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Memoirs from Hell - the ultimate 
collectors Doom mini-mag. Free! 
The most exciting thing about the future, 

is that you are a part of it! X-Gen 
magazine, bringing the hottest in 
electronic entertainment to the 

X Generation. 
Issue 4 of x. Gen magazine is on sale nowl 

Why not make sure that you never miss out by filling out and handing in this order form to your newsagent today. 

Or save £1.00 off issue 4 by sending this completed form to x-aen Magazine Offer, P-,,:on Publl ..... . Paragon House, St 

Peter's Road. Bournemouth, BHl 2JS with a cheque or postal order made out to Paragon Publishing ltd for the sum of £1.91. 

X-Gen Reservation Form 
Please ensure that you keep a copy of X- Gen magazine for me every month (ISSN 1358-9423) at £2.95. X- Gen is on sale on 
the first Thursday of every month. 

Name ............................. ....... .... .. ................ ... ... .... ..... ..... .... ... .. ... ... ....... .... ..... ..... ... .. ..... .... ..... ... ..... .... .... ...... . 

Address ............................................. ............ ... .. .... ... ....... .. ... .... ..... ... .... .. ... ... .. .. ..... ... .. .... ... .. ....... .. ...... .. .... .. . 

Postcode .. .... ... . .... .... .. .... ..... .................................... ....... ....... . 

Telephone ..•.............•...•.......... ... ............ .... .... .................... .. 



ou lot again, eh. It's been all change this month I tell you. Not only do we have 
a new man on the team in Dino Boni, but we've also gone for something of a 
redesign. Nothing drastic but we think it makes a nice change. After 17 issues 
we figured a slightly more visual experience was required to bring C032 
Gamer into the latter half of the 90s. 

So what else has happened? Worms and the infuriatingly elusive A830 have finally been 
tied down (sport) and well 'n truly reviewed. We should have demos of both for next month 
but I wouldn't want to promise anything just yet. You know how it is. 

And of course there's ye t more Super Street Fighter coming your way from Gametek only 
this one looks like it could be almost arcade perfect in look as well as playability! 

All this of course bodes well for the future . Big developers like Gametek and US Gold are 
showing their faith in the format and with Team 17 now going through software giants 
Ocean that could precipitate still more support from one of the biggest names in the indus­
try over the last 10 years who've largely ignored the Amiga in recent times. Anyway that's 
my monthly rose-tinted spec bit done so tuck in to the rest of the mag. 

o Miles Guttery 
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IT'S ALL GLOOM FOR (D32 OWNERS! 

mfter the phenomanal success of their original Doom~ 
style blast-ern-up, Black Magic are turning the ir atte"", 

tion, once again, to the CDll with more Gloomy titles 

lnmlnd. 

Gloom Deluxe is, so far, the only definate CDll title. but a cou­

ple of others have been lined up for the A I 200 and, call us etemal 

optimists, but we wouldn't be too surprised to see them making 

the transition from floppy onto CD not too long after their release. 

At a time when CDll software seems to be drying up quicker 

than a bar' frequented by Hayden, this can only be good news and 

gives you, the loyal readers. a few more software tides to add to 

your Christmas shopping list. 

Similar in design to the first Gloom title, Gloom Deluxe and 

Gloom: the data disk. will be competetivety priced and should 

ensure there's at least one COl2 title in the Christmas top twenty. 

A 1200 ROLL-OUT 

m'ter 18 months in the dark, the A 1200 finalty reap­

peared in shops last month to a less than wa,.m 

reception. About I 000 pieces of the hardware were 

shipped out to retailers, but with the price tag set at 

£399 sales figures are unlikely to be too impressive. Despite 

Arnica technologies attempts to promote the machine as a 

serious piece of hardware. it's still primarily seen as a games 

machine and is thus going head-to-head with the Saturn and 

Playstation . With these ' next generation' console s now se lling 

at £349 and £299 respectively, the omens don't look good. In all 

honesty, Amiga Technologies seem to have been ill-advised in 

their marketing strategy. Let's face it, if people want a serious 

piece of hardware, they could get a second hand PC for around 

the same cost . So, surely they would have been better pushing 

it as a proven games machine with a solid base of users and 

with an extensive software library already in place. It's also 

worth noting, that software support for the A 1200 is still 

strong and is likely to outstrip the Playstation and Saturn for 

some time. So come on Amiga Technologies, or whoever's 

pulling the strings, cut the price, bundle it with some stunning 

titles and give the machine and loyal Amiga supporters a 

break! 
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[[Jecent figures indicated that although CD12 software 

sales have slumped, the fall has been significantly less 

than those suffered by other CO based machines. 

Host noticeably, the CO-i and 100 suffered the worst of what 

was a disappointing summer for everyone. Still, with the forth­

coming Christmas rush, the trend can only spiral upwards. In 

particular, the CD12's fortunes look the most promising of all. 

With a possible relaunch around the New Year, things can surely 

only get better. 

STOP PRESS! 

[]Jews has just filtered ;nto the office that Christmas m;ght 

not be so baeak for CD12 garners, alter all. Flair have been 

negotiating a deal to publish several titles from abroad and 

if all goes to plan, we coukl have a bonanza of new games just in time 

to re-write that Christmas list. Fingen crossed everybody. 



FLAIR SEE DO UBLE 

[EJ
lai~ those purveyors of amusingly quirky titles, 

are' at it again with an intriguing new-release 

Double Agent. Originally pencilled in fo.. a 

Christmas launch. the game has now been put back until 

Easter after Flair decided it wasn't up to scratch and 

ordenrd a complete reworking of the graphics and design. 

As a result, any piccies we were hoping to show you, have 

now become completely irrelevant - 50 you'll just have to 

make do with a Flair logol 

COVER DISI{ COCI{-UP 

[IJs you're probably all well aware, last month, the 

much-hyped Street Fighter demo was unfortunately 

not on the coverdisk CD. This was due to problems 

way beyond our control and we apologise unashamedly for any 

grievance it might have caused. Believe me, heads have rolled 

after the debacle and even utterly shameless begging and plead­

ing could not stop Hiles from flying off his trolley and delivering 

a verbal assault to anyone remotely involved with the fiasco. 

Like I said though, the unfortunat'e absence of the demo was 

due to a technical problem beyond our control. 

Once the fault had been detected, Heaven and 

Earth were kicked all over the place in an 

attempt to sort things out, but alas, there was 

nothing we could do. Still, we've made up for it 

this month with a cool demo of Virtual Karting. 

THE MAFIA MOVES IN" " " i 

mounding like he's dropped straight out of Milans 

famous and all-conquering back four line-up, Dino 

Boni arrives at CD32 Gamer HQ and immediate­

ly instills a sense of stability on proceedings. 

After the swift departure of Jon Bruford (well, hardly 

swift, it took a while for him to waddle out of the offices), 

the CDl2 Gamer talent scouts have been out scouring the 

country for a real 'games animal' and Dino fits the bill per­

fectly. Poached from working on PC Power, Dino has also 

w~rked on such prestigious mags as Sega Pro and CD ROM 

User and is widely respected throughout the computer 

industry. That's what his mum told us anyway, and who the 

heck are we to argue? 

As you might have guessed from his name and the Milan 

,.--,:--'h. the charts, the charts. Once more, there's ten posi­

filled by ten games, based on the tenth month of 

DJ
ust a quick note to say that due to the nature of the 

cover CD and the unreliability of its contents, from 

now on the CD instructions pages will be omitted 

from the mag. Well, not exactly omitted, because the 

mag is still 68 pages, they' ll just be used for something else. 
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reference, 

hails from the land 

of corrupt govern­

ments, the Mafia 

and pasta. It was­

n't the lure of the 

lira that 

him to 

Gamer 

but the 

honour of work­

ing on Europe's 

finest computer mag. Hmmm! Welcome to the nightmare, 

Dino! 
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... -----.... C032 Gamer readers are in for a treat. On the front cover, 

N there is a demo of the racing game Virtual Karting. Although 

this is only on the 1200 at the moment, there are plans for it 

to go on the 32 if the market picks up. With the PC and 

LL _____ ...lI Playstation releasing racing games at the rate of three a week. 

it is a real treat to have one on the Amiga. Not all the options are avaitable on 

the 32 demo but it is enough to see the speed and quality of the game! 

believe their products may be inferior in any way then 

forget it. This has got to go down at the fastest racing 

game to hit the Amiga family. The specs behind the 

programme make impressive reading: Fully texture 

mapped screens, AGA graphics only, 2 choices of racing 

karts, 2S frames per second, 20 or 3D overhead views 

of the game, fly by helicopter previews of the circuit and 

highly intelligent computer controlled karts. First off, the actu-

al frame rate of the game is nigh on pixel perfect without glitches 
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The minus poim is that the graphics could possibly be a lot sharper. but that 

really is being over critical.Once you choose your kart, which is either a 100ce or 

125cc vehicle, then you try to obtain a decent lap time. The onscreen display con­

sists of a speedometer in the form of both a dial and digital numbers. the lap 

You are given a first person perspective view of the preceed­

ings, and this includes the view of your hands that control 

the steering. Having used a 32 joypad on the demo version 

I can honestly say the controls were excellent, a slight 

movement of the pad to the right or left turns the kart 

accordingly in perfect unison with the player's move-



Technically, there are no chunky looking screens, you get a near full Pal display 

and the rotation and movement of both the kart you control and the competitors 

feel and look authentic. The AI of the karts is possibly the factor that makes this 

game so playable. The competition is tough but with a selection of modes to play 

in you soon adjust yourself to the difficulty factor. Moving at speed into corners 

and going at full speed up a long straight is quite exhilarating. 

The variety of tracks and the realistic karting effects really comes 

across well as you move throughout the three tracks . Perhaps it is the 

real sense of speed as the ground rushes below your feet that comes 

across perfectly. OTM have succeeded in three main areas; code·wise this 

is impressive , graphically this is as good as you will get but the most 

impressive features are the controls. A visual treat is in store and that is 

without even playing the game. 

The programmer, Fabvio Bizzetti , certainly understands the Amiga 

because the 100% assembly language code is very accomplished. There 

are many areas which are not easily discernible but are in the code (like 

shadowing effects and the helicopte r view which is pitched at a perfect 

angle). 
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With the PC and Playstation now vying to produce the neatest 

looking/playing racing game, the Amiga is an "also ran" in most 

people's books . Th is is certainly not going to compete with either 

of those machines in terms of looks. but the playability factor is 

as high as you will get. Once any Amiga owner sees and plays this 

they will be hooked. Like Virtual Ka r ts on the PC. this leads the 

field on its machine! 

Many people are say ing the Amiga is dead and yet over the last 

year a lot of CD32 titles have been direct ports from the 1200 , 

but to be honest , who cares? If the game is good enough it really 

does not matter. In fact I prefer slipping a nice CD into my CD32 

as opposed to messing with floppie s! 

