JAM-PACKED AND OOZING WITH C64 GOODNESS...
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« [ brand new

J €64 games or
one console cart? 1247? You'd
better believe it, and we prove
it's possible on page 10...

mgbiuoverhowhmludsﬂm, non-standard colours on your €C64.
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THE MOST POWERFUL, FRIENDLY AND FEATURE
FACKRED UTILIEE CARTRIDGE EVER LQI\LL!\’LL"
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- Load 202 block program in under 6 seconds - world's - This feature will add Turbo Reload to the programs
fastest disk serial loader. On-board RAM and ROM _ e that you save to tape - no user knowledge required.
achieves high loading speeds. Works with 1541/1571 « - x FFAST FORMAT)

Oceanic/1581. - Format an entire disk in about 10 seconds
w

FTurBOEGADER 1

FINFINITE LIVESIGENERATORM
- Automatic infinite lives!! Very easy to use, works
with many programs. No user knowledge

- NG more

messing 2
JPRINTER DUMB - Pnnt uui your frozen screen to

printer - MPS BO1, 803,

ie
'

required. e ' . Epson, Star, etc.
EPROF MACHINEISBIDE MONITORIN | - - L - very versatile.
- Full 84K Freezer Monitor - examine ALL ~ = ZENTRONICS INTERFACE!

memory, including stack, 1O area and registers or parallel printers, Star,

Epson, etc. Print out listings

in their frozen state. |deal for de-bugging or just for fun!

ISPRITE GONTROL Y - with graphic characters etc.
- Freeze the action and view 1re sprites - watch the - {Cable required for paralle|
animation - customise your games -kill sprite collisions. . port £12.99)
RFREEZERIFACILITYY R SCREEN EDITOR
- Now you can make your old siow loading programs 3 - Now you can edit the entire

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

for programs to load.
¥ -

frozen screan with this text edit or
- change names on high scores, ete. Great fun!|

fDIsK Yy B

- Easy to use disk/file

than conventional rgk g =
Ideal for backing#T:

data disks. !

GRAPHICS SUPPORT UTILITIESDISK ] | THE REVIEWERS SAID... E |

- View your favourite screens in a slide show type display “I'm stunned, amazed and totally impressed. This is easily the
- Unique utility allows you to take any part of a picture O best value for money cartridge. THE CARTRIDGE KING!"

& "blow it up” to full screen size COMMODORE DISK USER
- A complete sprite editor helps you to create or edit sprites

' - Any screen captured with Action Replay or m 1988 C‘ ACT - !
nr&atadwﬂhagmphmspackagecan be turned into a scrolling Detel Electronics Lid., neither condanes or authorises the use of Is products for the repraduction
. screen message with music. - H £ sl matesial. R
ONLY£9.99 D--Il;d“ hmmrﬁr&aﬂw&%m h:ut‘h:hmhm
tlwarty given

It is illegal te make copies, far mmﬂmﬂghmﬁrﬂﬁmhh
mm%wwhm g




NOW A TOTAL MOUSE/
GRAPHICS PACKAG
FOR YOUR

COMMODORE

A TRULY .. Wil
UNBEATABLE - o
PRICE!! i
NOW ONLY £24.99 M

R PRINTER PACKAGE

" »b»»p OTHER COMMODORE ACp

AN

ONLY £39.99

DATEL ELECTRONICS LTD, GOVAN ROAD, e '

Send Cheques Poscl FENTON INDUSTRIAL ESTATE FENTON, STOKE-ON-TRENT,
dotal o ST4 2RS, ENGLAND. 1

222 TOTTENHAM COURT RD, LONDON W1 TEL: 071 580 6460
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cover, that |s. But you still might
be sceptical, so check out this feature The beat-'em-up 1o end all beat-"em-ups Qrows ever
nearer completion... though it's still not that near.

which proves that we can put our T g
money whers our mocthe are. | T8 |}l 34 THE HISTORY OF

A THE SHOOT-"EM-UP
33 ml .nmnf OF We can guaraniee you've never Seen anything like this

around they're out 1o show us how
THE SHMT-'EM-UP * = g belore — a geneological chart of shoot-'em-ups.
squesze more colours out of our Ciods.
Discover how the C64 took games like Space

Invaders are then invented

meny ot e victs, G /14 PD FORMAT "\ Bk ] LT

gimmicks and o
techniques PD demos — love 'em or loathe 'em, you Fred's Back and he's doing a pretty good impression

which are still ’ certainly can't deny some of the effects of Mario. Bouncy platform action at its bounciest.
being used by they produce are impressive.
the best console " _: - ‘ 4 PD Fﬂm
blasters today. i [ T e A demo, a demo, my kingdom for a demo. Actually |
p ; haven't got a kingdom — will a stamp and an SAE do?

18 GAMEBUSTERS

This is not a section about putting an axe through
your least favourite casselte games. It does, however,
relieve tension in a very similar way il you're

-
F“D's MCK 3 s — — —— — hopelessly stuck on a game.
We're not quite sure what Fred is, where he's been or f 1 8 Gmiaum“

why he decided to come back, for that matter. But e
o're pretty glad he did o e Cheats, tips and POKES for... (deep breath) 1
wi retty g e did, because stunning- = ; iy =
Legend of Sinbad, Aliens, Wild Wes! Saymour. HE“" Mn
leoking Mario-style platformer s seriously smokin’. £ % . AT 23 CHIHE CODE
Mayham In Monsteriand ' The penultimate part of a series which is destined 1o

Fred - for (of course), Monty on o = e go down in history. As what, wa're not sure.
the star of the Run, Creafures,

a cute S e S
platformer Bonecruncher, 26 Cﬁl.ﬂl.lﬂ MIXING
he ain't Reaxion, Howard the You too can produce graphics like those seen on the

too cute... | Duick, Soccer Boss and [ v Mean Machine demo a couple of months back.
Cool World. How do we ] :

\ ek 0 much i’ 29 TECHIE TIPS

That Jason Finch fellow gets all philanthropic again
{no he doesn't — he gets paid to help people out with

9 ON THE POWERMCK-M- their techie problems).

FANTASY WORLD DIZZY B T ST
At last! A full adventure featuring Dizzy and all his O - carmi™ eoikire)
ovoid chums for the first time on a CF covertape. And,

of course, it's one of the best. Would we give you less?

PENGUIN TOWERS DEMO i ' e

5 SNIPPETS

News of loadsa games coming out over the next
couple of months... it's almost like a real news page
again. Yip, yip coyote (or words to that effect).

e
Back in issue 44 we gave this slice of Euro-softwarea 8 ggry I.ﬁ. = 6 mns
corker-winning 90 per cent. Now it finally reaches LT e AT S IR
{hese shores and we give you a piece of the action. '“#TF’:—** E—— TMB, the exact opposite of an agony uncle — you write
| FEREENEERRE

in and he gives you an inferiority complex.

WIN 16 READERS ADS
ow!Rs Will someons tell us if the pen pal ads are successtul?

¢OLOURMIXING 32 BACK ISSUES

AR They're selling out fast. You'd better get a mave on.

COLOUR MIXING

Want to know how 1o improve your C84 graphics? This
demo and the feature on page 26 will show you how.

TECHIE TIPS

This month's techie listings in a ready-made format.

TURN TO PAGE 9 FOR THE FULL COVERTAPE BRIEFING... >»
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give the dinosaur a run for his

money. It's called Heavenbound,
and they are currently doing some
conversion work on it so that tape
ownors can play the thing. Datails on

Two computer fairs, three new games, two special offers and

the resurfacing of a lost shoot-’em-up. Must be the news pages.

8-BIT FAIR

The second best computer show of the
year (after the FES, of course) looks set
to be an 8-bit Computer Fair that's being
planned for mid-October in Cheshire by
a new company called SF Productions
{SF stands for 64, by the way, so we
know where thair loyalties lie).

At the moment details are still to be
finalised, but SF are hoping to have
leading names from the CPC, C&4 and
Spectrurn scenes displaying all thair
latest hardware and software. Entrance
for visitors will be free, while exhibitors
will need to pay £3.50 a stall.

If you're imerested in attending or
exhibiting then get in contact with LS
Bevington, 348 Station Road, Winsford,
Cheghire, CWT 3DG.

It's nearly here - the computer
show you cannot afford to miss,
the Future Entertainment Show,
Earl's Court in London from 26th-
30th October.

If you're at all serious about
computing there’ll be loads there
to get you salivating. Because this
time around there's going to lots
more to get involved in, and we
don't just mean playing games.

Whether you use your
computer for art, music,
communications or programming,
all the latest developments in
these fields are going to be on
display and available for you to
have a test drive yourself.

There's a huge dealer-area
where you'll be able to get an
axcellent price on virtually any
piece of hardware, including
great bargains on printers.

nardture

tniertainment
" Show

FES-TIVAL TIME

Earls Court 2
2610 — 30" Dctober 1994

NEW TWO

CF subscribers should have received a
little surprise with their copies this
month, a free sampler copy of a new
mag from Future called Ultimale Future
Games. Basically, if you're at all
interasted in the latest developmeants in
computer games, this is the magazine
you nead to buy.

It'll cover all the latest consolas
including the Jaguar, tha Saturn and
Mintendo's and Sany’'s latest some
number-divisible-by-eight-bit machines.
The first issue is out next month and will
cost you a mare 85p — and that'll include
some brill covermount

Batt if you'ra more into the serous
sida of computing then Fulure's othar naw
mag will be more up your sireel. Or

Future Publishing's magazines
will be organising special events
in the three theatre areas at the
show. There will be discussions,
demos and debates featuring
some of the interactive
entertainment industry's leading
figures. There'll be items like
expert panelsfioystick juries
reviewing products live,
discussions about the future of
interactive entertainment and
exclusive premiers of many of the
biggest products of 1995.

GUIDANCE

Thera'll be a showguide on sale on
the door (for £2) containing a full
list of all exhibitors, a map of
where everything is and (this is tha
best bit) a set of vouchers offering
discounts off gear that you can
buy at the show. You can also
order one through
the hotline.

So order your
tickets now
becalse they're £6
in advance and £7
on the door. The
ticket hotline is
T 0369 4235.

should that be highway? Information
highway, that is. Because our other newie
is .NET magazine, which is a must-buy
for anyone who evar goes onling and taps
tha global electronic network.

The first issue of .NET should be out
by the time you read this, and it'll cost you
just £2.95

BEE’'S BACK

Remember Beae 527 It was an insectoid
shoot-"em-up from CodeMasters which
we reviewad back in issua 36 and gave a
respectable 81 per cent. The problam
was, CodeMastars never released it.

Well, a Commodore fan and
programmer, Mick Taylor, got in touch
with the Codies and asked if he could
market the game since they had lost
interest — and they agreed (wa ke the
Codles — Dave).

So if you want to get hold of the
game, it costs £4.98 on eithar tape or disk
and iz available from Mick Taylor (who
you make the cheques and POs payabile
to), 171 Hollingden Temace, Brighton,
East Sussex BA1 THF. Mice one Nick.

Bee 52 finally shows up on the C64

WATCH OUT
FOR EVERGLADE

Hera's a bit of a unigue offer — as far as
the CB4 goes, anyway, Everglada
Software (who get quite a few mentions
in our main feature this month which
starts on page 10) ara giving away a
free walch with every two cassetles,
discs or carindges bought befora 15th
October. Can't be bad.

Everglade can be contacted at 68
Taltord Streat, Inverness
Scotland, IV3 5LS or call f.
them on T 0463 240168

COMMODORE FORMAT 49 Oclober 1994 @

BETTER THAN
MAYHEM?

Sounds hard to believe doesn’t
it? But the Electric Boys reckon
they've got hold of a game (again

from Europe) that really does

the gamea are sketchy at the moment,

but if all goes wall, expect to see a

review next month - can we give
something 101 per cent?

P-P-P-PICK UP
A PENGUIN

L prEFEFEREEFEFEREFE
Special offer for CF readers.

FERFEFPFEFFEFREEED

PENGUIN TOWERS/
COMMODORE FORMAT
SPECIAL OFFER TOKEN

I This entities the sender to a free copy
of Escape From Arth when they order
Penguin Towers from Visualize Software
I r ends 30th Oclober 1334,




letters after their name. Well every month TMB has a
completely different set of letters after his name. But
that could have something to do with the fact that he’s

CF’s correspondence correspondent...

Dear Sir ([ like this man - TMB),
| recently bought a C64. My son wanted a Sega but
| won the argument {he who has the cash has the
power). After his initial reluctance, he now seams
quite pleased about it. The fact that it came with
over 100 games helped, and all for less than his
cousin's SNES (which has had the same game on
it for the past eight weeks — sad).

Anyway, the reason | am writing (about time
too) is that one of the games that we have is an old
Kixx release called Infiltrator. Unfortunately there

HITTING A NERVE

Dear Brighty Main,

1 Do you recommend Pipemania?

2 Which is better: Nightshift or Kiax?

= What is the ultimate platform game?

& Will Roger Frames ever, ever, ever, ever,
BVEr, BVEr, BVer, eVer, ever, ever...

5 I've... oh, sorry, | didn't finish question four.
& (Again) ...ever, ever, BVer, ever, ever, ever,
ever, ever, ever, ever be back?

5 (Properly this time) I've got a song that'll
get on your nerves...

& Get on your nerves...

7 Get on your nerves...

8 I've got a song that'll get on your nerves...
© Get on your nerves...

1 0 Did it get on your nerves?

1 1 Where can | get DJ Puff's Volcanic Caper?
1 2 | bet you're going to answer, ‘Uncle Dave's
Buy-A-Rama’ to question 12

1 3 What happened to The Gauntlet?

1 4 What happened to 66 pages?

1 5 Why are you lot at Commodore Format
always getting M Bison, Balrog and Vega (from
Street Fighter 2) mixed up?

1 & What is the best ever shoot-'em-up?

17 Can you take all these questions?

1 8 | think that Mayhem In Monsterland will be
the number one game in the All-Time Top 50 poll

are no instructions; the previous owner said he
bought it at a car boot sale, and there were no
instructions with it. Could you possibly help us as
the cover makes it look like quite a good game?

D Brennon, Lincoln

Don't worry, you'ne not missing much, Infiltrafor is no
great shakes. The helicopter bits are prelty bog
standard flight sim stufi and the adventure bits are
similarly dull. But if amyone has some spare INstruchons,
send them 1o us and we'll pass them on. If D Brennon
hasn't sold the game again by then. TMB

is
it's M Vebisog. OF
;‘:IN.IM? Er... not sure.

and Street Fighier 2 will
be the runner up.
19 Do you hate Plymouth
Argyle? 'Cos | do.
20 | think | would call most of the
Dizzy games pick-"em-ups.
21 Which do you prefer: WWF
or Nobby The Aardvark?
22 How oid are you?
‘ 23 Is this the longest
letter ever?
248 Could you please title this
‘ letter... (er, no, because | couldn’t read
your writing — TMB).
Steven Higgins, Essex

1 Wholgheartedly... if | had a heart, that
is. Make that, whole cerabral-cortexedly.

r, has more
ton.
ly need to ask that? Where have you
ssua 387 The third moaon of Crollath?
y hope not, but you know what they say
about bad pennies. Or aven bad panny pinchars.

Dear Captain Sensible (wot? — TMB),

After reading the excellent Well "Ard article in
CF4T | just had to write to the Electric Boys and
congratulate them on actually doing something

WORST GAMES EVER

1 Dizzy Panic

—— L L
L et . s criticism, all the best things

compared to any 2 Unlimited sang
Award winner.

ng failed 1o win any Oscars, this violent
ood cop movie did moderate business at
a. but has subsequently been shown in
1 late night TV. Interastingly, it was
y feature a credit for First Aid.
s being spread over two issuas these days.

ursa, know what the results will ba, but in
suspanse you will have to wait until
| out
think that Peter Shilton has done a rather

impressive job there, in fact.
20 Well they're certainly not pick-me-ups,

itest, Nobby the Aardvark has those fat

every lima,

's a vary personal quastion.
23 Mo. You should have seen some of the love
letters Josaphine wrote to Mapoleon. They made War
and Paace ook like The Mister Mean.
24 sorry. TMB




creative and positive for the C64 instead of sitting
back and watching it die away like the Sinclair
Speccy and the other 8-bit machines. | wish them
all the luck in the world.

| have written to them and told them that |
would buy the hardware, if it was relatively cheap
and not £300-E£400 for a hard drive. | hope every
other C64 owner writes to them too, because |
wouldn't like to see them
wasting their time.
Matthew Cole,
County Durham

Apparently the
Boys have had a
Iot of interest in
the various bits of
hardware they
wrote about in
| CF4T, s0 hopefully
i matters will develop
further. But don't think that
because other people are
showing interest you don't need to — if you think hard
drives and RAMIinks sound like the sort of thing you're
after, get in touch with the EBs now. TMB

b
Go on, you know
¥ou want one,

WORRIED

Dear TMB,

Please answer my questions because | know that
with your infinite wisdom they will be no problem.
1 Do games on disk wear out quicker than ones
on tape? | sometimes have trouble

OVER-EFFUSIVE
Dear The Mighty Brain,
1 What happened to the Early Warning Scanner?
2 Why haven't we heard from Roger Frames in
the last couple of mags?
3 Here is a puzzle for you. What is 127945193 x
7549210143/45.27 Bet you can't work that out.
4 | think the Electric Boys are excellent.
5 Oh dear.
& So those greedy newsagents take £1 from the
sale of your mag for themselves. | think | might
subscribe from now on.
7 Tell the crew to keep up the good work. | have
been impressed with recent Power Packs,
especially 44, 45 and 47. And the mag itself is
great, of course.
8 Speech is excellent — did you know it swears?
Waell, I'd better go now. | will
write to you again. Bye bye.
Dave Proudiock, Dumiries.

1 To be brutally honest, it
becamea faulty and unrediable.
2 Because we're lucky.
3 | wouldn’t lower myself.
& You are right.

5 Please don't call me
dear, it's embarrassing.
& A splendid idea.

F Of course,

8 | bet you think Carry
On films are really

funny, as well. TMB

Will Roger ever escape
from jall? We'll see...

b -

TIME-WASTING

Dear TMB,

H you print this letter | will ask
Future Publishing to give you more
time to play Wizzball, which
happens to be my favourite game
:ulnlil;lrlt:].

n How many Norwegia
subscribers do you Lu? i
To (2): Why does CF have 34
Pages instead of 667
Tre (3) “Hi, mates!” to an
Cé4-lovers in New South
Wales, Australia (I've been
there, you know).

:Iu lllh How do you like my
orwegian numbering?
Fem (5): ¢ Anmw‘l;glm
Graffiti decide to make MIM2 |
straight away as | loved M.
'nt;'.‘ﬂ?} had a very good idea
aving more diagonal platforms. A ve-able
;n:t:. tu‘b:,wnuld be great toa. i i
i Are .
e m’:r:: gohgtomhmrllthrtho
Sjv {7): come and visit me some time,
Atte (8): How much is a 1,000Mb hard drive?
Ni (9): Tell yason Finch that | appreciate his
machine code series very much.

would buy it
Brendan Reid (TMB,
about the saquel

loading a couple of my older
disk games, but rarely any
trouble with my older tape
games. | am worried about
my beloved MIM disk which
| use a lot.

2 Only yesterday |
completed MIM using no
cheats except the brilliant
maps printed in CF. | was
quite touched by

the scene at the

end of the game
when it showed
Mayhem hugging
Theo-Saurus. It was
as if they were
saying to each
other, “Thank you
for helping me
change Monsterland
into a happy, cheerful
place, instead of a sad,
dreary place. | could
never have done it
without you and now
you will always
be my friend.” |
hope there will

S
I " - N
SNy EEE R g
"

Time for those
Scandinavian clichés.

- .
" .‘,il. -

LETTERS r 4

:"uhwhﬂmnmmﬂ
ose great demos on the Power Pack?
m“"‘l'“‘i,llnurdmmnnm
leser CF og digger C64 (that's
- Norwegian, but don't worry, it isn't
anything dirty).

