p, they don't have the
necessary codes, and instructions to play
them — could you or your zillions of readers
possibly help?

Also. I've been trying to buy The Bard's
Tale 2 and 3 but Software City said it would
be hard to obtain them — even from
Electronic Arts (the original publishers —
Ed) Could you please print EA's address?
Paul Mullen, Clydebank,
Glasgow.

•  Unfortunately, copyright laws mean it's
Impossible to send you the instructions
for the games you required. As for the
Bard's Tale games. Electronic Arts can be
contacted at: 90 Heron Drive, Langley,
Berkshire SL3 8XP. Good luck!
1.1%
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LETTERSI
BACK ON TRACK
Dear Lloyd-type personage.

Having read ZZAPI since Issue Four I've seen
a lot of change in the magazine. While it has
been through many a bad patch, it's now almost
out of it's worst quality decline. I did think this was
the inevitable end of the C64 era, but it seems I
was wrong. While new releases are scarce,
you've shown there's life in the old girl yet with
the more technical side of computing being
shown — the German hard drive sounds good.
Public Domain and the features on the classics
from the Commodore's gaming heyday also help
make the magazine better. Keep these
improvements coming. The mag isn't as
humorous now as it was with 'Kool' Maff, 'Mad'
Kati, 'Blubbery' Gordo and 'Crap at games' Paul,
but it is getting more interesting to read than it
was under (Fnarl) Miss Whiplash.

While games quality seems to be in decline, its
actually improving — ifs lust that us veterans
have seen most gamestyles a hundred times,
and no longer find them so addictive or fresh as
the old 'classics' of yester-year. Forgive us our
rose-tinted spectacles. Lloyd. but then you're
antediluvian (look it up in the LMLWD) enough to
understand, surely...

Why don't you reprint an issue worth of old tips
and cheats each month, or at least repeal the tips
for classics such as Impossible Mission, Rankle
etc.

I know from your reply to the occasional
requests that re-printing old issues would be very
costly, but how about if you get letter writers to
vote for those they want printed — say they
choose five of the old ZZAPs, from a list with
contents to the first thirty or so issues. If you do
this then my votes would go to issues One, Two,
Three, Seven and Nine.
Someone, Sonseconoty, Some town

• I 'm glad you like the mag, but 'not as
humorous'...?

With regard to the covertapes — I don't
think there can be any doubt that we're now
providing some of the hottest freebies ever

"NE'S STORY
Greetings. Lloyd, from the Zarbon Nebula

I'm afraid this is a letter of complaint.
Only yesterday I was zooming across
the space-time continium to Earth to
buy my July issue of the lab
COMMODORE FORCE. Once I'd arrived, I
discovered it had gone up to £400 in the
beautiful Emerald Isle of Ireland (that's where
my space ship landed). How can people (or
even a Zartioni, like me) afford that?

Please print this letter or I'll get my mates
the Daleks after you'
Shone Storey, k i i re e ,  Za rbe n.

e You're lucky — the normal exchange
rate of one Zarbon Krabbit is roughly
equivalent to 0.08 pence sterling. This
means that, with the current state of the
economy, you paid a fraction of the
standard going rate (less taxable duty) for
the edition (eh? — Ed). By the way, If the
Daleks couldn't defeat Jon Pertwee, I doubt
their skills somewhat.
LM
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Dear Commodore Force
I've got an Amiga 500 (one

, meg) and I've wntlen to ask if I
Bend Commodore tapes off the front
of the magazine, will you send me

Amiga disks back? If so. will I have
to pay and if I do. please say how
much
Andre w Mc Na i r ,

Northe Dorton,  Nor th
Yorkshire

•  Andy, Andy. Andy — it seems we
have something of a misunderstanding

here. This is a Commodore 64
magazine. That means, in laymans terms, that we

cater for Commodore 64 users. By strange coincidence, the
covertape games are also designed for Commodore 64's. If you wish to

experience the delights they carry, you need a Commodore 64. In the meantime,
have six of the best from this month's rancid fish.

(cue self-congratulatory smile).
I'm afraid re-printing old i55ues

wouldn't be financially viable. As for re-
printing tips — we prefer to provide for
the majority. Most C64 users these days
don't own games featured in the really
early issues of ZZAPI, but if were led to
believe otherwise (le I receive loads of
mail informing me how wrong I am) then
we'll happil provide.
Ltd

ALTERNATIVE VERSE
Dear Lloyd.

I've a little poem for you:
Ham and eggs. lust don't compare
To the goldfish I won down the fair
And la de daaa, oh de de de
What an opportune end to my poetry
It's a great bit of verse, that. I know it's not

sophisticated — apparently, rhyming poetry isn't so coo
any more — but I suppose it makes a change to
moaning about consoles. God, those awful moaning
minnies: I'd rather eat my boxer shorts that sink down tc
their level. Anyway, some questions:

1) Why are consoles so useless?
2) Why are console carts so expensive?
I wonder if my pants would taste better with salt and

pepper or not Oh well, goodbye
Poet Breath, Button Bridge, Kinle t

A MEAGRE TEAM

•  Chris reckons Ketchup would go down well with
them. but Miles is a Mayo man, and as such has
recommended that. Me? Well. I wear underwear but
I've not yet had the urge to consume it. Bananas.
on the other hand — now there's a foodstuff
LM

Dear Lloyd,
Recently, I was flicking through the computer

magazines in a book store, when my gaze tell
upon AMIGA FORCE, sister mag of our favourite
rnedium for all things Commodore, It was while
,
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t'lat I noticed, with few exceptions, the



'ALL ABOUT ME
Dear Sir/Madam

I would like to congratulate you on the
best magazine in the whole universe.

I would also like to say that I'm glad I've
got a C64, the only thing going against it is
the time it takes to load (but I'm getting a
disk drive to speed things up),

I'm annoyed with Ocean giving up on the
Commodore and cartridges. I have five
carts: Terminator 2, Robocop 2, Navy
Seals, Shadow of the Beast and Battle
Command. None of these are particularly
good.

I got my Commodore for Christmas *91
arter originally asking tor a Sega (.iame
Gear. I didn't know a thing about the C64 —
in tact, I hadn't even heard of il before! I'm
glad I didn't get a Game Gear, though.
because they're a rip-off. I used to have a
Spectrum (don't laugh!) but now my sister
uses it.

I've been getting every issue since ZZAPI
64 Issue 85. lo o k around my nearest
newsagents to find it.

The only hardware I have is my C64, an
Action Replay cart and datasette. After that
long, boring letter (Boring? Nonsense —
L.M) I've some questions for you.

1) Have you got an idea what Alien 3 is
going to be like on the CM? I've played it
on a Mega Drive and SNES and its brilliant,

CM Alien 3 will be close (if not
identical) to the Mega Drive version In
terms of design.

2) I've played on an Amiga and would like
to buy one — do you think I should get one
instead of a disk drive?

What sort of question is that to ask a C64
mag?
Kovin Johnson, lomford, Isson

It's a shame about the failure of C64
cartridges but I can't agree with your
opinion on Battle Command, Robocop 2
and Navy Seals — but suppose it's all
down to personal taste really. Still, the
powers that be lay down the law, and all
we mere mortals can do Is put up with it.
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COMMODORE FORCE team is identical to the
AMIGA FORCE team.

Has this been the way since AMIGA FORCEss
launch? I remember in ZZAPI the crew complained
of not having enough time in the month to prepare
the magazine — so how on earth do you manage
to put together two magazines now? Excessive
amounts of caffeine? By the way, I didn't get a
Chance to look at the letters pages. but are you
answenng all things Amiga too?

Now some questions:
1) What on earth has happened to Brides of

Dracula? Did it run into licensing problems with the
recent film or is it being touched up to be released
as a film licence?

The project was scrapped when someone
realised the game was looking decidedly nail.

2) Will Phil be making a cameo return for the
Microprose Soccer Challenge?

We asked him, but he scuffled off muttering
something about a groin strain. Hmm...

3) Any chance of an ABC sales figure? The last

WHERE ARE THEY
NOW?
Dear Lloyd.

Back To The Feature is an excellent idea.
Missed eighteen month's worth of issues — around
the end of 1990 — and a complete year-by-year
index would be brilliant (if ya fancy doing one). I've
learnt my lesson this time though; I'm subscribing!

I agree with John Kavanagh (Issue Six), though;
I think the '64 still has a fair chance if the larger
companies gave NEW cartridge-based games
continued support. They're now here for the THIRD
time and STILL haven't been established firmly —
only Ocean has pushed them and now it seems
they're just content to release normal games while
programming the big Christmas releases (if there's
going to be any!)

The blame must also he with the big loss of •
creative programmers such as
Andy Braybrook, Archer
Maclean, Martin Walker, Paul
Woakes and others too
numerous to mention (at least
Chris Butler and the Darling
brothers are still here). Right
now, programmers are either
cutting their teeth with their
games, or wasting time
trying to outdo Mega Drive
software with more and more
cute shoot-'em-ups. The
Creatures games were
brilliant but enough is
enough: that genre is too
easy to get sick of We
should be looking at brilliant
'64-style games. By that, I
mean forgetting other
machines and
seeing what can
be done within
the limits of the C64.
I'm thinking of Psi Warrior.
Paradroid, Undium,
Shadow Fire, Turrican 1 and 2,
all of which started life on the humble '64 but (in
some cases) have now been converted UP to
more powerful machines (Armalyte was derivative
but wiped the floor with the licensed A- Type!)

one printed in ZZAP! was blanked out!
Stay tuned.
4) How about nudging one of the major

companies to buy the licence to produce a
Crystal Maze game. perhaps a cross between
the Epyx sims and Fun Schoch!

The Commodore version could be a blast on
cartndge.

We can only hope...
5) Oil Frey will be pleased to hear that his

Street Fighter 2 cover was featured briefly on an
Irish programme about computer games. I don't
think the CM has had this much exposure since
Ms Whittaker ou(r)st forward from that Barbarian
advert (nudge, nudge, wink, wink
knosNorramean, say-no-more).

Also, Oh, congratulations on the marvellous
artwork for Issue Six).