•••••••••••••••••••••• 



e seem gone Super Street Fighter-bonkuz of late. And just to 

prove it here's another batch of pages devoted to the game 

everyone's talking about. Well, Amiga people anyway. As I'm 

sure you're aware everybody else has had it for yonks. 

But enough of such trifling matters. Isn't strange how things 

turn out in a such a metaphor/bus related kind of way. Way back in issue I I we 

were one of the first magazines to reveal plans for a Super Street Fighter 2 conver­

sion for the Amiga and con. And so the months of waiting and speculating began. 

How long would it take~ Would it end up being indefinitely shelved like so many 

other high profile titles promised for con back in 1994~ Would it actually be any 

good or bear more relation to the odourous pile of cack that dared call itself SF2 on 

the A600?! 

And after half a year two bloody Super Street Fighters turn up at once . Last 

month we had US Gold's conversion which, though it looked a bit ropey, captured 

admirably the feel of the coin-op and console versions. Now we're previewing the 

Turbo version. Then again you probably already know that cos you're reading it. 

right~ 

First up I've got to come clean and admit we've yet to see anything actually mov­

ing on screen. The screenshots were actually sent to us by a nice man at Gametek 

who're keeping the product closely under wraps right now. 
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As you can see from the piccies however, they've gone for a look far 

closer to the arcade original. US Gold dropped the big sprites in favour of 

a letterbox screen display and slightly wimpy looking fighters in order t o 

retain the speed and fluidity of the action . They also skimped a bit on the 

animation to facilitate this further. 

Gametek on the other hand have gone for big , bold characters far more 

reminiscent of their coin-op counterparts. 

A quick natter to Gametek revealed how they were able to do this . 

Whereas US Gold developed their game on the A 1200 and then ported it 

straight Onto CD, Gametek have actually developed the game as a CD­

ROM title . This has enabled them to take full advantage of the storage 

space afforded by CDs for creating all the backgrounds, characters and 

code as close to the arcade original as possible . When complete it'll be 

cut down for the floppy versions . Originally it was going to fill 20· disks on 

the A 1200 compared to seven for US Gold's game. It's since been com­

pressed onto eleven but that's still zonks more than 95% of Amiga games . 

And yes - it will use all six pad buttons. Hurray! 



Okay, okay. So it's down to brass tacks. Why do we need another version of 

SSF2 so soon and what the ruddy flip is all this 'Turbo' business~ 

For a start it's faster with three turbo settings. In twO player mode these are 

set by the current champion but in one player it must be defined at the start of 

the game. There are also one or two new standard moves. For example Ken 

now has a mid-air throw similar to that of Cammy and Vega, The big difference 

though, and the major selling point are the new super moves. A glance at the 

screenshots will reveal a new power meter in the bottom comer of the screen. 

Every time you pull off a special during a fight this meter will build up. Once full 

you can pull off that characters super move. For example Ryu has a Super 

Fireball. The normal fireball stick action must be performed twice quickly fol­

lowed by punch. As he winds up he's surrounded by a dramatic blue shadow 

before before executing the move. When they connect the super moves can 

register something like five hits of damage (most combos are more like three) 

and if you finish on a super the whole screen explodes. Good eh~ More fire­

works still can be gained by finishing with a throw when the power meter is fully 

charged. 

The game is actually very near to completion so we can promise a full review 

next month. Dunno about you, but we can't wait. 

MG 
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The Street Fighter saga has been rolling on for years 
now. When ti first appeared in the arcades, people all 
over the world went completely nuts, plunging money 
into coin-ops faster than the eye could follow. A few years 
and several versions later, SSFII has made it onto more or 
less every home computer and console format known to 
man, and to celebrate this, we've got an extra-special 
comp lined up for you. 

You mayor may not be aware of Manga. This is a 
Japanese slang word that is used to describe their own 
particular brand of comics and cartoons. Made famous by 
Akira, a complex but exciting tale of a group of young 
men who get thrown into a violent and brutal psychic con­
flict, Manga has developed a massive following in this 
country. Manga Entertainment are responsible for 
importing and dubbing (or sometimes, subtitling) these 
Japanese masterpieces, and have gone from strength to 
strength to become the Uks leading distributor of Manga. 
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"Okay," 
hear you cry. "What have these to seemingly 
unrelated subjects got in common, then?". Well, Manga 
have just announced a whole new batch of videos, includ­
ing Street Fighter II Animated. Yep, you've guessed it; the 
characters of Street Fighter have their very own cartoon 
series back in their home country, and Manga have been 
kind enough to off five copies of this brilliant video for our 
readers to win. The film shows the exploits of Ken and 
Ryu as they battle against their own personal demons (and 
the other characters in SSFII) to defeat Bison. It goes 
without saying that this is a classic to behold, and every 
fan of the game should have a copy in their video collec­
tion. 

As well as the videos, we have five full-sized video 
posters to give away as well, and II you have to do is 
answer the following questions correctly and send them in 
on either a post card or sealed-down envelope to: I'm a 
Street Fighter Compo, CD12 Gamer, 14A Union Street, 
Newton Abbot, Devon, TQ 12 2)S. The first five out of the 
hat will win the videos, while the following five will win the 
posters. Don't forget to put your name and address on 
your entry so we can send you the prizes if you win! 

r-------------- - - ---_ 

I The Questions! I 

----- ---------

O How many special moves does Ryu have in Super Street 

Fighter II on the CD32? 

A) 4 B) 2 C) 1 

t\ Which one of these is NOT a character in the Street Fighter 

f,I series? 
A) 81anka 8) Miles C) Dhalsim 

/f!j What's the name of the latest Street Fighter arcade game? 

'tI A) Street Fighter Alpha 

8) Super Street Fighter II Turbo 

C) Super Street Fighter II Tournament Edition 

Finally. in no more than 40 words, which one of the CDl2 Gamer 

staff would you like to see as a character in Street Fighter. and 

what would their special moves be? 
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! CD feature\ 
N o t wanting to leave the rest of the gang to 

d o a" the work while he sits around, D ino 
atte mpts to show you the good, the bad and 
the ugly in the world of CD32 beat-'em-ups. 

rn 
0 matte r what people say. the Be at-tern-up is one of the 

m ost popular game formats on any syste m . Everyone 

like s to maste r special move s, beat up compute r oppo­

ne nts and, m o re to the point, dea l a fe w punches a nd 

kicks to their friends. 

The CDJ2 is not graced with as many beat-'em-ups as certain fo rmats, 

but tha t doesn't m ean tha t we are strapped for choice, either. We de cid­

ed to take the enti re lot and subject them to a intense testing session in 

which the entire CDll staff took part. One and two playe r games were 

tested for each game, and eve ryone got to have their say at the e nd of it 

all. Games we re rated in graphical prese ntation, sound , playability and 

lasting appeal, the latte r probably being the most impo r tant aspect of a ny 

kind of ga m e. 

Anyway, enough of the chatter, on with the show .. . 

Covered with hype and publicity, this game gOt a mixed review by every magazine in 

the country. It's one of those games that you either love or hate; there's no in­

between . . 

You are a cyborg, sent into the bowels of a major robotics manufacturer which 

has been taken over by the Supervisor droid, a self-aware robot. Boasting basic AI 

(Artifi cial Intelligence), this game claims to be able to learn your attack patterns and 

fight to match them. It was featured on the cover of ACG issue XX and had a rave 

review, but have the mists of time cooled everyone off! 

Miles 
----- -_. - --- -- -- - -- ---- -- -

At first glance, ROTR looks very impressive. The SGI graphics have been beauti­
fully rendered, and even the backgrounds jump out and grab your attention. Once 

you get past the surface. however. you find out that the hype that surrounded this 
game's release was designed to disguise that fact that it is awful. Beat-'em-ups rely 
very heavily on their gameplay factor, but ROTR didn't even come close. Hardly and 

special moves make for extremely boring matches, and this so-called AI didn't even 
make an appearance. 

Each robot is supposed to have its own weak spot, and I think that in ROTR, the 
developers were it! 
,-- -----G ~-;.ph·ic;90 Sound-82 - ------~ 

Playability 20 Lasting Appeal 16 
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I can remember the PC version of ROTR very well; my old Ed raved about it and 

came under a lot of abuse because of it. Personally, I liked the game, but the fabled 

AI doesn't seem to exist. or if it does, can't compete with even an occasional beat­

'em-up player like myself. I'm never one to knock a game without due cause, but 

ROTR does have it's faults . The special moves are very difficult to pull off, and the 

sound leaves a lot to be desired . When it comes down to it, however. the game is 

enjoyable and I wouldn't regret buying it at all. 

'1- Graphics 80 Sound 62 
_____ Play~bility 78 Lasting ~ppeal 7~ _ _ I 

I Jon I ,-------- - - ------ - ------

This was one game that I never got around to playing, even when it first came out. 

I like the slick presentation and the wonderful graphics , but I'd have to agree with 

Miles when he says that the playability sucks void. The game has such a limited range 

of moves that it becomes boring very quickly and there's no real challenge in the 

game. 

Once I'd played it for a few hours, my fears were confirmed, although I must say 

that there was the occasional match that had me on the edge of my seat. but in 

ROTR, this doesn't last. This is certainly no SSFII, but it really doesn't make any kind 

of effort to come dose. Disappointing to say the least. 

Graphics 84 Sound 76 - - -l 
I ____ PJayability 45 _ Lasting Appeill~~_ 



SPECIAL 

Team 17 have long been the best supporters of the Amiga and con, and their wei· 

come ' involvement in the world of beat-'em-ups was greeted with open arms. Body 

Blows has been doing the rounds on the Amiga family for a while now, and USB was 

first pre ... iewed back at the ECTS last year. Big. bold and colourful graphics and a 

wealth of characters pushed this game to the top of many a C032 owner's shopping 

list. and is still going strong. but how does it fair with Its competitors breathing down 

its neck? 

c ---------1 
I Dino_ 

USB takes a little getting used to. The con joypad is not the best tool for play­

ing beat-'em-ups, and the special move requirements in USB push this already 

strained piece of plastic to its limits. The game itself is very much a two-player farray. 

although there is plenty for the lone player to get his or her teeth stuck inco, There 

are plenty of characters to master, and many of them take their cues from SSF char­

acters, and some of them even blatantly rip off their moves. 

We all know that SSFII on the SNES is (at the moment), the beat-'em-up that 

every game of the genre aspires to, but with its addictive gameplay and excellent 

graphics, UBB comes close. It's just a shame that Team 17 couldn't think up some 

more original characters and moves for their game. 

I - ------ ----~I Graphics 84 Sound 78 
Playability 83 __ Lasting~i>peal 84 _ _ 
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______ ---- -, 

_________ Miles I 
I like Team 17; they're a bunch of really good blokes (except for that Bunker guy!) 

and they chuck out some really good games. UBB is one of them; everything about it 

is great. The game itself takes a little while to get into as some of the special moves 

are a little hard to master, but once you've gOt the hang of it, then everything falls 

into place. 

