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your letters and calls

saying how useful you

found our Play To Win |
supplement that we've decided to bring
you another installment. This time though,
instead of going for well established classic
games we are bringing you right up to date
with hints and playing fips on some of the
current smashes.

And that is not all — this free booklet is.
our way of launching Play To Winas a
regular column in the magazine.

Every month from now on you will find
advanced strategy fips, maps and useful
screen shofs to help you get more from your
games collection. The column won't revolve.
solely around 64 smashes. Cheapos, C16
and Plus 4 games will also beincluded in
Play To Win as they are allin CU's plans.

Your main experts will be Daniel Gilbert
and Adrian Bott. They have had a lot of
experience of mapping games and
producing hints and tips. They were the first

MERCENARY and WIZARDRY. We think
they're the bestin the business but they
won't be doing it all on their own.

Backing up Daniel and Adrian are all
your regular G Force writers — Ferdy
Hamilion, Richard Bradbury, Ken
McMahon, Mike Pattenden, Colm Clarke,
Laurie Sampson, James Pickering and the
big Ed himself — Eugene Lacey.

But don't get us wrong Play To Winis not
a cosy little club for a select bunch of super-
egoed games reviewers. Itis your column
as much as it ours and we want you fo get
involved. Soif you have a good hint,
handy peek or poke or a map of a game
that you haven't seen published anywhere
else then letus know about it. We won'tjust
thank you and print your name in CU —
we'll pay you fairly and squarely for your
hard work.

You're going o like Play To Win. Itis
going to be good. With your involvement it

| willbe even better.
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[ Zoids > One of the classiest and slickest
games of the year. It's got icons, shoot
| %em up, and great sound. In fact t's got

the lot, but boy i it tough. There’s a map
and advice to follow if you are having
trouble jamming and killing serpents.

irlight > Going nuts rying to crack

Fairlight? Keep getfing killed by Wraiths,
Eonif T o & s stioaie o
where, oh, where s that Book of Light?

‘ Allis revecled.

Star Quake (> This s the game you've
been waiting for. It s probably the game
you have been playing most recently. But
do you know about the secret passages,

the codes for all fifteen different sections,
and whatis the quickest most efficient

route fo the core? W do.
GreenBeret > Amean shoot em up
with a few nasty tricks up ts sleeves
Some helpful advice from programmer
Dave ‘Rambo’ Collier may come n

| handy. You bet it will
Uridium > Have you clocked up every
ship in Uridi

ip in Uridium yet? Adrian Bott has and
he's lefting you in on his high scoring
e

technique.







Zoids proved to bé an unexpected hit for us back in March. For a game
based on a foy, it turned out to be a sophisticated strategy and search
game with efficient use of icons and fast finger action thrown in.

Your task is fo rebuild the mighty Zoidzilla, last hope of the blue
Zoids ravaged and nearly defeated by Redhorn the Terrible in o
vicious civil war which broke out as the Zoid empire collapsed.

You must use your scanners fo search through the crumbling cities for
the pieces of Zoidzilla, take on enemy Zoids like the Spinebacks and
save your side from defeat and extermination. Using the maps and
strategy ‘advice proyided, you can't lose. = s

A City with RadioMast 1\, Mines | Power Station ~A» Serpent Base
— - N—




This is just one method for
racking Zoics; s ot the anly
one butt's the best I've found so

Each Dome offour cies confains
one piece of ZOIDZILLA — and
s of e e e
matier — Mines, Power Stafions
and o Serpent Base, so once
you've got a piece from a seior
of cifies (one with the same first

No) Move on fo another one.

