


elcome to Issue 3 of AluGA CDS! G.uIBB and here's hoping it's become a 
habit. Well there isn't much competition for us at the moment, but there 
certainly __ to be a market, so it's a shame that with summer upon us, 
the traditional summer slump has cast ita famjUar shadow over console 
land. Still, there's plenty of excellent software to keep us occupied over 

the dry months ahead, with Gremlin and 
Core continuing to show considerable 

support for the CDS! scene with 
more excellent games. Gremlin arrived earnest with 

Legend OfSorilleI, which we immediately adopted 
for our cover, ita role-playing authenticity 

causing DUlDY late nights. Then, at the last 
moment, Core delivered the eagerly 
awaited Heimdall n which exceeded all 
eIpeCtatiOnB and proved to be one of the 
best games we've seen on CD32. 

F_turea wise, we take a look at the 
progr_ being made on BeJl#lfJlh 

A Steel Sky, BOOre the 
obligatory goal with a footie 
feature and preview some 
promising new titles, 

includinlf the stunning 
Super StanJu.t. 

Keep Buying! 
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-VERY SPECIAL DEAL-
ADD A PLUS TWO PACK 

PLUS lWO PACK. AVAilABlE ONLY WHEN 
YOU BUY A CD32. COMPRISES ELITE 2 
AND TRIVIAL PURSUIT C(Ys ... JUST ADD 

I I 

SCART TV'. AND MONn'OAS 
Connect your CD32 to a TV wtth SCART 
Input IOf a pixel-perfect monitor-quallty 

picture. 

GOLOSTAR CI14A80 14" COLOUR 
SCART TVIMONITOR WITH REMOTE CONTROL. 
AND SCART INPUT, ON SCREEN DISPLAY. AUTO 
POWER OFF. SLEEP TIMER, ON TIMER. 
ctilLD LOCK FREE SCART LEAD ........... 119." 
(STAlE AMIGA. C032. UE~ 1 CIA~. ORSHES) 

SONY KVM1400 14'· FST COLOUR 
SCART TV/MONITOR WITH REMOTE CONTROL 
60 CHANNEL TUNING. REAR SCART INPUT. 
HEADPHONE SOCKET, TWO POSITION TILT. 
BLACK TRINfTRON SCREEN. LOOP AERIAl 
SONY KVM 1400 {GRErJ: ...... 

~~ ~l::~,UNEXT' 
FREE SCART LEAD 
(STAlE AMIGA. C032. ST. t.lEGA.DR/VE' OR 2. ORSNES] 

LEADS AND SPEAKERS 

SONY SR8-D2K '30' 
SPEAKER SYSTE .. 
WITH BUlL T·IN A.MPU FIER. QN"()FF SWITCH. 
VOlUME CONTROL FREQUENCY RESPONSE 
60-20.000 H~, EXTREMELy HIGH QUALITY. 

~~J'J.l'NW6::' "y=~ eo. "'~'GA' CD-32. 
MAINS ADAPTOR SUPPUED. ..... 

SONY MDR-E747 EAAPHONES 
FOR PC. AMIGA. CO-32, 
WA1.KMAN OR DISCMAN 

HI.ft 

I I 

PROJECT X SIE & F17 CHALLENGE ..... HU9 

~~.~.~ .. ~.~! .. :'" ··· .. 1~:= 
SA.ME TEA.M' . ......... ." .......... 19.99 
SECOND SA.MUF\A.I · . . ...... 2"9\1 
SEEK" DESTROY . 17,99 
SENSIBLE SOCCER ........................... 11 ... 
SE,.s,IBLE SOCCER IHTERNAnDN ..... • 11 ... 
Sl.EEPWA.lJ(ER 21.99 
SOCCER KID · ................................... 18.99 
STRIKEfI · ...... , .............................. 18.99 
SUPER STAROUST ........................... 18.99 
SUPEFIFROG ' ............................... 11.99 

m~~~,r.). :::::::::::::::::::::::::::fs:: 
TURNING I"QImS ......................... 22 ill 

ULTIMA. TE BOOT BLOWS (BODY BLOWS • 
BODT BLOWS G"'UlCT1C) ................. 18.19 
URI01UM2 ........ .... . " ... .... . , .... " .... , ... 16.99 

~F~~~~~ 
8US8LE DIZZY, PANIC OIZZY, SPELiiibuNo 

WEM6LEY INTERNATIONAL SOCCER ... 19." 
ZOOL ........ , .............. 1 ... 99 
ZOOL2 ........................... , .... 

~.a%'g"~t~~..J:'.ff,'· DIGITAL VIDEO CD's 
DIZZY, CRYSTAl KlNGOOM DIZZY) . 16.99 FOR CD 32 WITH FMV ADA.PT~ 
DONK., .. ....... .• .• "' .. •.• . ••• , ,..... 19.49 PLEA.SE NOTE we ONLY MX:EPT POSTED 
ELITE 2 ...... .............. ..................... 1 •• " ORDERS FOR CD', WITH A.N 18 RA.TlNG. 
FIRE A.ND ICE . ..... .. 16.99 PlEASE STA.TE' AM OVER 111' ON YOUR ORDER 
FlAE FORCE , .. ,,, ......... .... ......... "" . 19.99 A.NDREW LLOYD WEB8ER. THE PREMIERE 
Fl.JRY OFTHE FlIFIRIES . . ......•... 19.99 COLLECTION ...... ...... .. • ..•. 15.99 
Gl.OBA.lEFFECT . . .1949 fl£Vf!Rl.THILLSCOP(AA.T1:.015) ...••. 15." 