Graphically, UBB is very good, but the animation is a little ropey in places and you 

can never get away from the loading delay when you run a CD-based system. Apart 

from that, I like UBB even though it can't come close to Street Fighter II. 

Graphics 78 Sound 79 I
--~---~---l 

___ Playability 80 Lasting_~_1 7_7___ : 

- ------------ - - - ------~-

Jon 
Humm ... I'm not too sure about this one. The graphics are very good and so is 

the presentation, but the gameplay is let down by some very awkward collision 

detection and difficult special moves. Every beat-'em-up I ever play will always be 

compared to SSFII on the SNES, and this is pretty close. I suppose it's not really fair 

to be so nit-picky, but che little things make good games great. or average games 

good. Sadly, chis is an average game without the little things that could've tumed it 

into a great game. 

I Graphics 76 Sound 78 I 

l_~~_ Lasting Appeal 60 ___ ~~ , 
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Gremlin have been around for a while now, and their latest offering on 

the COl2 grabbed hold of every owner and shouted "Buy me!". Given the 

coveted COl2 Gamer Gold award In issue 12, its was unanimously given 

the thumbs-up by every member of the team, but has it stood the test of 

time? 

i ~ ~ -- - Dino ---

I had never played Shadow Fighters until we decided to write the article 

for the mag. and spent a few hours playing it solidly just to get the general 

feel of the game. It has to be said that this game is a classic in every 

respect. Superb enhanced graphics from the Amiga original leap and 

bound around the screen with lightning speed, and some of the charac­

ters are really amusing. There are a few glimpses of Street Fighter influ­

ence in this game (or any other beat-'em-up you care to mention), but for 

the most part, the developers have tried to be as original as possible. The 

gameplay is also very good as each of the special moves are not to hard to 

master, and this allows you to get the most from the game in a very short 

space of ti"!e. A worthwhile buyl 

Graphics 81 Sound 80 
Playability 82 Lasting Appeal 80 

AMIGA CD32 GAMER 

Miles , 

Yes. This is a good game, but the graphics didn't strike me as much as 

they did for Oino. Yes, they move around the screen very smoothly and 

with each character having 150 frames of animation, they look pretty con­

vincing, but so much more could've been done considering the COl2's 

power in this respect. Some of the backgrounds are pretty boring, too. 

This shouldn't be used . as a mile-stick for any game however; it all 

depends on how it plays. Shadow Fighters more than makes up for its lack 

of artistic flail'" in it's gameplay. You are constantly addicted to the game 

for hours on end, trying to master special moves and defeat that ever elu­

sive opponent. This is one of the better beat-'em-ups on any fonnat, but it 

has a long way to go to get anywhere near the mighty king ofthem all. 

Graphics 70 Sound 71 
Playability 78 Lasting Appeal 83 

I'd have to agree with Hiles on this one. The graphics on Shadow 

Fighters are pretty good, but with a little bit more effort and thought, 

they could've been so much better. Nothing about them really leaps out 

and grabs hold of you, even though they are supposed to be enhanced 

from the Amiga version. 

Apart from this little minor gripe, the game is very good. With 16 

characters to choose from, and some pretty cool special moyes, this game 

is one for those long, winter nights when you don't have anything else to 

do. The gameplay shines through on Shadow Fighters and even the slight­

ly boring graphics can do nothing to dim its light. 

Graphics 77 Sound 76 : 
Playability 83 Lasting Appeal 83 I 



What • superb game! I never though that US Gold would be able to pull off. ~ 
-

Miles 
- - ~ 

After many months of waiting and speculation, US Gold have finally deli.,· decent version of my me beat-'em-up on the humble COlI. but it only goes 

ered the goods in the shape of the best beat·'em-up ever to grace any to show that the little grey box has more tricks up its sleeve than Paul 

machine. Originally an arcade machine, SSF caused such a stir around the Daniels! Ever-ything about the game is arcade perfect and even gives the 

world that it has spawned a flurry of sequels and upgrades, almost all of SNES version a run for its money. AU the characters look realty impres.sive. 

which have made it to more or less every console and home computer and their moves are Iovingfy recreated for the sometimes awkward CDl2 

fonnat imaginable. 

The COlI was one of the last machines to get taste of this immense 

game, but can it live up to its name? 

Dino 
- - - --

Brilliant. Superb. Marvellous. Amazing. Great. Cool. Excellent. Far Out. 

Wonderful. What more is there to say? SSFII is fantastic in every way. 

The sprites and backgrounds have been reproduced down to the finest 

detail, and even the character sprites themselves have been recreated in 

all their glory on the CDl2. Who'd ever thought it was possible, eh? 

All the special mcwes are in place, and are surprisingly easy to pull of 

using the trusty CDl2 ;oypad. The sound includes all the samples from 

the original game and the original score, and even the opening screen 

looks damn impressive. 

Super Street Fighter II was, is and always will be the king of beat.'em-ups 

on any system, and this superb CDl2 version only goes to prove the theo­

ry correct, 

--- - -- --- - - - -
Graphics 92 Sound 90 

Playability 93 Lasting Appeal 94 
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joypad. Even the sound has been sampled bit for bit in order to create the 

perfect game. 

Maybe developers aren't really pushing the CDl2 to its limits yet, because 

this shows just what it can do. If every developer took notice of SSFII and how 

;t knocks the socks off every other beat-'erTHJp yet released on our machine, 

maybe the CDl2 world woukl be full of fantastic games like this. 

-- -- -- -- ----------

Graphics 91 Sound 90 
~ ___ ~~ayabilitt 94 Lasting Appeal 94 __ _ 
-- -- -- -------

Jon 

At last! A game who's scores we all more or less agree on. There really 

isn't much to add after Dino and Miles have raved so eloquentty about it. 

save to say that I feel exactly the same way. Excellent graphics, sound and 

gameplay really make you feel like you're playing the arcade machine. 

Nothing has been left to chance on this game; every special move has 

been carefully encoded to aHow for optimum usage. and even the collision 

detection (which has been very iffy on some of the console versions of this 

game) has been tidied up and refined. All in all, Super Street Fighter II is 

one hell of a game, and knocks seven bel.ls out of its nearest competitor. If 

you have a COl2, then you'd be a complete fool not to buy this game. 

-

Graphics 93 Sound 92 
Playability 95 Lasting Appeal 95 

- -

Th~ oncJm)on! 
- - - -- ----- ---- ---- -

W~II, it seems like a unanimous vote for SSFII! Every game we've 
had a look at here has its own good and bad points, and really at 
the end of the day, it's all down to personal preference. Then again, 
if three separate people vote for the same game, then it must be 
;"ally good! 

Don't forget, if you'd like to see a round-up of your favourite type 
of game, then drop us a line to the usual CD12 Gamer address and 
we'll see what we can do. 



! CD featu re\ 
PO, or Public Domain software has been around from more or less the year dot as far as 
the Amiga family of computers is concerned. Does the free distribution of (sometimes) 
quality software hurt the industry, or do people want more? Besides, what can you get 
your mitts on for your CD32? Dino Boni investigates. 

Domain software. to put it simply, is 
It's free to copy, free to distribute and 

to use. Home programmers (and some· 
es groups of programmers) write pro· 

that usually were only intended for 
their use, until they decide to let other people tryout 
their software. PO is not to be confused with Shareware, 
where you get the initial product free, but are encouraged 
to register it for a small fee if you find it useful. Of course, 
there's nothing to stop you from using it for nothing, but 
this means that the programmer is working for nothing. 

PO has long been the home of simple, basic and some· 
times pretty good games. The Amiga PO scene really 
exploded in the mid-eighties, with the massive growth of 
the so-called 'demo crews'. These guys would band 
together and write programs on their Amigas that would 
show off the processors flashy techniques. Later on, crews 
wrote demos to out-do one another, and to prove that 
they were better than anyone else. 

Unfortunately, some of these groups took to software 
piracy to support themselves, and with the advent of 
wide-spread bulletin boards and, or course, the Internet, 
the PO scene has once again become the target of soft­
ware pirates and virus writers. One burning question 
remains, however; what does the industry think of it? 
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A few publishers now have released PO demos of forth­
coming games onto the Internet or BBS system in the 
hope of reaching a wide audience who may not buy the 
magazine that it was featured on. Other publishers have 
made their fortunes on the Shareware/PO scene; 10 



Software are one such company. Their ground-breaking 
game, Doom, was originally released as shareware . Tens 
of thousands of people registered it legally, but of course, 
in e very flock of sheep there are a few black ones. Pirate d 
copies of the game started doing the rounds on BBS sys­
tems everywhere , and within months, more or less every 
PC owner had a copy, legal or not. 10 Software recon 
there are around half a million non-registered copies of 
Doom around the world, and at $40 a go, that's a lot of 
money. This unfortunate outbreak led the company to 
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release the sequel (Doom 2) as a normal, full.price retail 
game. 

10 Software may be one of the unlucky ones, but other 
publishers have thrived on the free distribution and 
reduced costs associated with their titles. Epic 
Megagames are an American company that has a UK 
European headquarters. They are known for superb 
games such as the Komander Keen series on the PC. and 
have achieved their massive status without the need to 
release a single one of their titles as a retail game. Other 
success stories include Apogee, another American share­
ware company that follow the lead of 10 and Epic; they 
release cut-down versions of their games as PO, and then 
as a small fee for the full version. For this fee, users get 
the latest update of the game, plus a printed manual. 
Most companies also give away free updates. How many 
regular retail publishers can you name that do that? 

Everyone knows that the Amiga has a boat-load of PO 
floating around for it. Amiga mags are full of PO libraries 
advertising their wares, but this isn't much good to COl2 
owners who need a CD! Well, there are quite a few Amiga 
PO collections around that theoretically will work with 
the COl2, but there are a few hidden problems that you 

should be aware of if you want to start exploring the 
realms of Amiga PD. 

Almost all of the PO that you can use on your COl2 was 
originally written for the Amgia, and since the Amiga has 
a keyboard and you don't, this poses immediate problems. 
'Serious' PO software, such as video databases and such 
like aren't even worth trying, as you can't type anything in 
(unless you own an SX- I or similar). The same goes for 
quite a few games; the COl2 joypad is notoriously finicky 
about the company it keeps, and will cause problems 
whenever possible. If you have access to an ordinary, two­
buttoned joystick then you're pretty safe with PO, but 

------ -- - -- -

-- -~--- ------
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that will refuse to work 
no matter what. 

A lot of CDs also have 
some Amiga demos on 
them from the days of the 
Demo Crews (I say 'days' , 
even though the demo 
scene on the Amiga is still 
around). Only the older 
demos will work on the CD32, 
as some of the neWer ones are 
written in such a bizarre way as to 
completely baffle your C032. Yet 
again, it's a case of try it and see. 