Veep, nice one Oli.
6) If that really is you and not Steve Shields

with a paper bag on his head? Why isn't your
name on the list of staff writers? What with that

One of the best examples is the first Speedball
on the Amiga. The arena was so large and players
were so spread out that the game may as well
have been an ice-skating simulation. On the
humble '64 the players and court were no longer
than three screens and what did you get? Fast,
exciting action and a bitterly competitive game, in a
single speedy load, surpassing the much improved
Amiga Speedball 2 by 2-3 years!

I'm sick of cutesy crap; there's already too much
on the MD arid let's not overrun the '64 with
Seymour and Dizzy without a good balance of
more ambitious software
konnotb Notary, Issflold, Middlosex

•  Unfortunately, the green grass of
hulking great profit margins is

tempting top programmers away
to pastures grazed by flocks of

consoles. What's left
however, is a great
opportunity for new talent
to emerge with huge
ready-made user base for
support.

LAI

and the buttons they pay you — you should join
a union'

I'd have a little glance at that list if I were
you.

Thanks for the five pages of letter-bliss in
COMMODORE FORCE Issue Six. Here's to
many more months of curious queries, unusual
anecdotes arid Wet Kippers
Dosok Scully, The Bonnod Brain,
itoheny, Dublin 1 $

to Their secret's out! The COMMODORE
FORCE gang do supplement their meagre
incomes by moonlighting on AMIGA FORCE,
but it's for purely fiscal reasons — honest!
And they're such busy, workaholic beavers
it's untrue. As for the letters. AMIGA FORCE
mail is dealt with by none other than Phil
King. For your investigative work beyond
the call of duty, a mystery prize (there it is
again!) is winging its merry way to you.
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Dear Lloyd.
Having been around on the computer

scene since the 'good old days', I've
been through just about everything from
the Electron to the SNES But after a
long stay in the wilderness. I've returned
to the machines that gave me the most
pleasure — the C64 and Amiga

II seems all the mags these days (for
the console generation) are written by
kids, for kids. How long can the C64
survive in this monopolising. console-
mad industry? At least it's good to see a
well•wriften and genuinely funny mag
appearing. your bag back on its letters
page and superb Oh i Frey artwork (in my
opinion the best bits of CRASH and
ZZAP
1
). 
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based comic strip like Jetman (the other
best bit of CRASH).

Yes. I know I'm just on a sad
nostalgia trip, but it looks as though
those 'good old days' are a n d
truly gone
S Brea ley, Be e s ton,  Notts

•  It's true that things have changed.
but you have to move with the times.
CRASH and ZZAP! belong to a
different era: in their heyday. home
computing was still very much in its
infancy. Today. the video games
industry has a far higher profile and
Involves incredible amounts of cash.
COMMODORE FORCE strives to
maintain the traditions of its
illustrious predecessors while
retaining its own identity. What would
it be like if things hadn't progressed?
Jet Set Willy I I  perhaps? Hmohl
LIIII
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Can you remember Mathew Writhers in Letters
ssue 6 pointing out how great the C64 is?

He s buying a SNES — Mathew is a traitor!
Shane Wi l l i a m Ba rre t

We ve got your number, Writhers — be
warned!

The surrealism doesn't suit vou and it isn't
funny
.Neviikt Key, Huntingdon

'Funny' is a limited notion of which few
but the most enlightened have more than a
beans prout to a lettuce (Pardon? — Prod
Ed).

Lloyd. this has been puzzling me for some
time — are you wearing any underpants? I'd
realty like to know
.I ml y n Wi l l ia ms ,  Southe nd.

I wear a paper bag to conceal my
features, and a paper bag to hide my face.

So another batch of  letters takes a fi nal
bow as that big old curtain comes down
on my pages once mom. A  large portion
of thanks go to all  who' ve taken the time
to write in. To share your opinions, and
perhaps win that elusive mystery prize,
bring pen into contact with paper  and

address the result to:
Mangram's Mailbag,
COMMODORE FORCE,
Impact Magaz ines,
Ludlow, Shropshire
SY8 1JW.

Till next month...
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BUT WHAT ABOUT
THE SID CHIP?
Dear Mr Lloyd.

I've been rather confused lately about your
magazine. I've been buying it since the very first
issue and been reading each from cover to cover, It
is only recently, however. that I realised your
magazine concerns a computer. I was under the
impression that it was a monthly publication for fans
of the esteemed musical group the Commodores. I
was amazed when I picked up Issue One; I couldn't
believe someone had actually seen sense and
produced a magazine for the finest artists yet — or
So I thought. I was under the impression that
Lemmings (on the front cover) was some new song
the Commodores were working on. Imagine my
dismay when not one article in the entire mag was
about the band. As for the poster — I was
devastated, no group poses or anything! I believe
yrou have a responsibility to the public and that the
Me COMMODORE FORCE is very misleading.
Ilherefore, I propose you change the name to 'THIS
IS FOR USERS OF THE COMMODORE '64
HOME COMPUTER'. As for FORCE, where did
that come from? Are you related to Parcel
Porce? My nephew works for them. Perhaps you
know him?

Please, even if you don't give lull coverage to the-imi
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Commodores, could
you include a pull-out
special on them?
Peter Lush,
Planet Dis tant

•  You mean it's not a
magazine dedicated
to the Commodores?
Oh no — I've been
duped. I should never
have trusted that
dratted Hayward and
his cunning ways.
Oooh. I'm so angry I
could spit.
wondered why
people spent so
much time playing
games in the office.
Lh1
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zal COMMODORE C64 REPAIRS Just E29.00 inc

Software (Disk OR Tape) E24•99
064 Replacement Keyboard

3  if

064/128 Mouse & Mat
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Software (Disk OR Tape) E24•99
064 Replacement Keyboard E19,95
064/128 Mouse & Mat el 7,99
C16144 Joystick Adaptor C8.99

064 Compatible Printer 1149_95
064/128 Cassette Unit E19_95
064 Power Unit E19_75

• Commodore registered.
• Over 10 years experience with commodore

computers.
• 20 qualified technician engineers at your

disposal.
• We will undertake to repair your

Commodore 64 computer for just E29.00
including parts, labour. V.A.T. and post and
packing.

• Fastest possible repair time.
• Prices include full service check, overhaul

and soak-test.
• All repairs covered by a 90 day warranty.
• Repairs also undertaken on 1541,C16, C+4,C128

Computers

1a
7 I1.

I 81
1 3

I I I

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

If you require courier to your door, please add E5, else your
computer will be sent back by contract parcel post/white arrow.

WTS Electronics Ltd, Studio Master House,
Chau! End Lane, Luton, Beds LU4 8EZ

(0582) 491949 - (6 lines)
C FORCE

WTS m o w *  dm NEM to m e w  machoops Thal et out Oproan ere legend namonabm roee,.1D0 Cense apo.osi

C64 TAPE LOADING PROBLEMS?
Have you ever purchased a game only to find it won't load! The most
common reason for loading difficulties is caused by the tape head being out
of alignment
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 may be carried out in minutes!
The kit contains:- AZIMUTH TAPE ALIGNMENT CASSETTE, SPECIAL
AZIMUTH SCREWDRIVER PLUS FULL INSTRUCTIONS.

Alignment kits also available for Amstrad CPC 464, and Spectrum +2/+2A
Computers, Please state which computer when ordering!

Price: E9.99 inc. Postage & packing and VAT
All  orders  s ent  by  ret urn Cheque / V i s a / Ac c es s

T R A D I N G  P O S T .  V i c t or i a  R o a d .
S hi t na l ,  S hr ops hi r e .  TF1 1  8 A F

Te l / Fa x :  ( 0 9 5 2 )  4 6 2 1 3 5

S PA R E S  &  R E PA I R S
064/1541 II & Software E 1 7 4 _ 9 9
1541 II Disk Drive & Softwere 1139_99

Mini Office II(64)(Disk OR Tepo),E1 7_50
C64 Reset Cartridge E 6 • 9 9
User Manual (64 OR 154111) £ 5 . 9 9
Oust Cover (64 Oki Shape OR 64C)15.99
CM Serial Lead C 5 _ 9 9
CBM Chips / Punter Ribbon, P . O . A.
Centronics Interlace plus Support

Monitor Lead (Scan OR 3 Phono)16.99
All price s inchade VAT  and P&P •  Orde rs
by che que  or PO only E l  Se nd an SAE for

full price list

REPAIRS:
C64 E 2 6  inc
C+4, Cie £ 3 0  Inc
1541 DD t 4 0  Inc
C128 1 4 5  Inc
Send n a d irs arty p r o g r a m  Inuit
daealption old your Isispoons Nurrtia,
Ko a la  •  Flearn ha ta ro il h a ile d  •  Patii*elly
AS hotas tamoicird •  3  mcrilh ve nom •
Lareapalrable machine* (*Waned valal aul refund

OASIS (Dept 46)
14 Ridgeway Rd
Salisbury
Wiltshire
SP1 38U
Tel:(0722) 335061

OASIS
COMPUTER SERVICES
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After noting critisism of  his init ial version of Sceptre of
Baghdad, Jon Wells decided to remix and improve it .
However, in a strange marketing move, he forgot to add
emphasis to the t it le by putting 'Turbo'  or  'Championship
Edition' af ter  it  (as with Street Fighter 2) .  I t  worked for
Capcom, so why not Psytronik? Can this version survive
without it? JAMES 'SHEIK IT'  PRICE tells all .
•  Psytrenik, 1E3,00
Cassette/Disk
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'Playability must shine through' he wisely
is so old-fashioned Storylines have c o m m e n t e d  'and yes, you know what s coming
matured so much of late, the basic, almost n e x t  — the playability is quite sad'.

naive natures of the mid-eighti( s scenarios are M i l e s  pretty much echoed the erstwhile Mr
almost embarrassing in this thr age of the H a y w a r d ' s  moans 'Some of the pezzles are tar too
sophisticated computer or console ii.,er -)Lt'lTtl..., o b s c u r e  he wailed, before adding Lateral thinking
story is almost — but not quite I'll add — a i  . .  h e t  c'mon, some r,t Hur, is richoulotr.'
welcome breath of fresh air and-a reminder ot H e  did however, close his comment on a slightly
days when games were home grown nnd shrts p o s i t i v e  note Still dear colourful graphics
stocked games with photocopied paper inlays n d  excellent ,
O U n c l ,  r V
,  S c e p t r e  a  
m i l d l y