~ Yolv (12): 1'd better be off to bed now:
it's nearly 3.45am. Good night. :
- Vebjorn Koksvik, Norway

Yat (1) Three.
Yee (2) norwegians obvicusly can't
count. We have 36 pages.
Sam (3) Did you visit Condobolin
while you were there? Graat place,
See (4) s notas good as my
Chinese numbering.
Um (5) Anybody go any more ideas
about wh'a;:itmu be in a MIM sequel?
Look No. Tou
Chat (7) when <oy

you least expect it.
Bat (8) Ao
Gow [9) No - he's big headed enough as it is.
Sup (10) Anything is possibie. Wel apart from
Arsenal playing decent football,
Sup-Yeat (1 1) keh di ker treki pahl terragone,
Kriapthii Kaa (that's Kelhirian, but don't worry —
nobody will be able to

& , but it's oniy 3.
idd i . s '!I’ﬂﬁprnhihq

2 | think I'm going to be sick

3 That depends (as | always ssem
to be saying). Stunt Car Raceris
superb, but a bit idiosyncratic. A more
standard driving sim that still
impressas is Turbocharge, allegedly
the fastest game ever on the C64.
Supercars is by far the bast of the
Jovernead-viewed racers. TMB

Dear Mr Brain,

I'm an avid Commodore fan and have been
with your fine magazine from the start. I'm
sorry, but I'm not convinced by your
attempts to prove that the C64 isn't a dying
breed and that it is just as powerful as a
SNES or a Megadrive. Full marks to the
Electric Boys for continuing to
support the C64, but one wonders
how they are managing to pay the
bills - they can't exactly be rolling
in it from selling Commodaore

hardware, can they?

Oh, and one last moan - the
state of your once-excellent letters
page (hang on - | don't like the
sound of this — TMB). | accept it's not

=

be a sequel.
3 What do you reckon is the best
driving sim on the C647

Greg Shepherd {(13), Nerthampton

1 Games on disk don't exactly ‘wear out' but they are
more likely to become cormupted. Your best course of
acton is to back-up all your favourite software, then
put the orginals safely away somewheare. Use the
software frem the back-ups, and then if the disks do
2 corrupt, you still have the orginals.

your fault and you can only make do
with what you receive, but the vast majority of it is
pathetic. Take issue 47 for example: a not-very-
interasting list of Leon Bebbington's favourite
games; someona winning letter of the month for
asking if you like Aerosmith and finally, probably
the biggest load of crap | have ever had the
misfortune to come across — | am, of course,
speaking about Timothy Watson's excuse for a
letter. How on Earth can you justity printing such

h October 1994 »
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8 LETTERS

bilge? | will than Mr Watson to keep his childish
comments to the playground in future.
Finally, a few corrections:
1 Parasol Stars was completed, but the
programmer had his house broken into and all his
computer equipment stolen - including the disk
containing C64 Parasol Stars. That's why it was
never released.
2 The C65 was also completed, but Commodore
didn't think it was financially viable to release a
machine so technically similar to the Amiga.
3 No, R Marshall, the console fad is not dead.
Everyone in Great Yarmouth is backwards, that's all.
Oh, and definitely finally this time, here’s my 10
worst games of all time...
Matthew Withers, Crewe

Ah yes, | must be scraping the bottom of the barred if |
have 1o resort to using hetters like this. The Parasol
Stars story is apocryphal at best (it's along the lines of,
“Sorry, Miss, the dog ate my homework”). The comment
about the CB5 which you react to was sarcasm (okay,
it's the lowest form of wit, but | was writing for humans,
so | thought I'd better lower myseif). Basidas, there are
a few CG5s in use, mainly in the USA and Garmany,
but, their numbers barely make it into double figures.
And as for the console games sales dipping
dramatically, that, my friend, is a hard fact across the
country, not just in Great Yarmouth. And sorry for not
printing your Top 10 worst games; we didn’t think they
were very interesting. TMB

GREAT IN THEORY...
Dear Terribly Mutilated Beachball,
| think that you should put whatever game comes
top of your all-time Top 50 Commodore 64 games
poll on the covertape of issue 50.

Sean Smith, Kirkby

® Why don't you get some of these
German games you keep mentioning

released on your covertape?

T MacMillan (an ofd scener in a new 64 ara)

That is, in fact, what we are altempting to
do. Hopetully we will have some results in a

couple of issues. TMB

® | know a shop which was selling one

of your Power Packs.
Mark Cartwright, Worcester

EXPRES YOWRSEF

themselves through
P othars find ther outiet through
music. But the best way '::::mm
is to
o sy e IO
R ommodore Format. Forget Hockney, Rushdie
_This is the forum for the

true art of the 80, So take part in this cultural
revolution. Write to: TMB, Commodare
Format, Future Publishing, 30 Monmouth
Street, Bath, Avon BA1 2BW.

it might sound like a good idea in theory but there's a
hitch whan we come to the reality of the situation.
Presumably the top game will have received so many

L)

votes because people have already got it and
played it — what's the point in giving them
something they've already got? TMB

outside Slough Bus Station at 4.37pm. Not
that | balieve in Blac . but if anyone
manages o arrange the pay to gat the

Mmagazine up and running again. TMB

® Iz it possible to get a version of
Windows for the CB47
Timothy Wheaton, Addlestone

Unfortunataly not. Though there have
been some similar WIMP {Windows Icons
Menus stems writlen for the
C&4, none of them have ever really had

Well, tell them it's illegal, and tell them who
told you to tell them. And tall them we'll be
around 1o sort them out if they don't stop. It's
this sort of thing that gives the 8-bits a bad
name. TMB

much success. TMB

® Will the Electric Boys ever make
anything for the RAMIink?
Robert Wintle, Plymouth

o

o

) eno-OF-LEVIL
GLARCRANS

w ™ H

o meos

® Bring back the brilllant Your Sinclair
from the dead.
Ashley Whitton, Reading

% If the RAMIInK sells in sufficient quantities,
then yes, they will. TMB

® Why don't you review every C64 game

ever in CF507

Timothy Wheaton, Addiestone

Hmm, resurrecting dead computer

ZINes s a long an
For that w '
= INCIdin
of Tra

Spectrum +2 ¢

complex business
Jid need a party of 12 paople
'S writers and a Ministar
dance naked
e summear s

Because we'd nead an issue roughly the
size of Uganda and three years In which 1o
write it. Sorry. TMB
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Dave Golder takes
you on a guided
tour around the
covertape...

FANTASY .
WORLD ,

_#L_J M

Tha game can be played aither

f

.{ L £ '; JOu. with a joystick or from the
' t.u‘mﬂm.}, HHJ.]., = keyboard; here's what
r does what:
ot b Joystick left z
= L' . Walk left'choose an
g object in inventory
" 5- ; W"‘ Joystick right X

walk right'choose an
object in invantony
Fire Space/Right Shift

'

Ik_;\ Go o inventory
== hq- Q Quit
P ‘

izzy is a bit like
Michael Caine. He's
extremely popular
and axtremaly
prolific, but tends 7.
to fall foul of the critics. Becausea, =¥
you sea, his quality controd, like
Mr Caine's, is not all it could be

- | othar words, he tends o
appear in any old rubbigh. And

50 his detractors gleefully point to
complete turkeys like Dizzy Panic

i,

(T

and Dizzy Down the Hapids, But it Ep A 'ﬂ_ =

e

has to remembered that just as in
Michael Caina's caraar there's a Mona
Liza for avaery The Hand, or an Aifie for
avery Biue lce, Dizzy has appearad in his fair
share of classics. Fantasy World Dizzy is one of them.
The plot's a bit thin, but the adventuring action is top
natch, and the supporting cast of Dizzy regulars is on
fine form. Dizzy and Daisy have been captured by the
Evil King's trolls. Daisy has bean sent to Wizard Weird's
tallest tower while Dizzy ends up in a dungeon deap
within the lower intestinas of Fan1asy World. He must
ascape and rescue his fair maid, before she reaches har
sell-by date and goes a bit smelly. And who knows —
thera may be another mission after he's found her...?
And that's whenre you come in. You have o take
control of the ovold hero and help him on his quest(s).
This requires a keen puzzling mind. The objects you find
lying about the place are often the key to getting past
the various obstacles.

No Laap

If you're having & hard tirme oal

: ! nk the
month's Power Pack then plonk

q duff tape in a jitfy bag, slip in 8
: cizad SAE, seal it up
| f.! o tape-sizad SA

. and send L0 OFaa Tape

ding this

Replacement Service
Ablex Audio Video Lrrl ;
Harcourt Halesfield 14
Telford, Shropshire

That lever operates
that door, but how do
you get back there?

To pick up an abject, just
stand next to it and go tos
the inventory; the object will
automatically be added to tha
{ inventory list. To use or drop an
object go to the inventory,
select the object you want
then press fire or Space/Right
Shift. i's dead simple really.
Just a few more hints
betore we let you go off and
crack this adventure (perhaps
not the bast term to use). Stear
" clear of fire and water, because
yourl'll either be fried or bolled, you
ave three lives and the wildlife is
usually unfriendly... and pratty hungry.
And that's yer lot. It's over to you now. But if
you're having trouble getting started, you might like 1o
know that the Troll's are partial to juicy Granny
Smith's... but failing that, they quite like apples as wall.

COLOUR-MIXING

If you want to discover what this program's all about
get to page 26 now. It's a new sort of demo, y'see.
Mot a game demo, like Penguin Towers. And not PC:
demo full of flashy graphics. But it might just help
you design some flashy

dr—

E ]

@

graphics, because what
this demo’s demoing is
the graphical tricks
that Russ Michael's
covers in the first part
of a two-part feature on
creating C64 colours.

Do you dream In oolowr?

/" AH, YOU NOTICED...
Apologles for the mix-up with Tilf last month. The
version on the covertape was the correct one, it was
the instructions inside the mag that were wrong.
Ooops. Anyway, CodeMasters’ Tilf received a much
higher CF rating thal the Genias one, 50 you came oul
of the deal better off. However, If anyone is having

- and distilled into an easy-to-use form —

problems working out how to play the game, please
u\-.mm in for a list of the proper instructions. )

Penguins must
have some
seriously top class
image consultants.
How else do you
explain how birds
that look like milk
bottles in dinner
suits and waddle
like pregnant weebles keep getting cast as
villains? It's inconceivable. First we have Batman,
and now we have this game.

Penguin Towers is basically Bug Bomber in
which the bugs have been replaced by penguins,
with hilarious results. Well, okay, perhaps not
hilarious, but the game is brilliant fun. This demo
features a few of the earlier levels of the game, and
if you're not sending some dosh Visualise's way
for the full version pretty soon after you had a go,

we're a load of
monkeys' second
' cousins removed.
What you need
| to do is blow up
all the penguins
| on each level.
You move around
LR SR e R R u-ilvl"nﬂ thﬂ Iﬂ}‘“hk
while hitting fire drops the bomb. There are two
types of walls — solid ones are indestructible, but
the more patterned bricks can be blown away.

To kill a penguin it needs to get caught in the
blast from you bombs. Be careful no to fry the
eggs though, as this will produce mutant penguins
who are really nasty. To help you out, there are a
number of pick-ups that appear when you blow
away the walls; we’ll
leave to discover
what they do - it's
more fun that way.
Oh yeah, and
there's also a
bonus level hidden
inside one of the

bricks. Good luck.

EFFEFFFEFFFRERERC R

b

-ltt#ibibif

.,

wrl:-r

| wat
! oges -

rrr::r‘:r'll!!li%'ralr

The perfect program for lethargic programmers
everywhere. All of this month's techie listings from
Techie Tips and Mean Machine Code freeze-dried
in other

words, they've all been done for you.

: i
"mm‘ | A
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HOW FAR

Why spend megabucks on a console game
whanyoucangetmegamtsofmm
for very few bucks? Dave Golder proves that
cheap can leave you immensely cheerful.

o, what can you get In the way of computer

antartainment for E647 Waell, it could buy

you one copy of Street Fighter 2 Turbo for

the SNES. Sure SFZ2s a great game, but is

it 20 times better than a decent C&4 game?
Mo way. Mo way by a very large margin. And the fact is
that you GAN still get 20 or even mare really good MEW
commercial C84 gamas for £64.

And it doasn't stop thera - there's some greal
hardware and applications software also still avallable
that'll leave you a huge wodge of change from £64.

Enocugh to buy yourself a few classic games, in

OLLIE ALDERTON
CF ART EDITOR

OCP ADVANCED ART STUDIO
£24.99 DATEL T 0762 744707
| mean, come on, what &
barg. It's a bigger bargain
than finding an ariginal
God Save The Queen on
EMI for 45p al a car boot
sala... well parhaps not,
but it's a pretty big
bargain anyway. It's a
stunningly good art
package that enables you o create
and manipulale pictures with ease. |t even comes with
a mouse 10 makes things even simpler. If you haven't
got it, why not? It comes on both tape and disk, so0
there are No BNCUSES,

LIVERPOOL £8.99
WIZARD = 0723 376586

Grandslam’s .
No excessive transfer fees here.
excallant "
P =

footy sim o (5 - r'.III'-.'u |
never quite . F -

gets the - ?

recognition it ;
desarves,
but I'm herne
to change all
that. It's
excallent
Perhaps not the best footy sim on
the CB4 ever, but if you haven't got
Microprose Soccer this is definitely
your next bast bet if you want to play
some senous CE4 soccer

CREATURES £3.45

ULTRA SOFTWARE = 0295 730060

The game which proved the Rowlands were a game-

writing force to be reckoned with. Like its sequel and the
brilliant Mayhem which followed it, you can show this

tact. And if it's quantity rather than quality
you're after, you could end up with a pile
of shiny new games big enough to cover
with a white sheat and call a life-size
sculpture of the summit of Everest.

To prove how much fun you can have
with a G684 and £64 we gave four Cé4-0-
maniacs three score and, e, four quid to
spend on Commodore goodies (actually,
we didn’t — we just told them to pretend; do
you think we're made of money?). And here
ara tha choices they made. ..

1o your console-owning
mates to make ‘am green
with envy. And the 64
varsion is miles batter than
the Amiga version (which
the Rowlands had no

invalvement in). Creatures

STUNT CAR
RACER 8
£3.45

ULTRA

SOFTWARE

= 0295 TI0060
Quite possibly the |

best ever driving ﬁ;.tf— 'ftilf'ah%-h'k.ﬁ

Racing hundreds of
feet up in the air.

o

sim. It's the sort of
game that ancient
gamers, who have
moved on to consoles,

speak of in hushed lones,

asking, “why don’l they

make games like that any

more?” A head-lo-head against the computer on roads
that are on ramps hundreds of feet in the air. Awesome

OUTRUN EUROPA £3.45
ULTRA SOFTWARE = 0295 730060
More racing action. | like my driving sims. This is the
without doubt (don't argue) best of the OutRun
sefies, involving a chase across Europe on
various different high-speed vehicles. Great stuff.

He's not exactly keeping his distance.
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£4.99 (DISK)
WIZARD GAMES = 0723 376586
Shoot-'em-ups have never been so violent -
though all you're shooting is androids, 50 that's
okay (just in case the Viewers' and
Listeners'
Association
is tuned in) .
It's the TV
gameshow
that makes
Gladiators
ook lke
Countdown.
Supert stuff.

o

R
oonveneg

g
| &

Emash
. thi.-.:v;.““ Whitehouse,
not approve,

XENON £2.50

WIZARD GAMES = 0723 376586

Okay, the original Xenon is pretty much a shoot-"em-up
by numbers, but | had to find scmething cheap to make
up my £64 quotient, and this is still solid gaming fare,
You can find console shoot-'em-ups that are ten times
the price and half the fun.

MICK FALDO £10.99

WIZARD GAMES = 0723 376586

Another outstanding Grandslam sports sim. IV's a pity
the company got their act together so late in the day. No
exaggeration - this really gives a lot of console golf
games a run for their monay.

.

Golfing
action
that's

on &

par with
the best
on the
consoles.

TOTAL:




FORRESTER,
EX CF WRITER

TURBD CROSS ASSEMBLER
£14.99

THE ELECTRIC BOYS o 081 668 7395
| love dabbling in Machine Coda, me, and so
an Assembler is an essantial item. But even more
assential Is this Cross Assembiar from EBES. Using the
cable and the software you can link up two CG4s and
program like real programmers do, by having your code
on two machines at onoe. Do all your assambly on one
and check the results on the other as you go. Not only
does it sava time, but It's a great back-up in case one of
the B4s crashas. And if you haven't got two B4s, thera's
ordinary old Turbo Assembier, a snip at £5.99.

CF25 (SARACEN PAINT) £2.50

SEE BACK ISSUES O PAGE 31

Don't forget that every time you order a back issue of
Commuodora Format you also get the free covertape to go
with it. And Issue 25 had the great little art package
Saracen Paint. But thers aran't many coples left now, so if
you want one you'd better get your skates on.

DREAM TEAM £6.99 (DISK)

WIZARD GAMES = 0723 3756586

This excellent disk

compilation is great

VFM (as The Sun

= would say), mainky

| because of The
Simpsons. But WWF
is ona of the battar
beat-'em-ups (and
milas batter than its

saquel, the incradibly

dull Europaan

Rampage) and
Terminafor 2 has its
moments. More than

tha sum of its parts.

HERO QUEST
WILARD GAMES r 0723 376586

If you like RPG= and you haven't got this game,
something has gone seriously wrong with the great
schama of things. So get hold of this superb sword and
sorcery caper now before the universal balance is
irreparably damaged.

£3.50

HeroQuest is a must-have for anyone into role
playing games. And it's still easy to get hold of.

(4 X COVER FEATURE 11

 YOUR £6/£ cO?

HEAD OVER HEELS £3.45
ULTRA SOFTWARE = 0295 F30050
Probably the best .
isometric 30 game EELLT
avar on the C&4,
And if's a
downright waird
gama in which you
have to swap
control regularty
from one of the
canine stars to the
other. Oh yaah,
and it's pratty
huge as waill,

QUICKSHOT PYTHON JOYSTICK £9.99
QUICHSHOT = 0279 600204

I'm surprised no-one else has recommendsd a joystick in
this featurs. A decent joystick Is essential to precision
gaming. And the beauty of the Quickshot Python |s that
apart from being a damed comfy 'stick, it's also cheap
anough to let me buy a few more games with my 64,

Isometric viewpoints - great!

ANOTHER 30 AMAZING GAMES IN ONE Bi6 BOX
You can't get much more of a bargain than this.

BiG BOX 2 £9.99

WIEARD GAMES - 0733 376586

Who colld resist a bargain like this? | certainly can't.
Thirty games for a tennar — that's a mera 33p a gama.
And some of them are even good — Zoids, Barbarian 2,
Cauldron 2, Lords of Midnight... the list goes on. it's a
multi-corker if ever there was.

MICROPROSE SO0CCER £3.95
DVERGLADE = 0443 3401468

| know Oflie has
recommendad
Liverpool, and that's a

pratty good soccer
gim, but this is without

doubt the best on tha
Ce4. And it's
cheapear. So unless
you're a rabid Liverpool fan, | reckon
you should go for this corker of a gama.

MINI OFFICE £2.99

WIZARD GAMES — 0723 37565856

Okay, it's a shama Mini Office 2 is hard to get hold of
these days — if you sea it, get it. In the meantima, I'm
quite happy to recommend the original. It's not as good as
Its successor, sure, but it's ganerally available and dead
cheap. So if you want a good basic suite of business
softwara, Min/ Office is a good bet.

NEVER MIND
THE QUALITY...

Right, if it's sheer volume of games your after,
I#l's see how many we can get for our £64.
Disregarding PD, here are some of the best
bargains we could find (all titles are on cassette
unless otherwise indicated)...

Wizard are offering a
choice of three sports
sims from a selection
of 20 for just £5

‘Wizard are offering any
two Dizzy games for £5

Take your chance — pay
Wizard £6 and they send
you 10 games... of their
choice!

The Big Box, cassette or
disk (Wizard Games)

The Collection
{(Wizard Games)

Soccer Double Volumes
1 and 2 (Ultra Software)

Best of Elite
Volumes 1 and 2

Multiplex (243 587089)
do a deal where you can
buy 13 games (from a
pretty motley selection)
for £9.99

10 Great Games (Wizard)

Classic Arcadia (Wizard)
Kids' Packs (Wizard)

A couple of other games
from Multiplex at 99p each

TOTALS

10 5.25-INCH DISKS
£4.95

ULTRA SOFTWARE

= 0295 30060

50p a disk? Can't be bad.
Anyway, I'l need some disks
with all that assambling I'l be doing. And it
nicaly finishas up my £64. Almost.

rora: £63.30
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DAVE GOLDER
CF EDITOR

ACTION REPLAY £24.99
DATEL = OF82 744707
Probably the fourth most essential piece of
hardware for any Cé4 owner (after the CG4,
the monitor and a datassette or disk drive,
of eoursa). How
can you live
without one?
Apart fram
it's poking
abilities so
that you can
romp through
games with
infinite lives/
weapons‘energy/
cat food or
whatever, it also provides loads of programming utilities.
Believe me, you want one. You need one.