The pros definitely out-weight the cons in 
the PO world however. For the price of a normal 
game, you can get your hands on some top quality 
software. There will always be the occasional game 
or program that won't work with you-:- CD32, but 
most of them will. As more and more small pub­
lishe rs are rele asing CD12 PO CDs, the library is 
forever growing, adding more and more software 
to a starved audience. If you constantly moan 
about the lack of games for your C032, then PO 
may be the way to go; while big publishers are 
dropping games like hot eggs, the shareware and 
PO authors keep on churning them out, and I for 
one hope they never stop. 
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!CD review ~ 
The Alien Breed saga has been alive for quite some­

time. After its humble beginnings as an overhead 
shoot-'em-up, Alien Breed has now turned decidedly 
3D. Dina Bani arms his pulse rifle and checks it out. 

oom. Oh. what a wonderful game it is. Apart from legendary 

platform games such as Manic Miner, Doom must hold the 

record for generating the most clones in the shortest space 

of time. It seems like every publisher has a Doom done 

somewhere in its catalogue, and most of them fall very short 

of the omnipresent original. 

Alien Breed 3D is another Doom clone, I'm afraid. This isn't as bad as it 

seems, however, because the CD32 isn't exactly swimming in this type of 

game. Keeping with the original theme, Alien Breed 3D is set in an off-world 

laboratory. Some stupid excuse for a human has been breeding these nasty 

little creatures, and has even added a little bit of human DNA to give them 

that little bit of extra pep. Somehow, they get loose and (as per usual), it's 

down to you to finish them all off. 

There are 16 levels in all, each one filled with various nasty creatures who 

want to kill you . Each level also has a fairly large puzzle element; some doors 

can only be opened by colour-coded keys, and these are hidden throughout 

the level and are normally guarded by a flock of slime-dripping monstrosities. 

To help you get started, you're given a Pulse Rifle and some ammo and you 

can pick up additional weapons and ammo along the way. There are five 

weapons in all in Alien Breed 3D, ranging from the Pulse Rifle to a vicious­

looking rocket launcher but a few more would've given the game a little 

extra kick, if you know what I mean. 

Once you've started the game, you're faced with the game screen. Your char­

acter's 3D view of his world is confined to a fairly small window in the middle of 

the screen, while the rest of the display is taken up with a health meter and an 

ammo counter. At the bottom of the screen lies two slots which light up when 

you collect one of the colour-coded keys. It looks a little simplistic when you first 

see it, and the initial reaction to the small window is "Is that all!", but once you 

start playing the game, you realise the enormous computational power that's 

going into drawing that screen; any bigger and our trusty CD32 would have a 

hard job keeping up. 
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If you've ever played Doom (Let's face it; who hasn't nowadays1), then you'll 

feel right at home with Alien Breed 3D. Directional control of your hero is 

accomplished with the D-Pad , while the other six buttons allow you to cycle 

through all the available weapons, opens, duck etc. 

The con joypad has been used to the full in this game; no button has been 

left unturned . The layouts of the levels are decidedly similar, but with some very 

nice additional touches. For instance, there's a 'swimming pool' (for want of a 

better description) on the first level that is full of nasty li ttle red things. If you 

dispatch these. you can jump in and collect a hidden shotgun. but the pool is 

accurately displayed on-screen, complete with reflections of light from the sur­

face! This is mainly cosmetic, and most of the detail is lost on the fairly low res­

olution of the 'CDn, but it's still stunning all the same. 



Graphically, Alien Breed 3D is a little lacking in detail. but this is a fault of 

the machine, not the programmers. The con hasn't got the best resolution in 

the world and a lot of computational power is needed to generate the 3D dis­

play (no Pentium processors here. mate!) so obvious compromises have to be 

made somewhere. As I've said before. there are some very nice touches in the 

game. such as the massive fireball that exploding a few barrels creates, but for 

the most part, Alien Breed 3D's best asset is not it graphics. The sound is rea­

sonably good as well, with plenty of sampled effects and grizzly noises, but Alien 

Breed 3D excels in gameplay and sheer adrenalin. not in cosmetic touches. This 

may be no Doom, but then again, nothing really could be. Alien Breed 3D is a 

great game in its own right, and the guys at Team 17 should give themselves a 

jolly good pat on the back. What they've created is a game full of action, sus­

pense and plenty of fun; something that many games lack. 
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ed 3D 
The levels in Alien Breed 3D slowly get more and more complex , and as the 

levels get harder, so do the creatures that inhabit them. Many of the lesser aliens 

can be dispatched by a single shot from the shotgun and do nothing but bite you 

but as you progress through the levels, they start arming themselves. This is 

where Alien Breed 3D becomes great fun. Massive fire-fights and plenty of gore 

(the aliens explode very messily when they die!) is what a Doom clone is all 

about, and Team 17 have given this game a double helping of both of them. 
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AmnulnltlOn Anl"'O Isn't IIn1Itle .... In this ganlC, so 
I(eep a watchful eye on this bar. Be warned· .f you blast 
away Wildly you could find yourself With only your bare 
fists to protpct you l 
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! CD reviews", 
With worm-mania sweeping the nation, Jon 
decides it's time to don his fashionable green 
wellies and go digging in the dirt for the latest 
gen on Team 17's storming new game, 
Worms. 

earn I 7 products have always bee n eagerly awaited, but 

the hype surrounding their latest release, Worms, has 

been unparalle led. Even the mighty Dave Perry has 

stake d his ignominious bandanna on it being a great suc­

cess. Which is, I think, m eant to be some sort of compli­

ment; although I'm sure praise from the CD3l Gamer crew will carry a 

lot more weight within the gaming industry. 

Be fore Earthworm Jim stormed the console charts, worms had always come up with a slightly more imaginative title, like 'Natural Worm 

been perceived as slimy, horrible little creatures, but now the y're the Killers', or 'Silence of the Worms'? Hmmm, for the sequel, perhaps? 

most fashio na ble pets around. Miles, himse lf hooked by the fad , keeps one When you first slam the CD into the m a chine and load it up, you soon 

in his pants ... allegedlyl Team 17 have also gone worm-crazy and their lat- get the impression you've played the game a hundred times before. The 

H a iry adopts a high vantage pOint w hi ch gives hlnl a good pos ition to 

plci< o ff th e enemy. Sad ly I t a lso ma kes h im a sitting duck for a nyone 

w ho t:a res t o ta ke a po t sho t 

est release, the aptly title d W orms, is full of them! 

Don't be fooled I?y the name though, this game ain't a bout burrowing 

around in the mud, nor a detaile d study of what Miles keeps in his unde r­

pants, it's a ctually an hilarious tum-based blast-em -up - that just happens 

to feature loads of worms. Actually, despite the name, Worms has very 

little to do with, erm, worms. Okay, the characte r sprites are hilariously 

a nimated members' of the worm race, but the game is more about blow­

ing everything and e ve rybody up. What flash of genius le d to Team 17 

deciding to make the characters worms, instead of say, humans, is a mys­

tery, but J think it's a fai r bet that it didn't come from a membe r of the 

RSPCA. Still worms they chose, but. even then, surely they could have 
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reason for this being that Worms draws it inspirations from several differ­

e nt types of game. Despite this, it would be unfair to label the game as 

anything except new and unique. 

As with all great games, the object of Worms is insultingly simple, we ll, 

in theory at least. Basically, up to four players can control a squad of four 

worms each. The idea is to outmanoeuvre and outshoot the opposition 

and kill them off, before they kill you. The worms are scattered randomly 

around the 2D landscape and players take it in turns to move a single 

worm as far as they like, or is possible, be fore taking a shot at the opposi­

tion. Each worm starts the game with I 00 life points, but each time they 

ge t hit, they' ll lose some of this - dependant upon the weapon used and 

how close it hits. When a worms life points reaches 0, then it' " die. The 



last person to have a worm still breathing is the victor! 

Before we get drawn into all the different weapons and the various tac· 

tics, a little bit more needs to be said about the worms themselves. 

Before battle commences, players can change the name: of the:ir te:am and 

even allocate their worms with pet names. For instance, if you want to be 

vain and see your name on the screen, then you can, or if there's some· 

body you reaUy dislike and would like to see blown into a hundred pieces, 

then you can put them in too. Whilst this doesn't exactly affect the game­

play, it does give the little wonns a more personal feel. 

One of the most amusing features of Worms is the tons of weapons at 

each players disposal and the injurys they can inflict on the enemy. There's 

the obligatory rocket, hand grenade and Uzi , and the less conventional, 

but equally, or more awesome, air strike, kamikaze , fireball and even 

Ryu's Dragon punch - to name but a few! The effects and advantages of 

some of these weapons is blatantly obvious, but others are more subtle 

and learning when, where and how to use them is a big part of the game. 

Equally as important with shooting, is learning to use the wind. In the bot­

tom right hand comer of the screen, you'll find a little wind guage. This'll 

constantly change during the game and has a dramatic effect on the tra­

jectory of shots. 

Utilising the weapons and wind to their full potential is just one step on 

the road to success. Another is developing a strategy and some tactics. 

Sometimes the best plan of action is to just charge at the enemy, with all 

guns blazing. More often than not though, you'll just end up getting killed 

- especially against the rock-hard computer opponents. So, some cunning 

and devious scheming is called upon. It doesn't take long before players 

start to d evelop their own strategies and tactics, but the reputed 4 billion 

landscapes ensures Worms warfare never becomes too predictable. 

Graphically the game is a triumph for squiggly little worms every­

where. Despite being tiny sprites, they have a surprising flexibility in 
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movement and action and this is complimented by some amusing audios. 

The landscapes ar-e equally impr-essive, with some nice detail and and 

more variety than you can comprehe nd. 

Oozing gameplay and challenge, Worms is the thinking mans Cannon 

Fodder. It's so simple in theory and yet offers the diversity in strategy and 

tactics that few games can equal. To a certain extent, some perseverance 

is needed before players can compe te on leve l terms with some of the 

tougher computer opponents, but you'll be having such a good time in 

between, that you won't notice anyway. All in all, Worms is an exceptional 

game that is destined to join the 'classic game' hall of fame. 
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'It doesn't take long 
before players start to 
develop their own 
strategies and tactics, but 
the reputed 4 billion 
landscapes ensure 
Worms warfare never 
becomes too predictable.' 
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~ players guid~ 

KEN & RYU 

E
verybody's favourite characters might as well be dealt with 

together due to their very similar fighting styles. However there 

are important differences. 

Ken is the slightly stronger of the two but Ryu has far longer 

range on his Dragon Punch. Ken's Flaming Dragon Punch might sound 

impressive but it should only be used as a defensive measure against aerial 

attacks. Use the aerial Hurricane Kick when above an opponent. 
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It's also a good move to use right at the start of Oil fight to catch your 

opponent off guard. A steady stream of fireballs is a good idea to keep ene­

mies on their toes. Try to master Ryu's new red fireba ll as it's significantly 

more potent than the standard. 



GUILE . 

Guile is basically a two-move wonder. He's slow executing his standard 

moves and so often leaves himself open to attack. Instead you'll need to 

rely on his specials. Fortunately they're good once you've got the hang of 

them. 