~~" '::::: .. :.:::: ........ :: ... :::::::~:= ~C~~T~IU:~END" .... 1~:= 
~~NCWE~ ........ 1::: OONJOVI·KEEPTHEF,t./TI1 ......... , .• .,.15.9\I 
IMPOSSIBl.E MISSION . . .. .. , .. 19.99 BRYAN ADA.MS · WAKING UP THE 
JAMESPOND3.OI'ERATlONST"'RFISH 19,49 NEIGHBOURS ,,, ...... " ......... 15.99 

~(=~S ......... ·. ~a~ i:~cxr~\~fig:-:): ... ::::::: 
~~ OF'TiME'" ........... 1::~ ~~~8X'~~g ~iA ~m;'i5i' : ~:= 
~~.t-. .. .................... ':g: ::M...9!...~~~~TEwol.~OF· ,15.iII 
unLDlVIL . ..... • ........... ,16,99 ()()()M(RA.TEOPG) .. 15,99 
LOST VIKINGS • . ', •. ' .. , "'.". .19,119 INXS · UVE BABY UVE ... , .... , .... " ........ , 1599 
LOrus TRlLOOY (LOrus " 2, 3) .. , . . ,1899 UONEL RICHIE· BolICK TO FRONT ..... 15.99 
IIWt IJTD I'fIEMER LEAGUE CttAW'S. lUI NAKED GUN 2 If.> (RATED 151 ............ 15.99 

~~~ ::: .. ::::::'::::::::::::::::::::::::~:= ~lJl:~~AM~~~V~~ ............ 15.11 

~HiY·ciNEs· . ': ......... ··· .. ::·::::::: la~ ~~~~'i'h"iAATEO·ji;?i::::::::: : :::::::~: 
~t."~OZ:Su.~wOOiD'c:tW.iP:SHIP··~::: ~~~ ~~~~ ~ER'~ TAiES ::::::1~= 
NOSECOND~ ...... , .................. 13.99 TtfECttRE .. 15.99 
OVl:FIIOU & LlINEA-C ..................... 19.99 THE ESSEtmAl PA.VA.ROTn ,...... ... 15.99 
PINB.AlI. FANTASIES .19.99 THE UNTOUCH .... U!S (RIoTf:D I'Q) ..... 15 .• 
PINKIE ... ' ......................... ' ...... 19.49 TINA. TUflNEA· UVE IN RlO · .,15" 

~F~;"""""""""" .... :~:~ ~~=i~~n:o'i5i ......... : .. ~~:: 
PfiEMIEA£ . 11.119 WITNES$(AATEDI5). .. .... __ .• __ 15.99 ...._.-, 

AlADDIN.. ................. . .. __ ~I .W 

AliEN VS PREOA.TOfI · ........ • ..... 36.911 
BAAKLET SHtIT UP A.HD JA"I . . ..... ».. 
BoIITMAN RETURNS 28.99 
CHAOS ENGINE ' ........ . . 43.99 
ClAYFlGHTEfIS ...•....•.• "W 
Oft.I.GON · .... . .......................... 0$(1.99 
FlFA. SOCCER .. ........ ...................... 3$." 
~ESJ;~~·:' ···· ,: ... ::::::~:~ 
JUNGLE 9CIOK ' ............... , ... , ........ 0$(1.9\1 
mtw.. EHf'OA::ERS (W1TH LOHl GUN) ~.99 
MEGA MAN X · ..•....•. 32.99 
MORTAl KOMBAT .32.119 
N&t. J ...... ..................................... 50." 
PGATOUAGOLF m.. .. ....... It .• 
ROCK A.HD ROLL RACING ............... 31 .• 
SENSIBLE SOCCER INTERH ... llOHAl.:M .• 
$1M CITY ......... . ........ 11." 
SIAASIi TENNIS ' ...... 0$(1.961 
SPEClA£' ........... ''''', ............... 36.W 
SPEED RIoCER· . ..• • ..•••..•. 32.99 
STAAW1NG ..•••...••.....•..•••...••...•••..•• 11 ... 
STREETFIGHTER TVR8O ...... , .......... :l2.W 

~~=~rJ~~~~.~:= 
SUPER MAflIO MRT .. . .... 33.99 
SUPEFI METHQID' .......... __ " .... "'-99 
TINY TOON ADVENTlIA£S· 
BUSTER 8USTS LOOSE ........... 28.99 

GAME GEAR GAMES 
BoIITMA.N RET\JfWS · .. . , .. , .. . -.22.99 
CHAlV.N' .. .• . .. 23.99 
OA.\GON • ... ..... ... , ....... 2 • . 9$ 
FA.NTA.STlC DIzzy ..................... , ..... 9.98 
GLOBIIL GLADIATORS (MIC "tAAC) .. 19.9$ 
GLOBA.L GOLF. • ............... 22," 
INCREOI61.E HULK· . ...2UII 
INI>lI<NA. JONES 3 ' .. , .................... ... 22.9$ 
r.w:u<.0'S IMGICAL FOOTBA.lL ' .. .. .. 22." 
~CKEYMOUSe2 ..• .... , ............. . ... 19.99 
MICRO MACHINES ......................... .24.99 
NBA.JA. .. ... .. .. ... .. ......... . ... .. ... .. ... .. . 28." 
PETE SAM"""S TENNIS' .. •. ... •• ... •• . 22.." 
PIN6A.U WlZARO· ... .. ... .. ........ .. ...... 22.99 
SENSIBLE SOCCEFI ...... . ............... 22." 
SMA.SH TV · ................... . ................ 22.99 
SONIC 2 ............ . ...... 1.,99 
SONIC THE HEDGEHOG ............ 12.99 
WOLFCHlLO .... 1t.99 
X-MEN' ..••••...•..•••• ..••• ... •• ...•••...••..•• 23. .. 

SNES WIT11 STREETAGIfTER TURBO + PAD •• 95.ft 
MEGA DRiVe I WITH FIFA SOCCER + 2 PAOS .. I 14.ft 
MEGA CO 1 WlTH ROAD AVENGER •.•• .. ••.••• 19$.9$ 
MEGADRIVE 2 WITH SONIC 3 + 2 PADS •.•• .• 124.99 
MEGA C D 2 WITH 7 GAME S •.• 224.99 

ATARI JAGUAR 64-BIT CONSOlE WITH JOYPAO" 
CTBERMORPH GAME GENUINE UK VERSION ..• 229.99 
GAME GEAR WITH SONIC I AND 4 GAMES •.• 74." 

ATAR. LYNX 2WTTH BATMAN RETURNS, 
" A.INS A.OA. PTOR AND CARRY C ASE .. . .. . . .. . . .... 99 
MAINS ADAPTOR FOR AlA.RI LYNX OR LyNX 2 .. 9.99 

MAINS ADAPTOR FOR GAME GEAR ............ I ." GAMEBOY WITH BATTERIE S . .. ............ . .. . . 39.119 
OUICKSHOT SUPERVISION WITH CRYSTBALL " .99 GAMEBOY WITH TElRIS" SUPER MARIO LAND 57.99 

JOIN now from just £4.00 

_ .... --0VI1tSlAS Ie MlMIfIS 
OVEISUS WOIlD MlMIIIS 

SAWBAIDGEWORTH - The Maltings 
200 yard. from the train station 

, MONntS _ YUI TWO YWS • 
IIIMIIISM' IWUIISIfI' fIB WI __ 

.. 00 7.00 14.00 
6.00 ' .00 18.00 
7.00 11.00 2100 

- - We-ONLY 'SUPPi. Y MEMBER S- BUr- YOO- CAN ORDER AS- YOv- JOIN - -
1oA.,nc..inc:ludeVA.T_""rMgeIOUK maInIInd. s...bueolOtdl>rIorrnIor Ifj 