MAYHEM £8.99

APEX COMPUTER PRODUCTIONS

LTD, PO BOX 100,

SOUTH OCKENDEN,

ESSEX, RM15 5HD.

Okay, I'l come clean, all four of

us would have bought this with

our £64. But I'm the editor, 5o |

get first choice. Hah. This is, quite

simply, the best CB4 game ever, and

is & darmed sight better than a load it

of those characterless console g ——.
platformers. Get it. going to choose it.

COMF | gy ——
O BEsET
- TN ET ey

IS Ty |“;,L°“

Wﬂr to in i
¥: Power, cnmﬁﬂmrlu Nvag

RAINBOW ISLANDS £3.75
m—— WIZARD

o 0F23 376586
& - L. From the latest platformer
- 'm—-—w—-—-___ '''''

sensation to one of the
earliest, Rainbow lslands
Still a brilliant game.

was probably the game
that populansed the cute
platiormer, but the thing
that still makes it stand out is its unique gimmick — the
rainbow gun. Theme's never bean amything quite Bke it since.

Okay, 8o I'm being a bit of a creap.

But | would never miss a copy of

CF. It has always, and still is, an

assential source of all the latast C64 information.

DATEL MIDI 64 INTERFACE £39.99
DATEL = 07832 T44TOT
I'm into music, and this
gadgat, which comas with
The Advanced Music
System, a decant anough
MIDI music package, gives me
tha abillity to control MIDI instrumants
from my CB4. It's a bit specialist, sure, but
for anyona who likes creating musie, it's a must.

RICK DANGEROUS 2 £3.95
EVERGLADE — 0463
240168

| love Rick Dangerous,
and would, n truth,
have bought both Rick 1 |
and Rick 2 if given £64
to spend on any CG4
goodies | iked. But in
the interests of variety, |
decided to stick with
Rick 2 - arcade
adventure acticn at its
best (Rick 1 being a very
close second best).

RN |

Rick Dangerous 2 -
who says thal sequels
are never as good as
the originals? Mo me.

ROBOCOD

£3.95

EVERGLADE = 0463
240168

The aquatic adventuras of

ooo1oooo| ihe biomechanoid scaly

hero are not to evarybody's

The Slippery super spy
with stretchy bits.

taste, but | loved the game,
and that's why it's in this list
(that and the fact that you can still get hold of it new).
Fast-paced, colourful and packed with gimmicks.

RODLAND
£3.45

ULTRA SOFTWARE o
0295 TI0060 &
Oh, yeah, | know.
Another plathommer
But | can rely on the
others to balance
up my bias. And
anyway,

Rodland is

anothar classic
which, along with
Bubbile Bobbie,
practically invented every cliché in the platform genre.

STDRAGON £3.95

EVERGLADE « 0463 240168

Wha can resist a classic shoot-'em-up action at a price
like this? | certainly can't. And since you can still get St
Dragon from Everglade, 1l spand £3.95 on that,

5 BeBesEBEBREE]

Who needs
guns when
you can
beat your
anemies
with big
sticks?

LEMMINGS £10.99

WIZARD = 0722

aArssas

This game was a

smash on all

formats, and our

C64 version Is wall

up there with the

bast of the - Pl 1 gt -
versions. It's a

great puzzler, and a m:ﬂ: .,.'.'l'..?:.'l‘::'»'?:m,
truly original gama. than any other.

™ 0722 AT4586
Along with Rodiand,
this virtually
invented avery
cliché in the
platformar ganre
{er, Dave forced
od Bub mea to say that, by
the way).

roduc
me that int
"..: Bob to the world-
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STEP-BY-STEP GUIDE TO
PROGRAMMING £6.95
COMPUTER MANUALS

= 021 F046 6000

Definitely one of the the
easiest-to-understand books

on C64 programming ever
written. What it lacks in
comprehensiveness, it more
than makes up for in
comprehensibility. Unlike

that last sentence. Bul it's a
great intro to the subject for n
brainless gonks like me.

NORTH AND SOUTH
WIZARD GAMES
= 0723 376586

do J
out of ajop, "N

£3.99

The kind of
strategic
wargame that
appeals to people
who don't even
like strategic
Wargames,
Relive the
Amearican

Civil wear for
urdar a fiver.

Why would anyone aver want to
play the South in this game?

ToraL: = )73,)/

AN ENDLESS SUPPLY

...And then there's always PD. in theory, PD is
free so can get infinite games for £64. But there
are postage and duplication costs, so that doesn’t
quite count. Anyway, PD complicates matters, so
we decided to concentrate purely on new,
commaercial games for this feature, because then
there is a direct parallel with the consoles.
However, this does emphasis the point that the
consoles don't have anything to compete with PD
- their loss. And to hammer this point home, next
month we'll be presenting a Top 20 PD games.,

F15 STRIKE EAGLE £3.45

ULTRA SOFTWARE = 0293 730050

Flight sims are an acquired taste, but it's one my
tongua's got used fo, so I'll be happy to lick this game
(blimay, talk about mixed metaphors — Dave). Just the
right side of complax to make it challanging without
becoming frustrating.

SILKWORM £2.50

WIZARD = 072 AT6586

Whaen you've only got a couple of quid left you can
always raly on a good old-fashioned shoot-"am-up. Which
is what Silkworm happens to be. It's not all that fast, but
it's wisually impressive and constantly angrossing.

¥ s

Silkworm - a poncey name for a hard game.

rora: £63.63



Jon Wells continues to recount the trials
and tribulations of trying to bring 10th Dan
to your C64 monitor screens...

ome complelaly bizarre things have been
happening this month, but more about that
later. In the meantime, I've been busy
finishing off the concluding landscape for
level one, parts of which we saw last month
The main landscapa for this level now features all of the
skyline graphics, including clouds
and fainter mountains, to give it
mora distance. The lower part
fealures a purple rockery {okay,
it's a bit odd), instead of the
plants 'n' stuff that | was
criginally going to include. Onee
the distant mountain and cloud
data was finished, there were
only 28 characters left 10 do tha
big plants, bushes and fences
with! Not much mamony, eh?
That's why | did the rockery, though it wasn't much of a
problam because it was going to appear in
a later level anyway — I'll just stick
the flowers on that level instaad)

So no problemo

.~ TRICKY ROCKS
4 The rockery was a fricky one to
manipulate bacausea the
players aciually need io
mave behind the rocks,
but in front of the
i bridge and any
other graphics!
Although we
can easily
achieve
this by
using the Sprite to
Background
e Display
. Priomty

THE STORY SO FAR...

Jon Wells, the man who basically is Visualize
Software, has spent the last half year working on
the game he intends to make the best C64 beat-
‘em-up ever. And he reckons it'll challenge a lot of
console beatl-"em-ups in terms in playability as wall.
So far the graphics for the first level are complete,
the map editor is in place and now he's started on
the actual fighting routines...

polnter at $D018/53275, thara's a
problem! YES, there always a problam.

Your sprites can only move behind the Changeabie
and Multicolour Two colours (seea the Colour Mixing featurs
on page 26), and the rockery needs to be three colours!
The sprites always move in front of the main Background
cotour and Multicolour One

ng matter what you salect on
the priority pointar.

“So that's it then?" you
rmight think. Not quite! Y'see
if you take a little look at the
screan shots, youll notice
that the rockery is in fact
three colours... (No you
won't, we're on a mono
page — you'll just have to

lake aur word for it — Dave)
They comprise a black outline, along with the dark blue
and purple, yat still the fighters can move behind them
and be hidden completely! You see, although we sea
three colours 'm still only using two pointars, The black
and purple are, in fact, both the changeable colour, while
the blue is Multicolour Two, and the graphics were
developad in such a way, that the black and purple
colours would never be in the same character at the same

S5-4E 40 SPRITE 539

The cast is coming together and the first level
background graphics are complete,

GAME DIARY

13

fime. Yup, that's how it was dona
chums... (er, I'm giad | read the colour
mixing feature first = Dawe).

— ) THE CAST
I've drawn some more
opponents heads, loadsa
heads, in fact. The finished
product will only feature
about four o eight
opponents in mamory al once, but you'll be able to
choose these four to aight from around 30 differant
opponents before the main game loads. This actual
number mainly depands on how many differant-looking
opponents | can draw.You get a look at the entire cast of
apponents to date in naxt manth's diary.

Although I've parly developed most of level twoe
using level one graphics (y'see there are going to be six
lavels with three graphic styles), the emphasis now is to

get the complate control system and highter graphics
sorted, before | do anything else. This means that the
later levels will have 1o wail,

Baiore | do anything, | nead to decide in what format

thesa animation graphics are o be crunched so that |
can test out my rowtines, There are five different ways
ie, character to sprite, single sprite, sprite veriical stnp,
sprite horizontal strip or linked Sprite. .. phaw

Though | have as yet to decide (decisions, dacisiong),

the best way is to test the routines and choose the least

You'll have to take our
word for it - the rocks are
drawn in t p colours,

rastar-time eater (fuf, &ven | worked that out — Ed). At first
| tasted the single Sprite format, as it's the aasiast 1o do;
this can handle six sprites, flipped either way in abouwt 160
rastarines, which is a bit steep, though | could decrease it
to about 100 by making the routing bigger, which uses
less compare-and-store cycles. A cycle is the time taken
to operate a machine coded command, so the more
cycles used the longer the rastertime. Hmmm.., thal side
of the coding needs to be more heavily researched,
thought out and tested, Qooer, sounds like hard work!
There's something else |'ve got to do before all that afier
all — program the 10ih Dan Spvife editar!
Actually that's the main thing I'l ba daing in
cruncher will be used, See you in 30 days. @
KENZ IS BACK
Well now for a bit of bizarre happenings. Think back to

part seven. Hopefully, I'l also be able io give
you more infermation about how and which
last month's diary when | mentiened that Paul, better

know as the FeekZoid, had disappeared for good! Well,

he's returned! There was poor old Kenz, just boldly
going to answer a knock on his office door when it was
smashed down by an enraged FeekZoid, wildly waving
last month's issue of Commadare Format.

After a few moments Kenz managed o scramble
out from underneath the door, only to be confronted
by the still angry FeekZoid, demanding, "What the ‘ell
is all this about!”, Well, FeeKZoid is back and he'll be
dealing out the muslc for 10th Dan and Germ Alert, as

well as our future projects. Which is excellent
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14 PUBLIC DOMAIN @F

nl-‘m entertainment?

-

Well, you could go down to
the Barrow-In Furness bandstand and listen to brass
versions of Kylie’s greatest hits, or you could load up
a demo. If the demos seem preferable Andy Roberts
might be able to steer you in the right direction...

&2 e

Sevond maginatlr

this pari emulal

SPASMOL IMAGI intro-intro L g e
YTIC BEYOND NATION 2 * aen - Tt BT PST
(CENSOR) (ANTIC) gf= (7277  depeh . dona just for §

This is tha latest release from the word-renowned Censor
group which boasls several new technigques that the

Thiz is one of a new bread of
megademos, in thal the

can have your cake

Thnauthmnl'm;m., ' This screenshot's from... ah,

il demo's creators are obviously keen to show off. Theintra  whole thing is self-running. 3 - I::::r‘;::nburﬁ TR A e e
features a superb colour-cycling scrolling message, but Obvicusly you need 1o load . | have N“’;;'; ““‘“"ﬂﬂi ’ on the tip of my mind...
the second part is by far the most innovative — a stunning it up initially, but then you _ . I . - :.-. sl ‘ ey
ray-traced animation, which moves and changes colour in -~ can kick back and relax . [ P -, faaturas a rolating city scape, and
time ta the music (which, incidentally, is the awesome while the demo plays each . § ! L - iyl anoihet axample of he
main theme from TERRA CRESTA by Martin Galway). part (and loads in the next). !. s f_:;:_?___‘ rf" E ---_r.: l . stunning animation affects possible

Part three features some amazing sampled riffs, O the downside, you have N '_. e b 4 iy on the CB4. £

along with complementary effects, flashes and strobes. to sit through the whole ’ ' - i ._,*.._. A . The final part features a gid in a
Although they are quite clear and crisp, the samples do demo - and that includes ' |, :ﬂ : n . swimsuit (for no apparent regann}.
tend 1o hiss a little, so keep the volume down unless you the boring bits too. You j - a2 ' before the main ray-iraced picture

and credits appeaar,

wanl to attract every dog in the Althouah B | b o
neighbourhood. TR & 2 (Gl and at it - with all ‘ ough Beyond Imagina
The fourth part IR & LAY (AN thase horrible bits . lacks the sparkle and

professionalism of some

is by far the longest, of peel and rind :
and combines all the LT you'd normally take out, . megademos, it has several
aeffects from the ancient This demo kicks off with a very criginal intro, interesting and innovative seclions, a.r'u:.| is
previous demo :;:’;f; ::: - emulating the start-up screen from a 386 PC,and  SUreé 10 set more than a few trends within £ ) O/,
sections (colour oyramid? - even the Guru Meditation error message from the '@ demo community.
O - DIGITAL MESSIAH
e — NTROD
T s vt e i UCING geaasTLE)
veary 1:|ri|;|i!'|zllr featuring y KE“’I‘ "!D A“ w; #;ﬂm'hﬂlﬂr mrcmat-a
several different Mandelbrot pictures which are displayed Ancther month, and another new PD library. KOPD i "
ey mluu‘r-t:y'clad. S varily D1 PIRSMA Sach. (Kevin & David's Public Domain) is based in sunny Megastyle
sp_“mm 7= 0 MR e, A l_.II'ILIBl.Jal o, Scotland and run by Kevin Wilson, his aim being to production for the

but a chesppointing relsass for a group with Cansor's provide quality PD software on tape and disk (in much C64. If you're
me ok pec. The “mmmm the same way as every other library). Anyway, if you'd m with
is ulmu:‘;ml:;ﬁx:ﬂ::;r 7 59/, ke more information, send an SAE to their address demons.
ai B okd ity listed in the PD Format directory. Mm!m

Amiga 500. Alter a tedious list of credits (accompanied :‘.:I"h':‘:;r

by a rathar nifty pixel tunnal) comes a stunning animated

sequence. This was featured on Power Pack 47, and is m;i wm.t'

quite an amazing piece of animation, especially if the Lo ;Twm

lights are dimmed. e

Next comes a vector graphic pyramid which rotates ml i fmh R RTER

smoothly and effortlessly, then the programmer
introduces an X-RAY affect allowing us 10 ses inside the
pyramid. Quite superb.

After this comes the ubiquitous greatings section -
which is slightly more readable than most if you're
interested — along with some spinning and rotating
chessboards for added sparkle. The next section

From Beyond... and CF
Power Pack 47.

scroll and morphs into a
bursts of lightning and
thunderous sound effects. The credils section comes
next, and features the names of each Megastyle member
carved on gravestones... imagination or premonition?
More dark and sinister sound affects accompany the

next picture of a demon hunched over a gravestone. Il

yond demo demonstrates ;
s gt this dema was a parson, it would wear black, listen to

N
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FOLE g Ry —
HE irogaey
Beyond: Oh no, "€ spjpcr 0% dage Pty
el PD FORMAT
the dronded 0OS. £35S AT B w1y, DIRECTORY
Metallica and think Ml g go
H-hm h‘“‘ﬂﬂ MNew PD libraries seem to be appearing
The Crow is a Mot 55 e all the time, which makes it difficult for
graat !:Ir!ama.tic m" L us to recommend any one particular
masterpiece! ﬁ o "'h_h e library when we review the software. It's
The hﬂ:lllﬁllm = i 06 ‘Hﬂ-ﬂ‘“ ;’3 also a little untair, because most libraries
mmplgdl o SO0 Hriﬂn{ i ) stock all the latest software anyway.,

probably - Ed), along with a myriad of flashing symbols
and creatures, which are supposedly the five main
phobias. After this comes another movie-inspired
sequence, with possible racial overtones — a man sees a
burning cross from his window, and joins up with several
men in hoods to worship the Grand Master who is
standing in tha flames. The letters K, K and K (not to
mention, V, E, R, ¥, B, A, D, T, A, §, T and E) spring
instantly to mind.

Forunately, tha next sequence in the demo shows a
little less tactiessness on the part of the designers (well,
it would ba difficult to show more lacliessness — Dave).
To another sampled heavy metal riff we are traated o
images of money, power and wealth, while a hand points
to writing on a blackboand and instructs the poor mortal
to work, Amid scenes of falling money and grinding
wheels, vanious corporate logos flash across the screen.
If you've ever seen a U2 Zooropa video, you'll know the
kind of thing 1o expect,

The final couple of sequences can only be described
as bizarre, surreal and downright strange. This display of
weirdness concludes with spirits drifting up the screen,
ushered by the Grim Reapcr himself — | blame it all on
Meatioal videos mysaif. i

The whole demo, which spread across

That's where our splendid PD directory
comes In to action. If you've never ordered
PD software before, write to a few of the libraries listed
here (enclosing SAEs) and ask for up-to-date
catalogues. Some libraries only stock disk-based
software, 8o it might also be a good idea to specify
whether or not you own a disk drive.
dust to make things esasier, we now specify whether
the companies stock tapes (T) or disks (D) next to the
company name. If you run a PD library and can't find
yvour company listed here, write to us at: PD Format,
Commodore Format, 30 Monmouth Street, Bath Avon
BA1 2BW. If you're a programmer or PD library, that's
also the address 1o send your latest software along to.

EINARY ZONE PD/THE GUILD (T/D)
34 Portland Road, Droitwich, Worcestershire WRS 70W.

into the unknown. It shows imagination and lalent, and is
cartainly not your average run-of-the-mill megadamo. If
you'd like to try something different, try this. Il's a shame

about the fascistic elements, though — they
almest ruin the whole thing. 90%

two disk sides, is a dark and mysterious trip

TOWER POWER

{CAMELOT) \ It's a spiky
¥et another self-running demo, this tirne thing. Ooh,
from the legendary Camelot group (who :-:-mt seen i

i Castla). of those o
brought us the classic lce Craam o ah 1 -
After a sefies of vector-bobs perform a —— R %
countdown, the the last demo

damo begins
with a superb
medieval title
screen, followed
by evian more
vactor bobs. The
opening music is
simply stunning,
and is some of
the best damo
music for quite
somea whila.
The second
par featuras a
ganuine 30
rotating floor, as
gaen in Space Hamier and
Baliblazer, and moves arourd :
smoothly as the credits are 3
displayed. Next comes an i
effect previously only
encountered in Amiga demos;
a swiring mass of pixels twist
and rotate o form dozens ol

More chessboards - it
must have something to
do with the universal
balance between good
and evil... or maybe not.

I reviewad.

intricate
patterns
{like a
computerised
version of
Spirograph). The
result is a truly
dazzling affect.
The next part consists
of a CML logo, which casts
various shadows as a light
source moves behind it - very claver
indeed. After this comes another
display of vector
graphics, which aven
feature translucence
and stencil effects (if
you've aver sean the
classic Amiga demo
Mental Hangover by
Secoopex, you'll know
just what to expect)
More fractals appear
in the next sagment,
before you are treated to

ELECTRIC BOYS PD (D)
9178 Brighton Road, Purley, Surrey CR8 2BP.

FOX PD (T)
6 Sturton Avenue, Goose Green, Wigan WN3 652,

KDPD (T/D)
9 Failford Place, Kilmarnock, Scotland KA 10U,

KINGSWAY PD (D)
72 Glencoe Road, Sheffield, 52 25R.

MK PD (D)
1 Westmore Close, Burrows Park, Northam, North
Devon EX39 15AR.

MEGATRONIX PD [T/D)
21 Tiled House Lane, Pensnett, Briarly Hill, West
Midlands DYS 4LG.

SHAREWARE PLUS (D)
Fulfilment Centre, 66 High Streel, Pershore,
Worcestershire WR10 10U

UTOPIA PD (D)
10 Cwmaman Road, Godreaman, Abedare, Mid
Glamorgan, CF44 6DG

Grab your joystick and prepare for action as
we uncover the top 20 PD games of all time,
Cheap thrills have never been so good!