MAIN TACTIC

Enter city area and travel fo end
of road it occupies. Use the

(usually over 30%is a fairly safe
ef) and move on fo the nex
dome once you have found the
iece. | would advise tackling @
fow ‘dud” ciies simply for the
exira pods and missiles you will
gain
Once you have collected seven
pieces there will be a barrage of
ammable missiles — don't
Lmhev though, as you will have
enough pods fo sustain this
aftack and should find the eigth
piece el before you run out,
The last piece is guarded by
Redhorn. Tackle him as you
would a serpent or a city — afew

— thesgnal wil ahvoys be he
same, but the PHASE will need
adjusting — . prevent the city
from aleriing other nasties — ke
serpents. Now wait for he cify's
SLITHER fo come along, and

roy it — use mines/missiles
cndhen Ralgun . Youwil now

ve the company of a few

SPINEBACKS which also need
destroying — Railgun them and
collectheir pods. Now fargetthe
city and land ot least four missiles
to weaken i, then railgun fo
totally destroy. If this fails put
another missle inthe city and roil
again
Using this method on cfies you
should be able to clear them all
out (theoreticallyl). If you can
destroy cifes using three or four
missiles only it should work out
profitably regardless of whether
you find a ZOIDZILLA piece or
not.

GAME NOTES
Try fo destroy all SLITHERS you
meet _and _definently all
SPINEBACKS (don't forget to
colled their p

fork through the domes
systemafically —if you decide fo
aftack the minimum number of
cities, then aftack the cty with the
highest piece percentage

missiles then railgun him fo
death. y

city and complete ZOIDZILLA

COMBAT NOTES
When railgunning, fire only
when th forgel s nyoursights
release as many as you can
Whi it sl thore. Donh wasts
ammo ‘pot-shotting.”
When firing missiles —
keeping the miss dlifude on
target s vial, ie. pull down
without the butfon for most o the
shot, adjusting the heading only
if seriously out. Spinebacks and
Slithers should be killed with the
railgun. Serpents and Cities
should be hit by o few missiles
efore railgunning.




MastiD  Frequency  Amplitude
6

0,0 2
01 2 0
02 2 4
03 1 6
10 7 7
1,1 1 i
‘ 2 6 1
1.3 0 0
2,0 2 6
2] 6 2
{ 22 7 2
23 4 i
30 0 4
| 31 6 6
32 5 2
33 0 0
40 2 1
4,1 & 4
42 1 0
43 2 7
50 0 7
51 6 6
52 0 6
53 0 0
60 1 6
6,1 1 1
62 0 [
63 7 3
70 0 1
71 ] 5
72 4 7
73 0 0

Base wave always No. 1

Carrier wave always 2nd ID number.
£G. (1,2
(2,3

3rd wave

Key: wave types and positions: — All wave
— except phase () which wil
need adjusting on different attemps.

Order of Power:

Pieces Rank

0 SPIDERZOID
SCORPOZOID
TROOPERZOID
MANIAZOID
GIANT ZRK
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The Edge's Spectrum arcade adventure conversion is
currently rocketing up the charts. The two colour game
combines stunning graphics and animation with reall
niggly gamesplay making it a classic of its kind in the
Ultimate mould.

As Isvar, the unsuspecting hero of the game you are
searching a King's castle for the Book of Light which will
free an imprisoned wizard. Ifthe tory that's

Bas rniiiels ol L s i oy

this year. If you're

ps are your

NOTES |
Once a guard has been killed,
pick him up and drop him in the

path of a vortex; he will be
permanently de: sete

N5 Tocle gvords cbsolosly |
ocd-on Jo bill tham i scRoll
sconds and loxmg only L

e hed ool placean | | ®
object onthe place of his demise o
prevent him reappearing.

the crown in room 110 |
door eastof 31. Move S
lluhlnlepanhmrondofh o)
coffinin 33 o =
o34 and rhoBookothhl p!
e
| bypossed withou the use o 9
hourglass: enfer the room from
ane e of he door — wa unfl Koy
the wraith is upon you, then exit
et homthocthar dds | <+ Normai Door

of the door and start running
across the bridge. The wraith | () ARoom Number
o i ",’;",;‘;“;:g ’;’;" 7 Loads o his room no.
safety, have an hourglass == Wall requiring object fo pas

(use he comes foo close hr
S Secret (Hidden) Door

@rora
@ Door needing Key A to ope
T Teleport

+ Cross forkilng Wraiths)

o room 21, obteinthe ross
climbing on the atar and pushing
away the side-piece where
indicated.