Even Lloyd left his typewriter to per itse Sceptre e n j o y a b l e  wander'.
and its manual, the entire office population T h e  problem, you see. is that Sceptre is a
(including the AMIGA FORCE egileinal team) took c onv e r s i on  of an old Spectrum budgetpme
Me lime to participate in a small nostalgia trip. Ahh, r e l e a s e d  way back in 1987. In esiante. its original
those were the days. eh' d e s i g n  is its downfall as, competed with recent
Basically, the game s (photocopied. sob) inlay r e l e a s e s  such as Sleepwalker. Trails and
describes how it was the first day of the year. The L i v e r p o o l .  it's a dated affair. It has to he said that
beloved Caliph had to ahoy. the 'sacred sceptre' to a s  a conversion, it's excellent — pretty much .
massed crowds to prove h,... right to rule (while e v e r y t h i n g  from the original is included — and all'
raking it in on the live TV itrik-up royalties. I'll I n - a l L  it's a fair piece of coding.
wager) Disaster struck vitten the Caliph awoke I ' v e  no doubt you're wondering whv we re
that morning to find he rt shrunk and his palace r e v i e w i n g  this again. Well, it's simpir Sceptre's
was full of demons Att. r speaking to the genie in c h a n g e d  Jon Wells (the programn •  i decried to
his magic lamp the C-i ph discovered an evil t w e a k  the game. change the graphics in places
wizard had clone this tri try and prevent the a n d  generally spruce Sceptre up n bit The linal
afternoon celebrations, in an attempt to become v e r s i o n  to hit the metaphorical streets is a much-
the Caliph himself' i m p r o v e d  outing, with graphical tweaks (the main
Sceptres an arcade adventure of the puzzle- s p r i t e ' s  different, for example). new puzzles instead
solving variety Various objects can be collected o f  the obscure old and a more realistic difficulty
while exploring Its flick-screen map: these in turn l e v e l .  Rather that simply avoiding assailants the
can be used in conjunction with other items or C a l i p h  can now dispatch the-
,.  w i t h  a  w e l l - a i m e dutilised or a  specific screen. The palace is also lull s h o t  from his newly-acquired weapon (mentioned
of clang'
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levels Uritoke in his first appearance. he's far from c l e a r e d  screen, but ya cavil have everything, can
defericeiess — a stab of the tire button results in a y a
9fain,- - ‘fective shot across the screen This can be S o .  I suppose a summary is in order BasirAlly
.uSerl 'u clear the halls. but should the Caliph leave S c e p t r e  still isn't ground-hreaking in any way shape
the 4.creen and re-enter, the demons will be back in o r  form. I felt the Spectrum version was dated when

it was first celeased. and Oat was

Justified and
ancient'?
Originally penned for release by the now-defunct
Affantle label, Sceptre of Baghdad is Welty

rough Psytroolavailable ,  - -  details on whom are
elsewhere Its review byertris anu Miles in
COMMODr,PF Fr.)RCE Is -
r i sue ,
e - 4  p o
i
n t .

 1 1
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series of flaws that almost killed its potential The
sound's nothing short of astounding' enthused
Chns. but of the gameplay he was lir.s than happy
.

over six years ago! Neveiheless
Psytronik's first release still has
its fair share of charm, e-el is an
appealing platform romp. liist
don't expect the earth...

•  Sceptre seems to have
been bouncing around In

v a r i ous  g u i s e s  f o r  a e o n s  n o w  -  y e t
another 'souped up' version throws
itself ple a dingly  I n t o  o u r  l a ps .
Unfortunately it still manages to miss
the mark in much the  same way as
before, It's too small, puzzles are still
unsatisfactory in their structure and
consequently completion of a section
gives m or e  a  sense  o f  re l ie f tha n
satisfaction. Cosmetic changes consist
of improved sound and a new main sprite
that's actually far less attractive
than the original. Even so, you
might like it i f you're utterly
Dizzy wizzy ,  b u t  i t s  v e ry
dated fare.

n o w  = P O  N O W  NIPINr a l low
•  ••• •  ••• •••••••0 6 4  * o .
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•  Above: A daring leap by •
Note  the  comanding posture, the  air of a
leader, th• . . .  okay, We 're  taking the
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•  PRESENTATION •
INTRO AND END
SEQUENCE, OPTION
SCREENS.
•  GRAPHICS •
GREAT
SACIEGROUNDS,
AVERAGE SPRITES
•  SOUND •
MUM-WORTHY AND
WELL THOUGHT-
OUT
•  NOMIABILITY •
THIS GAME IS
INITIALLY
PLEASING
•  LASTAIDIUTY •
ONE RESTART
POINT, REPETITIVE
PUZZLIS
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•  The  scrol l .
As far  as w e
coul d see,
ther e's no
use for  thi s.
Ar e w e
wr ong?

•  A typi cal
demon.
These  can be
avoi ded or ,
even better ,
shot.  Pave
some,  Mr
N o o n &
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DUSTER B R I J / L O R D

•  The  Cal i ph.
He 's  c ha nge d
fr om be i ng a
fat  t ur ba n
dude ,  t o a
thi n t ur ba n
dude .  Not
t ha t  i t
c ha nge s
m u c h . -

S o, after reading all this, you'll be wonderinghow you can get your hands on Sceptre.
Well, don't bother popping down to your local
computer emponum — you've got no chance
of finding it there. Instead, send a
cheque/postal order made payable to Psytrcmik
Software to 34 Portland Road, Drodwich.
Worcestershire WR9 70W. remembering to
specify whether you'd like Sceptre on cassette
or disk Okay?
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The loss of a
childhood is never
easy to come to
terms with, and
flying is lust as
disorientating.
JAMES 'TWINKLING
BELL' PRICE leaps
from a  window and
tries to grow up...

hen I was younger, I always wanted to
be 'older*. I'd look at grown-ups and it'd
always seem as if they knew what to do

in any given scenario. I doubt I'd have been in such
a hurry to mature it I'd known how complicated
things would become, and that my adult life (or at
least to date) would be a constant tale of ad-
libbing.

However, Peter Pan was the boy who never
grew up. No longing for parties, relationships and
other assorted adult madness for him; he was quite
content in Never Never Land. Or at

nt a n d
colourful graphics definitely
make Hook something special,
but as James said, the multiload is a
killer. Ha v i ng t o  re loa d s e c tions
becomes quite arduous, especially if
you've slogged away to reach later
levels.

The animation of Pan is also crude,
as if rigor mortis has just set in. His
fighting technique is just as dismal —
his arm feebly extends clutching what's
suppesed to be a sword. On a high note
(a D major I reckon), enemies are nice
and varied: monkeys throw bananas,
snakes rasp Out from trees, making
exploration a  little more interesting. At
the end of the day it's up to you. If you
like pla tform ga me s  b u t  ha v e  a n
aversion to multiloads you're
In a bit of a fix, but as far as
I'm concerned: he who waits, r
plays a good game.

least, so it seemed. Stephen
Spielberg's disastrous
continuation of Pan's story was a
box-office flop; it also saw an
aged, yuppie Pan, living a normal
human life (whatever that may
be). Hook's C64 manual is
particularly brief in its telling of the
plot. It reads (in its entirety) as
follows: 'Peter Banning is a
respectable, hard-working married
man with two children — but he is a man with a
long-forgotten past which has come back to haunt
him... he was Peter Pant'. It
continues: 'Peter Banning's
children have been kidnapped
by his old adversary, Captain
Hook and Peter must travel to
Neverland to rescue them and
recapture his lost youth along the
way' Fairly basic stuff, yes?

Well that's padded the review out
a bit — perhaps I'd better say something
about the game. Hook on the '64 is a multi-
level affair with many varied gamestyles For

example, there are beat-'em-up



•  Whi l e  t he
pl a t for m may l ook
safe,  i t s i nks w he n
j um pe d upon.

•  P.
PACKED
WITH
DETAIL
•
WILL-DEFINED
AND
COLOURFUL
•  •
MILDLY IRRITATING
TUNES AND
WHISTLES
•
INTERESTING
AND
ENJOYABLE
IN
LOTS TO
SEE AND
DO

sections, an
into-the-
screen flying
level and a
large amount
of platform
collect-'em-
up areas_
Hook's

presentation is excellent, the
graphics well-defined and colourful (in a carloony
sort ol way). Even the cheery but irritating tunes
don't agitate to the extent that speakers are
smashed and volume switches tweaked in an 'off'

lasnion.

fOUsulti-
avoid
k...

Hook, line, andsinker
Platform sections are the game's
main element. Wandering around
the bnght levels, there are
vanous obiects to be collected
before Pan can make his way to
the exit and indeed, exit. In-
keeping with tradition, progress

is hindered by assorted nestles, contact with which
drains Pans limited energy supply. However, he's
an agile sprite, capable of leaping from ladder to
platform to rope with the greatest of ease. The
swimming areas see Pan — predictably —
swimming, with olvacts to collect and creatures to
avoid. In fact, all of the levels are tun to play, good
to look at and technically sound.