You can send away for this
unigue, limited edition
hand-crafted sword
and sorcery plate.

a stunning piece of
fantasy artwork
(which sets the
standard for the
rast of the demao).
More vector bobs
next, this time
forming a scrolling
message which is
literally impossible
to read (uniess you
have a particularly
flexible neck). After even
more impressive vector
graphics (and another beautiful
piece of artwork) comes the
member screen, which features some
stunning morph and dissolve effects. Camelol never
seem to do things by halves, _

Parhaps the most impressive part of the demao is
the vector ball, which has a mere 72 faces - enough to
make any self-respecting programmar cry... until it
turns translucent. AMaZINg.

Tower Poweris one of the finest demos | have
seen in a very long time. The demo pans I!nk lqgaihm
superbly, and the whole expenence is exhilarating,
absorbing, and technically faultiess. If you order the
demo, make sure you get hold of the finished product
rather than the neary-finished preview. -

Miss this and you're missing the m
o

demo of the year.
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Renagmda 3, Straattighilar 2,
Harcllisest, AMO, Dragon Minja, S|?l
Spy, and billicns of oiher games, Al tapos
Compiate G4 systam, recarder, light gun, and
pames, elc, for E100 or lass Talaghone Asxaridear
Muin 86T 347330

ATarl Lynx wilh AC adapior and Six games. £45
Fhane Foben on 0740 831440

lsgue 11 1o 14 of Commodore Foroe (boo, hiss —
Dawe) plus coverlapes. Plus five gamas, All for €8
Contact Dreshal Villa, Hambrough Lane, Tolland Bay
Isda af Wight PO38 OUX

C64 and C6128 software and hardware disk anad
lmps, for sake. For b sardd SAE 1o Mike, 5 Woodside
Cottages, Highwood, Chalmsford, Essax CM1 3AD
Cuick dats drive, siorage tacilty, ur-use. Alss saves
o and fram tape and disk. Excellent programmars
o, £30. Phone 081 571 6183

B4 1541 disk drive MK, vanous disks, o
mause and an disc. £650n0. Ta
after S5pm
CDa rpem S0p. Racords Irom 380, Tag
Gamas from 50p. For calalogue program sandg

and blank deklape 10 M Raynes, 267 Palham Road
Imemingham, So Hurnbersida, D840 10
CBd with disk drive, printer. mousa, kghil gun
joystick, datasatie, over 120 gamas

OCP Art

prinkers, ga
AGEFPAL. H

drive, prirtar
candition, £
CEA, taps pld
prrtar, joyst
Eaginrier. Phl
Ci4, disk dri
mouse, With A
manuals. £110
CE4, tape dec
ovar 60 lapes
(45T AT0244
GEOS: compla
drive, 50 blank dRE, Ve
ar will sl Call for info, Paul O

Cid,

disks, cans anad
caBEatas. hardware and
music CO8, tapes. records. Very
cheap. Send SAE o M Raynes
Road, iImmingham, Souh Humbensade DMNED 1
Commcdora 84 wiih 1541-8 digk

7 Palham

siorage unit use, MoUse s a
ranga of b iska. Al under guarantes, COnly
£1500n0. Boned GameBoy plus holder and sight 1op

fitles. Opan to oflars. Tel 0435 8
Céd games on tape. F15, Acro
Great Escape. £1.50 aach. A
£1. Telephonse 0452 713693 &
Brand new CB4 Cuick data dr
with instructons, Excallent pro
Phare 081 571 68183
Commaodons Formal mags &
sovy? We've anly pol fo issue
Action Repla

SX-64 FOR SALE
wilh: lank discs
- Gowstl condition
e T1500n0 for quick
e Sale (and it's 2 ploce
of computing hi
Dave). Phone Tom

- -
- I
‘e / now on 0F37 476663

T £adent. Essen
B0 anyong plaass sillar prownde me wit
salutions o the following games: The Cuest (par of
Commadons Caompilalion dsk; text only

5 gams

0222 ST

Unhappy boy asks lor any spare
CE4C mayboard, C128 keybomrd
power supplies, disk drves and

or undar £5, Send o 29
mnt, Stanmare, Middlesex
ress § fo Mr hopeid, |
would = Dave)

Waniled: Ctd Space Gun, praferably
carl. Will pay up o € | Mark cin D908
PR 614660 — ol
g = Dave)

1531 disk drive, swap lor new 3.5 1 44Mb
driva and muli 180 card. Make up asking price
i cash. Phore Jon an 021 427 }
3D Construction Kit £3, Spead Ball 2 £2. Also | wan
8 C&4 mouse and mal for £8, And iEewe 12 ol
Comimadora Formak, Phaone Jamas
GEOQS sulte or parts. Alss Trlogc
samglar, eg. Datel Nl swap (SAE p
Plaass halp a sedious Bdar. 021 3
Rim Runner and ARoland's Rat Race wanied. &lso
any ald software (ape/disk) plis Ac
Lraptd imaue 27, 34, 66-TH, A2

S04

Prig

C cart with no baxinst % buil
If you can help phone 0533 543636, Batwean 4
Wanied: TV Spons Football {avadabis on de
¥ Mirorsoft. Will pary Tull prace for genuine
Pleasa tel Dean (ABE 761231
Habbitl (disk), LCP |

B TRH4E wih pan of @ package with the disk d Sisters, Salamandar (disk), Knigh G
CHd Quick Dala drive for sale, Unused. Flaase nng Srarahip Andram Tir-na-hog, Mario Beos, Terr "
0753 E242X) and ask far John. |t ts four imes faster Renagade 3 (disk). Write it 1 81
than a disk dnve rway Road, Pulney, London SW15 1

BUY-A-RAMA ORDER FORM

NAME S
ADDRESS

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

Urgantly wanted: 1541 M2 disk deiva, Will pay
postage. Cal Paul Hitz at ¢ 53 21 292491 o wriba
1o 2 Charry Drive, Cross Douglas Road, Cork, Eing
Wanted: RPG's, Ciid disks, boxed with instruction,
Bard's Tale, Ulima, atc. Clue books if poasible. Write
to Phil Duncan, B Qakapple House, Maidstane, Hant
METG MU
‘Warnted: Exile, Alior Ego, Dragon wams, LCP, Aliar
Storm, Piates, GAC, any strategy, on disk. Wiibe to 24
Avenue Parade, Accrington, Lancashire BES 8P,
Wanted: Ci4 DTP software. Gassetbe or disk. Plaasa
ring 071 251 4186 or wrila ta me at 8b Peabody
Esiaie, Faringdon lane, London EC1R 3BA
Does anyone have Locomabon by Kingsoft, taps of
diakT | 'm sure somahody 0088 = Wiy, do you want ir?
Ancdy Tham, 15 Kaana Road, Soalh Lyain
King's Lynn, Morfolk PE30 58T
Urgant: searchad everyahane lor Mulli-Player Soccar
Manager myone has it I'll buy il Locally to Faltham
Call Dave on 081 384 TEER. Urgant
Disk drive wanted. 5.25-inch ¥ possible, Plus some
disks & W price, Conlacl Simon Lamb, 13 Victorin
H, PA1G LD, DaTE 838088
Commodore C18 and Plus 4 sottware wanted on iape
of dek. Arvihing considened, Also wanted Pause Plus
by Anco. Ring Peter on D444 440647
Adventures on tape and disk. Pleass send ligls 1o
Dave tha Sprite. Also needed, back issue of CFAT. 23
Alhenasurn Streel, Plymouth
Devon PLT ZAH

i

14 ¥YEAR QLD BOY is
o, ing for & besutiful
* girl 14-15. Dos=sn't hawve
0 be intorested in
compubers. All kebiers
= Wil recaive & reply
Phola if possible. Haydn
Picton, 27 Park Streat,
Pembroke Dock, Dyfed, Wales

-

Microsounds Digital Mugie systemn wilh faur oot
2 [ Buparsoft) plus Pro-
rite b Mika, 14

hitby, YO22 48

+ 8 JOyBelick,

lease. Phone Richand

Microprose] on Kixg
ing. Plaase phong

aad warisd. Taps
n OEE2 484510

bl and Hardy on
pci Mamhaw
heaghing CWE

Mabie word

B 1230 prirrlar (ar,

wlfr any pririEr
bors, Talephong

G lipE &fd

o LG levesl Six
= wrile o DeEarmud Quirke, 52
eadow FPark Lawn, Ballywolana, Cark breland

USER GROUPS

Fartnar needed 10 sal up & 128084 user group. Must
heave & printar, G128 and laidy good English skils, Do
plion? Tha write to Simen Nigland, 1
Calna, Witshira, SN11 40F
SEUCKERS. owar 200 games. SELICKERS, ihe
nast for irendship and new SELICK pamas. SAE o
CEERS, 12 Arthur Avenua, Caister on Saa, Great
miauth, Marlok NR30 5RO

BUYING? SELLING?
DOING SOMETHING
ELSE THAT THE C64
WORLD SHOULD KNOW
ABOUT? THEN CF IS THE
PLACE TO ADVERTISE...
And it's as i filling in this
1ding it to us her

A-Drama

Bath, A
But that do
liberti

m in mao

iding binwar
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We’re not sure what’s so interesting about rFrErF P Ty

Fred’s back, but it must be worth investigating
if this is the third game that’s been made about

-

A A A A A

et's not beat around the bush - if Fred wore a
red cap and grew a ridiculous moustache he
couldn't be much more like Mario than he
already is. In fact, weanng a moustache and
red cap would be a distinct improvemeant
because Fred is without doubt one of the most hideously
ugly game characters ever. But then, | don't suppose
Fred wants a visit from Nintendao's lawyers.,

Fred's Back 3 is another one
of those German games that
the Electric Boys will be

releasing some time in the vary
near future (contracts have
bean signed, but you know
how it is with this international
wheaeler dealin’). And it's
definitely one of the batter
games that's making it our way across the
channel. Okay, it owes a debt about the size of the US
trade deficit to Mano, but there's no denying it's an
immansaly playable romp.
Luckily for you, | haven't got a clue what the
plot is, so you don't have to sit through a
couple of paragraphs of pseudo-fantasy,
cutesy-woolsy nonsense. Suffice to say,
it's set in a colourful world of floating
platfarms, secrat rmoms, collectable fruit
and exceptionally dim nasties and that
Frad's aim is to get from one end of a
level to the other in one piece, collacting
all the erystals along the way.

i e LA RNLELEN) L ] EEEET
00%7YS0 nENE
. 7 : =~ Possibly the -
I trickiest end-of-
YEE  evel guardian - -

in the weorld. - . .

it. We sent in our vertebrae specialist, Dave...

b
s

11

Fred's weaponiess to begin with, and can’t even
nobble his enemies by bouncing on their bonces (pheaw,
50 he's not a carbon copy of Mario, then; that'll keep
Nintendo's Ihw&rs away). But firepower is waiting to be
discovered. All you have to do is bounce under the

suspended platforms to knock the bonuses hidden
inside out into the opan. It's then just a casa

of nipping up to the top of the platforms to

Once more Captain Stem hurtles
headlong through the sewage outlets of

time to interview experis form history, to get
thair views on the games we review. This time
we needed an expert on Freds... er, but we
couldn't think of any. The we thought about
getting an expert on backs, so Stem contacted a
few army generals who had fought ltalian
forces. He got this comment from one Fleld
Marshal Alastair Monty-Montgommery ‘Clethy’
Cletherington-Bumpworthy in 1917: “Chap’s got
round shoulders. He'll never do.”

001530

S OEE

000340

—

It's always puzzled me how
these kind of platforms
remain suspended in air.

Perhaps .““ people who
constructed them discovered
the secret of anti-gravity.

Or maybe this is just a fantasy
game and anything goes. It
seems more than likely.

P ST R —_
- & %

The double star will give
you firepower, while the
bottle contains energy.

collect the things - but you
can bet there'll be some blobby
nashes around trying to make
this apparently easy task a
darmead sight more tricky.

Also dotted argund the levels
are various trampolines, uplifting
gusts of air, extra energy polions and
other platform game clichés. It might not
sound that exciting or ofiginal, but believe me, the
elements have been combined in style. The fact that the
graphics are excellent, the general quality of coding is
extremaly impressive and the controls are extremely
responsive alse helps.

But it's not all good news. The gameplay is
relentlessly stuck in a rut; it never develops much beyond
what it presents you with on the first couple of levels, and
there are few surprises. At times its slavish adherance o
over-familiar gimmicks makes your subconscious cry out
for it to come up with a gimmick of its own. The other
main problem is far less pragmatic — the first guardian is
far too difficult to tackle, mainly because there seems to
be little pattemn to his attack. After about the twantiath
altempt 1o get past him, you wonder if it's worth the
bother (and resor 1o a poke like | did).

Fred's Back 3is greal. so long as you haven't played
too many platformears bafore (in which case it's marelp
pretty good). The initial hit is impressive because the game
looks so lush and plays so fluently. But as the levels
progress it loses its way a bit. It's never less than
enjoyable, but it's not the sort of game you'll
resent being dragged away from. Dawve

FRED'S BACK -

The graphics are immensely impressive.
Loads of bonuses and power-ups.
Fast-paced and action-packed.

Loses out badly in the originality stakes.
The gameplay doesn't develop much.

Qg l By -8

] I,J-L'_'_r*l d;\_\j.x.;‘ j
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Escaping from the clutches of the
really evil Sultan Salabim is one of
the toughest Power Pack challenges
in a long time. In fact, because we felt
a so guilty after giving the game away, we just had
to get Andy to produce a players’ guide...

Is it ethical? Is it morally correct? Is
it a symptom of a decadent
society? Is Andy Roberts a
threat to civilisation,
undermining modern society
by encouraging people to
cheat? Maybe. Maybe not.

LEVEL 1: THE DUNGEONS
(NO PASSWORD)

The aim of this level is to locate the two keys and
open the two doors which stand between Sinbad
and freedom (in the metaphorical sense, of course)
However, there are several problems to overcome,
First, each of the two keys is protected by a force
field, which can only be disabled once our hero has
collected eight items of treasura. Second, Sinbad
can only carry one key at a time, which means lots
of walking backwards and forwards along the
hazardous route,

The enemies are the biggest problem, appearing
regularly from the blue U-shaped doorways. The
snakes move very slowly and deliberately, making

them fairly easy targets. The guards aren't much
faster, but can still cause many problems. The birds,
howewer, are big trouble, and move around the level
with frightening speed.

Remember that there is always a maximum of
seven enemies on-screen at any time (and if you've
ever rnead any of our features on sprites you'll know
why), although more will appear if any are shot or
leave the immediate vicinity

Sinbad, thankfully, is equipped with {(admittedly
limited) firapower. which will obliterate any opponent
on contact. The problem is that these bullets can only
move horizontally, so be careful not to get trapped in
any ‘vertical' dead-ends.

The mini teleporters dotted around the level are
an integral part of the maze structure, but can also act

as a handy escape route (should the action gel

: _-': 5\ a little hairy). This works both ways too — it's
1)

often possible to telepont into a dangerous
situation, so take care and be cautious
There are several different ways in which
to tackle the level, owing to the fact that the
location of the treasure will change from
game o game. Nevartheless, there are
always roughly 30 separate bits of
treasure lying around; as Sinbad
< 4 only needs to collect 16 bits of
—% freasure, it leaves you with a very
large choice indeed.
To begin with, collect the treasure
as you progress towards the first key (use the map
to plan your route). Hopefully, by the time you reach
the key, you'll have collected enough to disable the
force field. Now grab the key and make your way
towards the exit (at the bottom-right of the level) and
open the first door. As you progress to the exit,
collect enough treasure to disable the second force-
field, then head back for the second and final key —
take this to the exit as before
One final :-u:uin- to note: if you manage to grab the
maze without fear of attack or injury — use this

advantage wisely

LEVEL 2: THE ESCAPE
(PASSWORD - COSMO)

This section, reminiscent of the ancient Firebird game
called Booty, requires very cool nerves and quick
reactions if you're going to survive long enough. The
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task here is to completely wipe out the normal guards
{the ones with the red turbans), before you tum your
attention to the big chief, top dog, head honcho, main
man (in a bright green turban). Do not attempt to kil
the boss straight away, as he will keep re-appearing
until the other guards have been killed

At the peak of the action, there can be a maximum
of gix enemies (including the boss) on-screen at any
one time. Once a guard has been killed, a new one will
appear from behind one of the eight green doors.
From time to time, the lamp will appear at one of the
- it's not essential to collect it, unless you're
after some bonus points, that is.

Killing the guards is a relatively straightforward
task. Simply hold your joystick laft or right while
holding the fire buttan. Note that
as you swipe your sword,
you will move forward
aver-so-slowly. This

QOOrs

can have its
disadvantages. Also,
note that the guards
cannot be killed if
they are leaping
through the air; if one
leaps towards you, get
out of the way sharpish.
Once the quota of
guards has baen
reached, you can
turn your attention o
the bright-green
boss. He requires
four hits before he
shuffles off this
mortal coil, but is a
lot more difficult to kil
than the pravious
opponents. When
you strike him, he
becomes very irate
and will leap towards
Sinbad; plan your
attack and make sure you have room to run away (if
all else fails, just leap up to the platform above). Aftar
three hits he will begin to flash (oo-er missus), and
then it takes cnly one mere swipe o finish him off

LEVEL 3: CAMEL TRAIN
(PASSWORD - STORM)

Here Sinbad's task is to protect the cameals from
attack as they progress across the dasert (or from

w4 ]
4

left to right across the screen in this casa).
Very simple in theory but very, very difficult in
practice. There are two types of opponants
here — ground-based enemies (such as the
guards and scorpions), and the air-based
enemies (birds and bizarre spinny-wheely-
things, to coin a phrase). If an enamy hits
the camel, energy will be taken from your
current quota depending on what enamy it
was. The maximum depletion is 20 units,
the minimum is 10 units.

The guards appear from the left and head
slowly across the screen. Leave them for too

o

What weapon In
Sinbad’'s day had
targeting sightat

long and they begin to
throw things at the
camel (which usually
hit their targat). The
scorpions appear at
the right of the screen
and move left towards
the camel, but, to be
honest, they're too
slow to pose any real
threat (although it pays to be cautious when the
camel arrives at the far-right of the screen).

The birds are very awkward to hit, but are easily
anticipated as they linger in the sky for a few seconds
before they swoop down.

Finally, there is the spinning-wheely-thing (/ really
don't think it's a term thal's going to catch on in a big
way — Dawve), which is the most difficult object to hit
{owing to the somewhat staggered movemant

pattem), appears regularly from the top-
right of the screen — shoot just as it
reaches the tops of the trees.

Learning when to fire and controlling
your bullets are probably the two most
important skills to master on this level

(actually there aren't any other skills you
nead on this level, period — Dave). Fast-
moving objects can be very awkward to
deal with, especially if they can move faster
than your bullets. If things look a little
bleak, you can always shoot at your camel
o speed it up a litte (please note that this
effect is irreversible and not recommended
by the RSFCA)

LEVEL 4: FINAL
SHOWDOWN
(PASSWORD - TWIST)

This is, without doubt, the toughest section of the
game, and will cerainly give even the most patient
gameplayers a severe test of restraint. The primary
task is to destroy 20 of the Sultan’s minions, be they
guards (on their flying carpets), or the large and
particularly aggressive Roc Birds.

The enemies fly on from the right, usually in
groups of six or seven. Most of them move up and
down the screen as they progress, so it is very
important to stay on the move at all times.
Anticipating the movement of the enemias can be
vary tricky, especially as they fly quite ematically.

The guards only require one hit to kill, and bonus
points are awarded if you manage to Kill two guards
with one bullet (as the old saying goes).

The Roc birds, however, require three hits each;
this can be a little awkward at times, and the action
becomes more and more frantic as they fly closer (o
you. As your firepower is limited, be sure not to waste
bullets; aim carefully and deliberately. If things get too
tough, you can always fly down to the bottom of the
screen to buy vourself some breathing space (and
you'll certainly need that).