Use po plants as dimbing aids
when possible, as

count as “heavy"" objects for
transporting, but can be mounted

from the ground in asingle jump

i
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StarQuake is 512 screens of the best arcade adventure action you are likely fo find on your 64
1t concerns the adventures of B.L.O.B., who must rebuild the planet core before it implodes.

1f you think that sounds easy then you obviously haven't fackled a Smash Trap, Teleport, fried
1o find the core, or wondered what the next teleport code is. Al is revealed by G Force games
reviewer and StarQuake expert — Ferdy Hamilton

SPACE HOPPERS

8.L.0.B’s answer o Brifsh Rail (hope these are more reliablel). To pick one:
i ot

SECRET PASSAGES

o **“Think again!” fry
g BLOSB. Butyou'
1o spotthe rest. They s i boutyou'

FLEXIBLE THINGYDOOS

, now you can

“Your card please?””
LA
“That'lldo nicely, sir'*
pickup one of these

W andgainaccesso...
Toke your pick! ol 2

Breakinto the pyramid with
this card. You may now swap

anything you may wantfo
keep in yourinventory before
reaking in.




I HOW/ TO GET Tt

’aROUAKq
TELEPORT
CODES
P> ASTRA
P> CHASM
| D> POLAR
D> KAPPA
P> MALIS
P> METRE
»> OPTIC
P> SIGMA
|D> FEMUR
D HYLIS
P> PLASM
> ZAP
‘Lf MESON
> XENON
P> COSIN

Intoteleportcodename “ASTRA” andtype “CHASM'".

Lo =




S HE CORE 2 I

Come out of the ift.

space-hopper, then go up.

%’\

andintothe Core!




GIEEN BEEL

One of the most talked about games of the year so far. Due for relet
any day now, we mapped the first two levels in Commodore User, May,
and now here's the third level of the Konami classic. In case you've been
in Mongolia for the last couple of years, Green Beret is a rightwards
scrolling fighting game. Control your soldier through four testing
levels in an attempt fo release the prisoners. Collect special

P oute an the challenge of dozens
of hosfile troops. Destined fo be a classic on the 64 in
its own right.

Level 3 takes you on from the naval base to an

airfield where the challenge widens in o
difficulty — more guards, mortar men »:fﬁ
and areally mean challenge fo e
overcome at the end. >

Level 3 contoinsseveral ofthe|
mortar men hat were occassionally
found on he carferlovels. There's
often amine close by them s wel

Proceed with caution anduse theupper
hore possible




KNOW YOUR ENEMY WHAT'S TO COME
rown Guards: These appear Level 4is the final stage. I1's massive, some
lue thon They're unarmed The

b

opponents. parachufists drop down on you, towards

these. i v K
i Ducking [

g Jresnae Gl Niges Cresdwte oo

Greens: These are the karate troops. If
you delay at all on you run they ll appear.
To kil them fime your jump in the air and
stab.

challenge.







Thefinal obstacle o overcome on evel Jare.
the two gyrocopters. When you reach the bridge
there'sa brif pause then they appeor buzzing around |
crozily. Youshould sove a weapon o use on them here,

jump up and fir simulaneously.




Uridium needs no introduction. It's undoubtedly the best fast action
arcade game release so far this year. The game fakes its lead from

those old coin op classics Defender and Scramble and brings them up
to date with fast scrolling, metallic relief graphics and masses of colour.

Guide your ship through fifteen Super Dreadnoughts, each guarded
by wave upon wave of fighters, each with a different, tortuous flight
route. Early ships ure?iﬂle problem, but we reckon you might
appreciate some advice on the rest.

is the mine. These are adually
quie sasy fo aveid, provided
there is enough space to
manoeuvre. Simply wait il the
mine reverses direcion, then oo
above or below it depending on
whether it moves up or down

The second hazard is a ltle
ship  which flies on an,
bombards your ship constartly;
follow your movement, which no
other ‘squadron’ does.