But, to coin a mangled phrase, every silver lining
has its cloud. Hooks multiload is possibly one of
the worst I've come across — even the disk
version we received for its original full-price review
is difficult to get to grips with. It's a shame (and
also form) that Hooks incredible amount of detail

is also its downfall; all those admirable
extras extend loading time. So what
conclusion is there to be drawn from this?
It's a fun game to play, with lots to do and
see, but can you stand the waiting?
Basically, if you hate multiloads,
avoid Hook like the plague. On the
other hand, if you're willing to
ignore all the time spent on tape
accessing, you could buy a lot
worse. IMME

•  After being made to walk the  plank,
Pan Is rescued... good ol' Tinkerbelll
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•  Zeppelin, ETBA
Ten's a very popular
number! People have ten
toes, James has ten
girlfriends and Wimbledon
PC usually finish their
matches with ten players —
apparently. MILES 'TWO
SHORT OF A DOZEN'
GUTTERY gets a tenner
from Zeppelin...
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new compilation Be it sport, violence cute or
puzzly, you'll find it linking underneath the lid

of the box. Let s take a peek shail we A a rg h .
Pandora, no

•  C-FORCII No . 1 0  O C T O B E R

•  Storming in with some good old-fashioned
bloodlust comes Amos (great title, ehl). You're
one man against an army, striding purposefully
around the isometric play area, blasting all and
sundry, collecting better weapons and it's
actually rather good Amte's nothing
particularly innovative, although

the viewpoint isn't seen all that i r

often in this type of game.
Simple, mindless, and
probably the best game in the
pack,

SLEEPWALKER
•  Not lo be confused with Ocean's Comic
Relief licence, Zeppelin's Sleepwalker is a
similar idea, viewed from a different angle. In
this, you nudge the sleepwalking Uncle Silas
around his mansion and back to bed while
getting nd of all the dangerous objects which
could wake him up. Short term amusement's
generated simply by watching your character
getting flattened, blown up and electrocuted for
the cause. The let down is the way Uncle C
frequently refuses to go in the direction you
want and no amount of shoving seems to
change his mind, leading to
boredom and frustration.
Despite this, there's a
playable game in there — with
perseverance you might find

Tk.

BOD SQUAD
•  Nice cute little graphics don't prepare you
tor an extremely difficult platformer which
allows little margin for error. The main
character's a cheerful and superbly-animated
little blob who spends most of his time with a
spike wedged firmly up his bottom. There's
lastability aplenty but patience is required —
you really have to feel your way along
slowly to avoid a sticky and
deflating end. There's enough
in Bod Squad. however, to
keep you at it for some time
— just keep plenty of
throwable objects to hand...

their hands on. No teenage
problems or parent/son/daughter
confrontations in
sight — just an
adequate
compilation filler.

good points either. Titanic
&inky is by no means dire, but
the graphics have a wishy-
washy feel and Blinky seems
to have lost most of his
character. Never mind_

'NEIGHBOURS
•  This curious license is an even
cunouser game. It's an isometnc
313 racer — of all things — with
four characters from the prog (well.
actually not 'cos they've all since
left) speeding around Ramsay
Street on skateboards. go-karts
and whatever else they can lay

TITANIC SLINKY
•  The ghosty's second appearance on the
comp. eh'? Well how does he fair this time. I
wonder. And._ YES — he can now change
direction while jumping, but, oh dear! The other
game's one fault has been corrected, yet they
don't seem to have included any of its
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L I  Tliti DUCK
•  Edd The Ducks a shameless clone of the
infinitely-supenor Rainbow Islands, in which
you make your way to the top of each colourful.
vertically-scrolling level collecting stars on the
way. A potentially fun game, Edcfs let down by
the mischievous mallard's limited jumping
ability. A single strength of leap and slow
scrolling leads to all-too-frequent
collisions with unseen baddies
from above. More often than
not you've no chance of
evasive action. Edd The Duck
will soon end up gathering dust
due to lack of playability.

FIST FIGHTER
•  Aye. aye — clutter alert! Here's a game that's
utterly down in the dizzy depths of awfulness.
One-on-one beat-'em-ups are something that
have been around for a while now. Some are
old, some are new, some are great and most
aren't Fist Fighter's featureless. blocky
characters lumber around like goldfish in
treacle and all-too-often flatly refuse to execute
their moves — and when they do. you
wonder whether it was worth
the effort. The only reason this
one will ever be loaded a
second time is to see if it
really was that bad

DOC CROCIS
011111tAGENIS
ADVENTURES
•  Doc Croc's is basically a mish-mash of
venous platform levels broken up by tedious
sub-games that wouldn't tax a moderately well-
disposed squid. Platform sections are far too
cramped, making avoidance of nasties a
laboriously difficult chore. The *Round
The Bend' licence seems very
apt indeed. Perhaps Zeppelin
knew what they were doing all
along — but I doubt it

' ' ' ' ' ' ' '  • '

LANE 2
•  After the spanky first instalment, Arnie 2

, should have been something to look out for. Its
programmers have gone for a similar viewpoint
to the first game but with smaller sprites
allowing more on-screen action. There's also
more detail in the graphics, but gameplay is

hopelessly stunted
Unresponsive controls and
the sprites inability to move
behind objects makes for
unsatisfactory play and
frustration
when you
get
trapped in
a comer.
A big let
down.
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AU AIM SCARY
SCHOOL
•  First Out of the stalls comes Blinky — a little
ghost with big problems. The games a fairly
standard platforrner given a little extra polish by
scrne nice graphics and decent toons. There's
ottects to find, puzzles to solve and one big let
dcwn. Had Bhnky been able to change
dilection in mid-jump we'd have
a lighly-playable cartoon
Oiling on our hands. As it is,
pogress is just too irksome to
keep you interested Silly
imit?



As we see it , 1 9 8 8  was
possibly the C64's fi nest
hour where quality
releases were concerned.
Coin-op conversions and
movie licences were
becoming a w ay of life,
and, while the Amiga
charmed its growing
followers with cosmetic

wonder, the
/ 6 4  still doled
out playability
by the
truckload.
JAMES

'NOSTALGIC'
PRICE reports...
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had the pleasure (or otherwise) of being
acquainted with. Its C64 incarnation was,

apparently, an admirable conversion. Released at
the beginning of '88, its detailed graphics and
general cosmetic excellence managed to hide its
lack of playability. Why? Because, in Combat
School. completion of most levels
required eye-watering amounts of joystick
waggling. There was the occasional
splash of variety; the penultimate level
was a beat•'em-up involving you and
your instructor, not to mention the
stooting gallery sections that reared
their heads along the way. Yet, as a
whole, the game didn't glue — you
could see yourself putting the odd 20
pence into the arcade machine, but
buying it as a full-price piece of
software? Even its simultaneous two-
player mode didn't lift it above the
average murk of mediocrity

•C-FORCE Ne -1 0  •  OCTOBER 1 9 9 3

Incentive's Driller, on the other hand, was an
altogether innovative development. After years
of hard work. Incentive managed to program
system — known as Freescape — that allowe
the construction of solid three-dimensional
worlds or areas. Driller was the first of several
games to be put together using Freescape:
not surprisingly, it was the lesser of the
series. At first, it met with massive critical
acclaim — it amazed almost everyone with its
non-linear gameplay and of course, stunning
usage of solid 3D. After a while though, the
novelty began to wear off, and most of its
fans began to lust after the one thing it
lacked — speed. Later Freescape releases
were to provide this — well, more than Driller
anyway — but it certainly moved the metaphorical
goalposts where people's newfound expectations
were concerned. Any programmer (striker?) hoping
to score with a 3D hit would have one difficult task
on their hands

A-maze-ing
sequel.43
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usually associate.
where computer

Software is concerned.
with maze games. The
Vindicator — supposedly a
follow-up to Green Beret —

, had a large first level that
was... no prizes.., a maze

, e . The l i m n "

A less earth-shattering release in the
traditional platform mould. was Gremlins Jack the
Nipper 2. Whereas its predecessor had teed (and
partially succeeded) in offering something new,
Nipper 2 was a basic platform game. Granted. the
'naughty tricks' that made the onginal so amusing
were still incorporated, but only a few of them.
They were far too obscure as well; their solving

was generally through trial and
error.

Unusually, the game was still
fun to play — in a load-it-up-for-
a-quick-bash kind of way. These

days, I doubt its hypothetical
reception would be too hot;

it was tun at the time,
but ultimately outdated
by recent efforts —

Sleepwalker being a
classic example.

The  gun a nd i ts
wner ,  s uppos e dl y

t he  star s  of  The
Vi ndi cator .
Adver t i s i ng,  e h?
I sn't  i t cl ever . . .

phenomenal. What's
more, once you'd
finally gotten past it,
the subsequent two
levels proved to be
insipid to say the
least. In terms of

oasic looks and
sounds, it provided a
more-than-adequate
amount of goodies.

Sadly,
playability took

a b a t .

ombat School O c e a n
, stick waggling?I  can think t  better ways to pass the timeruler I n c e n t i v e
ovative, but a little On the s
-
l
-
o
-
w  s i d e .  
W o r t h  
a  
l o o k .  
t h o u
g h

• k  the Nipper 2  G r e m l i n
thing special, but an appealing romp nonethelessask G r e m l i n
ring and dated — of little value to today's gamesplayer•Iris M i r r o r s o f t
unusually simphstic but compulsive piece of softwafe Hut  rah

91c'l•
9 6 %
7 2 %
613•/•
94•/•

58•/•
84•/•
70•/•
56c
1
/•
9 4 %

1 / 1 0
6 / 1 0
1 / 1 0
1 / 1 0
5 / 1 0



Gremlin also
released another
above-average (but
ultimately
forgettable) game
around this time —
the toy licence,
Mask. Including the
Hasbro characters
in a plan-view
arcade
adventurefshoot-
'em-up worked

well: Mask's graphics,
garneplay and presentation were all of an

adequately high standard. Unfortunately, it
became all-too tiresome after extended play and.
in essence, could be summed up with the classic
line: 'Close. but no cigar'.

On the other hand...
From one extreme to another. Trento,' was
particularly disappointing. Early screenshots of
large, well-defined sprites and the promise of fast-
moving gameplay proved to be misleading: its final
finished form was repetitive and uninspiring.
Trantor's only marginally impressive aspect was
the hero's flamethrower — this could be used to
destroy the energy-draining, 'things' that floated
aimlessly around the game's corridors.

Thos. Its a name that almost everyone's
aware of these days. Its conversion to
the Game Boy and dozens of other
computer formats (too numerous to
mention) has almost guaranteed it
'classc' status. Terris
demcnstrates (and pretty much
proves) the theory that no amount
of complexities or superficial extras
can replace the all-important
aspect of computer software —
playaaility. Its C64 incarnation was
(and still is) just as much fun as
the °tiers. I think that's all that
needs to be said.
really

Ugh7
In d !