Onece the guota of enemies has been destroyed,
the Sultan will appear and change magically into a
huge dragon (apparently this is commonplace in
downtown Baghdad). This formidable beast requires
15 shots to kill. As with the previous opponents, the
dragon moves up and down frequently, shooting two
firaballs at a time. The best tactic is to stay at the far
left of the screen, moving up and down regularhy
(don't linger in the same spot for too
long). Defeat him, and you've
completed the whole game! ,_I:l
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= w Things start to speed up on level two, and it's

AWERE L b g "_'_ Lid r* {wlm ) important to regularly switch betwean the two
sk Df‘fﬂ-i i : s | l ~ - This fabulous Kim Bassinger movie tie-in {do  worlds — use the scanner just after you've

cheat mode included in the dm' mﬁm = ’Sﬂﬂ&:_ﬂﬂﬂ touch of sarcasm in that wm"tﬂd to find your b-eadngs. As soon as there
David Slanden from ,chamm Martin Willis From " tement? — Eﬂ'.'-' has baan out on Mm‘l for ql-lﬂﬂ a are threa or more doodles in the real world, you
County Armagh, John Ryan Jnr from County ew months, and has been the cause of many a need to telepont there and track them down, then

e . : letter expressing A
Limerick, #n:llchaal Ward from Leigh, Pa_ul Hughes % A y ip back 1o the Coal
from Deeside and Anto May from Dublin. On the SAD Al -y B oarislile the window? +  _z World and fetum
stage, simply press the F1 key to skip straight to & Aaaing m J ' L’j : any ochjects.
Theo's cave. And if you're still too incompetent to o s heip. J ¢ 3 e

Let's face it, it's not _ : LEVELS 3

finish the demo, try the gaggle of Action Replay

POKEs elsewhere in this section, or even the listing W“ uvemf iy : & 43 Tl'll
we printed last month. Marvellous. o : y m‘ ye J =] ’ m
not, cos here's

BONECRUNCHER e rplacsngi
L — N S . | R ne ali

(POWERPACK 46) (with more to N i

- i St follow next month). ar

Our resident PowerPack cracker, Richard Beckatt becomes a little easier, but the five minute time fimit

from York, makes his regular monthly appearance m ' & seems to go on forever. The real world is littered

with a heap of good advice for this rather odd little 2‘ with holes; while they aren't particularly hazardous

arcade adventure. Take it away Rich... “ you might lose valuable energy by landing on a '

@ You can carry a maximum of nine skeletons ” Thm are the ideal hm}s lo practise the various doodle. Constant switching between the two worlds

before they act as a blockage (because they cannot ~ skills that are essential for staying alive {and Is essential - eliminate as many doodles as

be moved). Therefore it's best to find the cauldron ultimately finishing the game). These inciude possible in the real world before teleporting

to turn them into soap as soon as you have enough ~ jumping gaps. shooting the Doodles and sucking the Level four is hectic, and a cool head {Q'-':ﬂﬂn -

for a bar of soap. ink, as well as collecting the Nickel Ed) is needed to complete the level without losing

@ The skeleton-eating spiders will always follow the .Elallnm. The objects get ,  re— T, 190 many lives. Stay in the real world, killing

laft-hand wall, so try to remove the  deposited in Cool ‘e Prom level four the =, doodles as you encounter them. When

earth around a spider to World fairly well  sereser ool Worlds becopie - the action dies down a little, ni

] - J TF Y pasier to m.-gnlia*.. n a hittle, nip
leave it circling spacedout. so - < _ : 1 back to the Cocl Warld and send

around one piece ] e e T back & few bk
S AL i a objects. Don't be

of earth @ @ 3‘#:':\: ; i templed to wail in the real

(where it e 7l mohed ;

. e o | world too long, though ~ keep

|

|

cair'k o an eye on the danger meler and

any harm). & : G He really judge for yoursell when
S I hasn't got B
@ Spiders &4 ; iy teleporting is necessary.

Levael bwo - make sure you leap
between worlds with care.

c:annutba : L glue... Hina
Killed. If a8 *'I- 4 ¢ geddit?
spider ‘:'{:‘i'i :

consumes %9 L8

any 3‘!@

skeletons,
don’t despair, as
there are other
ways of collecting the
skeletons. First, you can kill
mansters = to do this, you must trap
them in a single square. This is That towel's going straight leaving a skeleton behind.
easier said than done, as thay S hh.!'“-d_'  dptedineci = Alternatively, you can trap slow the monster down while you escape in either of
home in on you. However, if you [ Cakop - e . z the monster between any two ways. First, walk past Fozzie and hapefully he'll
can get the monster to go into a e Sl X ' nearby gloops. grab the monster for a couple of seconds. Second,
corner and then wait for Fozzie T e The other way to you can run under a gloop and it should fall between
or a spider to come and block it . get skeletons is 1o you, either blocking him or
in, then it will die instantly - murdar your B L making him wait while it
S e i colleague, ; e i falls past him,
Y (-4 T : Fozzie (in war, [~ 4 YNILHI T ] et @ Forward planning is
i e e N there have to be ¥ LAY 2 especially useful when you
s Casualties). Simply : o e actually deliver the soap,
> trap him so that ha 3 ' B -- as the gloops will mova
can’t move and wait for = oy 7 Oy towards the point where
his energy count to drop to J i )j‘ - you last delivered the soap.
zero — his skelaton will be left behind. b 7w T For example, if you deliver
@ Escaping from a monster without getting  § b - — :' the soap to a monster on the
its skaeleton is much sasier. Simply walk to ] [ g | right, the gloops will move
the opposite side of a trap door to the T S R R - é right from then on.
monster and it will pursue you and s .. Therefore, if there are a

Py P L L

A=
%

i - ¥ A
.l;_g-r;—-—rrrrﬁrh._-_;_.-,-_1-/.—,,--_7.-,,—.—,7-' . o
s ‘ oy o
e s

o

Don't come near
mi- we'll elash!
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ﬁwp vahmm these are positions on the
map which, when the soil above them is
removed, produce gloops in a seemingly
never-ending stream. There is no way of
telling where they are at first, but they don't
vary from game o game, so it's fairly easy to
remember the positions.
& When you open the doors with keys, be sure
that the door actually leads somewhere,
otherwise you might waste a valuable key.
& And finally, remember that pressing fire and a
direction on the joystick will move the soil in that
direction. This is particularly handy when you
release a monster from an enclosure of soil,
because it gives you a litthe extra running space.
@ Quite a few people have also been kind
enough to send in the complete set of passwords,
including DW Cropton from Gloucester, John
Hipkiss from Oldbury and Anio May. And it just so
happens that I'm kind enough to print them...
GOLEMSTENCH
MORPHICLE
GOLEMKILLER
SCARAB
WEB OF DEATH
MONSTERPARTY
CAVE OF DOOM
UNDERGROUND

10 DEATHCHAMBER

11 GOLEMS CAVE

12 HORNSLUT

13 SLIMEHOLE

14 BLOODSMELL

15 BONE POWDER

16 NIGHTMARE

17 MONSTERBREED

18 THUNMDERSTORM

19 CREEPY CAVE

20 LIQUIDATION

21 MEGAMAZE
| 22 STRATAGEMEND
| 23 STRATOSPHERE

HOWARD THE DUCK

(ALTERNATIVE)
He's a duck, he's got a silly name and to make
matters worse he's the star of an exceedingly tricky

- NN NN

we've lovingly crafted this listing for infinite lives.

0 REM HOWARD CHEART BY WAZ

1 FOR X=384 TO 423:READ Y:C=C+Y:POKE

X, Y:NEXT

2 IF C<»>4120 THEN PRINT "DATA ERROR" :END
3 FRINT "TYPE LOAD & FRESS RETURN"

4 PRINT "THEN TYFE SYS 384"

5 DATA 169,096,141,342,003,032,013,008

& DATA 169,032,141,063,003,165,154,141
9
B
9

DATA 064,003,169,001,141,065,003,076
DATA 000,19%2,072,238,032,208,206,032
DATA 208,169,000,141,150,174,104, 096

REAXION
(POWERPACK 47)

entertainment software product. As luck would hawve if,

P e st haash poriacng

- @F GAMEBUSTERS 21

17 “-_m m,u1,1u,un 206,032,208
18 DATA 238,032,208,096

{(POWERPACK 47)

Swash, buckle, hack and slash your way through

the entire game with considerable ease — simply

type in the following listing POKE and RUMN it for

infinite lives and time. Blimey, what with the
complete guide a couple of pages back and

F'I'-‘nula You beat Afe, this listing, if you can't beat the
. nm:t his ggme now, you might as well
J give up all hope and take up
flower arranging for a hobby instead.
g “4“1“ 032,141,240,003 0 REM SINBAD CHEAT BY WAZ
: DM[*: 'i;q 001 : 1 FOR ¥X=516 TO 569:READ Y:C=C+Y:PORE
DATA BY, Ul
m'm 087 065, 0 X, ¥ : HEXT
, 0089 2 IF C<»5589 THEN PRINT "DATA ERROR":END
o 169,048,141,131, 3 POFE 157,12B:8Y8 516
somvonprs 11 09,169,172 9,003 10 DATA 032,086,245,169,019,141, 207,003
s 1.1.%,1_.1.1;1 132, 009,096 11 DATA 206,208,003,096,087,065, 090,169
B DA AR 12 DATA 032,141,013,010,169,002, 141,014
about that ever-decreasing time 13 DATA 010,076,230,003,169,173, 141,242
limit; this cunning listing POKE will gladly freeze the 14 DATA 034,141,050,044,169,234,141,052
eountdown for you. Simply type it in, SAVE it for future 15 DATA 046,169,096,141,182,044, 169,006
use, then RUN it for infinite time. 16 DATA 141,048B,179,076,027,008

0 REM REAXION CHEAT BY WAZ

1 POR X=517 TO 584:READ ¥:C=C+Y:POKE A FISTFUL OF DOLLARS

Yessir, there's a crisp new tenner for the sender of the
biggest, bestest and most useful batch of goodies
every month in Gamebusters. We're after tips, maps,
POKEs, solutions or anything else you think other CF

X, Y:MEXT

2 IF C<>7184 THEN PRINT "DATA ERROR":END
3 POKE 157,128:8Y5 517

10 DATA 169,018,141,040,003,165,002,141

11 DATA 041,003,032,086,245,169,029,141 readers find useful in their quest for gaming glory.

12 DATA 178,002,16%,002,141,1759,002,096 Cram your goodies into an envelope and post the

13 DATA 169,032,141,222,003,169,051,141 package to: Andy Roberts” Gamebusters, Commuodore
14 DATA 223,003,169%,002,141,224,003,032 Format, 30 Monmouth Street, Bath, Avon, BA1 2BW.
15 DATA 069,003, 096,087,065,090, 169,198 Don't forget to include your name and address, along

16 DATA 141,131,040,169,136,141, 133,040 with a Raisin and Biscult Yorkie bar.

It's the regular batch of cheaty-type things
designed specifically for use with that wondarful
little red box. To use them simply freeze the gama,
press E to enter the POKEs, then press F3 to
restart the game. A big CHEERS to Richard
Beckett, Warren Pilkington and Anto May for
sending them in,
POKE 15676,173
MAYHEM PIPELAND DEMO FORE 15722,173
POKE 48664,0 Infinite lives PORE 15768,173

PORE 465982,173  Invincibility POKE 15817,173 Infinite soap
POKE 48523, 169

POKE 48524,9 SINBAD
POFE 48525,234 Lots of time g
POKE 15854,173 Infinite continues ;Dlu' i
0626,173 Infinite lives
BONECRUNCHER it
POKE 14405,173  Infinite lives e B
POEE 15954,173  Infinite keys REAXION
POKE 17104,173 Infinite Fozzies POKE 12680,198 Infinite time
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He’s cute, he’s

cuddly and he’s got

an enormous stack of
cheats and POKEs up
his sleeve (big sleeves
as well, then - Ed).
Andy Roberts steps
into the spotlight once
again to answer your
gaming queries.

ALIENS
(ELECTRIC DREAMS/RICOCHET)
MWr D Fox from Unstone Green is after some help
with this classic sci-fi adventure romp, so what better
than a mighty selection of Action Replay POKEs?
And if you're hungry for more, chack out the tips in
CFid. Anyway, prod the freeze bution and enter...
POKE 42043,189 Infinite ammo
POFKE 42386,189%9 Infinite stamina

WILD WEST SEYMOUR

(CODEMASTERS)
A very desperate Steven Higgins from Essex wrote
in and literally begged for the codes to this Seymour
escapade. To get to the relevant level, simply enter
the relevant code...
LEVEL 2 210135008
LEVEL 3 10C700068
LEVEL 4 23BA35008
But if things are still too tough, try these Action
Replay POKEs...
POKE 13421,173
FOKE 13595,173

Infinite lives
Infinite energy

MONTY ON THE RUN
(GREMLIN)

The Canterbury Commodore Mob (as

Dave asked me to call them) are a little
stuck on this classic arcade

adventura. In particular, they

want to know what parts of

the ascapea Kit are neaded.

Basically, you should select

the various itams on the TITLE

Shell suits are just so passé,

POSEIDON
PLANET 111e0)

This cute little arcade
adventure is causing no
end of problems for Mr S
Raymond and his two
daughters. However, help is
at hand — just type in this
listing then RUM it for infinite lives,

0 REM POSEIDON PLAMET CHEART

BY WAZ

1 FOR X=384 TO 420:READ

T:C=C+Y:FOKE X, Y:HEXT

2 IF C<>3863 THEN PRINT "DATA
ERROR" ; END

3 POKE 157,128:8Y¥8 384

4 DATA 032,0B6,245,169,144,
141,243,002

5 DATA 169,001,141,244,002,
076,167,002

6 DATA 169,157,141,01%,005,169,001,141
7 DATA 020,005,076,224,004,169,173,141
8 DATA 193,092,076,016,008

(APEX)

Yikes! The listings printed in CR47T contained a
couple of slight errors, which no doubt caused a few
headaches for avid Mayhem fans. So, simply
correct the following lines...

TAPE VERSION
4 FOR I=1 TO 4:READ AS,W1,W2:PRINT AS;"
¥/H" : INPUT BS(I)

“We demand our
demands are met."”

DISK VERSION
3 FOR I=1 TO 4:READ AS,W1,W2:PRINT A$;"
Y/N": INPUT BS(I)

SCREEN, but if you don't collect the right ones
then yvou can't finish the game. You need to
choose the ROPE, the JETPACK, the
FASSPORT, the GAS MASK and the
BOTTLE OF RUM.
For immunity to the vanous nasties
& throughout the game, try this cheat;
%, enter | WANT TO CHEAT on the high
score table, then start the game and
collect the little boat on the second
screen, However, this cheat won't work
; =~ on some versions of the gama.

(THALAMUS/KIXX)

It's your friend and mine, CL Constable from
Tunbridge Wells after some advice, cheats or
POKEs for probably the greatest game the
C64 has ever seen (aparn from that Mayhem
chappie, obviously). First, if you've got an
Action Replay, try these POKESs:

POFE 7328,173 Infinite lives

POKE 15596, 60 Invincibility

POKE 44183,173 Infinite shields

If not, you could always try the built-in
cheat mode — wait until the title screen music
stops playing (this takes three to four
minutes), then plug your joystick into port
one. When tha high score table appears,
waggle the joystick like crazy. The litthe Clyde

sprites will jump as you waggle; keep
waggling until
they turn
grey, then
plug your
joystick back
into port two.
YOu can now
start the game
with infinite lives.
If you like
things a little
easier (who
dogsn’t? — Dave)
you could always hold down CTHL
and 2 instead of waggling your joystick.

And finally, if you're after a few axtra
Magic Potion Creatures, use this trick: on
levels 1.2, 2.2, and 3.2, make sure that the
last MPC you collect before finishing the level
is an expanded MPG (ie, one of those big
anes that give you five MPCs). Now finish the
level, and when you complete the torture
screen that follows, you'll get 30 magic potion
creatures instead of the usual six.

Mow you can play the game with a multitude of
life-saving cheats. Apologies for any problems or fits
of despair we might have caused, and
many thanks to Warren Pilkington for ‘E
painting out those teensy problems.




We’re into
the heavy
stuff this
month
with our

Machine

Code series,

so if you’re

of a nervous
disposition or
pregnant,
Jason <2

his month we're going to take a brief trip
to hell and back. That's right, it's time for
post-indexed indirect addressing (sounds
like the scientific name for, ‘the chegque's
in the post” — Dave), But don't faint just
yet because I'm also going to introduce you o the joys
of pre-indexed indirect addressing. If you're still in the
land of the living after that, we’ll take a brief look at the
stack. But before all that I'l divulge a couple of secrets
about the BOC and BCS branch instructions thal were
coverad last month.

-1 ADDRESSING

1 INDEXED
£~

]

Thare may come a time when you want to compare
ona number with another to check which one is the
biggest. You'll probably know about less-than and
greater-than signs in Basic. They mean you can do
things like:
10 A=PEEK(1024)
20 IF A<65 THEN GOSUB 50

Remamber that whenever you have to say “IF
this THEM do that" you need one of the eight branch
instructions in machine code. We've only covered
four so far, but those four (BEQ, BNE, BCC and

BCS) are the most common. To do a less-than
comparison like in the snippet of program above, you
have to use BCC:
10 LDA 1024
20 CMP #65
30 BCC SUBROUTINE

¥ou don't really need to know why this is the case,
but I'll tell you anyway. When the comparison is done,
the computer subtracts from the value you are
comparing, the value you are comparing it with, You
know that if this results in a negative answer being
produced, the carmy flag will be cleared. Much the
same as if you were to do the following:
10 LOA 1024
20 8sEC
30 SBC #65
40 BCC SUBROUTIHE

To check if one value is greater than anather you
use BCS instead. It actually checks if it is greater than
or aqual to the number concernad. Therefore the
equivalent of A=PEEK(1024) :IF A>=65 THEN... in
Machine Code would ba:
10 LDA 1024
a0 CMP WES
30 BCS SUBROUTINE

You may be pondering over how you check if a
value is only greater than a number. It's simple, you
just eliminate the possibility of it being equal
beforehand:
10 LDA 1024
20 CHMP W65
30 BEQ CARRYON
40 BCS SUBROUTINE
50 CARRYON g

Theare are instructions for adding and
subtracting in machina code. You saw

those last month, You also saw rolling

and shifting; the equivalent of multiplying

and dividing a number by two. But what if you
want to do someathing a bit more challenging? Say you

wanted to multiply 485 by 57 in machine code, The
answer is to use a multiplication routine that someaane
has already made for you:
1000 MULTIPLY ;
1010 LDA RO
1020 STA RESULT
1030 STA BESULT+1
1040 LDY #8
1050 MULT1 ;
1060 LSER MULTIPLIER
1070 BCC MULT2
1080 LDA RESULT
1090 CLC
1100 ADC MULTIPLICAMD
1110 STA RESULT
1120 LDA RESULT+1
1130 ADC MULTIPLICAND+1
1140 STA RESULT+1l
1150 MULTZ ;
1160 ASL MULTIFLICAMD
1170 ROL MULTIPLICAMD+1
1180 DEY
1190 BNE MULT1
1200 RTS
This may all seem guite complicated at first... er,
that's because it is! You have to use lo-hi byte
notation with MULTIPLICAND. The MULTIPLIER is a
single byte number (0-255) with the lo-hi byte result
being given in the meamory locations that you have
assigned to RESLULT. To understand why it works you
will need to understand how bits are >
manipulated. Perhaps you should work

W STICKY SITUATION

As part of the Techie Tips Proggy Selector this
month, you will find a Basic loader and the
equivalent assembly language source code for a
routine that moves a sprite around the screen
controlled by a joystick in port two. You call it by
doing SYS 49152 X.Y where X and Y are the
horizontal and vertical speeds (in pirels)
respectively. | want you to read through the source
code and work out why everything occurs as it
does. There'll be a test on it next month,
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DRESSING

L

AR NDEXED
T A

through it on paper with
some simple examples like seven times
threa to get the hang of the way it works.

INDEXED ADDRESSING

It will appear to be your worst nightmare. It's worse
than a soggy sponge cake, and definitely worse than
maths homework. Yes, it's post-indexed indirect
addrassing. The trouble is that it's dead useful and
you will nead it a lot, so it would help if you do at least
try o understand it. Before | try to explain it, let's look
at an example:

100 *=49152
110 LDA #500; = LDA #<£D000
120 sTA 251
130 LDA #5D0; = LDA #>5DO0O00

140
150
160
170
1B0D
150
200

BTA 254

LDY #0

LOOP ;

LDA (251),%Y
BTA 1024.%
INY
CPY
210 BME
220 RTSH
The post-indexed bit is line 170. The LDA instruction
(without a hash sign) reads the contents of a memony
location into the accumulator. Normally you would do
LDA 1024 or similar. This tells the computer right
away which address you are interested in. The 251 in
brackets on line 170 is also an addrass; one in zero
page. The computer looks at what's in 251 and 252,
the next location, and makes up a new number from
this. In our example, we have stored $00 in 251 and
300 in 252 (in lines 110-140). Therefore, the new
number would be $0000. Locations 251 and 252
therefore act as a vector, storing the *base” address in
standard low byte followed by high byte format. The
contents of the ' index register are then added to this
base address to find the actual address. You must
always use a zero page address as vector, and
always the ¥ index register. Try this one:

100 *=49152
110 LDA #3EB;
120 BTA 251
130 LDA #503;
140 STA 252
150 LOY #3518
160 LDA (251),Y
170 INY
180 STA
190 RTS8

#16
LOOP

LDA #<503E8

LDA #>503E8

(451), ¥

N STACKING

Mo, I'm niot talking about your Saturday job at tha
local supermarket. The C64's stack is the first page

line 170 and lina 180 stores the result back to an
indexed address. This time it is S03E8+$19=50401.