Keep the Sonic Booms coming thick and fast. varying the speeds to con­

fuse your opponent. Evenwally he'U have to jump over the booms if he 

wants to get to you at which point use the Flash Kick. To some extent 

you'll need to anticipate opponents as the kick takes time to charge up. 

Forget about his aerial throw as you need to be in too dose. Any oppo­

nent worth his salt will kick you out of the sky before you can perform it. 

Don't be afraid to try throws on the ground however as these can be exe­

cuted with great speed. 
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E. HONDA 
I 

Regarded in some quarters as one of the game's strongest characters, 

he's well worth getting to know. A Sumo Headbutt will knock your oppo­

nent down then use the IOO-hand slap while walking towards him/her. If the 

opponent tries to jump over your slaps just walk back·and they chances are 

they'll drop right into them once more. 

Throw in a few Sumo Smashes as well to really soften up the opposi­

tion.The only thing to worry about is fireballs but as long as your blocking's 

up to scratch you should be alt right. 



! players guid~ .if' 
BLANKA 

The beast (rom Brazil is a good all rounder with effective specials as well 

as powerful and relatively quick standard moves. His rolling attacks, both 

vertical and horizontal combine speed with a very large hit radius. Also the 

crouching strong punch has great range against jumping and standing oppo­

nents alike. 
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DHALISIM 
First thing's first. Dhalsim has a couple of moves not listed under his spe­

cials but which are not strictly speaking standard moves either. When in the 

air pull down and hit kick or punch to perform the spinning kick and head­

butt respectively. Follow these up with headbutts to really weaken your 

opponent. 

The teleport move is useful for getting out of tight spots, though it is 

tough to master. You also need to be careful you don't land yourself in 

more trouble by materialising right next to a big thrower like Zangief or T. 

Hawk. 



DEE JAY 

A good hard hitter this chap but unfortunately his moves are rather 

tricky to pull off as they are all of the hold-for-two-seconds-then-push­

opposite variety. The Hyper Fist is basically a super charged uppercut to be 

used against attacks from above or when toe to toe. The Double Dread 

Kick isn't so useful as it's a bit too slow. however it's good against stunned 

enemies. Finally there's the Max Out but as it's so much harder to do than 

most other fireball moves it's a bit of a pain. 
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CAMMY 

Her swiftness and agility is cancelled out to some extent by her lack of 

physical power but she's still a useful fighter when mastered. The Front Kick 

is more or less a Dragon Punch with feet though it doesn't hit as low so it's 

best only used against jumping opponent or at really close quarters. The 

Cannon Drill is quite good and scores two hits with heavy kJck but if it"s 

blocked you're wide open and win take substantial damage. 

Practice until you can use the spinning knuckle at will. It allows you to 

spin through fireballs, often meaning you can catch the thrower out with a 

throw or sweeps and punches if he's not dose enough. Cammy's aerial 

throw is very effective as it's so quick. The only character in the game who 

can out-throw her is Vega. 



BALROG 

Much maligned in earlier versions of the game (arcade. SNES etc), Balreg 

has been boosted up for 'Super' with some extra moves but he's still basi­

cally a beefcake. Power and muscle come ahead of style and technique. 

Jump through fireballs and keep the specials coming. Balrog is deceptively 

quick considerin? his bulbous frame and a series of powerful special moves 

can often flatten opponent before they have the chance to get into the fight. 

The Dash Punch is the best of the lot and the Fin .. 1 Punch can be used (or 

finishing a stunned opponent. Not to be tried in open fighting though. 
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SAGAT 

If you come up against Sagat 35 a computer opponent you'll notice he's 

very boring. Constant fireballs and a Tiger Uppercut if you get near him. 

You'll also notice he's very hard to beat, on the higher skill levels at least. 

And this, friends, is how you should use him. Vary low and high fireballs (for 

low press kick, for high press punch) and use the uppercut i{ and when the 

opponent jumps in. 

For more variety you might like to experiment with his high kick. It's 

powerful and has extremely good range due to those tong legs. 

If you can get you opponent into a stun. throw him. high kick him back 

into the corner and then use another to take off huge wodges of energy. 



FEILONG 

Fei Long's a useful if slightly under-powered fighter. His two specials are 

the Rising Dragon Kick and the Rekka Ken. The Dragon Kick is a counter 

move rather than an offensive one. The reason being it travels more or less 

vertically straight up so is best used against jump attacks. However it can 

be used effectively at close range. 

The Rekka Ken is a special with a slight difference. Used once it's little 

more than a highly-charged punch. However it can be repeated three 

times in quick succession, resulting in the opponent being floored. Fei can 

also use his specials to pull of some smart combos. Follow either special 

with a weak kick or any standard punch. 
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M . BISON 

Some good moves, but you need to be careful as Bison despite the 

instructions claiming he's 'the greatest Street Fighter in the world .' 

The Psycho Crusher is a fine move as you go into a kind of human tor­

pedo and even if your opponent blocks you carry on through, chipping 

away at his energy bar. The only problem is fireballs and well timed punches 

can beat it so only use it close in. This way your opponent ought not have 

time to react. 

Head stomps are good too as they are unblockable though dragon 

punch-style moves will cause a few headaches should you adopt such an 

approach. 

If you lise a Scissor Kick, immediately follow it with a sliding sweep as 

your opponent will not be able to recover in time to block. 



~ players guide,: 

T. HAWK 
Being such a big and powerful character with devastating speda[,;, Hawk 

only has limited standard moves. 

His pile driver will whip away half an opponents vitality in one go but it 's 

very hard to execute as you need to spin the pad a full 360°. Lots o f praC­

tice is the only way. 

The hawk is probably the most effective attack, being quick and power­

ful. Follow it up with a strong kick which can easily catch opponents twice if 

they're not alert to the danger. 

Cornering opponents and pummeling them into the ground is possible 

but watch out for Dragon Punch-type moves if you employ this tactic. 
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VEGA 

Speed is the key with this guy. He's so fast once you become proficient 

you become virtually untouchable. The back flip gets you away from fire­

balls and the claw dive, though hard to do, is so quick it rarely fails. 

Generally it's best to keep moving. If Vega does take hits his energy 

depletes rapidly and he could get his claw smashed. Vary attacks between 

specials, flying kicks and punches, jumping or somersaulting away between 

each assault. The sliding sweep is deadly and very quick against opponents 

standing up or how about the vicious aerial throwt! Also try rolling to 

move across the screen faster. 



CHUN LI 

Her strength lies in her aerial attacks but these must be well timed or 

you'll keep getting picked off by Dragon Punches, Flash Kicks and other 

similar moves. Bouncing off the edge of the screen is a technique which 

needs to be mastered. You'll then be able to perform the head stomp which 

isn't excessively powerful but it does disorientate your adversary. 

The fireball is often a good way of distracting opponents prior to a 

jumping attack. The Spinning Bird Kick however should only be used against 

stunned opponents. It's too easy to avoid and leaves her wide open to a 

counter attack. 

She does have one of the most effective in-dose moves in the game -

the I OO-foot kick. Even against a blocking opponent this will take off a large 

chunk of energy. Also use lots of sweeps. 
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ZANGIEF 

Completing the game as this guy is no mean feat for anyone. The prob­

lem is that all his best moves require him to be in close but he's so lumber­

ing nippier characters can usually jump away and pick him off at range. 

loads of low kicks are your best bet as a good percentage will get 

through even when the opponent is blocking. The Spinning Punch while 

walking towards the opponent is another good strategy. 

Alternatively use a flying kick followed by a series of leg sweeps to drive 

characters into the corner where Zangief's at his most effective. 



~ 
uper Stardust is an excellent game; the only problem with it 

is that it's a little difficult. These tips are aimed at being able 

to guide you through the first few levels of the game with· 

out tOO much bother: Subsequent parts will gi .... e you the 

knowledge that you need to get through to the end of the game without 

too many problems. 

The key to Super Stardust is weapons. The terrible little 3-Way you 

start with is about as much use as an ashtray on a motorbike. 

Unfortunately. you' re stuck with it (or the time being. but always 

remember to channel the power-ups to a new weapon when you get 

one. 

The most important icons to collect in the game are the 'G' (weapon 

power-up) icon , the 'E' icon (engine boost), the '5' icon (shield boost) 

and the heart icon, which increases your energy. Ignore all the others 

unless you have a clear run at them; most of the time they' ll just get 

you into trouble and give you no return on your investment. 
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Each level does not have to be tackled in sequence. The stag-by­

stage walk-through later gives you one way to do it. but this is not 

a hard and fast ru le . The on ly thing you should keep in mind is that 

the easier leve ls are great for picking power-ups . while the harder 

levels should only be attempted when you have the weaponry to 

beat them. 



Make sure you start the game with the 'Lives' option set to five . This can­

not be changed after you have started a game, and the password system 

keeps tr.iJ.ck of your lives as well as your weapons. 

The shield should only be used in an absolute emergency. Get used to using 

your thrusters to navigate your way around the asteroids, rather than 

bouncing off them. This will only lead to you rocketing around the screen 

like some demented pinball and will undoubtedly be painful for you in the 

end. 
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Level One - Password AAAAAAAAAAA 

The first few stages of this level are supposed to allow you to power-up 

your weapons In preparation for the later levels. The only problem Is that 

the designers didn't take into account that they're bloody hard. The best 

stage sequence to tackle this level is; 5. 6. 2. I. J ..... This will allow you to 

pick up the first weapon (the Bouncer gun) and power it up before you 

reach the first guardian. 



! players guid~ 

T
his guardian is pretty easy; when you know how to beat him, 

of course. Keep away from it while the saucer is flying around 

the screen, and when it stops, start firing. Your bullets will hit 

it as soon as he drops his shield. Keep this up for a while and 

get ready with the shield button for when the saucer emits its machine-gun 

fire . Repeat this a few times to kill him without too much bother. 

The Warp Tunnels are the most tricky part of Super Stardust. but 

there's an easy way to get through the first few without kl11ing yourself 

repeatedly. The trick is to stay at the bottom of the tunnel, and only avoid 

objecu by moving left or r ight. Occasionally. you'll have to move up the 

screen, but as soon as you've gone past the mine, then go straight to the 

bottom of the screen again. Also. don't take your finger off the fire button! 
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leve l 2 - Passwo rd BCRUAAAAEBU 

This level is pretty similar to the first. Take the stages in this order; 8, 

11 , 12, 10, 7, 9. There are a few tough levels. such as the Bomber level, but 

these are easily mastered once you know how. Avoid the Bomber when 

the come on screen and shoot as many of the mines as possible. When 

they blow up. flick your shield on and off to get the most protection with­

out expending too much energy. 

The Space Worm stage is just as easy. The worm will follow around the 

screen, and it can only be hurt by a shot from the rear or the sides. Keep 

heading across the screen and firing at the rear of the worm; your shots 

will scroll around to the other side of the screen and kill him easily. 

The guardian for this level is a little bit more difficult. and it's spinning 

Morning Star arms can cause some serious damage . The only real way is to 

keep your distance and keep plugging away at him. use you shield when he 

gets too dose and you should have little problem with this spiked mon­

strosity. 