0
Lac

•  The timer shows how long Trantor's  got
before he explodes. What joy! Hurry up!

01 the four noteworthy soccer
releases that graced the '64 in
'88, Match Day 2 was my least
favourite. John Raman and
Bernie Drummond produced
the Spectrum version: it was

universally regarded
best soccer game

seen on the
format. John

Darnell engineered
an almost perfect conversion to
the '64. Unfortunately, the one

thing he couldn't duplicate
was arguably the most

essential ingredient — the
speed. Okay, so the tactics an
clever plays were all still part of
the game, but moving at such

a slow pace, these lost (or
so I felt) their previous

charm.

Speaking of charm.
CRL's Ninja Hamster was
practically devoid of any.
Despite 'cutesy graphics
and a novel (read 'stupid')
plot, it was still a laughably
poor attempt at producing a
different kind of beat-'em-
up. It's great to see some
originality — trace element
or not — but W O
Hamster was just plain
dire.

Of the many arcade conversions that
appeared throughout the year. 720 was one of
the most accomplished. The plot was, in-
keeping with arcade traditions, almost
obscenely shallow, and the basic aim of the
game was to skate around — you've guessed it
— Skate City, accumulating points and
collecting cash. With cash, you could buy
various add-ons for your character; from pads to
help lessen the impact of falls, to better boards
for better stunts, you could buy, abuse and use
to your heart's content, Also (and more
importantly) it could be used to gain entrance to
one of the lour skate parks on the outskirts of
town. Unless you got to one of these within an
allocated time limit, your sprite would be
pursued by a vicious killer bees out for blood —
oh, the realism. So with killer bees, skateboards,
stunt parks and isometric 3D graphics (didn't I
mention those?) you'd think 720 would be a
real blast to play, wouldn't you? Well, in the
short term, yes. It's arcade parent strongly relied
on its thumping, guitar-based music and
superior graphics to pull in the crowds. The C64
version, lacking these, was the bare bones of
the original concept, and suffered accordingly.
US Gold dui include an audio collection of the
arcade's soundtrack, so if you where willing to
pretend and had bad eyesight... oh, never mind.

ve compiled a o f  every
me featured, as well as the followi

formation: Game name, producer,
mark of the time, COMMODORE
E rating now and an estimation of how

vailable' the game is. The aforementioned
ting is on a scale of one to ten, with one to
fee being difficult to find, four to six being

mmm... maybe, and seven to ten being
eddy available Just to round it off nicely,

there's a comment on each as well
with extra information
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• ntor
fameMrawer s okay. but the game'? No chancef

atcloday 2
but tediously slow garneplay taints the acticmila Hamster
Is awful But those were the days, eh?

e 0

ly enloyable. but ultimately repetitivetrim

GO!
Ocean

CRL
US Gold
US Gold

lig the charm of the coin-op Could ve been So much better.
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Another game that suffered equally during the
transition from the bright lights of the amusement
centres to the dingy back-rooms of the '64, was
Outrun. The sheer amount of detail in the original
(and its considerable popularity) meant that, even if
the conversion was blinding, everyone would still
not quite be satisfied. Well, at least cynics got a
lock out of Outrun's arrival — almost predictably, it
was a pale shadow of the game '64 users had
hoped for Its two sequels (particularly the most
recent one) more than made amends for this
disappointment.., but that's another story

•  Looking far better than it played (or
moved), Outrun was a bit dodgy. Sad.
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supposed pleasure of breaking
someone's nose o r any other
bodily part you care to
mention). Imagine s
Target Renegade was a
thoroughly violent affair. A
follow-up (of sorts) to their
Renegade coin-op licence,
Target was generally
accepted as an improvement
over its predecessor. Its
violent content was almost eye-
watering in its intensity, from
kneeing (or being kneed) in the groin.
to being smashed around the head with
a baseball bat... it's a wonder a 15 rating
wasn't slapped on it subsequent to its
release! However, I still don't feel that any beat-
'em-up can match Archer Mclean's superlative 10(+:
Target Renegade, although excellent, certainly
didn't beat the aforementioned classic in terms of
sheer playability,
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N
O
E

1
,
N
E
G

Back to the...
conversion?
As you may have guessed by now.
1988 was the year of the coin-op
conversion. Of the many that found their way
onto the software shelves during the year, few
managed to be as absorbing as GOts Boonic
Commandos. Converted to the '64 by Software
Projects, it offered novel, enjoyable gameplay and
a superb Tim Follin soundtrack. Controlling the

Bionic Commando the title suggests, live levels
of plat formishoot-'em-up action had to be

completed by utilising a
bionic arm to travel, not to
mention an initially-feeble

gun. Swinging from
edge to ledge was a

delight; the occasional
spectacular manoeuvre

intensified the game's already-high
addictivity level, I mean, if a game can

fter tricks as well as traditional
gameplay elements... what

more could you ask for?

ft

•  f a c t ,  my body odour's so bad tha t
sprouted a high-power laser cannon from t
armpit. Do i win a prize?'

spite the slightly
ublous licence (I
ean, converting a film

horror of war into a
mputer game?) Oceans

Platoon was one of the years top
ten releases. Comprised of a series

of playable sub-games. it put most
other movie tie-ins to shame. If I had to

Criticise anything. it would have been
its multiload — but, with its sheer amount of polish and undeniable playabifity, Platoon
ovided hours upon hours of entertainment to many, including myself... 4
.
1 .
_Platoon

Fantastic multi-part fun, Unrnissable

Targ
e
t  
R e
n e
g a
d e

v)oleni, but missing the two-player fun of its Spectrum counterpart.Bionic Commandos

Oh dear. What  a shame.

Ocean
Imagine

GO!

9 4 %
8 4 %
90°/•

Bwingin• fun — but the music steals the show
The Groat Glana SistersGOURainbow Arts 9 6 ° / •
The Vindicator •  I m a g i n e  6 4 %
Bonn. r .  • r bled° — us t  short of un•la able

94°/•
80°/•
86°/•
80°/•
52°/•

3 / 1 0
4 / 1 0
1 / 1 0
1 / 1 0
1 / 1 0



Well, with Bionic Commandos it would
have to be better graphics — in my opinion,
the games only real downfall. Speaking of

L. w h i c h .  The Great Giana Sisters' problemwas that it was a little too reminiscent of a
well-known Nintendo game. featuring a
certain plumber/video game
character/movie star... you catch

my drift? Not long after its release,
lit was recalled and scrapped after
Nintendo triumphed in a legal

batttle to prevent it being sold. As
a resmit of that. you'd be lucky
to fulcra a copy... they're nigh-
On impossible to find.

•  They
were
banned
from our
C64s after

someone
realised

their game
ripped off

Nintendo's Mario
games. And boy

are they ugly! thigh.

•  Wore they are in their very own game.
Recognise It? Thought so...

Football games made a re-appearance in the
later half of the year to coincide with the beginning
of tho new soccer season. On the management
side, Tracksuit Manager from Goliath was by far
the best; its depth and options helped it to easity
surposs previous efforts in its (playing?) field.
Where arcade representations were concerned,
Emlyn Hughes International Soccer walked away
with the best pots.

As you'll well know if you're a regular
COMMODORE FORCE reader, Emlyn

wasn't too well received in its re-
release review by Miles and, more
so, Chris. After seeing this, fans of
the game inundated our offices with
complaining mail; one reader went
as far as to describe Chris as a ,
'baby-faced piece o f " '  for
'awarding it 461/4. Well, to solve the

argument once and for all, here's
the entire team's opinion...

MILES: I stand by my original
opinion. It's too slow to generate any real

excitement, and the keepers are awful.
CHRIS: Not for me, thank you.

IAN. It's a good game. I think it's alright.
Me" I like it, although I'm inclined to agree with

Miles — the keepers are useless, and the pace
rather pedestrian. Perhaps the final rating (589/)
was on the low side, though; it was also a far cry
from its original 90% and Sizzler accolade.
Perhaps a mark between the two would've been a
little more appropriate. Oh well — each to their
own opinions. eh?

Piggy Mayhem
Imagine a game where the action is restricted to a
single screen. Add lots of different-coloured pigs.
Then include a fair amount of bombs, complete
with timers. Sprinkle a few power-ups. amazing
Tim Follin soundtrack, two player option and what
do you get? Psycho Pigs UXB was a conversion of
a little-known coin-op, better known for its slightly
risque advertisements. Picture the scene: two
teenage males looking at a billboard where a
scantly-dressed female clutched a copy of Psycho
Pigs UXB, One of the lads remarked: 'I know which

one I'd rather play with', to which his companion
replied: 'Yes, but have you seen the reviews for
Psycho Pigs wa r '.  Sexism and computer games
debate aside, Pigs was a fun game to play — in two-
player mode. On your own. it was sadly lacking;
although it must be said that, as a conversion, w a s
just about as good as anyone could have hoped for

On the budget scene. 1988 didn real ly  provide
anything astoundingly brilliant. Re-releases
were beginning to wriggle their way
onto the software shelves; I
wonder how many C64 user
of the time could have
imagined how thick on the
ground they'd become in
subsequent years. That
aside, one budget release
was of interest — Dizzys
eponymous debut
appearance. By far the
lesser of the eggy one's
escapades, it was a poor
Spectrum port, But hey —
there's nothing wrong
with being a little
nostalgic about it. is
there'
)

Psycho Pigs W E B
If y01.4 de got loads cit fnenris a v  bi

Tracksuit Manager G o l i a t h  Games
The best footy management game on

Emirs Hughes Int Soccer A u d i o g e n i c
DI C o d e m a s t e r sOur final say on the ma er is F e e l  free to write and air your opinions
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6 0 %
8 9 %
9 0 %
4 8 %

7 0 %  1  /  1 0
8 9 %  4 / 1 0
7 5 %  7 / 1 0
4 3 %  2 / 1 0
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Back to the Feature takes
a short break next
month, so to read about
the ups and downs of
1989 ' s  software
happenings, you' ll have
to wait  until Issue 1 2.
That said, don' t  worry —
there' ll be more than
enough to compensate
for its absence. Check out
the Next  Month page for
more details — but for
now, it's goodbye...
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Help your child to a brighter future -
with the best in educational software
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Sing a long with
DJ Ted to popular
nursery rhymes.