FILL 'ER UP

You can use post-indexed addressing to fill large
chunks of memory with the same information very
quickly. For example, the following piece of code will
clear the standard bitmap ($2000-$3FFF) area in one

of memory after zero page; locations 50100 to toul swoop:

S01FF inclusive. It works pretty much like a stack of 100 *=43152

books. You add things to the stack and can then 110 LDA #300;

take them off again laber; the last thing added 1o the 120 STA 251 ; STORE 52000 AS A

stack is the first thing that is removed. The 130 LDA #520; VECTOR AT 251,/252

compuler uses the stack to store memory locations 140 8TA 252 ;

during JSA instructions and the like. This is how it & 150 LOY #0

remembers where to go when it reaches an RTS at

the end of a routine. You can use it as well. There HE Ty e W

are four commands related to adding items to the 0 SN

stack (pushing) and removing them (pulling). You 180 §P (433),¥

can push or pull the accumulator or the processor 190 In¥Y

status register using the PHA, PLA, PHP and PLP 200 BWE LOOP; LOOFP FOR LO-BYTE
instructions. We'll leave PHP and PLP until I've 210 IWC 252 ; INCREMENT HI-BYTE
explained what the processor status register is. 220 LDA 252 ; CHECK HI-BEYTE

10 *=49152
20 LOA 1035
30 PHA
40 LOA 1024
50 STA 1025 3
60 PLA
70 STA 1024

The above short plece of code swaps the
contents of locations 1024 and 1025 by using tha
stack. it reads in the value in 1025 into the
accumulator. This value is then pushed on to the
stack. Imagine il as writing the number on the front
of a book and then putting that book on to your pile
of books. The value in 1024 is then read in and
stored back 1o 1025, The accumulator Is then pulled

230 CMP ®540; UP TO $4000
240 BNE LOOP
250 RTS

BEFORE IT ALL

You can do pre-indexed indirect addressing as wall, It
is very raraly used in the normal course of things, but |
will cover it to make sure your fountain of knowladge
has enough water in it. With this, you still use a zero
page address as a vector, but it works with the X
index register, We are also still dealing with reading
values from memory addresses rather than loading
them directly as numbers using a hash sign.

back off the stack and stored at location 1024. This is :g #300
the equivalent of retrieving the book on the top of the s
30 LDA #5D0

plle and looking at the number written on the front of
it. In any one routine or subroutine, the number of
PHAs must match exactly the number of PLAs.
they differ, the computer will get confused and
crash. For example, never do something like this:
10 Loa 53380
20 PHA
30 JSR ROUTINE
40 BTS
50 ROUTINE ;
60 PLA
70 STA 53281
B0 RTS

Line 60 will not pull the same value off the
stack as was pushed on to it at line 20. Line 30
resulis in a two byle address being pushed on to
the stack so that the computer knows where to go
back to (the return address) at line 80. Therefore
you actually destroy the return address by pulling
part of it off the stack in line 60,

Lines 110-140 store the two-byte number $03E8
as a vector in locations 251 and 252. Line 160 tells the
computer to look at locations 251 and 252 for a two-
byte number, and it finds $03E8 because that's what
you've just stored there. It adds the Y index register to
this: S03EB+$18=50400 (1000+24=1024 in decimal).
So 1024 is the address from which it loads a value into
the accumulator. The ¥ register is then incremented at
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Power Pack, and I'll clear up

40 sTA 254

50 LDX #2
60 LDA (251,X)

What happens here is that the
computer thinks, “Ah, location 251. But
hang about, | need to add the X register to
that first. Only then can | use the right
vector.” So that's what happens. Here, X=2
and so 251 +X=253. So now we use that as
a vector and must look at locations 253
and 254. Here we have stored, in the
standard format, the two byte number
£D000. Therefore, our LDA (251.X) in the
above example actually does the same as

LDA $DO00. There are a few places where
this sort of thing will prove necessary. When you need
to use it, you will suddenly realise after a bit that it's
the only way; you won't find any uses by
thinking about it (is that why you can't come
up with any examples? — Dave).

CF

am from this month's
arything that hasn't

vt been explained. Don'l have nightmares abeo

that indexed addressing!
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REPAIRS
C64 Repair
C+4/C16 Repair
1541 Repair
C128 Repair

SPARES

Genuine C64 Power Supply
Replacement C2N plus

and lead

C64 User Manual

C64 Programmers Ref. Guide

RF Lead

£19.95
£19.95
£29.95
£29.95

£14.935

£3.95
£2.95
£4.95
£1.95

Printer/Disk Drive Lead
(6 Pin Din)

£1.95

CHIPS (PULLS FROM NEW PCBs

6510 MPU

£3.49

£349
£3.99
£5.99

6526 CIA
Sound Chip (SLD)
Video Chip (VIC)

SOFTWARE

Co4 Cartridge. Terminator 2
C6d Cartridge. Flimbo's Quest,
Klax, Int. Soccer

£8.95

£8.95

DISK SOFTWARE All at £3.99 each
The Creation Pack - The Addams Family - Hook - Smash TV
James Pond 2 - Magnetron - Strider 2 - Turrican - Sons Liberty

CASSETTE SOFTWARE All at 99p each or all 20 for £17.95
After Burner - The Boxer - Bumble Bee - Frenzy - Ghouls - Gryzor
Guardian Angel - Inside Outing - Kamikaze - Karnov - Last Duel
Para Academy - Phileas Fogg - Rambo part 2 - SDI - Shao Lins Road
Super Kid - Supersprint - Terra Cognita - Xybots

QUICK DATA DRIVE With 128K Wafer £17.95
Transfers Data Between Cassette and Wafer
Connects via C64 Cassette Port, with through port for CZN

Carriage to

included on all orders and repairs

All repairs carry a three month guarantee.




Who says the C64 is limited to 16 colours?
Certainly not Russ Michaels of The Electric Boys,
and he’s here to prove that there’s loads you can
do to create technicolour masterpieces...

e have had loads of letters
following the AMean Machine demo
asking us how we managed such
awesome pictures with so many
colours, and can we tell you how
i's done? Well, frankly, no, it's a secret.

Just kidding.

What | shall endeavour to do here is to explain how
and why colour-mixing,-FLI, interfacing and all those
other graphic tricks are achieved. While you're reading
this it'd be a good idea to load up the accompanying
demo from the covertape so that
you can follow

the explanations a bit better and see the actual results.
Interactive magazine features — don’tcha just love ‘em?

COLOUR-MIXING

Let's start with colour mixing. A few issues back the
Raoland Boyz covered this technigque briefly, and as you
know they made good use of it in Mayhem. But you only
know that because they told you. You probably don't
realise that colour-mixing is actually used in quite a few
games, whether done purposefully or by accident. It's
just one of those things you don’t notice unless you are
told, because you only notice a new colour whan you
compare it with the regular onas.

The first part of the demo (after the intro) shows you
how the new colours are created; up the top we have used
two overlaid sprites 1o show how the two separate oolours
merge together. One sprite has every other line drawn in
red, sprite two has the allarnate lines drawn in dark grey,
and when these colours are put together — voila. On the
bottom part of the screen is an enlarged view of how a
sprite or character would look when you draw it.

The reason you can create these new colowrs is
basicalty down to the frequancy (brightnass) of the
¥ o colours you are using. For example,

red and grey can be mixed as both
colours are dark and on the same
frequency. But if you try to mix
something like yellow and blue the
difference between the colours waulkd
be plainky visible - the technical term
fior this is chromanoise.

The second part of the demo (afler
pressing space) contains a chart
showing you the best results of colour
mixing. There are a few other colours
possible, but the frequencies are not
guite perfect, thus you can notice the
two mixed colours. Another thing to be
aware of is that the colour is also
affected by the colours that surround it,
including the screen colour, just like if
you used a red marker on while paper
the result would be different o using a

red marker on blue paper.

FLI stands for Flexible Line Interfacing, and what
it allows you lo do is use more colours par
character in your pictures. But to understand how
it works you first need to understand how normal
bitmap graphics work.

In a standard bitmap graphics screen you can

use up to three colours per character position
plus the background colour, This is because
there are only three possible bil combnations

1o say which colour the pixels can be set at.

To make things a littke easier 1o understand,

I've drawn a few diagrams that should make

things clearer. Fig 2 is a normal high

resolution character on a bitmap (single
colour), Fig 3 is a low resolution character an a
bitmap (multicolour). On a multicolour bitmap
the pixels are doubled in width, which means you
only have four pixels instead of sight horizontally,
but despite this fact, all eight bits are still used to
define which pixels should be which colour.

So in one character square there are eight horizontal
lines each eight bits long. In other words, each horizantal
line of the character is a byte, and the character
comprises eight bytes.

If you look at Fig 1, this shows the bits that represent
each pixel. The top row of numbers iz HEX and thea
bottom is decimal. From now on | will be working in HEX,
so any reference will be o the top row. To make things
easier for you, | suggest you redraw Figs 1, 2and 3ona
saparate sheet of paper, 50 you don't have to draw on
the magazine (we know how much you love you CF).

We'll deal with hi-res mode first, ‘cos it's more logical
that way, basically. in order to understand how the
characters are defined, let's say you want to draw an A in
the top left-hand comer of the bitmap. The data for this,
assuming the bitmap is at 2000 would be:

52000 18 28 66 TE TE 66 66 00
Each byte represents one line of the character (aight
pixais), the sum of all the pixels that are turned on. So
let's take the first byte, 18; now find the bits on Fig 1 that
form this value, 10 and 8,. Now fill in those pixels on the
top line of Fig 2. Next do the same with the second byte,
28; this is made up from bits 20 and 8, so fill in the
comesponding pixels on Fig 2. Repeat this process until
you have filled in all eight bytes. You should now have
drawn a letter A in Fig 2.

Now that you hopefully understand hi-res characters,
let’s give low-res multicolours a go. The colours for low-
res are set as follows.

The value in screen memory represents colcurs ong
and two (the multicolours). If the value at $0400 (1024
decimal) which is the top-left of the screen, was set at
£501 this would mean colour two is one, which is white,
and colour one is zero, which is black. If the value was
£526 the two means that colour one would be red, and
the six makes colour two oh, so blue. The third colour on
a bitmap (known as the character colour) is sef by the
colour memory at $d800 onwards (55,296 decimal).

5o, to sum it all up, the first eight bytes at $2000
define the shape of the character, the value at $0400
sets colours one and two and the value at
$d800 is the character colour. So all
that is left is to work out how the
data at $2000 knows which
pixel ks which colowr?

Okay, let's say r
you want 1o draw
a low-res ;
(Prukti-
colour)
char-
acter
with




@

“The other advantage you
get with interlacing is that
you can create new colours”

red, white and blue vertical stripes from left to right. Draw
this onte Fig 3 so that there is a vertical line of red pixels,
then a vertical line of white pixels, then a vartical line of
blue pixels and finally leave the last column blank.

Let's see how this translates into the bits in Fig 1.

The difference with multicolour is that ong pixel on
Fig 3 is represented by two bits on Fig 1. This gives you
four different combinations of set/not set bits within each
pixel — sat, set (11), set, not set (10}, not set, set (01) and
not set, not set (00).

So let's take the very first pixel that you drew on Fig 3
which should be red (colour one). This is represented by
bits 80 and 40 on Fig 1, and the colour of that pixel is
determined by the bils being set in this order:

01 = colour one (low bit of $0400), so the value at $0400

would be £502 for red,

10 = colour two (hi bit of $0400) so the value at $0400

would be £510 for white.

11 = colour three (character colour), so the value

_ at $dB00 would be £306 for blue.

i But as we know, the pixel is red,
which is colour one, s0 only bt

b 40is set (01). Now let's
5. take the second pixel

. from Fig 3,

. represented by

. hits 20 and 10
. (as you'll

. know il you
& rafer to
b Fig1).
& This

bitmap (well one character's worth, anyway). now we can
finally deal with why FL| manages to produce more colours.

This picture really was created on a C64.

pixal iz white, which is colour two, so anly bit 20
is set (10). Now the third pixel from Fig 3,
reprasented by bits 8 and 4, is blue, which is
colour three, so both bits are set (11) and
so0 on. On the last pixel, there is no colour,
50 the background colour 15 usad, so
neither bits 2 nor 1 are sat {00). The final
data for this character would then be:

2000 6C 6C &C 6C &C 6C 6C 6C

Each line of the character is the same so

all the bytes will be the same, 40 (for

pixel one), + 20 (for pixel two), + 0C (for
pixel three) + 00 (for pixel four) = 6C.

The value at $0400 will be £512 (1=white,
2=red), and $SDB00 will be £506 (blue).
Because only one value can go at 50400 and
$dB00, and because only the combinations (01,
10, 11) are available, this is why only three
colours per character (plus the background
colour) are available.
So now you hopefully understand the design of a

What FLI does is to split the screen on every single
raster. On each split it reads the screen from a different

character, eight different screens are needed.
Because colours one and two are stored on tha
screen, by changing the screen's location different
colours for one and two can be stored in those different
screen locations. For example, screen one will be
$0400 - SOTFF, screen two will be $0800 — S08FF
and so on, which means that all 16 colours can be
used in each character. Colour three, though, must
remain the same on each line as the location of colour
AAM ($DB00) cannot be changed. And there you have it.
Right, well that's the theory to FLI. In practice i's a bit
maore complicated. About another couple of pages more
complicated, in fact, which is why we'll be going info a bt
miare dedall in a follow-up feature next month (you will?
Er, I suppose you'd better now. Thal's one way of getting
some freglance out of me | suppose — Dave).

Mow this is reeeeaaaallilly easy. You should all know by
now from Jason Fineh's tutorials that the screen can ba
put into 38 column mode by poking 53270,0. Now, if you
vary this poke between 0-7 you can scroll the screen lefl
and right eight pixels (one character).

What interlacing involves is having two versions of
the samea piclure in memory at once and flipping batwaen
the two: when picture one is displayed, location D016
(53270) will be at 16; when picture two i5 displayed,
SD016 will be at 17, Thus each picture is slightly oty
overlapping the other by one pixel. But | guess you wani
to know what this is good for?

HEX. B0 40 20 10 8

DEC.

128 64 32 16
Fig. 1

part of memaory, so because there are eight lines 1o each <

GRAPHICS

MAKE THAT CHANGE

The last part of the demo |s an interlace/colour-mixing
editor which allows you to experiment with different
snrlas of colour-mixing and interlacing with various
COMMODOR) character definitions.
In the editor press:

mv‘ F1 - to change char colour 1

F2 = to change char colour 2
F3 - to change the interlace colour to
char colour 1
F4 - to change the interlace colour to
char colour 2
F5 = to change char colours on screen
F& — to change the screen colour
F7 = to show a zoom of the current char
definition (+ = set pixels)
F8 - Toggle interlace mode
#{- = Ta eycle through different character definitions.

SHY 4o~ CHnR DCF DMLY ION

ELUR

Graygl PR +
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This is what you'll find on the covertape - it'll

make a bit more sense when you use it.

As | tokd you earlier, in bitmap mode you losa
resolution because the pixels are doubled in width. But
when you have Iwo pictures in memory at once you can
define the same pixel in two different colours. So when
the screens overlap each other by ona pixeal the two
different colours overlap each other also, giving the
impression of high resolution pixels, ie, normal width
because the double width pixels are overlapping each
other by one pixel, giving you better dafinition on your
picture. This can also be combined with FLI to give you all
those extra colours per character as well,

The other advantage you gel with interlacing is that
you can create new colours as well bacause the screen
flips batween the two pictures so quickly certain colours
will appear to merge. You can also colour-mix horizontally
as well as vertically.

The third part of the coveriape demo gives you a
char of some of the many calours you can achigve by
interlacing. Cwing to the fact that you are swapping
between pictures you will always encounter some flicker,
but once you get used to it, you hardly notice.

And finally, before | leave you all to go and play with the
mixing program | would like to say a big thank you to
Ewen Gillies for bogging off at the last minute and leaving

me to write the article. | always thought it was @
L
-

the boss who was supposed fo sit around all
day and do nothing. To the bar.
October 1994



AMIGA MAGS

Amiga Format issue 63 (the October
j ; ’GA issue) is another stonking issue of the
UK’s biggest computer magazing! 164

OHMAT lovingly hand-crafted pages full of

Amiga news, reviews and featuras. This month we cover
DTP, with £100 program PageSetier 2 on the coverdisk, and a huge 7-
page feature on Amiga DTP. And AF has the first full review of Amiga
Theme Parkl Got an Amiga? Get Formatted. £3.95 with TWO coverdisks

The October issue of Amiga A
Shopper s jolly tab. Our
comprehansive suparast will tell

you everything you'll ever need to know about
expanding your A1200. Plus we give you the full lowdown on how 1o

IF YOU LOVE
CF THEN
STICK WITH

vivre

PUBLISHING

Whatever other
computer you use, and
whatever you use it for,
you can bet that Future
Publishing has got the
best magazines to suit
your needs...

selling Mac

MACEQRVAT ==, ™

offer in October — give your Mac the power 10 take you into the 21st Century! =
Presentation programs — create a slideshow or a multimedia event » What a
sequencer can do for your Mac-based music making * How to achieve airbrush
effects in your Mac art program = Plus MacFormat's regular coverage of just about
everything you can do with a Mac. £3.95 with coverdisks, or £4.95 with CD ROM

PC Formar

You wanna krnow what's in October’s
FPCFE? Right, deep breath, here goes:
H-U-5-E music’sound feaiure

program in Assembler and the first installment in our new sanas on
how to write your own chess program. Hurrah! £2.50

M' g looooot...) a THREE DISK

FﬂWﬁﬁ SPECIAL! With demos of

Theme Park, Alien Breed 2: Tower Assaull, Bubble and Squeak and Ruff
" Tumble, there was simply too much to fit onto two disks, so we've had

1o stick on an extra one. And! Inside the magazine, an exclusive review of
the incredible Super Stardust. £3.95 with THREE coverdisks

The tenth Amiga Power of
1994 is (toot tool tool

In the October issue of Future's smash
hit, revolutionary CD ROM mag
Woodstock on CD-ROM, multimedia
authoring packages, plus the newest titles
for kids. Wa've also redesigned our
unbeatable cover disc, which is once
again packed with interactive demos of
the latest CD soltware and
competitions. Don't miss it
£4.95 with CD ROM

CONSOLE MAGS

i

October's Gamesmasler is a Lion
King extravaganza, with a totally
in-depth look at the garme on
SMES and Mega Drive, plus a
FREE Lion King badge and poster,
We've also got the first screen
shots of Sonic and Knuckles, a big
review of Lirban Sirike, one of the best 300 titles yet, and a look at how
CD interactive movies are made, You can't afford to miss it. £2.25

iAME
ASTER

T

The UK's
biggest-

The October issue of Sega
Fower is swelling with an _
oozing stuffing of Vit i =5

stunningly erudite, critically F,"*f“?f :

caustic, ultra-topical Sega- il """_",-f 1 4

related stuff (as ever).