.......... 5 ....m..rges. W. ~ hIIrdwate orde .. to UK INIniand a~ only. :!! 

(PLEASE PRINT IN BLOCK CAPITALS) SURF a 
NamB R 
A~m$ __________________________________ __ 

1 __________ POSlcode _____ _ 

Pho"" ______ __ MaChine'=~r=======, 
Enter membership number (if applicabla\ Dr I 
NEW MEMBERSHIP FEE (ANNUAL UK t OOl L. -,=====1 

::: 
All PRICES INCLUDE UK POSTAGE .. VAT IL£ ________ --' 

CheqllelP.OJAccesslMastercardlSwitchNisa (Switch Issue No-> 

I I I I I I I I I I I I I I I I I I I I I 

r.----------------~ • FREE FOR ALL • I 
I I 
I Anybody can enter, Anybody can WINIJ 
I WIN A PANASONIC 300 I 
I Just answer the following questions J 
:can a 300 play audio CD's? ~: 
IWhat is your name? ~I 

IWhat is your telephone no? a. 
I Then cut out this coupon and send it with or without an order to: ~I . 

SPECIAL RESERVE, P.O. BOX 847, HARLOW, CM21 9PH 

I ~ac:~~~~pa~=:ri!,rst:~~rl$W~~~:~~~. 1 
L :=:.ition_ ...... .:rs.:= '=.Iis!:!~'!-:'b : ga.=.. .... .:, a:,la~on :::I..J 



NO NEWS IS GOOD NEWS? 

[A] 
fter a surge of speculation following the collapse of 
the US branch of Commodore, all has gone quiet 
while the firm gets down to serious negotiation A with potential purchasers. Giant Korean company 
Samsung currently seems most likely to take the 
company over. Samsung are in almost every area of 
consumer electronics, other than computers, and 

would seem a perfect fit for Commodore. With massive manufac­
turing resources and a turnover approaching $14 billion, they 
seem perfectly equipped to drive down costs and ramp up sales. 

HOT GAMES! 
Not content with two potential 
mega-hits on the way, Tower 
Assault (last issue) and Super 
Stardust (see page 13), Team 17 
are hard at work for some 
autumn/winter smashes. The 
most heavyweight title is 
undoubtedly King Of Thieves, 
coming as it does from the pro­
gramming tearn behind Project 
X and the Alien Breed series. 
Set in medieval times, this 
ambitious game incorporates 
no less than three game types. 
Strategy buffs are catered for 
with a Risk-style game where 
you attempt to seize control oC 
the various warring counties of 
England. Arcade fans, on the 
other hand, can look forward to 
storming enemy ships (cue Op 
Wolf-style blast-'em-up) and bat­
tling througb isometric 3D dun­
geons (Sabre Team goes retro). 

Obviously it's going to take up a 
fair few megabytes and should 
be ideal for CD32. Due for a 
December release, Team 17 are 
currently keeping most of the 
game under wraps but were 
prepared to wet our appetites 
with a glimpse of one of the fine 
presentation screens. 

Also fond of the old isometric 
3D is Team 17's much anticipat­
ed racing game, now finally 
blessed with moniker ATR (All 
Terrain Racing). Looking some­
what similar to SNES mega-hit 
Rock 'N' Rolling Racing, the 
game will have a si.multaneous 
two-player mode and boasts a 
superfast 50Hz screen update. 
Slick programming comes cour­
tesy of Jamie Woodhouse 
(Quak, Nitro), while Body Blows 
graphics wunderkind Danny 
Burke is using an A4000 with 

While Commodore UK officially has no comment on the ongoing 
talks, sources within the company professed to be very encouraged 
and optimistic about the eventual outcome. Commodore UK is still 
trading as normal and eager to get more product flowing through. 
Although the uncertainty does seem to be casting a pall over soft­
ware distribution, most software houses seem confident 
Commodore will be bought out and are continuing with CD32 
development. In fact, a glance at this month's preview pages (pages 
11-14) will reveal software prospects keep getting brighter and 
brighter. 

PIRACY AHOY! 
A series of raids have revealed 
CD-ROM piracy is on the rise 
with over £10 million of 
allegedly counterfeit goods 
being recovered. ELSPA, the 
software producers organisa­
tion, masterminded the raids 
and John Loader, of their 
Crime Unit, commented: "We 
warned last month that low­
cost CD-R copying equipment 
could potentially lead to huge 
losses for UK software produc­
ers ... The retrieval of £10 mil­
lion of software on just 500 CDs 
perfectly illustrates the threat 
p08ed to the commcrcial 80ft­
ware industry." 

CDs packed with hundreds 
of PC games have long been 
ru.moured to be in circulation 
and could raise the prospect oC 
cumbersome protection sys­
tems returning to CD32 as well. 
This would be a pity as these 
mega-compilation disks, with-
out any kind of instructions, 
hardly seem a serious threat to 

Deluxe Paint and Lightwave 3D 
software to whip up some awe­
some graphics. The finished 
game should hit the road run­
ning in November, at full price. 

On the budget front Kingpin is 