TYPING

Type the correct
letters and words
and save Freddy
from the crocodile.

Study h is to rica l
events to find the
secrets o f  t h e
pyramids.

FORMAT A m lg., S T

PRICE t I  2499 2 4  99

PC C64 Sp e c t r u m  C P C
Tape Disc  To p e  Disc Tape Disc  3 '  3 r

PCW Archimedes

24.99 12.99 15.99 1219 16.99 12.99 16,99 24.99 24.99 2 4 . 9 9

On sale at top retailers nationwide. Selected formats available at larger branches of Boots.
For credit card purchases call 051-357 2961
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Three brand new packages combining the essentials r
the National Curriculum with beautiful graphics. cleverl
animated rewards and stimulating sound keep
your children engrossed while they learn.

Teddy for under fives, Freddy the Frog for the
to seven year olds and Sammy the Spy for seven

to e lev en y e a r  o ld s  prov ide S I X  or ig ina l (
stimulating programs i n  every  pack . Plus , the
carefully designed levels for  each program encourage
your children to have fun and learn at their own pace
-  and ensure they get the most from Fun School 4 I
and keep coming back for more.' 9

Select the correct
number of Teddy's
bedtime book.

Shop with Freddy
and h i s  f rie n d s
choosing coins to
pay  the bill.

Change Sammy's
money a t  t h e
i n t e r n a t i o n a l
exchange d e sk .
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S O F T W A R E

Europress Software Limited, Europa House.
Adlingion Park. Macclesfield SKID 4NP.
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At GETTING YOUR COPY OF
C O M M O D O R E  Tel l  us how youcame to be

filling out this
questionnaireMICE

(1) H o w  did you first hear about
COMMODORE FORCE?

Saw it advertised in another magazine
Saw it in newsagents
Friend told me about it
Some other way (please write in)

(2) Ho w often do you buy COMMODORE
FORCE?

Li E v e r y  issue
0  E v e r y  other issue
Li L e s s  often
Li N e v e r

(3) Ho w likely will you be to buy the next
issue of COMMODORE FORCE?

O V e r y  likely
o  Q u i t e  likely
O N o t  very likely
O N o  chance

(3) How did you get this copy of
COMMODORE FORCE?

I have it on subscription
It was delivered to my house by the
local newsagent

o  T h e  newsagent keeps it for me behind
the counter

o  I  saw it in a shop and bought it on
impulse

Li I  went into the newsagent specifically
to buy it

o  I  didn't buy it — it was given to me
0  S o m e  other way (please specify)

(5) Wha t do you do with any back issues of
COMMODORE FORCE you have?
Li C h u c k  them out
O K e e p  them in case I need them for info later
o  L o a n  them to a mate to read
CT O t h e r  (please specify)
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WHAT PO YOU TANK OF
COMMODOkE FORCE?
(6) Overall, how much would you say you ( 8 )  Wha t do you hate most about
like COMMODORE FORCE? C O M M O D O R E  FORCE? (please write in)

Like it loads
Li I t s  OK I suppose!
o  D o n ' t  like it much
0  I t  stinks!
EI I ' v e  never really given it much thought!

(7) Wha t do you like best in COMMODORE
FORCE? (please write in) (9) Have a look at this Issue's

cover. Do you:

Like it a lot
Quite like it
Don't like it much
Hate it!

1111 WORLD' BGGI1 (64 11116 -  U l a n  (EMBRY ISM

C O M M O
D
O R E

O R E

I reckon we
need more
tips. Lots of
Fern! Ha, yeah!
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C: ABOUT YOU
(21) S e x :  (do not reply 'Yes please')

- Male
Female

Age (please write in)

(23) H o w  long have you had your C64?

m o n t h s y e a r s
(24) D o  you have a disk drive?

E Y e s
7
- 
N
o

(25) D o  you plan to upgrade to another
computer or console in the next year?
Li Yes

No
If YES, which one?

THE TAPES

THEY/RE MY
FAVOURITE!

(write in)

What games do YOU want on Reel Action?
Write five suggestions in the space below,
and who knows? If there's a demand for
particular games, we'll do our utmost to
bring them to you...

So you get to read about our fave games all
the time, but what about your own?

We'd be particularly interested to see
your all-time top ten C64 games_ Well
then collate the information and give
the definitive reader's top 100 games
in a future issue.

Tell us your
secrets! Cinson,
you know you
can trust us...

(11) B e l o w  we have listed the sort of things you are likely to find in COMMODORE FORCE
every month_ We want to know if you think we've got the right level of coverage — so
tick the box closest to your opinion...

•  News (What's Happening?)
•  Tape pages (Reel Action)
•  Full price software reviews
•  Round-ups
•  Competitions
•  Tips (The Tipster)
•  Technical stuff (The Mighty Brian)
•  Posters
•  Work on Progress section
•  Letters (Mangram's Mail Bag)
111 Subscription offers
•  Charts
•  Features
•  Compilation reviews
•  Public Domain (Public Sector)
•  Adventures (Bash Yer Brains)
•  Mail Order (Forcefield Plaza)
•  Next Month

Too
Much

0
0

0
0

0
Li

About T o o  D o n ' t
Right L i t t l e  K n o w

t 1
0  L i  0
0
0
o  0  0
o 0
0  0

0
0

0  0
0
0

0
0  0

Li

(15) I f  you have seen/bought any of the games reviewed in COMMODORE FORCE, how
does our review compare with your opinion of the game?

COMMODORE FORCE got it spot on
COMMODORE FORCE gave me the impression it was better than it is
COMMODORE FORCE didn't like it as much as I do!
I haven't bought/seen any games reviewed in COMMODORE FORCE

(16) W h o  do you trust most when reading reviews and comments?
O Mile s  Guttery

James Price
O Ch ris  Hayward
!--! Mi lo  Jackson

(17) [ a ]  If COMMODORE FORCE is not your favourite COMMODORE magazine tell us which
one is... (write in)

[131 Why is it better than COMMODORE FORCE?

, (18) W h o  is your favourite writer on COMMODORE FORCE?
Li L loyd  Mangram
O Ja me s Price

Chris Hayward
Miles Gunery
Dr Brian Strain

(19) W e  get letters all the time from readers
suggesting that we put more tapes on, or add
more pages. Some people even want both!
Now, which would YOU prefer?
LJ Ke e p  the magazine as it is
O A d d  an extra tape and charge me E3.50
O G o  up to a whacking 64 pages (with 2 tapes)

and charge me E3.50
O C u t  one of the tapes and come down in price to

£2.75
17 C u t  one of the tapes, go up in pages and stay

the same price (E2.99)

(20) S o m e  readers have written in to say that
COMMODORE FORCE should be more like
ZZAP! 64 was. What do you think?
Li I  think COMMODORE FORCE is best as it is
•  I  would like to see COMMODORE FORCE go a

bit more like ZZAP! 64
Sorry, I don't even remember ZZAP! 64!
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*he who fills in a
survey form, gets his
message across'.
So, to get your
opinions — such as
hatred of made-up
sayings used in outros,
perhaps? — known,
simply mail this page
to: COMMODORE FORCE
SURVEY (2) , IMPACT
MAGAZINES, FREEPOST,
LUDLOW, SHROPSHIRE
SYS 1 BR
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FREE JURASSIC PARK TATTOO V(ITH FIRST 1,001 ORDERS

AWESOME
TO K I I I
The Dino
with on
attitude
problem.

SMITH'S.
Ome in the eye.

99 re1929
5'14,99 te1978

/A E14.99 ref 927
S 514.99 ref 976
17E11,99 4925
10E11.99 ref 974
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12 t  1.99 ref 915
10 £1.99 [el 914
8 E  7.9'? ref 91...

CREDIT CARL _ALINE OPEN
• HOURS -  SPEAK DIRECTLY TO P l
r JURASSIC PARK CONTROL ROOM

DRDER YOUR T-SHIRTS NOii,
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minded adventuring friends they can call on
for help when they're stuck trying to solve a

particular puzzle or problem. However, it's
extremely frustrating for the not-so-fortunate
adventurers who don't. You knowlhe feeling

' you're enthusiastically spouting off about the great
game you're playing and the problems you're trying
to solve, when suddenly you notice that your
patient kstener's eyes have glazed over and that
they seem to have become temporarily brauedead.
They just can't wail to change the subject or. even
Worse, can't wait to get away. Now it's a fact that
the experienced adventure player who has a huge
bundle of solved adventures under their bolt •
always seem I() have Ions of adventunng friends
that they can call on for help, Sadly, there's a nip
side to this sorry coin. Time and again I receive
letters horn poor lost souls telling me that they
don't know how to go about finding other
adventurers to share their SOIrroWS or joys with
the best way to start making contact with tallow
adventurers is to subscribe to an adventuring
fanzine These are usually run by enthusiasts and
all newcomers are warmly welcomed into the told
There are a number of adventure lanzines which
are putilislari al regular intervals pe rha ps  now
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What a strange month. I 'd  just finishing
beating up my local librarian for suggesting I
didn't wee in their book racks, when — all of a
sudden — aliens appeared in the peripheral of
my vision, just in front of the Mills and Boon
books (soggy, may I add). Sword at the ready,

I leaped into a defensive position, much to the
amusement of several passers by. Puzzled, I
looked a little closely and saw it was, in fact —

Chris Hayward! After a brief conversion, it
turned out he was trying to find a dictionary

definition of 'stupid Neanderthal idiot with girlie
taste in loincloths'. What could he have needed that for, I
wonder?
Nevertheless, i t ' s .  bumper round-up this issue —
adventure fanzines being the topic. If  only they printed
more pictures...
might be a good time to tell you something about
them..