Water Level 
This level is riddled with e xtra lives, but navigating the underwater maze 

is a little tricky until you get the hang of the controls. The thrust button will 

move you upwards against what we assume) is the planet's gravity. Delicate 

use of the thrusters is advised; go too fast and you won't be able to stop 

yourself from crashing into the walls. 

Warp Level 2 

I 
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The same strategy is used for the second warp tunnel, but you have the 

. added difficulty of a rather annoying guardian about a third of the way 

through. Keep on firing and make fast circles around the tunnel when he 

fires his salvo of missiles. The missiles will track you, but as long as you 

keep moving, you can keep the damage to a minimum. 
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Levell Password - CBRUTAAAGEG 
This is the level when things start to get really tough. Complete the 

stages in the order of 18, 1-4, 17. 15, 16. 13 to gain maximum weapons and 

power~ups . There are only two really difficult stages, and these need to be 

tackled last to stand any chance of completing the level. The Predator level 

is a real toughie, simply because the ship in question remains invisible and 

invincible for a good proportion of the time. and is very difficult to see 

(actually, it's not completely invisible, but you can just see it against the 

background). Keep still and get ready with your shields because it fires 

homing missiles which can do a lot of damage. 

The other difficult level contains the ship known only as the Whopper'. 

This is a pig if left alone , so the only way to complete the stage with the 

minimum of fuss is to take it out first. Keep firing and get ready to use your 

shields when it tries to ram you. 

By now, you should have the Flamer weapon and have it pretty well 

charged up. Select this for the guardian. Its three cannons revolve around a 

circular body and converge on your ship. Use your shields to manoeuvre 

around and keep your finger on the fire button until they're all gone! 

Warp Tunnel 3 
This tunnel is much more difficult than the previous two. The mines in 

this tunnel bounce around the walls, making our previous tactic pretty use­

less, but it does sometimes work. The bouncing crab (we can't find a better 

name for the tunnel guardian!) is a real pain in the proverbial! If it touches 

you, then you're instantly dead. Avoid it like the plague and pray for a bit of 

luck! 

Well, we've run out of room for this month, so you'll have to get prac­

tising ready for the next part in the next issue of CD32 Gamer. 



! players guid~ 

0, we're at Sho Ker'yn and we've just 
made our way across the tiles. Right, 
well from here go and kill the doubles 
of Heimdall and Ursha. They're pret­

ty tough characters, but armed with a few 
arrows and some health potions, you shouldn't 
have too much trouble. Afterwards, walk 
through the gate and on to the room adjacent. 
Here you'll find a Ro'geld and the shadow of a 
character. To collect the Ro'geld turn around 

.----------'"'1 50 that the shadow 
faces it, now press 
fire . Voila! The 
Ro'geld is yours. 
Once the Ro'geld is 
safely in your pos­
session, leave the 
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area and go into the room where you come 
across a Dakta. Kill it, then chop the rope that 
is hanging on the wall nearby. Done it? Right, 
now walk across the wooden plank into 
Ashok's room. 

Ashok - the bane of your life, the cause of 
your quest finally stands before you. 
Unfortunately, the bugger's invisible, which 
makes killing him pretty tough. Never fear 
though, just throw the Ro'geld at him. There, 
that wasn't too hard, was it? It ain't over yet 
though. Turn around and walk into Loki's 
room. Here the final and bloody confrontation 



awaits. To triumph players will have to utilise 
all the skill and guile they've learned during 
the game, but even that might not be enough! 
Good luck, you're gonna need it! 
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Security Zone 
Cooling Chamber 
Energy Duct 
Mystery Code 

MEBBHKSBAL 
MFDCRHOCCS 
WJRICCDFEU 
BYLERAI 

BZZZZZZZZZB Warp 1+25 lives+full powe .... ups 
CXZZZXZWWQS Warp2+20 lives 
DWZZZWZTTLD Warp 3+ 15 lives 
ENZZZTZALPO Warp 4+ I 0 lives 
ZZZZZZZZZZZ Cheat mode+35 lives 

Cheat Mode 
Start the game as normal, then hold down the red, 
green, blue and yellow buttons at the same time. 
Now press up and hold down the green, yellow and 
blue buttons. A whooshing sound will indicate if 
you have successfully activated the cheat mode. 

Plug a mouse into the CD32 and click on the load 
option. Now hold down both mouse buttons to 
enter the cheat screen. Simple, eh? 

Cheat screen 
Start the game as normal, then crouch down and 
press pause. With pause still on, press right, right, 
right, left, left, left, right, right, left, left, right, left 
to bring up a cheat option. 
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Gore mode 

Level Codes: 
290272 
030673 
145367 
823264 
253153 
569875 
028074 
361791 
477321 
786186 

Play the game as normal until you get a high-score 
on the screen, then enter your name as 'Mary 
Whitehouse'. Alternatively, for an invincibility 
cheat enter your name as 'Kannijade Krew'. This 
cheat will also allow you to skip levels by holding 
down the Left and Right shoulder buttons. 



On the title screen hold down the blue, yellow and 
green buttons and spin the controller anti-dock­
wise 7 times. This will activate a level select cheat. 

On mIssIon one, just before you rescue the first 
captive, save the game. Now, as soon as you have 
rescued him and moved on to mission 2, reload the 
game and rescue him again. Now, when you finish 
the level you'll be on level three. Redo this until 
you are on the level you desire. 
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Codes to get you through all those lovely levels of 
game. 

Car Park 
ETQFjXXD 
EXQEjXDC 

Office Zone 
FBQDDXRE 
FFQCVXIA 
FjQCHXOM 

Industrial 
FNQAYXHI 
FRQYCXVL 
FUQTBXQE 

Computer Centre 
FYQOPXEF 
GCQCRXWB 
GGQKTXVF 

Construction Area 
GKQjYXDI 
GOQjFXBK 
GSQFDXZA 



It's nearing Christmas tim e but still I'm awaiting 

t he good cheer of the fe stive season to make its 

way ont o t he le tters pages. Come on ever-ybody. 

Le t 's not wallow in self~pity. W e're not Jagua r own~ 

ers you knowl O kay, so not ever-yone's a moaner 

but the trend seems to be one of pessimis m . Tell 

yo u what. Why not write in a nd t ell us w hat you 

think of t he new look. O r what the re is anyway. Is 

it m ore 'now'. As the C012 e nters a new e ra so 

does you numero uno m ag. W e've been in a peri­

od of t ransitio n for so m e t ime now (God I'm get~ 

ting boring) but that, you can't he lp but sense , is 

coming to an e nd. So let's have some smiles, e hl 

............................................................................................. 

~ 
reat mag guys! I've never felt ccom­

pelled to write to a magazine before 

now, but after reading C032 Gamer 

for the past few months, I thought I'd 

drop you a line to raise a small gripe I have with the 

magazine industry in general. 

Why is it that very few of the games magazines 

nowadays have female staff members? Being a mem­

ber of the afore mentioned gender myself and being 

a keen user of computers and games consoles for 

many years, I have yet to see a mag with a dec:ent 

complement of women involved with its produc­

tion. 

I'm not trying to accuse you all of being sexist. 

but it makes me wonder. Do you get many applica­

tions from female wrn:ers, or is the magazine and 

game industry predominanly male-orientatedr I 

would like to hear your views on this matter, but 

please don't think I'm angry with you guys. Keep up 

the good work! 

Sarah Wells, Cambridge 

Sadly, Sarah, the magazine industry is very 

much male-dominated. This is no o ne's fault, 

mind you; we ver-y rarely ge t an application 

from a fe male joumo. While we 'd all like to 

see more women in magazines, they just 

aren't around. In other words; get wr iting, 

girlsl 

I 
'm having a problem with my C032. 

Whenever I first start to play with k, 

everything is fi ne. After about an 

hour or so, the screen startS to jud-

der and then the machine crashes and n: won;t work 

again for another cople of hours. The problem has 

steadily been getting worse over the past few weeks, 

and noth ing seems to work. I've tried changing the 

power supply to no avail, and my local computer 

shop doesn't repair C0 32s. Please help! 

Anon ... 

It sounds like you're having an overheating 

problem. If you continue to use your COll in 

this state. Locate a computer shop that can 

get your COll sent away for repair, o r it 

could work out to be very expensive indeedl 

AMIGA CD32 GAMER 

I 
've come up with some suggestions 

for improving an already great mag; I 

hope you will find them useful. 

Quite a few people have been writing 

in about linking their C032 to an Amiga. Why 

don't you run a comparison feature on the two 

most popular methods i.e . Netword CD (with a 

serial cable) and Communicator 3. This would help 

all you struggling readers out there. If you explain 

how each system works and highligh each of their 

good and bad poinu, it would be most helpful (and 

cool!). 

I've also noticed that you've been neglecting the 

PO side of things. You have only reviewed two of 

the masses of PO CDs out there - could you 

review a few more~ (list included, but it's quite 

long and rather boring!) 

Finally, how about expanding the index to six 

pages, thus allowing room for screenshou of 

games and the odd CDTV game! 

Howard Knibbs, Wiltshi re 

P.S How about putting finished, but unreleased games 

on the special issues i.e. Megarace, Cyberwor and Last 

Eden? I (or one would be wining ta pay 19.99 (or a spe­

dol issue if the game was worth it 

Thanks for the comme nts, Howard. I like 

the idea of t he compa ri son feature , and 

will give it a little thought. Getting hold f 

the little blighters may take some time, I 

m e an , these companies unfortunately 

don't just give these things away (nope, not 

eve n for magazine cove rage. Shame eM). 

Howeve r, we have starte d to trawl through 

the back catalogue of CD12 t itles, w ith a 

beat~'em~up fe ature this issue, so that's a 

sta rt. Not exactly the one yo u were look­

ing for, but I' ll ce rtainly look into it. 

If a ny more of our reade rs would like to 

see some thing in particular in the maga­

zine, the n please fee l free t o write in and 

suggest it. We're fairly amiable types and 

we 'll look a t any sugge stions. Take note, 

we can' t gua rantee the return of unsyndi­

cated article s though. 



As far as the PO issue is concerned, turn 

your attention to this issue and you will see 

you wish forlilled. PO has long been the sta· 

ble blood of the Amiga and goes back to the 

days of Demo Crews and superior PO 

games. We haven't been neglecting it at all 

(In actual fact, the cover CD features more 

PO than ever before); it's just that, for once, 

some software publishers have actually been 

releasing some games, and in our smll·ish 

mag, pages are worth their weight in gold. 

The same goes for your suggestion about the 

A-Z; we simply can't afford the extra space 

needed to expand this section to include 

screenshots. and the semi-regular CDTV 

section of the mag covers any fully·compati­

ble games. 

P.S I don't think the publishers In question 

would Illce It too much if we released their 

games before they did! I think they'd like it even 

less I(we released them at a 50% discount! 

P.P.S Don't hold your breath for Cyberwor or 

Lost Eden. mote! 