rushing toward completion, with 
the team apparently hard at 
work sampling pins faning at the 
local bowling alley for the CD 
soundtrack! Although only bud­
get priced, Team 17 promise com­
prehensive controls (including 
variable aftertouch), up to six 
player competition mode and 
even a choice of bowling balls! 
Expectations are high for anoth­
er Arcade Pool-style bestseller 
this September. 

mainstream software sales. 
While techies suggest encryp­
tion techniques and person­
alised software keys could pro­
vide a solution, a better solu­
tion might he taking a leaf out 
of the record industry's book. 
Copying a CD or a record 
couldn't be easier, but through 
attractive packaging, ease of 
use and relatively competitive 
pricing the music industry 
hardly seems financially trou­
bled. Since games increasingly 
require huge manuals, people 
who like games and can afford 
them would seem most likely to 
actually buy the proper prod­
uct. As for people who can't 
afford them, or simply prefer 
hacking protection systems to 
actually enjoying playing a 
game, do their activities really 
mean the rest of us must go 
back to suffering the sort of 
cumbersome protection sys­
tems that would make anyone 
want to hack a game open? 
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,-----., hile ParI8-ba.oed Cryo Interactive 

W 
haa lonl' been dominatin, PC 
covers with it. spectacular CD~ 
ROM producta, the company 1.0 no 
1_ enth.ma.tlc about the CDS2. 
PC be.tseller Megaroce i8 pro-

'-____ -:~ are •• inl' nicely tor Mind.cape, 
proarammer Lionel Guillanl believes the I'ame 
will nIB .. faat .. the PC one with the addition of 
4096 colour presentation screens .a oPPo8ed to 
2li8 on the PC. LIke 3DO'. much hyped Craoh 'n' 
Burn, Jie,araee i. a relatively 8trai,htforward 
lhoot-'em-lIp cum race (lUDe which racee ahead of 
the pack due to CD opooled backgrounds. A oerieo 
of otuJmiDa backdropo ,enerated with 3D Studio 
on the PC are played movie style, while the action 

unfolda with conventional opriteo on the overlaid 
otrIp of road. 

Even more dramatic uae of !lD Studio IrIlphica 
1.0 ohown In Dune and LMt Edell. Both pmeo ..... 
baoically atrateJy-eum adventure pmeo, but with 
the crucial clilference over I .. JIamoroua compe­
tition that key decl.oioDO trIner opectacular FMV 
paphic .equeDce •. The ba.ic came eDgine wa. 
firat developed with Dune, which WOD rave 
review. on PC late laot year and 1.0 only now com· 
iDI' to CDS2. The ,ame was based OD FraDk 
Herbert'. book and uaed 
foota,e from David 
Lynch'. movie veniOD. A 
SF ma.terpiece, the 
novel 10 the flrot In a 
aerieo ob.eoaed witb the 
use aDd abuse of power, 
especially rell,iou. 
power. ID the ,ame you 
are cbarpd with aeekInr 
to coDtrol the productioD 
of an Incndlbiy rare and 
oootly oplce on the planet 
Arrakla, otherwi.e 
bOWD as Dune. 

Lo.t Bden w.. .Iso 

rom, to be ba.oed on a book, but Cryo 
eventually decided they could come 
up with. better plot OD their OWD. 

Fauo of Infoerameo' brilliantly uncon· 
ventlonal Captai" Blood and Purple 
Saturn Day will be pleased to know 
their deoIroer, PbIlip Ulrich, 1.0 beblnd 
EM,,'. whimoical tale of humano and 
dinosaur. co-e:d8tinl. To reaiat the 
evil ramp.,m, T·Rero you moot har­
neu the power of herbivorell .-u.ch .. 
the hUle brontoaau..rue. Fortunately, 
in this parallel world dinoaaure have 
learnt to .peak and pterodactyl wlll 
prove an invaluable advi8er. 

GAME 
Another big thankyou to Nell 
Longman at Bouremoulh 
GAME r 0202311668 and 
Marcus at TORe SOFTWARE 
al 9 Willon Parade, Felton 
Hight Street. Middlesex, TW13 
4BU r 081 8932100 .' 

l"Or,[ 
_1_1_1_11 



MULTIMEDIA YOUR CD32 
bile multimedia is going 

W 
down a storm in newspa­
per headlines, the reality 
is proving somewhat slow­
er to catch up to the hype. 
In truth, even the most 

L _____ ....I state-of-the-art products 
aren't that glamorous to watch. Microsoft's 
excellent PC movie program is best consid­
ered as a huge textbook with various 
hypertext words providing a clever and 
sophisticated interlinking of information. A 
review on Star Wars, for example. would 
mention Mark Hamill. Since the name 
would be highlighted you'd know it was 
hypertext - clicking on it would bring up 
more information, eg a hiog on Mark 
Hamill with all bis films providing further 
jumping off points to yet more information. 
The video clips people tend to enthuse 
about with multimedia last mere seconds -
since a CD can only hold about 60 minutes 
of video there simply isn't the space for 
that much interaction, especially when 
you've got a sizeable program on the disk in 
the first place. 

Castle Multi Media has taken a very dif­