Exclusive reviews of Lirban Sirke and Taz 2, a massive guide to Super
Sireetfighter 2, the making of a game (in Hong Kong, no less, none of that
‘software house down the road nonsense for us) and an update on the
progress of wonder-machine, Saturn. It's £2.50. It's out on Thursday, 1st

September. BUY IT!

ineluding reviews on music software
for the baginnerintermediate’

Octobar's PC Gameris the best yet. We
visit top American developers LucasAms

October's TOTAL will fealure a six-
page feature on the briliant new
Super Aefurn OF The Jeal. As well as
this we're giving away a free Super
Sireet Fighter 2 sticker alburm and
stickers. There's also more news,
previews and reviews than you can
wave a stick at as well as an
obscenely large tips section fealuring
three player's guides. Phwoar! £2.50

ARTAINE BERT-SELLWG BT MAGATIRE

Pl LaxyT

Want fo find out aboul the best
rola-playing game ever 1o hit a
console

Super Play's the mag you nead

Plus. a guide to the anime scene
SMNES full
slree! Fughter 2

Mortal Kombal 2 hils th
bloodedly! Super *
gets the full guide treatment? |

r Play. £2.50

! Then the Qclober ssue |

and repart on thair latest games, there's
the world's first review of Doom 2, a
profile of Doom's producers id Software,
a free 16 page CD-ROM supplemeant
and an exclusive covermounted CD
dama of World War | fight sim Dawn
Patrol. £3.95 with 2 covendisks

[ B A nswers

PC Answers takes the world by storm in

professional and round-ups of sound
cards and '_.|_||'.:k|'l'. Two disks
featuring huge playable demos of
Dawn Patrol and Jazz Jack Habint
the hottest PG games around. A first
Inok at Kifck'n'FPlay, the excallent new
create-your-own-gameas package.
Reviews of Microsolf Space Simalator,
Deserd Strike, NHL Hockey., Erm, lots
miore but no room el
E3.95 with cowverdisks, or

E4.95 with CD RO#M

October with its first ever CD-ROM attached o the cover featuring Muminalus
2, Zool 2, Desert Sirike and the best shareware gameas ever. Inside the mag
you can discover how 10 upgrade your old slow 386 to a super fast 486 — or
even a Pentium, but without having to buy a new machine! All this and plenty
maore in the November issue of PC Answers, out on sale Thursday 29
Saptember. £3.95 with coverdisks, or £4.95 with CD ROM,

ON SALE NOW AT YOUR LOCAL NEWSAGENT!




SITUATION

Dear Techie Tips,

1 How do you trick the
computer into thinking that
the SHIFT and RUN/STOP
keys have been pressed?
2 How do you go about
stopping people from switching to upper case
mode or lower case mode by pressing the SHIFT
and Commodore keys?

3 Please could you write a program in machine
code which will scroll anything across the botiom
of the screen.

Keith Hart, Wigston.

1 To trick the computer into thinking anything has
been pressed, you have to stuff some information in
the keyboard buffer and then tell the computer it is
there. The keyboard buffer is basically 10 bytes of
mermory starting at location 631. The code for the
SHIFT and RUN/STOP sequence is 131. Therefore,
leave your program by giving the commands POKE
631,131:POKE 198, 1:END and you should find that
things work wonderfully.

2 There are four CHRS codes associated with cases.
You make them take effect by entaring PRINT

CHRS (X) where X is the number of the code. To stop
people switching between cases, X should be 8. In
ather words, do PRINT CHR$ (8) within your program.
To enable switching, X should be 9. To salect lower or
upper case letters, X should be 14 or 142 respectively.
3 In recent months Techie Tips has been overrun
with such programs, in Basic and machine code. |
suggest you check out recent issues and everything
will be explained in great detail. Jason

FREAKY
FREQUENCY

Dear Techie Tips,

Please print a Basic program
which produces a 2600Hz
tone and a 2280Hz tone.
Andrew Campbell, Hastings.

The deep,

mysteries of
the C64 are
once again
exposed as
Jason Finch
opens up the
tomb of
ignorance
and sheds
some light on
your techie
queries (who

- writes this stuff? - Dave).

Congratulations! You win the prize for the most odd

guestion ever to be scribbled on a piece of paper the

size of a till receipt. And your prize is - this reply to

your guery. To genarate a tong on the C64 you have

to divide the frequency by 0.05961 and round up to

the nearest one. You then need to store this value in

the freguency locations for

the appropriate voice in

the SID chip.
What has

0.05961 got to do

with anything? A

vary good

question, the

answer to which

escapes me. The

following short

program will sound

two tones

simultanaously. If you

want them to be sounded

separately, ediling the

program shouldnt prove

too difficult. The values

for F1 and F2 in line 180

are the frequencies in Hertz. Anyone else can use this

same program o genarate tones — either single or

multiple ones — with relative easea,

100 REM FREAKY FREQUENCY BY J.FINCH

110 5=54272 :REM SOUMD CHIP

120 M=0.05961:REM FREQ CONVERSTON

130 POKE S+4,16: POEE S+11;16

140 POKE 8+5,0: POEKE S+12,0

150 POEE 8+6,240:POKE S5+13, 240

160 POKE 5+23,0: POEE S5+24,15

170 :

180 F1=2600:F2=2280:REM FREQ IN HERTZ

150 REM CALCULATE AND SOUMD FIRST TONE

200 FQ=INT(F1/M+0.5)

210 POEE 8, (FQ/256-INT(PFQ/256) }*256

220 POEE S+1,INT{PQ/258)

230 POKE S5+4,17

240

250 BREM CALCULATE AND SOUND SECOND TOME

.

Are you on the

right wavelength?

Or do you keep

losing this frequency?

dark, complex
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260 FQ=INT(F2/M+0.5)

270 POEE 847, (PQ/256-INT(FPQ/256) ) *256
280 POKE £+8, INT(PQ/256)

290 POKE S+11,17

00 :

310 PRINT "PRESS A KEY FOR SILENCE"
320 GET AS:IF AS="" THEM 320

330 ¢

340 HEM MUTE TONES

350 POEKE S+4,16:POKE S5+11,16

Just one thing — I'd love to know why you need to
know how to do this. Jasen

Dear Techie Tips,

1 Do you think that | should
get a disk drive?

2 | am creating a football
game and | have got to the
stage where the groups need
to be drawn. How do you do
it? Could | have some sort of listing, please?

3 A friend of mine told me there was a code
{obviously a POKE) that enabled you to stop
anyone from listing a program. He showed it to
me working but he forgot to tell me the code.
When he listed a program it just showed you the
line numbers. Do you know the code?

4 | am a sucker for listing games. Every time | get
bored with a game | sea if | can list it but it always
goes back to boring Basic. How on earth can | get
these games to list?

5 Can | see what you look like?

Simon Lamb, Gourock, Scotland.

1 Aimost certainly. Save up and buy one. No
home should be without one. A disk drive is for
life:, not just for Christmas. And any other cliché

o W ©)| vou can think of. You should be able 1o get
| ] hold of a second-hand 1541 pretty cheaply and

when you've gol it connected up and working
you will wonder how you ever managed without
ona. And just think of all those muliload disk
gameas and demos you'll be able to check out, Bliss
in a plastic box.

2 Erm, someona who's into Take That can't possibly
be a footie fan as well 50 I'm afraid you're going to
have to tell me a bit mare than what stage you're at. |
couldn't tell you how the groups are drawn in real life,

. let alone on a Cé4. Well | can, but that's only because

| watch too much breakfast television. You need the
random genarator function X=INT (RND(1) *M) +1
where N is the highest random number 1o be
generated. Use an array to check if this number has
already been created. If it hasn't, assign the relevant
team name to the current position in the group table,
Pick another random number and assign the
correspanding team to the next position and so on
until all teams have been donea.

3 There are millions of differant ways to prevent
people listing your pragrams. Well, | may be
exaggerating slightly; but there are cerlainly a
couple. The best way is to alter the Basic LIsT
vacior at locations 774 and 775, Normally, when you
enter LIST, the computer immeadiataly jumps to
SAT1A (the address pointed to by the vector al 774
and 775) and executes a short piece of maching
code. If you change the contents of 774 to, say, zero
by doing POKE 774, 0 then the computar will instead )
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jump to BATO0. That in itself Is irrelevant; the paint
is that you'll anly get line numbers.

4 It they're Basic, and assuming you have an

AR cartridge, try entering OLD before you type
LIST. If they're machine code you'll need to

use the monitor and have an understanding of
maching code.

S This isn't one of those cheap dating

services, you know. (Actually we did print &

of issues back, but it didn't exactly catch Jason at
what you wouwld call his most flattering — Dave.) Ah, |
wish you hadn't mentioned that. Jasen

Dear Techie Tips,

1 i1s it possible to erase a
single file on a disk without
erasing the rest of the files?
If s0, eould you please tell
ma how to do it.

2 s there a limit to how many files a disk can
hold even if there are blocks free?

3 On the back of my disk drive | have noticed
two little white switches marked "Device", What
should these be set at?

4 s it okay to take my CB4 and disk drive to bits
to wipe out all of the dust that is inside them?
David Proudlock, Dumifrias.

1 You need the scratch instruction. Give the
following three commands from Basic:

OPEN 15,8,15

PRINT#15, "S0: FILENAME"

CLOSE 15

Obviously you must substitute the word FILENAME
with the name of the program you want to delete.
2 A 5.25-inch disk can hold up to 144 files. This limit
is due to the fact that the area on track 18 for holding
directory entries is limited to 18 sectors, and each
ong holds only eight entries,

3 Leave them as they are. They tell the drive
whether it is to operate as device eight, nine, ten
or elaven. You can experiment with the swilches

if you like; keep changing the combination unil
Loan v, 9 will get you the directony of a disk in
the drive. This setting has made your disk drive
device number nine. This is used when you
connect more than one drive to your C64.

4 You can do, but you must be very careful, Also,
opening up any electronic gadgets normally means
that you void any warranty that you may have.
Therefore if it was bought from new and you've had it
less than a year, opening it up is not really
recommended. Be extramely careful with the
electronic components; they are easily damaged by
static electricity from your fingers. Jasom

Dear Techie Tips,

1 When you are
programming in machine
code, can you always use
all 64K of memory or if you

wanted to use the Kernal routines would you only

be able to use memory $S0000-SE000? | have been
locking at the memory management section of
the Programmers’ Reference Guide and I've been

TECHIE TIPS

- L
pictura of the techie maastra in this seclion a muﬂ%

NO EYED DEER

Dear Techie Tips,
1 In a questionnaire on the

C&4, if you put in “input wait
till ¥ or N is pressed" it
doesn't work. Any ideas?
2 Do you have any ideas for
a cartoon?
Ryan Cirigliano,
Vale, Guernsay.

1 Well the title of this letter
cOmes tha and
unfunny joke that starts off

“What dc

trying to sort this problem out. | didn't make
much sense of what it said, so can you help?
2 What are the main differences between the C64
and the C1287

3 What exactly does the USR command do?
David Ivall, Swanage.

1 Memory management is a very difficult thing to
axplain, I's best if you experiment. If you read from
a memory location you will always read a value
from ROM if there is any there. Like a normal LDa
$A000 will read in the first value of the Interpreter
ROM, and likewise 102 SE000 the first location of
Kernal ROM. If you switch the Kernal ROM out by
altering location 1, you can then

// & do an LD SE000

(1 Dear Techie Tips,
1 The 6510+ Assembier
always starts assem bling

from address 828, but because

my routine is long it averruns
into the screen memory which starts

at 1024. How can I tell it to start assembling at a
later address: for example 120007

2 How can | create labels in the

unassembled listing so that | can

branch to labels rather than

working out the address needed?

3 Can | revert back to ordinary

C64 Basic while stijll keeping

65710+ in memory?
Peater North, Sharaham-by-Sea.

1 The variable "** controls the
address at which programs are
assembled; it can ba changed at
any point in the s0urce code to
“hange the assembly address
of the that follows it.
Make the first line of your

10 FRINT "FRESSE Y OR NW"
20 GET A%
30 IF AS="¥Y" THEN FRINT "X
40 IF AS="N" THEN PRINT
0 GOTO 20
- was even thinking of turning this really
but, despite
. But then |

into a feature length film

¢ with real
And i'd
bly spend
ch time thinking
the special
and not
h on the
ling, Would you
0 bowling,

hat
I've got no idea w
he's going on about.

A and get at the RAM.
Assuming you switch it
back in by restoring location 1 before you use a
Kernal routine then everything will be fine, Try
storing character sets or bitmaps in areas of ROM.
Then you don't need to worry about complicated
issues such as memory switching.
2 The biggest difference is that the C128 has mare
mamory. People think this means you can write
bigger programs. That is true 1o some extent, but the
way the memory is laid out means it's not the case in
practice; you simply have more reom fo store
variables. Also, the G128 has an B0 column mode
and a CP/M mode of operating. It has a larger
keyboard with a numeric keypad. It also has Basic 7,
a more advanced version of the CE4's Basic. Sound

ram 10 *=12000 if you want to bagin
2mbling frem location 12000.
2 Simply put them before an instructi

line of their own followed by a space and a semi-

‘ n below, After assembly, use the
TABLE command to list the labels used by the

colon as show

S0Urce program
10 *=d'§15-2
20 LDX #0
30 Loop
40 STX 53280
50 INx
€0 BNE LOOP
70 RTS
3 Not ve ry reliably, no. This is
because 6510+ has some

3

phisticated way of handling
variables and when you try to
carry out normal Basic

tions, the computer gets



and graphics commands are available, together with
useful featuras such as RENOMBER and DO. .UNTIL
loops. However, very little software was ever created
for the_machine so it is best to stick with the C64.

3 The usr command allows you to pass values
from Basic to machine code. You must change the
values in locations 784 and 785 to point 1o your
machine code routine. Then, if you do B=USR(5 )
from Basic, the computer will jump o your maching
code routing and will store the valua 5 in the
accumulator. When it hits an RTS instruction, the
value left in the accumulator will be stored back into
the Basic variable B. Jason

Dear Techie Tips,
1 | recently obtained an old
C128D and, having always
-h used a TV set with my C64,
would like to purchase a
colour monitor for use with the C128's 80 column
chip. The Commodore 10845 appears to be the
most easily obtainable monitor at present, but |
am not sure if it is compatible with the C128.
Would any RGE monitor work, or will | have
to look for a second hand 1902 monitor? Please
give me some advice.
Paul Gander, Gosport.

The 10845 is the bestoption, but any old RGB
mionitor should do the trick, assuming it has a 9-pin D-
typa socket for operating in digital RGE mode. If it
only does analogue RGB then forget it. It may be
usaful to know that the C128D expects the 9-pins to
be arranged with pins 1 and 2 grounded, pins 3 t0 B
being Red, Green, Blue and Intensily, pin 7 being
Monoachrome and pins 8 and 9 being the Horizontal
and Vertical Sync respectively. Jasen

1/0,1/0 IT'S

Dear Techie Tips,
Please could you give me
some information on the /O
ports on the C64. What are they used for? How do
you access these ports using POKEs?

| have also heard
that you can

CHECK THE
REPLAY

Dear Techie Tips,

1 A friend of mine (Hi
Dan!) recently bought a
whole load of multiload
games. How would | go
about using my Action Replay cartridge to make
back-up copies of these games?

2 I noticed in CF that some POKES for infinite
energy and so on go like this: POKE 56248, 0.
How are these POKEs found? The Pokefinder in
the AR cartridge can only find POKEs ending in
165, 173, 181 or 189. If | cannot get these type of
POKEs with the AR cartridge then could you
please print a program that can?

3 When | enter the monitor on the AR cartridge
and then restart a game, every time | refreeze the
game | automatically enter the monitor. Can |
stop this from happening?

& In the ROM memory of Fastload at $85F1 there
is a command called ZAP. Could you please
explain what this command does?

5 What format do | save pictures to with the
mmhﬂwlnwmwlﬂlmtom
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hope that sounded threatening enough). Anyway,
there is no option with the stand-alone AR cartridge
for backing-up multiload games, so even if you
wanted to indulge in such dodgy practices you
couldn't. Remember, computar piracy was a major
culprit in convincing the big software companies to
pull out of the 8-bit market.

2 To work out a lot of POKE codes, the illustrious

_hackers have to sift through mounds of game code

and work them out for themselves. Mo program will
do the trick all the time.

3 No, But it's simply a matter of pressing X and then
hitting the Return key to return to the Freeze menu.
& 1t zaps your CB4's circuit boards. Only joking.

From what | can tell it doesn't actually do anything;

it's a redundant command that never got
implemanted, mora's the pity.

5 Saracen Paint piccies are not supported at all by
the Action Replay cartridge. You would need to save
them out as, say, Advanced Art Studio files and then
write a program that shifted the bitmap, screen and
colour memory data around to fit the Saracen Paint
format which was detailed in CF a short while back.
“6 Another thing that was explained in great depth in
a CF of yesteryear was loading routines and how to

them in Saracen

make imprassive things occur while

T e ROl 1 L i

Paint? And can | load o e w | aprogram is loading. Check out the
screens made in gy | relevant back issue (see page 32 -
Saracen Paint into _ Dave) for the LOADER MAKER
games using the g . | program. Jasen

AR cartridge? e Ty vene
Sorromrr | Wi
game loading screens s 5  most

there is a clock in the 5 83 just want to
bottom left corner of 2  usethe

Anto May, Dublin.

1 Why on earth would YOU want to make back-up
copies of HIS games? It's illegal, and I'm sure you
dont want to become a software pirate, do you (I

electronic things and plug them into a port and
then control them from the C64. Is this true?
Carl Beason, Preston.

All computers, whether they fly aircraft or operate
washing machines, have to be able to accept input.

On the CB4, in addition to the joystick and keyboard ™~

ports, thera are six other /O sockets (although some
maodels have more). The ones commen to all
C64s/C128s are the expansion post (for carts, MIDI
interfaces, etc), the AF socket (for connecting the C64

&
i

Pt
i
5
i
i

to a television), the video connector (for adding
monitors), the serial port (mainly for Commodore disk
drives and printars), the cassette port (we'll leave that
one to your imagination) and the user port. The user
port is basically an 8-bit parallel interface and is the
best one to use for connecting your own electronic
projects. Each of these ports can be set to send or
receive data using PEEK and POKE statemants.

How de you program them? Er, well that's a bit of
a biggie, actually. It's certainly oo wide-ranging to go
into here, unfortunately - it's a bit like asking how do
you program in Machine Code. You either need to go
oul buy a book on programming on the C64 (you can
still get a few new from Computer Manuals on = 021
706 6000) or for me to do a whole series on the
subject in CF. (Hang on - you're dropping hints
again, aren't you, Jason? | take it you reckon you can
wrangle sorme more freglance wark out of me -
Dawve.) (Er, well it had crossed my mind = Jason.)
(Hmm, we'll see — Dave).

And there we mustleave the Techie Tips for this
month. But be here in 30 days for a special, Golden
Anniversary celebratory techia section, in
which I'll be running through 50, yep, 50
top tips for computing with your Cg4. ‘F
You can't afford to miss it.
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CPY T Power Pac gaimes: Sphendyng Warnar, Saltle babey, Sevslve, ndy Haw!
aama. Feviews: Firsl Samud, Creanas 2, Nephbours Space Gun. Gamabusiers
Smgsh TV, Rodland. Keghimarne.

P19 Power Pacs games: Attack al the Moutant Cameds, Sheep in Space,
Aquabhlester. Aeviies. Catiypse. The Jaisons, Super Seymoud, Finfer Super
Sports. Gamebusiers Cyfevalne Wamor, Hudson Hamdk

OF20 Power Pack games. Maze Mania, Anf Aiack, Calabpee dea, Bod Sguad
demo, Havirws: Space Crusade, Siyher, (10 Tankbuster. Gamebusiers: DiEzy
Pringe of the Yolepik, Hudson Hawh, SpelBowsd DERy,

CFXR Powee Pack games Hover Bovar, Aganl Orangs. Demnos; James Pond 2,
) Puft PFiwsires: Eudo FoothaV Chavenpa, Owtan Dog, Bug SBomber. Gamabusiars
Muray Mouse Hanbow Isiands.