~ 
hat happened to the promise of 

FMV gamesr I was one of the 

many people who rushed out 

and bought an FMV cart when 

they first became available with 

the hope of seeing great games like 8urn Cycle 

become available. What happened to them r I've had 

to be content with watching badly encoded Video-­

CDs and sheeling out a premium price fo r them! 

Can you shed any light on this distinct lack of tides! 

Donald Keys, Southampton 

Indeed, what did happen to ALL the games 

that we were promised for the COll? Not 

a month goes by in the CDl2 office where 

we don't hear of at least two or three 

games being 'indefinatly postponed' (i.e. 

cancelled) due to lack of market intrest. 

It's a sad world, but many publihsers just 

don't feel that there is a market available 

anymore for CD32 games, even though 

there are litterally then of thousands of us 

in the country, not to mention around the 

world. The FMV games have suffered a 

simillar fate; not enough CD32 owners 

bought the FHV cart, and ergo, the market 

isn't there (or so they say). With Escom 

planning a massive re-design and re-Iaunch 

of the CDll (see last issue), then hopefully 

things will pick up. Until then, I'm afraid 

you're going to have to keep watching your 

Video-CDs! 

I 
have written a game on my Amiga 

1200 and J want to know how diffi­

cult it would be to release it on CD. 

I have tried it on a friend's Amiga 

with his CD drive attached. and it works perfectly. 

Does this mean that it would work from a CD1 J 

would send it into a publishing company, but I want 

to make a name for myself first and possibly start 

my own company when I leave school. 

I would appriciate it if you would help me, and t 

promise that I'll give ACG a playable demo if I pull 

it off! 

Name and Address withheld on request 

The bad news is that mastering, marketing 

and selling your own game is now prohibi­

tively expensive. You could get a CO master 

cut for a few hundered pounds (There are 

many small companies around the countr-y 

which will do this for you), but the real cost 

in selling a game is the marketing. You have 

to take into consideration that cost of adver­

tising, packaging and printing into your 

sums. Once you have done this, you'll find 

that you have to sell a lot of copies of your 

game just to break even. 

My best advice is to send it to a publisher 

with a covering letter (make sure you send it 

by regestered post) and include any relevant 

details on the game. Also include a small 

break~own of the design and how it was 

written, but don't be surprised if you get 

turned down; just keep trying and good luck 

to you. 

P.S We'll take you up on the offer of a 

playable demo if you'd be so kind as to send 

it in! 

know that the state of con soft· 

ware is at an all-time low at the 

moment, but I've come up with an 

idea that I'm sure many companies 

have already thought of, but are putting it off as a 

last result. I thought that if I wrote to you and they 

read my letter (which I hope you will print), they 

may sit up and take notice. 

Many of the publishers of con games have 

been around for ages on the Amiga, and no doubt 

hold a massive back-catalouge of amtga tides. Why 

don't they release some of these as budget compi­

lations (the PC lot have been doing it for years with 

lots of sucess) for the con. I understand that not 

all of the old games will work on the CD32. but 

surely it will only take a little tweaking for them to 

work perfectly. End result! The publishers make 

some money for old rope, we get a whole bunch of 

new games to play and everyone's happy as a 

Frenchman who just moved next to a brothel (erm, 

what's a ... Frenchman1 Miles). 

AMIGA CD32 GAMER 

Althernatively, there are loads of PO authors 

who are showing great promise on the Amiga. 

Maybe they should hire a few of these guys to 

write software for them. You never know; they 

might have a few good ideas up their sleeves! 

Stewart Turner, Lychett Hatravis 

Not a bad idea, Stewart. The only problem 

I can forsee is the dreaded CD32 con­

troller. As we all know from bitter experi­

ence, it's a little fussy about what Amlga 

games it wants to work with, and while it's 

true that newer Amiga games are specially 

written to support the controller, earlier 

games may have great difficulties with it. 

We can only print your letter, sit back and 

wait. Maybe someone out there will take 

notice and try your idea. 

I 
'm fed up to the back teeth of all 

the hype about so called 'next gen­

eration' games consoles. Every 

magazine I pick up is full of articles 

licking the arses of Sega and Sony and saying how 

brilliant everything they do is, but I for one am 

not convinced. The Saturn is a n-bit CD console 

and correct me if I'm wrong. but hasn 't there 

been such a th ing around for about two years 

now! 

Surely if it has the same spec as this new 

machine the con should be capable of emulat­

ing Saturn titles. 

tf this is the case, why don't developers put 

more time into developing the kind of games on 

these new formats. I'm sure Daytona or Tekken 

variants would be massive sellers and also 

encourage more people to buy CDl2s when 

Amiga Technologies relaunch the machine next 

year. 

Which leads me on to my next point. Why are 

they waiting until after Christmas to put the new 

machine oud Can't they see that far more money 

is going to be spent on hardware for presents 

than it will be in the following spring~ If people 

see the C032 on the shelves next to PlaySations 

and Saturns for. say, £ I 00 less they might be pre­

pared to give it a go. 

I hope you can explain these things to me or 

put me right if I've got the wrong end of the stick 

as I'm very confused and irritated by the constant 

rumour and hype . 

Hark Lyle, Cardiff 

Sadly, Mark, it's not just the power of the 

processor that gives a console its strength. 

Both the Saturn and the Playstation make 

heavy use of custom·designed chips and 

hardware to enable them to play such 

ground-breaking games as 



Tekken. The CD3l may have a lot of power in 

itsetf, but sadly there just isn't enough main 

processing muscle in it's lowly 68000 processor 

to keep up. All of the new consoles are now 

using RISC (Reduced Instruction Set Chip) 

chips which provide the console with far more 

power. Considering the 68000 chip has been 

around for ages, I don't think the CD32 does 

too badly at all. 

As far as Amiga Tech goes, they're com­

pletely redesigning the machine from top to 

bottom, and this is gonna take some time. Be 

patient, and every thing will come good in the 

end. 

D 
'\Ie heard a rumour and I'd just like you 

to shed some light on it if you can. Is it 

true that when the C032 is 

relaunched it's going to be completely 

redesignedr I heard this would not only include the 

exterior but also the hardware and workings inside. I 

was a bit worried as this might lead to incompatibility 

of existing software. One of the big selling points of 

the machine must be the fact there's so much soft­

ware already out there including loads at very cheap 

prices. However if people are afraid of games not 

working they're less likely to go out and buy the new 

machine until there's enough specific software out 

there for it. 

t{ on the other hand this isn't going to affect com­

patibility then why bother changing things for the sake 

of it. Or am I just being stupidr Please help. 

Cart Logan, Macclesfield 

Humm. Timing is of the essence today! If you 

read the letter above, Carl, you'll see that the 

rumour you've heard is completely true. As far 

as the extent of the redesigning, we can't be 

positive about its impact on compatibility, but 

I'm sure Amiga Tech and Escom won't want to 

put the new machine's life at risk like 

Commodore did with the Amiga SOO+. 

I IoYe )<lU'" ""Il but lYe rome up - • few 
ideas how I thrk you could mproye it 

e.oen more. So here they are . .. 

I. More """""- I", noticed there', orly 

one or t'NO U price games each issue these d!ys. 

2 More COl i !petitio IS. The ones you h;r.oe are good but 

perhaps t'NO or three per issue would allow people with 

not much cash (i.e. me) to have more dunce of ~ 

hold of the b"", releases. 

3. Gee rid 01 the A-L It t!kes up lou, whole I"'&'" 

which could be used k>r more great reviews and feawres. 

Its the same f!<Iery month atrywirf. 

4. More mini-tips and fi..n cheats to make games 

more ~ once ""'''' finOhed them I", got 

loads of games which I never play 'cos I've fin­

ished them and it's boring doing the same stuff 

over and over again . 

S. The slide shows are a good idea if you 

can 't get moving demos because they give more 

of an idea of how the game actually looks in 

real life than screenshots. The problem is it 

takes too long to load up each picture. 

I hope you like my suggestions but don 't take 

it the wrong way. 

Maria Cope, Six Ashes 

Well, Maria, here goes: 

I . We'd m ake the magazine full of 

revi ew s if we could, but as publishers a re 

dropping the deve lopment of more and 

more games every day, this is gonna be a 

bit tough. 

2. Ditto, Publishers aren't going to hand 

out freebees to mags when they haven't 

got a product to promote. We try a nd 

get at least one compo an issue; any 

more would b e more or less impossible. 

1 , The A· Z is one of the most applauded 

sections of the magazine. Many people 

have written to us saying that it is an 

invaluable guide to buying software, so 

there! 

4. Your wish is my command. Expe ct 

more small tips , starting with th is issue, 

S. As I mentioned before, lack of soft· 

ware means lack of demos. Publishers 

aren't w illing at the mome nt to put the 

extra time and effort into producing a 

demo for our cover CD. The slideshows 

will continue, howeve r, until we find a 

way of producing tid ier movies. 

D 
Just purchased the latest Issue of 

your glOriOUS publication (No 17) 

and was well chuffed to see your 

review of my faVOUrite arcade game 

ever, namely Super Street Fighter 2. However, as 

I read I became somewhat disillusioned . Surely 

it's better than the acutely average Shadow 

Fighter. Other reviews I've seen seem to think 

so yet you gave it a far lower review score . 

Please reassure a desperate chap that life's 

worth carrying on! 

Marcus Owen, County Cork 

If you flick to the Beat·'em·up feature in 

this very issue, then you' ll notice that 

SSFIf came out tops against all the other 

CD12 beat-'em-ups available at the 

moment. I think Jon was in a little bit of a 

bad mood when he reviewed it, and time 

will do a lot of things to a Journo's mind. 

~--
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ii 
he most amazing thing happened to 

me today I walked mto the office 

where I work and there were all 

these magazmes all over the ~place I 

picked one up and started reading it and couldn't 

believe the standard of joumalism, design and gen­

eral greamess. Then, shock. I realised I was in it! 

Can this be truer I must have done something pret· 

ty great in a past life to have earned fortune like 

this~ Anyway thanks for listening, but I have work 

to do. See yers later! 

Jon Evans, Paignton 

Errm. Jon, get on with some ruddy work!ere's 

~--

III a' little poem for all at C032 Gamer. 

Consoles come and consoles go, 

like seasons of the year, 

But unlike winter, spring and all, 

More we never hear, 

Yet even through the bad times. 

With no games to review, 

You gave us a all good hope and cheer, 

For the C032, 

And now the future 's brighter, 

A relaunch on the way(mer), 

Soon we'll all be well again, 

Just like CD32 Gamer 

Paul Nicholls, Chester 

Is this a first? A poe m from a reader! It must 

be, and it's pre tty damn sad, as well! Thanks 

for the loyalty, Paul. You will be rewarded in 

heaven one day ... 

F 
int of all I JUSt want to say con­

gratulations on a fine magazine . 