ADVENTURE PROBE
Monthly Publication —

E2 per issue
A dventure Probe is the grand-daddy of allspecialist adventure magazines It was first
published way back in June 1986 and has been
running continually ever since One difference
about Adventure Probe is that it seems to always
have female editors t h e  first being Sandra
Shaxkey, who handed over the editorship to Mandy
Rodngues in 1988 She in turn handed over the
difference to Barbara Gibb in June 1992 This has
always been, in my opinion, the friendliest
magazine 11 caters for both 8- and 16-bit
adventurers and even covers a spot of RPG from
lime to tome 11 includes many reviews of
Commodore 84 adventures every month, and
generally there's rather more 8-bit material than
16-bit Adventure Probe — or ''Probe' as it's fondly
referred to — has plenty of reviews, hints and tips
a very 'Letters' section as well as plenty of
interesting aolventurelelated articles There's a
very useful 'In-Touch section where readers can
sell or exchange adventures they've completed
and where you can pock up almost any at the
*golden oldies' you've sought after but to no avail.
The emphasis on Probe is to give help rather than

full solutions, so the only solutions you're likely to
find are the occasional 'Serialised Solution* for one
of the older games This way. your enjoyment of a
new adventure isn't spoilt.

There's an extensive archive of adventure
solutions available, which can be bought at a
nominal cost to cover photocopying expenses
Also, there are regular lists of 'Objects and their
Uses' for venous games which helps a great deal

-Ammons

r- 1
\  
,  
1

Donald McLeod of Huddersfield writes lhat
he is having ternble trouble with Lords of Time
— one of my all-time favourite adventures, The
strange thing is — and he's getting dreadfully
confused about this — is that when he was
trying to get to gnps with the caveman outside
the cave on the prehistoric level he, in
desperation, said GIVE TOOTH and to his
amazement, the Tooth fairy appeared, took the
tooth and walked off with the Cavemen at the r i l
same time! Well, Donald, this is a bug that may
look convenient but isn't at all — if the Cavemen
are despatched in that manner, you can't

L_ complete the level or go North through the cave
system. What you should do is go back to level
one, when you get the tooth from the Sabre



There's a regular 'Getting You
Started section, where the first
moves in newer adventures are
listed just to get you into the
swing of thongs Perhaps most

useful of all is the extensive
telephone helpline, with
fellow enthusiasts
eagerly awaiting calls for
help on adventures that
they have completed —
and for those without a
telephone (or a large
phone bill) there's a postal
helpline with lists
published and updated
regularly on the

adventures they can otter
help on Adventure Probe

is one of the most
useful

gnmoires that an enthusiastic
adventurer can have at
hand

ADVENTURE
AND STRATEGY
CLUB

Bi-Monthly Publication -
L 2 4 per year
%this publication is run on a professional basis and
•  was born from the ashes of the old Adventurers

Club Ltd — its also very capably edited by Sue
Roseblade with the help of two partners Its differs
from other fanzines in that you gel a binder at the
start and, at bi-monthly intervals, you receive the
pages for the various sections with reviews, solutions.
hintsand tips, articles and the bke to add to the
%snows secboris in your binder. Eventually you have
your own personal archive to refer to when needed
Thera are letters and — surprise sumnse — a
~ o n e  helpline service
As its name suggests, there's wide coverage of
adventure and strategy type games for both 8- and
16-bit computers The tone of the club is friendly but

THE GOBLIN
GAZZETTE
•  Bi-Monthly Publication
-  ,E 1 .50  per  issue
T he Goblin Gazzette is dedicated entirely to 8-bit adventurers, and in many ways is similar
to Adventure Probe. It's a fairly new fanzine in
iVs present format, but its editor — Les Mitchell
— has been publishing it for quite some time.
Originally entitled Bare Bones, it used to be a
solutions-only fanzine, but now offers a wide
variety of reviews, hints and tips, lively letters
section. features, articles and news. The
fanzine can also be used as a useful reference

guide. Here again we find a very extensive
telephone helpline section and Les himself is
always happy to help out and chat if you give
him a ring. Here again, as with Probe, the
enthusiasm and friendliness of fellow readers is
noteworthy. As a bi-monthly publication you
may find that the long period between issues a
bit frustrating. You never know, though — if Les
gels plenty of new subscribers and more
contributions from fellow readers, then it might
just change into a monthly. I've been very
impressed with the issues
that I've seen and Les
informs me that there'll be
plenty more Commodore
64 contributions in
forthcoming issues.

also business-like There's a huge archive of game
help available, and the club offers the
opportunity to purchase software at
a reduced rate. This is well worth
checking out for dedicated games
players who want that little bit more
than just adventure coverage

ADVEMIIRE CObkit
Periodic Publication —

E 1.50 per issue
T his fanzine, in contrast to the others I'vementioned, is dedicated not so much to the
adventure player but to the budding adventure
writer Run by Chris Hestor, Its devoted entirely to 8-
bit adventure authors and gives extensive help, hints
and tips with programming problems encountered
while using adventure wilting utilities such as GAC,
PAW, QUILL, ADLAN — even basic and machine
code writers are catered for The reason Adventure
Coders a periodic publication is down to Chris
being a bet of a perfectionist. He checks and re-
checks his material to ensure everything is just right
before he plunges ahead with the publication of
each issue This does pay off — when you're
copying routines, they have to be double-checked
so no frustrating typing errors crop up. resulting with
annoying errors in your programming Now that
GAG is available through PD libraries, anyone
seriously attempting to write their first adventure
game really needs the extensive help that
Adventure Coder offers Back issues
are available — a boon to the
novice who wants to get right
down to basics This publication is
the only one of its kind that I know
of dedicated to adventure authors
— other than Adventure Workshop,
as SiStel magazine for 16-bits

C-FORCE N o . 1 0  0 4 0 '0 1 1 E 0 1 1 9 3

RED HERRING
•  BI-Montfily Publication
E4 per issue
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fanzine that I've seen. The print is professionally
produced and spring-binding is used. The cost is a
little higher than others, but the quality is excellent
and every subscriber I know is impressed with the
value they get for their money. Red Herring is
dedicated to both 8- and 16-bit enthusiasts and
contains plenty of the usual sections. As with
Adventure Probe, it's run by lady editors — this
time jointly by Marion Taylor and Sue Medley. Sue
is also the editor of the long-running disk-based
adventure magazine, Syntax, dedicated to 16-bit
adventurers. She's also the author of a
number of extremely
successful adventure
games, so. as with all the
editors mentioned, she
knows a great deal about all
aspects of adventuring —
what more could you ask for?

1
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-Tigei. and find the mushroom ring in the garden —

you pass it on your way back to the clock. Once
there, try to pick up the coin you find, and it will be
slapped out of your hand by an invisible creature.
Whe-t you're in the mushroom ring you can see
that i s  the Tooth Fairy and she will make you an
offer lor the tooth. Try SHOW TOOTH TO TOOTH
FAIRY on some versions. Don't make the mistake
of accepting her first offer though as you only get
the oin and miss a vital item that you need. If you
refusa her offer she will throw in a Firefly. which will
enabe you to ignore the candle and you have a
perrranent source of light. To tackle the Cavemen
you nust first sort out the Tyrannosaurus Rex and
the alasaurus The clue here is that they follow
eachother and don't get on very well together.

Then you can obtain the mirror from the pit_ It's a
magic mirror and will absorb a certain nasty
creature. If broken at the right moment, the
creature will chase away your problems at the
cave,
• Mr s  Sue Williamson of Dublin writes that she
is at her wits end trying to move the huge fallen
Menhir in Zork It Well, Sue, the only way that the
Menhir can be moved is by magic, and the only
way you can use magic is to obtain the wand from
the wizard_ Once you've done this you can have
lots of fun around the place trying Out the F words
— no, I'm not suggesting that you swear or
anything like that Remember that throughout the
game the pesky wiz kept appearing and casting
spells at you such as FUMBLE when you dropped
all your objects and FEEBLE when you suddenly
couldn't move because you were so weak? Put this
to good use with the word FLOAT and your
troubles will just drift away. but do remember that
the spells have a limited life — so move quickly!

It seems to be one of those months when a lmo s i l
everyone is playing golden oldies as I also had a
letter from Wayne Jones of Pontypool who tells
me he's having dreadful problems with transport
in ZZZZ. He just can't figure out how to get on
the bus. Well, what you have to do first is
EXAMINE BOOKCASE to find the money for the
fare. Next you should CLIMB DOWN WELL and
deal with the fire under the trapdoor. When you
EXAMINE ASHES you will find the Bus stop
sign. STEP OVER THE CROCODILE to gel to
the busy main road_ RAISE SIGN to attract the
attention of the bus but don't forget to STOP
BUS for one ol them to actually stop for you!

•  Well, that's all for this month. Keep on blazing
away at those tricky adventures and, who
knows, you might even get somewhere. Failing
that, write to me for assistance at: Bash yer
Brains, COMMODORE FORCE. Impact
Magazines, Ludlow. Shropshire SY8 1 JW.



'The ultimate feature packed utility cartridge ever conceived lor the
CBM 641128 systems. Press the cartridge teem button" and unleash the
powerful Graphics, Backup and monitor utilities. Fastload a 200 block
progm in under 6 seconds. How have you survived without this?'
PRICE: E34.95 R E F .  NO. 6318

DUSK ATTACK
Ws the year 2 2 5 4  end
berth has been invaded by

Hi .  'nest ruthless and
vicious race In the
universe -
D A U M  The evil
Darras Is
attempting to
destroy the
icryer of the Earth
end, as Dr Who,
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ULTIMATE
COLLECTION
With this exclusive offer  to
Commodore Force l eaders,
you can get a 'Huge
Collection o f  30  assorted
cassettes for  lust t  30 or  an
'Awesome Col lection' of SO
assorted cassettes fer140. .

The Trojan C64/128 light pen can be used as a 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 P I K E  126.95

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
techniques, mazes and how
to master them, solving
puzzles and choosing
adventure games.
ttodo; 5313 Priem El 2-95

TRO J AN
P HAZE R G UN
opens a whole
new phase of
computer
entertainment.