ferent and considerably cheaper approach 
than Microsoft. Their entire range of ten 
multimedia releases are all compatible with 
any VideoCD player, whether it be a PC 
with MPEG card or a CDi or CD32 with 
FMV module. This flexibility is made possi­
ble because their releases have minimal 
interaction. All of the packages we've seen 
basically consist of a conventional TV pro­
gram split into various chapters. Although 
you can skip between the chapters at will, 
it's best to watch them aU the way through 
like a normal TV show. 

At just £17.99 each the various packages 
wiJI mainly appeal to people who've got an 
FMV already and want something new to 
show it off. While overpriced as documen­
taries compared to VHS, the new VideoCD 
movies are aU at this price so it seems to be 
the going rate at the moment. 
o Castle Communications CfJ 081 9741021 

Pavrotti: Nessum Dorma 
As Pavrotti isn't exactly renowned for the acro­
batic nature of his stage show, simply filming 
him before an orchestra in Milan doesn't possess 
much in the way of visual pyrotechnics. The 

director seems con­
tent with alternating 
close-ups and crowd 
shots, doing little to 
entice non-Pavrotti 
fans. Yet despite this 
limitation, Pavrotti is 
actually a pretty 
good use of the for­
mat. With 60 minutes 
of footage and 16 dif­
ferent tracks , this 

shows the potential for a video jukebox with the 
sort of rapid, direct accessing that's impossible 
with VHS. Unfortunately, neither CD32 nor PC 
CD-ROM formats will recognise th e disk's COi 
format indexing and index times are instead pro­
vided to allow for fastforwarding to the appro­
priate times. 

D-DAY 
If you still haven' t overdosed on the Normandy 
landjngs, tms MOD e ndorsed documentary pro­
vides yet more monochromatic footage of the 
world's biggest amphibious assault. A few coloW" 
diagrams break up the newsreel clips and infor· 
mation on the disastrous Bolero campaign which 
preceded D-Day is interesting. 

History Of Aviation: Part I 
This is a documentary the same as any you'd see 
on TV, albeit divided into segments to allow for 
accessing various sequences direct. Part One 
covers the period from the Wright Brothers to 
the period before WWII and is essentially a com­
pilation of Oickery black and white footage with 
your usual authoritative voice-over. While the 
camera work is obviously basic, and there are 
occasional encoding glitches, some of the 
imagery is stunning. The Hindenberg tragedy is 
incredible (especially when you learn only 36 
people died, with 66 somehow escaping) and 
there's lots of funny shots of quirky early air­
craft. A prototype flying boat with tunnels to the 
engines, so they could be watched over by six 
engineers, was particularly worrying. 

DINOSAURS! 
This is undoubtedly the most ambitious of pack­
ages here, simply by virtue of the number of dif­
ferent sources of rUm clips. Besides talking head 
interviews with various experts, there's some 

computerised anima­
tion, footage of life­
like mechanised mod­
els and, best of all, 
clips from a Ray 
Harryhausen epic. 
JurCUlsic Park it's not 
and most of the stun­
ning new facts - such 
as the dinosaurs 
being quite smart 
aDd possibly warm 

blooded - have already been popularised by TV 
documentaries preceding the Spielberg film. 
Craig Charles' narration is also something of a 
distraction, it's such a distinctive voice you keep 
expecting him to slag off Rimmer or at least pro­
vide more humour than the rather dry script 
provides. Nevertheless with its colourful clips 
and always popular subject matter this is 
undoubtedly the best pick for entertaining 
youngsters. 0 

~;; ., 
> 
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[F] 
ootball. The thinking man's chess. CD32. 
The thinking man's console. A tenuous 
link, but a Jink all the same. In fact, you'd F be surprised at how many similarities there are 
between the two pastimes. Both are in the doldrums 
right now. England have hardly excelled at the 
national game, while Commodore couldn' t survive 

the national recession. Yet still we persist in singing the praises of 
both, and now that the two are coming together in perfect harmony, 
does it mean that the CD32 is coming of age? 
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Get the ".::u .... rolling ... 

The most important point is not just the quantity of games due out 
lor the CD32, more the fact that the CD32 enjoys a pretty positive 
following from many of the major software houses - both the major 
soccer releases and some of the less known titles are winging their 
way to the machine over the next few months. Is this due to a short 