For economys sake this wil be:
referred fo as an Al
Annoying _Little (Expletive
Deleted)l” The frick is fo be
repared for them, reverse over

GENERAL e sies ot et thom
PLAY

As a general rule, keep fo the

bottom edge of the screen. You

There are two really lethal ~are less ikely o encounter large

elements of the game which squadrons of enemy ships, and

cause the most fatalities fo even _ will be ble fo avoid the ALEDs
an experienced player. The first more easily.




THE SHIPS
e

Don't waste time with the small
forget, fy gt hearfed

Afterthe first squadron has pass-

ed, fly to the top edge and wait

ignal, then turn round

the incoming ALED. Fly

down he central tunnel info dlear

ground, then face right and furn

on its side. Go slowly

for_direction and you

ook maka through the finy
gap in the end wall

The only problem hereis turning
the corner after lying under the
finst block and over the cairl
second one. Bor

e barind th el o uy
right and blast the next one. Fy

y top
you reach the runway.

PLATINUM:D
Fly under the first block, over the
next, under the nexi, over the

The firs really tricky ship. Go to the botfom of the
screen and fly dead slow — os slow as you can
without fipping over. When the opening appears,fly
upintoit, then down, then up through a very narrow
squeeze that can only be done af dead slow speed.
Blow up the grounded ships and a few farges, then

e varsan pt 1he sericls

fly o the very bottom of
and!a'he(wamnwuys(a\lhavwl” o). Look for the
little blue ALED.



Not oo hard. Wait for the first
squadron fo pass then fly slowly
into screen centre, through a

and go to the centre when the
woll ends. Blast ships above and

TRI-ALLO

An absolute stinker. Fly slowly ot
screen bottom, up through the gop
radually down through the
5 29.@ passage and gradually
owever, while

Tt eforting Yo Gokes
movements an ALED is very likely fo
appear in a blur of speed and rake

revring a o, Onceau of ol i

00t up as many ships as possible
hen Ty sowlyinthecreon' conir
DO NOT fly into the possage of
blocks, fly up above i and along fo
the runway.

Fly over the first Xshaped aerial
thenfly o sereen bofiom. Turn on
your side and Run ke hell unfil
You see o large wossshaped
above you. You should
shpiﬁrough allthe narrow gaps,
provided you are as far down as
Deriil ool on yoie e, oo
out three ships fo the right.




IM: D
Fly:on you sids; dead slow, neci the 10p,
Wihc croen Fiy Thaugh norow Gop,
down, and out through another narrow
ise it, Once past
shis, fly up through the diagonal passage
ooy nle the o In
middle. (Don't fly down that one). Fly dead
slow, turn on your side and immediately
ater flying through the cerials, fly up fothe
middle passage and ou. The runway may
o afttle hard fo get fo

<4ERGONIT
Ghastly. When you've passed
the firstlittle ships, fly dead slow
in through the opening then
down, up and down again. If a
mine appears now, you haven'ta
hope in hell. Blow up all the
rounded ships and fly t screen
otfom. Getting fo the runway is
very difficult!

GALACTIUM:p LW
The hardest ship of all. Turn on your side o uREM
and fly dead slow af the screen battom, Fly .
theough nartow gap then ou hiough
another af fop. Staying on your side, fly
down (avoiding central block) into a
passage which narrows and widens again
Once out, fly a screen bottom uniil you
reach an utter jumble of blocks. Fly
sideways then through them (the sequence
is up, down up) and ths to the runway.

An absolute doddlel t's only o
few screens long! At the right
hond side of the ship is a
conspicuous brick wall, behind
which lies a congratulatory(?)
message from the Author
Andrew Braybrook, faking up
the rest of the ship's space.