This advanced ligh t phazer presents a
challenge of skill and accuracy for C64
users of all ages.
Pirko; 1 2 2 . 9 5  l o f  no: 6 3 0 2
ALSO INCLUDES SIX DAMES
•  Operation •  Ghost
Wolf T o w n
•  Gunslinger •  Baby Blues
•  Cossok •  Goose
Stomas B u s t e r s

Take  your  computer  gami ng ski l ls
wher e they 'v •  never  been befor e
wi th this new hi gh tech joystick.
Advanced pi stol  gr ip desi gn and
sensi ti ve mi cr o. swi tches enabl e
you to master  even the most
di fficul t games! Let  Mi ndscape
Power pl ayer s j oysti ck pr ovi de you
wi th the ul t i mate gami ng
experience.
PRICE: £7.96 C O D E :  6362
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SPELLING FAIR
4 CASSETTE

are pleased to announce
the release of the Spelling
Fair C64 cassette. A unique
and colourful package for 7-
13 yearokis to help master
basic spelling techniques
There are over sixty levels of
difficulty to suit children of all
ages and abilities
4:0006361
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Got loads of great C64
tapes that, er... won't load?
Worry no more, just splash
out on a Commodore Force
TURBO DATACORDER and
wave goodbye to those
tape trubs!
PRICE: 25.90
CODE: 6351

s
Order ing is ea

Please com plete the  form
below r em em ber ing to
clear ly indicate val ich

pr oduct you reqUire
along w i th our  r efer ence

num ber  it show n or the typeof com puter  and
cassette,disio lor m at you

require. Then send the 110T1t1
to our  FREEPOST addr ess or

if you prefer  tax i t or
te l ephone our  24 hourhotl ine

Using a s tr engthened
steel  rods,  thi s
handsom e binder ,
em bossed w i th the
COMMODORE FORCE
logo,  wi l l  hol d 12  issues
of your  favour i te
m agaz ine secur ly in
place Back I ssue Bi nder
P R I C E  £ 5 . 9 5
R E F :  63511.•

G O L D E N  O l d i e  o f  10 Golden Zzapl magazines
0  I E S  P R I C E :  ( 7 . 5 0CODE: 6335
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ZZAP! 6 4
BACK ISSUES
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WI TH TAPE.
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, mars comPurER GAMES EGIM
Th is b o o k h e lp s o n  lu st  a b o u t  a n y g a m e  yo u  ca re
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cheats and tips to get past your opponents. how
to skip levels, pokes for
iodinate lives, time etc plus
many other options. This is
the ultimate hint book with
• In excess of 750 pages. '
In excess of 1250 games.'
In excess of 200
adventures. • More than
I2000 hints. Tips A Pokes.
COST £14.95
CODE 6:331
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or i tUl tr  COMPATIBLE WITH
C 0 4 / 1 2 6  HO ME  COMPUTER
•  HI G H DEGREE OF
SENSITIVITY,  ACCURACY
AND SMOOTHNESS
•  2 8 0  DPI  RESOLUTI ON
•  ENLARGED TRI GGER
BUTTONS

Offers subject to availability,
Overseas orders desPatthed by Airmail,
All prices include postage, packing and VAT
Valid to September 30th 1993.

Send to: Europress Direct, FREEPOST, Ellesmere Port,
South Wi r r al ,  165  3EB no stamp needed if posted in UK)
Products are normally despatched within 48 Hrs of receipt but

delivery of certain items could take upto 28 days

Don't forget to gve your name.
address and credo card numbet

PRODUCT DESCRIPTION

P lea se add  postage a s de ta iled  be low (U K t ree  o f  cha rge )

POSTAGE:AN prices include UK postage, packing and VAT For orders over E10
please add E5 for Eire/EEC and E10 for overseas unless spoof led above
Overseas orders dispatched by airmail.

REFNOTORMAT

TOTAL I  ).

PRICE

I Wish to pa y by
Cheousturocheoue made payable to Eurooress owed

11111111111111111111
Name S i g n e d
Address

P o s t c o d e
Daytime telephone number in case of queries

, PRICE E 1 6 . 9 5  CODE 6 3 1 9
Am,
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DATACORDER

r

TURBO

By phone] 051-357 1275

By tax 051-357 2813
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Dear Newsagent ,
Please could you:
Reserve COMMODORE FORCE fo r month ly collect ON L
Deliver COMMODORE FORCE to  my  house
My name is
My address is

Just in case you didn't know, COMMODORE FORCE is published by Impact
Magazines (UK) Ltd, and distributed by COMAG. Thanks.
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very first issue of ZZAP! 64. One
hundred issues later and it's still

going strong Sure, it's now called
COMMODORE FORCE — incorporating
ZZAPI 64, but at the end of the day,
what's in a name?
Nothing. Its the quality that counts, and
ZZAP! in either of its two guises has
always provided more than enough.
Exclusive reviews, cassettes containing
high-rated games. informative and
entertaining features.., the list goes on
Admittedly. the sheer quantity of
reviewable software seen during the
early days isn't something we have in
these, the times of the 16/32-bit
computer and console, but we le t  by

Back in the late eighties. there was
always a debate on 'quantity vs quality'.
Essentially, the argument was that a
worryingly high percentage of games
released were — to be brutally honest —
crap. Most software houses would release
seemingly endless amounts of insipid
releases, occasionally adding a fiery

•  c h a p t e r  to this sorry tale by releasing a
real classic. This, many said, was the problem
Why not cut the rubbish? If more time was spent
on a select few projects, the general standard

would be higher and all
concerned would be happy
.The buying public. it
seemed, fell that reduction

of releases in favour of more
development would be the correct way for the C64
software industry to go.

These days. there really are few releases.
However, when they're looking to be as good as
Mayhem in Monstedand, Alien 3 or Lemmings,
what more could you ask for? All three look set to
join the ranks of the 'true classic', and — rest
assured — if you want the complete low-down,
you know you'll find it in COMMODORE FORCE.
Ahhh. we may be a hundred issues old. but
we're not crusty yet. a n d  never will be. Amen

Oh, before we forget — next issue isn't our
November issue. It's Autumn '93 — a 'special*. if
you like. As well as our regulars, we'll also be
including our all-time top M I  games. An in-
depth feature detailing all that's ever — in our
opinion — been hot on the '64, it'll be THE
det•n•tive collection of reviews and ratings

We've also got some classics
lined up for Reel Action, but
h y  — you'll have to wait

until next month to find out
about those.
COMMODORE FORCE 11

will hit the shelves on 23
September. Be there.
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SOFTWARE PACK FROM SILICA
ZOOL le the software pack of the year_ It Includes:

Zoo!, Tra na ve rite ,  Pin b a ll D re a m s a nd  St r ike r •  Va lu e  E1 2 7 .9 2 .
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pap 324)11
Super Mario Karl is now more mobile! Fully playable game.
including a split-second digital watch to keep track of your
fastest laps.
SUPER MARIO WORLD WATCH
WAS £12.99 NO W E 8 . 9
4
3 + p l i i p  
3 2 0 0 9

Mario and Yoshi travel over seven game worlds to save
Princess Toadstool from the clutches of the evil Koopa.
Includes headphones!
SUPER MARIO BROS WATCH
WAS £14.99 NO W E8.99 +p&p 32006

Battle against Bowser to save Mushroom World in this fast
action. multi-level platform game watch.
LEGEND OF ZELDA WATCH
WAS £14.99 NO W C8-99+pap 32007
Link travels the underground complex to slay the Dragon. •
Collect weapons to destroy the Menagerie of Meanies.
TETRIS GAME WATCH
WAS C14.99 NO W E8.99+p lip  320013
The ultimate Russian brain-teasing puzzle is now available
on a watch! Fast reflexes and a clear mind are required to
complete this game of strategy.
LEGEND OF ZELDA 3D WATCH
WAS £5.99 NOW E3.99+pt ip  32005
Flip open the 3D-moulded Zelda figure to reveal a five-
function LCD digital watch.

ITEM CODE SIZE PRICE TOTAL

MR/MRS/MISS
INMAL.
ADDRESS

TOTAL
SURNAME

P&P
TOTAL

ENCLOSED

STAY COOL I S  SUMMER
MAp M i r  ADNESS T H I S T-SHIRT REDUCED

FROM E599 TO JUST C3.99+00 31-009

SUPER MARIO BRO
ALARM CLOCK £16.
"Wake up! I ts time to leave
announces Mario. Features
computer game music,
4-event digital clock
"Snooze" button.

MARIO SWEATSHIRT
WAS E8.99
NOW ONLY E.5.99+pap

SUPER QUALITY T•SHIRTS & SWEATS AVAILABLE IN SIZES:
74,9-10, 11-12 & 13-14 yrs.

HOW TO ORDER
For frost service on Credit Cord
Sales call 0908 262366
9.00tarn hi 5,30pm Monday to
Friday or send your order by
post to the address below
Our Squared Circle goon:mite means 'hot if you ore not completely Latisfied with any item you purchase you may
return your porthole in Os original condition within 14 days. We will refund your money or eutehorge the item N  B
Computer gornes rnay only be rettonwl i tbey ore bully
C A R D N U M W
1 1 1 1 1 1 1 1 1 1
[ 1 1 1 1 1 1 1 1 1
EXP1RW DATE 1 1 1 1 1  C h e q u e  or postal order enclosed mode payablie and sent toI ‘ 1 1 0 SQUAREDCIRCLELTD

's•  1 8  VINCENT ADVENUE, CROWNHILL,
MILTON KEYNES MK8 OAWlS51.1E NUMBER ISWITCH ONLY11 I  I

VISA
Signature

*AL[ GAME
WATCHES INCLUDE
A FIVE-FUNCTIONAL
DIGITAL WATCH*

Postage & pocking
Goods totalling under £5.00 please odd E0.75

over £5.00 please add Cl .50
over C I 5.00 please odd £2.50

MASTERCARD H  ACCESS 0  SWITCH 0
D a t e

:N intendo)
Look here! Great-value
Nintendo super goodies!

w

SWEATSHIRTS & T:SHIRTS

DEUVERY ADDRESS IF DIFFERENT FROM ABOYEI

SQUARED CIRCLE
ORDER HOTLINE
0908  2 6 2 3 6 6

NAME Of RECIPIENT A G E   M o o s e  hcit here you do nor wisti reran
other moiimgi
Goods will be despatched within 14
working days from receipt of order,

LI