term cash-in venture, or are the plans more long term? 

"We have the utmost confidence in the CD32," commented Tim 
James of Krisalis, responsible for Man United's new game, "because 
it obviously isn't going to go away overnight. It's certainly in our 
plans over the next twelve months." These sentiments were echoed 
throughout the computer industry. Tom Watson of Renegade con· 
firmed that the format lOis currently included as a standard format 
for all Amiga product"; Ocean's Stephen Hay pointed out that some 
of their major games were planned on the CD32 too (although no 
footy games unfortunately). Grandslam pointed to the UK market as 
the mainstay of their CD32 sales, adding that they're "perfectly 
happy" to continue to support the machine. 

Infograme's Beverly Gardiner cites the lack of save game function 
which means that many of the French outfits games aren't feasible 
on the CD32j passwords obviously can't replace the all important 
save·game feature. "Releases on the CD32 will depend from product 
to product. Obviously, due to the fact that the majority of 
lnfogrames' games are of the adventure genre, they do not lend 
themselves to the CD32 as it has no save function and this is neces­
sary when playing such involved games." 

Graftgold, though, are aiming all their new titles a the A1200 and 
the CD32.'We're planning to put all current and forthcoming pro­
jects onto the CD32, such as Empire Soccer, DAVE for Renegade and 
KTM MotoX also for Renegade. they offered. "We all need a machine 
which can create games for without the editorial control of the 
hardware manufacturer The CD32 offers us that opportunity". 

Smash and Grab 
So the CD32 is far from being written off with the company that 
originally made the machine. And by the time you read this, a new 
buyer should have been announced. But, in the light of all these new 
platforms being promised, is the CD32 in danger of being left 
behind? With all the Saturns, Jupiters and Uranuses (bur hur) being 
touted, maybe the CD32 just hasn't the technology to keep up. 
Empire Software: 

"Being closely related to the Al200 is a great advantage in that we 
are already familiar with the machine and can get to grips with it 
immediately. The CD32 is a very flexible piece of hardware which 
allows us to create quite diverse games rather than games of a very 
fixed format. It offers great value for money and being a CD based 
system it has plenty of potential for the future." 

Renegade's Tom Watson was somewhat more direct. I<It doesn't 
have the obvious appeal of some of the machines that are currently 
being promoted but at least it's in the market". 

Succinctly put. Much of the appeal he rightly points to, though, 
derives from plenty of hype but little in the way of results. 
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A Question of Economics 
It's pretty fair to deduce that the CD32 isn't being treated as a flash 
in the pan, and that the soccer games are here on merit of the 
machine rather than just another platform t.o exploit for the dura· 
tion of the world cup. Which is great. But. scepticism doesn't end 
there. Because we're talking CD, and as CD is a morc viable media 
than disk in terms of information it can store, surely all the CD32 
games will be vast improvements over their Amigo counterparts. 
Even if they're not vastly improved, there must be the odd tweak? 

In(ogrames opted for the easier route, with their CD32 version of 
Planet Football being the same as the PC and A1200 version. 
Sensible Soccer is £1 cheaper on the CD32 and has improved sound, 
as does Man U Premier League Champs. Krisalis have also managed 
to feature some digitised pictures, although you only get to see these 
if you playas Man United. All go a little way to make the CD32 ver­
sion that little bit more worthwhile. 

Empire Soccer goes even further. "The CD32 version will have 
more colours, more music, more in game sound effects, parallaxing 
stadiums, longer replays and enhanced intro and outro sequences," 
explained Empire Software. "The player control method will b e 
expanded to make full use of the extra buttons on the joypad". 

Obviously, this all costs extra - it will be very interesting to note 
the improvements over the Amiga version. 

It's a GOAL! 
Football games in general have improved greatly over the years -
many moons ago, when rubber keys and in-built speakers were the 
order of the day, you were lucky if you could head the ball let alone 
get sent off for hacking down a fellow player. Itlatchday II changed 
much of that, while Commodore's International Soccer, while hardly 
the best looking game of its day, managed to combine large blocky 