€F23 Pownr Pack gamas. Delendars of The Earth, Jofmny Red 2 Demos: Bug
Bamiey, Mobby The Aarchark, Biff Aeviews Coal Croc Twans, Tobo The Toross
Kangmpan. Gamebusiars: Mane Mama, Aanbow fslands. Supar Seymour
QP Pt Prack garmess: Famous P, Demos: Light Cood Crod Tiens, Masich of e Uy,
Fugrtnd (rover mimesed), Flessvs: Mega Spos, Ligh! Evwa 2 Hagar The Horilie, Nobly
Tha Aatherk Gamobisiee: St Chesack Spocials Geting he most ool of your (R
(i poypiar one i), Typing in ksngs

CP28 Power Pace Twin Tiger, Cosmic Causenay, Sombar, Damos: Suniman
Sopmour, Doc Croe, Feviews: Sumiman Seymowr, Super Al-S1ars, Popeye 3.
Samehusiers Space Crodace, DU P, Speciats: First part of Lats Make A Mongler
CFAT Fownr Pace games: Defiakion, ANamative Word Games, The Muncher.
Demo: Seaptrg of Baghdad, Feviews: Crysta! Kingoom Dizry, Bul)'s Sporing Darls
Crazy Cars, Locamobion, Gamei VE-page Crediones 2 spacal

PAY Power Pack games; Hevoboty, Haffieships, Highway Encooiian Dama:
Camage. Gamebusisrs: Winler Camp, Spefibound Dizey, Baman - The Caped
Casader, Aoviras: WWF Ewvopean Rampage, Scapie of Baghdad, Flaydays,
Magic Fuifus, Dadek Aftack, Straal Fightar 2 Superstar Seymowr, Lethal Waapon,
CF30 Powes Pack games: Slayer, Aaboundear, Dasdets, ackjack 71
Gamebustes; Croglunes, Reckiess Afus, Winter Camp. Reviaws Camags,
(Ginoialors, Foodbal Manager 3. Spalng Far Speoals: Wiiling good SELGK gamas
CF31 Power Pack games Caukdme 2, Snare. Subseranad, Monsier Mash. Oemao
Apnie 2. Gamebusters: Stuntman Seyrnour, Dalsk Altack, Crystal Kingoom Duzy
Farstaws: MeDonakliand, Tahle Terws, Snare. Specials Fooiball mansgemesl Sms.

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

@

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

PLUS:

COMMODORE
FORMAT
BINDERS

CHECK OUT THESE
CRAZY PRICES?

1 back issue £2.50 Save 45p
2 back issues £4.50 Save £1.40
3 back issues £6.50 Save £2.35
4 back issues £7.50 Save £4.30
All extra back issues

add £1.50 for each

@ Plus £1 for postage and packaging (see coupon
for rates outside the UK)
@ Orders within the UK do not require a stamp

€F33 Power Pocs garmes: Thaadl, Stesd, Covya Ful Usily, FROST (spefio desigres ).
Gameinustoes: Sionman Seymour, Lathal Waapon, Dake Arack, Wil ¥esr
Sapmout. Reiaws: ARNE 2, Fif Bighler, Trols. Specals. Shool-Em-Uips

CF3A Powar Pack gemas: Snackman, ATA, Walsr Polo, Corye 2 Gamebusiters
Laifaw! Weapon, Thrust, Feriews: Slanpwalker, Aobin Hood, WWF, Robocod)
Dravkomarn, o-Most Workl Spors

P& Powei Pack gamas; Amc. Cona 3, Shafehank. Gamstnistens: Lathal
Weapan, Tha Simpsans. Argan Factor, Addams Famiy, Liverpool. 24-page special
The best Ci4 games stil avaiable

OFAS Power Pack games: Space Academy, Halue Dema: Lemmings
Caamebusters. Lasf Mivs 1.2.8 5 Aeviews: Suburhan Cammands, Pirstes, Marcs
Turboshare. Specats The GA5X, Litimate Bast-Em-Lp.

CF3& Power Pack games: Stamay, Squibbly Slosob, Dermos: Suburban Commanas.
Brankivouph, Gametushers: The Smpsons, Camage. Streed Fighter 2. Lathal
Weapan, Cool World Feniew Bae 52 Spocais: Uitrmale Flight Sim, Ingsde Your CB4
CF3B Power Pack games: Lilaiores, Freogy Hamdest, Jalbveak. Dema: Mayheam in
Monslerind Gamebustens: The Smpsons, Motohs, Subuday Commando, Caste
Magies, Game Over, Nobby The Aamvavi, 5F 2. Bee 52. Peniew: Mayham

CFI® Powar Pack games Fraday Hamkest Pan 2, Deap Sinke, Vodean, Robber
Gamebusian: Simpsons (yawn|, Mabulus, Subuhan Commana, Caslie Masfer. SF2.
Hiobby: Prenigws. Lemmings, Special The Apea Boyr show you how b design games
CPAD Power Pack pares Jocky Wison's Dars, 10, inferword. Gamebuslers
Mayham, Soburbvn Commands. Spedals: Micrmdnves,

CPFA 1 Powar Pack games. Fulure Knight. Vengeance. Gametusters: Diery, Nobiy
Thi Aarchark, Mayherm, Volcan. Specialy Essaniial EDOS - loadsarevesws

CP8R Powar Pack parnes: Stormiord, Detvevance. Gamebusiors: Déesy, Pance of
e Yol Folk, 10, Sewiour Goes To Holwood, Mohby The Aardvark, Seapire af
Baghoisd Speoal: The bes) ard worss games aver

CFAD Power Pack garnis: Pesder games axiravaganza. Gamebusten: Maphan,
Nobby, Futm Knight. Specials How o make your games scmil, A-Z of sports sims,
Thee ratuen of Secrat of SLIECKbess

CFAA Fowar Packc Camage, Mayhem Maga Mix Pt 1. Gamebussars: Mayhanrs,
obhy, Fusure Kiniply, Preniews. Panguin Tower, Aschafype, Time Crpstrl Specis:
Makimeg mimac, P bbrary Ist. dary of a gamé: 10th Dan

CF&5 Power Pack Replon 3 Spesch {syrihasaer), Mayhem Magahl Par 2
8510+ Assembler, Giamebuston: Siomond, Nabby, Mayhem. Spacials: Muliplryer
games. Elecinic Boys intenverwed, how 1o draw beller graghics.

CFaS Power Pack: Bonacauncher, Complelts level al Maphen, Guadraped
Taarawdays muse: dema. Gamebusters: Final level of bayham, Stonmion, Wizhal,
Camage. Reviews: Squansscaps. Escape From Arth, Wilbarore

CPAT Power Pack The Legand of Snbad. Rewvion, Maan Maching demos
Gamabusses Seepwaley, Praviows: loads of new games Iom Gamany. incluging
Seper Mibbly and Lovds of ihe Unherse. Spetial: the bast puzze gamas for e C64
CFAB Power Pack: TV (CodaMasiers). Cify Bamber demna. Repal, Wizand's Pl
Gamehusiens: First Samaei. Reviews: Lions of the Undmrse, Bobix, Suner Aobl.
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1 NORTH MARINE ROAD, SCARBOROUGH,
NORTH YORKSHIRE Y012 7EY. IF YOU'RE IN THE

¥ DISK COMPILATIONS ¥

SCARBOROUGH AREA, COME IN AND SEE US. OPEN
9.00AM - 5.30PM 6 DAYS A WEEK. TEL: 0723 376586
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From the makers of Creatures and Creatures 2 comes
probably the greatest platform game ever created for the
C64; Mayhem in Monsterland is an intriguing blend of fast,
frenetic platform action, with five wickedly cute levels to
explore. Featuring the cutest dinosaur ever to emerge
from the Jurassic period, you'll soon forget all about Italian
plumbers and spikey blue hedgehogs.

* First video game to receive 100% *
.. % Super-fast full screen scrolling *
ol A * Fully interactive seundtrack & SFX *
,Qr‘ﬂ * Amazingly detailed graphics *
* New non-standard colours *
* Not available in ANY shops *

PLEASE SEND ME MAYHEM IN MONSTERLAND (TICK RELEVANT BOX)

-] CASSETTE £8.99 J DISK £9.99 PRICES INCLUDE P&P

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

Take just about any popular console

Or, where have | see that game before? Tony Mott traces e s TSR
the roots of console shoot-’'em-ups back to the C64 and N

wonders if things have changed much... family tree should help as a guide.

SPACE INVADERS
ARCADE » TAITOD

ick a genre. Any which introduced moving effects, but is the game itself Defender ‘tributes’ yet seen, and Er, do we really have to spell
genre. Go on. backgrounds and starfields redlly that different to Slapfight? it was on the 64 in the early 80s. anything out about this game.
Drone that? Il bet along with power-ups and the Of coursa it isn't Archer Maclean refined tha
most of you like, Games like Lightforce weare concept shorly afterwards with EAGLE EMPIRE » ALLIGATA » C64
plumped for the true forefathers to many a BE FE"SIVE his superb blcke-with-a-jetpack- :I"“ :Vm“}m_m“::mf:-“
good old shoot-'em-up didn't consola game. Yeah, so games The arcade movement which based Dropzome. And what's the still graat. :
youT Mo? Ah. Okay, let's like Super Alesta on the SNES followed Invaders was the latest shoot-'em-up which has
pretend you did, because use preposterously enormous left/right scrolly-shooty SN'_:E-UW"EFS ﬂrﬂfﬂ‘iﬂg with GALAXIBIRDS » FIREBIRD - C64
otherwise I'm stuffed from the explosions and seemingly experience. Guardian was, and desire and chomping at the bit in Sensible's ‘joke’ tribute to the
outset. | picked the shoot-'em-up  obligatory screen warping slill is, one of the closast anticipation? Super Dropzone, genre. Silly, but playabla with it.

hecause it's tha most popular
and well-known type of
computer game, Let's face it, up
until the Mario/Sonic boom (if
you'll pardon the pun) there
were shill many thousands of
uninitiated folk referring to any
video game as Space Invaders
right? So shoot-"em-ups, it is.

FIREPOWER

But before we attempt any cross-
comparisons or anything we'll
have o lay down what actually
constitlutes a shoot-"em-up. It's a
game where prograss is dictated
primarily by the player's ability to
remove opposing bodies from
the: gameplaying area by the
employment of some form of
firepower (source: Tony's Titanic
Tome of Videogame Terms, now
sadly oul of print). Most of the
gamas under scrutiny here are
straight blasters - all-out
gunfests with little or no piffling
plot details to worry about — but
there are instances where thanz
is a degree of crossover. |
recognisa this, so don't all write
in and complain that the action in
Starquake or whatever is
platform-led. | know, but feel that
wa neead to broaden our outlook
if we really are to appreciate the
plagiarism {or perhaps
othemnwisea) which exists within
maodemn day console
videogames, So, um, thare

Let’'s begin at the stan, then,
and Space Imvaders itself. There

DELTA +* THALAMUS * C64
Fairly well-received horizontal
shooter that's a stunner in the
speoed department.

WARHAWK : FIREBIRD = C&4
Similar to the arcade game
Gaplus and a good early
budget title.

ATTACK OF THE MUTANT
CAMELS * LLAMASOFT « C64
Early prool that the Yak knew
his stutf. Camels, though?

THRUST » FIREBIRD « C&4
Video game inertia never
felt this good. Fantastic
little space shooter. £1.99.

LMZHTFORCE + FTL - CB4
Great, but probably

remembered most for its
superb Hubbard soundtrach.

IMAGINE « C&4
You want power-

ups? You got "&m.
Oh, and everything
else? Yop, that too.

1o « FIREBIRD » C&4
[Sir} Bob Stevenson lent his
arty hand to this short but

sweet efforl.

GUARDIAN * ALLIGATA * CG4
Another Steve Evans classic. |
wondar what he's doing now.

CHOPLIFTER » Broderbund « CB4
The criginal heli-based game,
It became an arcade game
later, surprisingly.

DROPZOME - US GOLD - CB4
Archer now collecls
expansive cars. That may
be proof of this game's
quality.

AIRWOLF » ELITE » C&4

Jan Michael Vincent didn't
make it, but perhaps that's no
bad thing.

SUPER ALESTE
« TOHO - SNES

wera actually blasters around Special
I fr this i I 'e e affects laden,
before this (Exidy's " o

crummy Star Fire crazy, blast

bonanza. But

baing a

—~thankfully what's new?

litthe-known

exampla), but

Invaders

rapresantad

the tuming SUPER DROPZONE * CHOPLIFTER 3 PARODIUS « SHES « Konami
SEGA « MEGADRIVE PSYGMNOSIS - SHES OCEAN » SNES ‘Humorous' blaster - It's a

point when Bo similar to Thrust The jury's still out on whether Put the two above games in a parody, y'ses, geddit Parc’-dy -

blender and you'll make a
maess. Or this game.

which pulls ideas from just
about everywhere.,

videogames arrived
and began to rob the
nation of its 10 pance piecas
MNext cama the wave of games

this justifies its ‘Super’ tag, but
wa're scoptical.

you'll swear they stole its
algorithms. Around C45.




that's what. "Hey, let's stick in
e special weapons and, um,
some bosses, that'll do...' Riiight.
An isolated case, thaugh,
surely? Actually, no. Chopiifter
appearad on the C&4 in "82 and
was followed by the TV license-
led Airwalf, And now SNES
oWners can enjoy the delights of
Choplifter 3, no less. The classic
rescue scenario remains and it
includes many alements which
made Ainvolf popular all those
years ago. Mot even Jaguar
owners are safe from accusations
pilfering; the 64 had a great
version of Tempeast, called Axis
d what a great nama
back in 1985, And

outstanding C&4 releass from

WHO DARES WINS 2 «
ALLIGATA + CG4

The first Commando variant. A
superlative, viewed-from-
above atfair.

DRUID « FIREBIAD - CE&4
Topmost one- or two-player
fantasy romp with Gauntlet
overtones.

ROCKET ROGER
ALLIGATA » CG4
Another Steve Evans special.

EXILE * AUDIOGEMIC « CG4
Big. Beautiful.
Buuwrilliant, With an
atmosphers you can
almost touch.

SUPER

METROID » NINTENDO + SNES
Look very closely and you'll
see elements of all the above
games in this.

way back —was the prequel to
Super Probotector on the SNES.
Is the picture becoming clear yet?

IN COMMAND

But if those observations are
obvious, there are many more
whare the inspiration isn't ne

as apparent. Let's go back to
Commando, and the magnificent
mayhem demonstrated in Who
Daras Wins 2. It was arguably
the: game which introduced this
conceplual interpretation of
overhead shooting
homea. It influenced a wi
game design theme, oneg
example of which I:‘-Flru:] I'r|.---
fabulous two

an 10 he
ole new

CABAL - OCEAN + C54
Frenetic one or two-player
crosshair-driven blasterama
with ammo galore.

STARQUAKE

BUBBLE BUS » C&4

Huge for its day (512 soreens,
ne less), and equally huge fun
to play, actually.

and rows of nobs on.

THE CHADS ENGINE «
MINDSCAPE - SNES
Middlamost ona- or two-player
‘steampunk’ romp with definite
Druid overtones.

opportunity of similar
through games like

¥ and The Chaos Engine
Druid, toa, was a far more
involved game, with
thi o see &
gither of those products of the
80s. Proof indeed that evan if
game ideas ¢

stuff? The games 'di1+L.rl
supposadly push back
hr-ur"!qm“ games like Stanwing,
, custom |"I1|p
-utll g
surely that can't
roots nestling in G4
what do SMES owners

AXNIS ASSASEIN « ARIOLASOFT « CG4
Mippy Tempest clone from 1985
with - gasp - more depth than

the original.

FEATURE

they happenead upon Nir11.er1|:|c|'.5
y-spinning baby? That's

al frEIEdr.-rn tl:- Move
ut the game world
the action in Starwing is

yer's route
ndscape s
game, And all
intendo decraad that
e complex would
) much fio sole

"Bm.

MERCEMARY - HOVAGEN = C64
The original and still the bast
planest-based 30 axplore-athon
there |s.

STARGLIDER + Rainbird « CB4
The very next planet-basoed 3D
explore-athon with clever
vactor graphics.

STARFOX » ARIOLASOFT » CB4
Enjoyable, solid 3D effort.
Later to cause Nintendo no
end of problems.

GHOSTS ‘N' GOBLINS

Elite = CB4

Atmospheric platformy shooter
which caused a bit of a stir in

its day.

GRYZOR » IMAGINE » CB4
Okay, it's another coin-op
converslon bul we had it first,

d'ya hear?

PROBOTECTOR - KOMAMI + SNES
One of the SNES's finest.
Based on a game the C64 had
yoars ago - what a surprise.

TEMPEST

forget the game which foreran
them all, Marcanary. Thera's still
nothing on console to touch it for
depth and atr

situation looks unlike

spouting off reams of praise for
their 'latest’, titla, be

prapared

those guff

It'd ke micdla Aak in

2000 « ATARI » JAGUAR
Jelf Minter makes a
comaback with a game no
maore playable than Axis.

WILD GUNS + MATSUME « SNES
Cabal + Wild Wast-themed
graphics = this game. "Nuff
said, | reckon [but there's a
line in this bax to fill - Dave).

STARWING » HINTENDO + SHES
Super FX-boosted title with the
usual Mintendo trimmings that
showcases the FX chip, but
little alse new.
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“HURRY - LIMITED
STOCKS!

SPECIAL OFFER!

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

Enter a new phase of computer entertainment with the Magnum
Lightphazer. Unleash your imagination and take up the challenge
of the six action packed games included in the pack.

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

RRP £29.99 OUR PRICE £12.99+ £2.50 P.P

PHAZER GUNS ALSO AVAILABLE FOR THE ATARI ST/STE RRP
£309.99 OUR PRICE £12.99, THE COMMODORE AMIGA (ALI
MODELS) RRP £39.99 OUR PRICE £14.99, THE SPECTRUM 2ZA/3A
RRP £29.99 OUR PRICE £12.99, AND THE AMSTRAD 464/6128
RRP £29.99 OUR PRICE £12.99

LIGHT PENS ALSO AVAILABLE FOR THE COMMODORE 64/128
RRP £29.99 OUR PRICE £16.99 AND FOR THE COMMODORE
AMIGA ( ALL MODELS) RRP £39.99 OUR PRICE £16.99

PLEASE ADD £2.50 FOR POSTAGE AND PACKING FOR
THE ABOVE ITEMS.
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In the beginning there was “Druid”, hailed as a milestone game at the time of its release. Then
came “Enlightenment” and now there's Warlock the Avenger, the third game in a classic
SETIES

Designed by Dene Carter, Warlock the Avenger takes the player yet deeper into the dangerous
world of Belom, where the evil lord Acamantor has returned o hold the land in his grasp.
Strive to reawsaken your ancient spells and find vour way through eight trap-strewn dungeans,
overcoming unknown obstacles, locating secret passage ways and keeping Acamantor’s
menstrous minions at bay. Your task is to find and destroy the evil power. Only by unleashing
the arcane power of Chaos can final victory be yours,
* use elemental forces to cast the most effective spells
PRICE £5.99 INC.P/P
* create Golems and work together in the two player game

* qvoid gigantic fire-spining skulls and Acamantor’s teeming army of monsters

C64/C128 PRINTER INTERFACE S sss et esssssssss oy
The C64,/C128 printer interface is designed so that you can
connect almost any parallel/centronics (IBM compatible) printer

to your C64/C128 computer.

COMMODORE SUPPLIES

, F : : . ' Commodore 64 power SUpplies ... £22.99

‘omplete interface with lead:- £29.99 inc P/P 4 . :

Comple terface d iz Commaodore 64/128 compatible cassette reCOrders .......ovmececniasn £19.99
Commodore cassetie head demagnetiZers oo e ensi R AR £9.99
Commaodore 647128 light guns & games cassette

C64/C128 COMPATIBLE DATA s M
Replacement cassette recorder plug and lead .o
RECU RDER Commodore 64 user MAaNUALS. ... s i s s e 3
Commodore R.E. Leads (computer 10 TV) .. s
n A UNI : Commodore 64 modulators..........commmmmmmmmmamessiia
3 rmr“ T Commuodore printer/disk drive lead (6 pin din)
£19.99 inc P/P FOR COMMODORE CBM 54/128 = st ot S, P osernens
[E Commodore colour monitor leads (din /3 phono)

Commaodore light pens & software (eas/disk] ...,

Commaodore C64/C 128 parallel printer interface

DO YOU SUFFER WITH C64 TAPE
LOADING PROBLEMS?

Have you ever purchased a game only 1o find that it won’t load! The most common
reason for loading difficulties is caused by the tape head being out of alignment with

the cassette tape The asimuth tape head alignment kit enables you to re-align your
tape simply and quickly. No technical skills are required, Step-by-step picture guide.
Tesi and re-alignment carried out in minutes! The kit comprises:- Tape alignment
cassette, special asimuth screwdriver plus full instructions. Only £9.99

Alignment kits also available for Amsirad CPC 464 and for the Spectrum compulers.

I Commodore C64/C128 compatible Data Recorders
with tape counter, fast forward, rewind, stop/eject,
play and record facilities. Supplied complete with
lead and ready to plug straight into your computer

#!—*****ﬂ-ﬂ**#ﬂ-*#**#***ﬂ-*****#*#*#*#**111*#*##**#

Please state which computer when ordering

ALL ORDERS SENT BY RETURN: CHEQUES/VISA/ACCESS/P0’s

TRADING POST

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