With so few titles being released 

I don 't know how you manage to 

put out a mag at all , let alone such a cool 

one! Anyway, enough mindless quibbling, I'm 

writing because of a little query I have . My 

younger sis ter has a SNES (poor child) and 

subsc ribes to Super Gamer and also, occa­

sionally gets a copy of Gamesworld . Nothing 

strange in that you might think, but as I was 

glancing through [he editorial pages , when 

who oh who should I come acrossr 

None other than the C032 Gamer crew. 

Well , unless there's tWO identical Miles ' and 

twO extraord inarily similar Jons in this world , 

I can only assume it was you guys . What were 

you doing in these sub-standard mags~ I 

thought you lot just worked on C032 Gamed 

Do you really work on three different mags 

each month r Or is it all ghost-written for 

your 



If you do, it must be bloody hard work! By the 

way, something else I thought I'd mention, did you 

know that. in iss 16 of the mag, there was a picde 

of Pamela Anderson. In the background of one of 

the pictures in the 'How Do They Do That' feature 

(which was realty funny) there she was, in all her 

glory! I just bet that was Miles' desk! Still, there's 

nothing wrong with a few pictures on the wall, is 

there lads! 

Anyway, enough from me, I've just bought 

Shadow Fighter, so I'm off to kick some ass. Keep 

up the good work lads and cheers for supporting 

the con . 

Ye ah, the lack of software is the ba ne of our 

live s, but we pride ourselves on still being 

able to produce an inte resting read. As for 

Super Ga mer a nd Gam eswo r ld, yeah, it's a 

fair cop, it is us. CD32 G am e r is our main, 

time~consum ing passion , but we have been 

known to help out on some othe r mags • 

although none of them come up to the same 

standard as this prestigious read. 

As for the pictu re of Pamela Anderson, 

you're right, who e lse could it b e exce pt er, 

me? My desk is a glor ious shrine to the 

Baywatch Belle. I' m told I'm under some 

illusion that one day she 's gonna wake up and 

realise that I'm the rocke r she wants to 

tango with. Sad, hey? 

rn i guy's, I'm just writing to say that I 

think the magazine is brilliant. 

Anyone complaining about the lack of 

reviews should be rounded up. lined 

up against a wall and shot. It ain't your fault if 

there's nobody's releasing anything and it 's about 

t ime those whining moaners gave you a break. So 

to restore your faith in average CD32 owners. I 

just wanna say I think the mag is brill and even if 

there's only one review a month. it's better than 

bloody none. Right! 

Thanks for the suppor t. It's nice to know 

somebo dy still appreciate s the mag. We've 

had a lot of people writing in , criticising and 

blaming us for the fact there's ve ry few 

revi ews. But short of actually writing the 

games o urse lves, there 's absolutely sweet 

FA we can do about it. I don't want to jump 

on anybody's soapbox, but we do our best to 

encourage and persuade software compa· 

nie s to re le ase the ir products on the COl2. 

At the e nd of the day though , it's up to you 

lot to persuade them. If you all go out and 

buy game s and prove to these companies 

that they can m ake money · then they' ll be 

a lot more willing t o r e le ase stuff. So go and 

break open that piggy bank and start splash· 

ing some dosh! 

I 
have been a fan of the magazine since 

Issue I and have chosen to stick with 

the inconsistent con through iu 

current rough times. 

I received my con as a Christmas present way 

back in 1993 and am very disappointed with the 

lack of quality releases fo r the machine . I hope that 

soon. Escorn will announce dates of a C032 re­

release and do everything in their power to make 

the con a serious contender. 

Anyway, I recently read in issue 15 that you 

would like anyone with suggestions for the maga­

zine to forward them to you. Well I think you 

should definitely include a pen-pals page, as con 
owners must have been feeling quite alone as of 

late (I know I have) so a pen-pals page should do 

the trick. This way we'll realise that there are many 

other owners out there and that the C032 market 

isn't a minority. 

Darren Rees (14) 

We've been toying with idea of having a pe n­

pals page for quite a sometime, but unfortu­

nate ly, we just don 't think it would really 

work. There's just not enough interest and 

support for the idea to make it worthwhile. 

You see, we may ge t a couple of people writ­

ing in, but that's not nearly enough to fill 

one, or eve n two pages. So, until more peo­

ple are in favour of the idea and are willing 

to write in, it just ain't gonna happe n. 

However, if anyo ne write s us a letter, with 

their address and a little bit of info about 

themselves, we'll be more than happy to 

stick it in the regular lette rs page. Can 't say 

much fairer than that! 

I 
don't normally write to magazines but 

I'm feeling a bit bored so I thought I'd 

drop you a line. I have a C032 (obvious 

""'Iy) and have been "",d;ng the m>ga-

zine since issue six as it is the only dedicated C032 

magazine there is. Though I do think it's a bit expen­

sive. The demo CD used to be really good but now 

there just aren't the demos out there. Why not drop 

the CD and reduce the price to something like Q. 95. 

Afterall if and when the C032 market picks up and the 

games start to flow again you can always re-introduce 

it, righd I don't want to sound like a moaner but £5.99 

is a lot of money for a poor swdent like me, especially 

when the thing I'm paying all the extra cash for 1 could 

do without. So that's the whine out of the way. How 

about a conversation concerning whetherr 
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Whether or not the con will make a comeback 

that is. I th ink not. It now has a reputation similar 

to the Jaguar as far as software support is con­

cerned and will find it very hard to lose that stig­

ma. Even if Amiga Technologies manage to con­

vince developers it's still a viable machine they still 

have to win over the public but personally I think 

people are going to be too tired of the whole thing 

to listen. I know this might all sound like I'm fed up 

with it myself but I'm not. I'm quite happy that I 

bought a con. I have a whole range of fi ne games 

which I'U still be playing in two or three years ti me. 

The fact is the machine never quite lived up to it's 

potential but it certainly hasn't been a disaster and 

I'm sure all these people moaning about the lack of 

new games haven't bought all the classics already 

out there . Well, that's my opinion anyway~Thanks 
for letting me share it with you. 

Dale Martin , Salford 

I understand what you're saying and to some 

extent I agree. It ts too late for the CD32 to 

become a premier consok! but I don't think ;t"s 

time for the death march yet. Wrth developers 

like Gametek putting renewed faith into the f0r­

mat, SSF1T and tile soon to be released Star 

Crusader there are defin;re signs of improve­

men~ 

I know that's probably what you expected me 

to say. I mean, I can't exactfy go off hammering 

final nails into coffim if it's going to ultimately cost 

me my job, can II A ph....., about stones and 

glass houses springs to mOld. 

I'm not going to sit here and pn!dKt a massive 

rush of h;~ tides for Chrisunas. All I'm 

saying is rt's getting better month by month, sort 

of! 

8BIIII y_lIrIt:IdMtB, /IouqUtItB IDI 
lilY ".." cull tlMt you may WIIIt ttl 
__ Wlyttl: 
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C032 SUBSCRIPTION FORM 
YES! I want to save 25% on newsstand prices ... 
that's why I'm taking out a subscription to Britain's 
only CD32 specific magazine. Please send me the 
following ... 
OPTION ONE - SIX· ISSUE SUBSCRIPTION 
Please indicate whether the subscription is (or the 
UK, Europe or elsewhere in the World. 

o UK £28 o Europe £38 o World £49 
Take out a subscription for six months to save 
almost 25% on newsstand prices. 

OPTION TWO - THREE-ISSUE SUBSCRIPTION 
Please indicate whether the subscription is for the 
UK, Europe or elsewhere in the World. 

o UK £15 o Europe £21 o World £28 

SAVE ALMOST £ I AN ISSUE! 
GET YOUR MAG FIRST! 

YOUR DETAILS ... 
I would like the subscription to start from issue ...... . 

If you are either taking out a subscription for your­
self or giving a subsciption to CD32 Gamer as a gift, 
plesae fill in your details below ... 

NAME .................................... SIGNATURE .................. . 

ADDRESS ....................................................................... . 

POSTCODE ................ PHONE NUMBER ................... . 

METHOD OF PAYMENT (please indicate your 
choice) 
o CHEQUE/POSTAL ORDER 
Please make payable to Paragon Publishing Ltd 

o CREDIT CARD ............ EXPIRY DATE ..... .! ..... .! ..... . 

CARD NUMBER ___________ / __ _ 
If you're giving a subscription as a gift, please fill in 
the lucky recipient's details below: 

NAME .................................... SIGNATURE .................. . 

ADDRESS ....................................................................... . 

POSTCODE ................ PHONE NUMBER ................... . 

Return this coupon or photocopy (with your 
cheque/PO made payable to PARAGON 

PUBLISHING LTD) to: AMIGA CDl2 SUBS, 
PARAGON PUBLISHING LTD, FREE POST BH 

1255, BOURNEMOUTH BH I I BR. Postage is free 
in the UK. Or, call our credit card hotline on 

01202 200200 or fax us on 01202 299955 

SUBSeRIPTONS 
HOTLINE - 01202 200200 

or post request to: 
AMIGA COl2 GAMER SUBS 

Paragon Publishing Ltd 
FREEPOST BH I 255 

BOURNEMOUTH BH I I NF 





Please send me : 
o No. 7 £5.54* o No.7 £ I 0.54* 0 No. 8 £6.54* 

(Special Issue) 
o No. 9 £6.54* 

o No. 10 £6.54* 0 No. II £6.54* 0 No. 12 £6.54* 0 No. 13 £6.54* 

o No. 14 £6.54* 0 Quik Special £7.99* 

Name Signature 

Address. 

Method of Payment 
(Please indicate your choice) 

o Cheque/Postal Order 
Please make payable to : Paragon Publ ishing Ltd 

o Credit Card 

Card Number 

Expiry Date 

Please rerum this C01.lpoll, or a photocopr of It (topthfl' with )'OI.Ir cheque/PO. if appIiable, 
made pqable to : P'M"3gon Publishi", Ltd.) In an err.oelope addressed to : AMIGA CDl2 BACK 
ISSUES, PARAGON PUBUSHING LTD., FREEPOST (8H 1255), BOURNEMOUTH, BHI IBR.lt 
won't CO$t you a pet"lny '" stamps if pOlled In the UK. AIt&lTl<l.tiveIy. all our credit card hodine 
on (01202) 78057B, 01" ~ uS with deuils on (01202) 2m55 . 
• Pluse Note - pries include cover CD's plus 5Sp po$taV! and padli"l. 



NEXT MOlJllH IN CDB2: SAMER 
• All the latest CD3! games, including Super Street 
Fighter II Turbo, Star Crusader, and Gloom Deluxel 

• All the fun of the festive season with Dino's guide to drinking 
games, Miles' chat-up-lines-that-are-sure-to-fail and John's how-to­

sleep-oll-the-Christmas-dinner tips. • 





Hand this to your Newsagent 
Please reserve me a copy of PLAY magazine 
(ISSN 1358 -9474) at £2.95 

name: ... ......................... ...... .... ... ... .... .. .... .... ... .. .. ... . . 
address: .... ..... ..... ................................................... . 

postcode: ................................ ............. .... ..... ......... . 
telephone: ............................................................ . . 