graphics with some semblance of gameplay. 

Now, though, the current and future line-up of soccer sims makes 
those Sbit wonders seem prehistoric. There's Sensi's World Of 

\. ., 

- ~ - -.r.-----

Soccer, with over 1400 football teams, with real player names, num­
bers, faces, kits, skills and values, over 22000 real players, every 
major professional team, player and football competition in the 
world, a world transfer market, individual player skills and just 
about everything else that you could think of. Back in 1984 this 
would have been a rather far fetched dream. In 1994 it's months 
from reality. 

Then there's Planet Football, Infogrames surprising late entry to 
the football market. 3D images like this would have been impossible 
until recently, and its testament to the power of the CD32 and A1200 
that these are the two machines alongside the PC that the game will 
be released on. 6000 animations, various camera zooms and realism 
are at the top of the agenda with this one. 
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Save Me! 
In all the conversations I had with all the various software houses 
only one sore point really cropped up. Saving the game. Some soft­
ware houses had managed to get by the problem with little fuss - in 
Planet Football, for example, you can save the game with little prob· 
lem, although the players won't evolve as in the other versions. 
However, one game, Grandslam's Lil:erpooi, was cancelled aJtogeth· 
CI' simply because the memory available wasn't enough to allow the 
saved game function to work properly. KrisaJis have a similar prob­
lem. "If you have a full season, saving the game will be virtually 
impossible since there are simply billions of permutations for league 
positions," commented Tim James. "And you can't save the all 
important information on a password". Yet they're tackHng the 
problem as I write, with a solution more or less in the offing. 

Of course, with other games, it's quite simple to save the game 
with passwords. Arcade games lend themselves perfectly, while oth­
ers, such as Frontier (surprisingly) need only the smallest amount of 
memory to save their data. However, use another game and you 
could wipe your saved position forever. 

" '. 

A Game of two halves 
There you have it. Football games are on the increase. Commodore's 
collapse hasn't necessarily sparked off the CD32's slide into obscuri­
ty. And, with Spurs out of the FA Cup before it even starts, the next 
twelve months look pretty good all round. Lets avoid the appeals, 
eh?O MS 
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A 
IthoUllh 1IDY0ne who's tried to explain HeroQue.t 
to Monopoly.fan parent. might d.loiagree, the 
boardl'ame was ohvioUAly duiened as a simplitied 
introduction to RPGs and the videogame Is 
even easier to get into. With the computer 
there to handle the drudge work of 

'-____ -' caleulatina enemy movement and hit 
point., you can dive straight into the action with 
ocarcely a giIUlce at the manuaL This Is nothing 
short of miraculous, as demonstrated by the super 
.peed with which are our Ultimate Body Blow. fan 
editor picked it up. 

To further attract belf..nne1'8 Gremlin have 
excelled on the graphics. The characters are bi&, 
and beautifully detailed: I just love the way 
the wizard'. staff catchee fire when he 
attacb someone, the .Uck animation on the 
lightning opelI and the cape on the evil 
vampire. Such splendid I1"Bphics are more 
than .imply superficial, with a single go 
luting an hour or 00 leo vital that the 
characters mean somethinr to you. 
SoJ"Ollil offen you eipt top characters 
to choose from and you're BOOB worry-
ing over their every little wound, 
olgnificantly ramping up the tension. 
Background graphic. aren't quite 80 impresaive, and in any 
cue with isometric 3D many maze walls usually disappear 80 

that you can still He your characters. Nevertheless they're 
well done, while exterior landscapes and later leve18 such as 
the mystic temple provide variety, further rewarding long-term. 
play. 

Even more impressive than the graphics is the soundtrack. There's 
over thirty minutes of a brilliant clasaieal &core which sounds as if ita 
been lifted from oome epic 19508 cootume drama. It really doea make 
a mauive dilfereDce to the whole feel of the game and, thanktully, 
the soundtrack doesn't eliminate BOund effects lib previous 
Gremlin gamea. Bealdee sharply oampled owordJ'ight. and foot-

NEED 

falla, there's more Imaginative touches such 
88 spinechilling incantations before a spell 
is cast. All these elements combine to elve 

the game that elusive feel good factor, you 
8eD8e that the deVelopment team have 
genuinely troubled themselves to make you 

feel involved. 
For RPG tan. the game'o oimpllcity 
will be disappointing. Too much of 
the gameplay revolves around 
simply finding object. by virtue of 
repetitive searching of every loca­
tion. No clue is given ofp088ible 

hidden object locatloll8, 
everywhere must be 
oearched and it must be done 

twice - once for treasure, once 
for doors and traps. The came 

I!'!"~_ eneme's simplicity can al80 
seem restrictive, 88 characters 

can only be moved in rigid order, one 
alter the other, whereas in Sabre Team 

you can endleuly swap between charac-
ters making tiny moves. However for 

newcomers this simplicity could well 
be a bonus and, unlike the admit­

tedly more oophlsticated Sabre 
Team, your characters move 

like lightning. 
Overall though, So,....ills a quick, pacey 
game and thooe superbly detailed 
characters make you feel about them and 
keep you playing late into the night. Ao 

Gremlin talk about developing CD32 
specific titles for later in the year, SorasU a 

most encouraging pointer toward thin .. to 
come. The future for role-playing games on the 

CD32 certainly loob bright. 0 SSW 
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"I just love the way the wizard's 
staff catches fire when he 
attacks someone, the slick ani­
mation on the lightning spell 
and the cape on the vampire. 
Such splendid graphics are 
more than superficial, with a 
single go lasting an hour or so, 
it's vital that the characters 

'--____ ---' mean something to you." 
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r------, hen Fint Samurai was launched there WB8 a strong 

W 
effort to play down any aiml1arity with the Loot 
Ni"'" trilogy. After all, one used isometric 3D while 
the other adopted a conventional Bide-on view. In 
retroopect, junking the 3D was a omart move. At a 
stroke a demanding graphics "Y.tem and an overly 

L---,. __ -..,.----' complex contrel oyotem were dropped, ma1dng for a 
much more immediately acceeaible game 
within which Loot Ni",,,'. imaginative 
approach to puzzles could be more 
effectively reworked. Firat 
Samurai was a big hit and its 
sequel offered more of the 
88.m.e; biRer, brighter, 
smarter and with a two.player 
option. 

Ao with Loot Ni"''' gam..., the 
Samurat oerieo takeo care to place the 
game In Japaneoe mythology with an 
enemy (the Demon King) who always 
.eems to 8ecape at the last minute like a 
B-.movie villain (so there can always be a 
oequel). In Second Samurat the Demon 
Kina' resides at the end of three worlds, 
each with aeveralleveis each and their 
own d10tinctive graphic otyle. Levelo are 
lara'e and include a least a couple of 
puzzieo to figure out, but fortunately 
there ill a Pa88word save at the end of 
each one. 

The control system, whilst much 
aimpler than L.a.t NirVo, retains a 
similar ObeeeeiOD with complexity: 
there are DO Ie .. than fourteen 
combat movea and three defensive 
on.,.. You can also throw weapons 
which can be collected along the 
way. This aoph.i.stieation doesn't 
.top you diving .tralght Into 
the action - the moves are 
fa1riy lnotinctive - but occaolonally you'll fumble a 
wronc ODe and the joystick-designed system can be 
awkward on joypad. 

Yet more weaponry come. in the form. of VariOU8 
object. and collectible .. including Bombo, Seeker 
Skullo (myotical homing mi .. i1eol) and Spell Boob (for 

omart bombo, temporary Invulnerability and a 
magical .word). Ao you'd expect with ouch a for­

midable array of ftrepower, enemy force. are 
numeroWl, varied and very aggreaaive. Of 

coune there'. end-level guardiana, but 
there'. aloe mid-level guardIano which 
can pop up when you least expect 
them. 

The game'. mystical atmosphere 
carrie. over into some witty problems, 

like the way you can use discarded god 
.tatueo to .ubotitute for gold on..., fooling the weight­
triggered trapojuot llke InRaidera of the Loot Ark. 
Above averace &&me design also applie. to the two-
player mode. Get a friend to join in and you can 
chooae between three dilferent modes: Frienda 
(can't harm each), Stun (freeze your friend with no 
enercY 1(88) and Enemel! (it'. war, with tull 
eDergy IOM1). ADd if your friend is lost off 1ICTeeD, 
the game automatically rematerialiaeo him (or 
her) nearby with no energy penalty. 

Overall, Second Samurat is a big, ambltiouo 
platformer with plenty of 1mag1nation and 
novelty. There'. also a lIUl88ive chaIlenae 
with low of oecret levelo, including a 
.hoot-'em-up leveU Sonies are above 
average - conaidering the CD isn't Wled -
with plenty of great etfecto. Graphico are 
perhapa more a question of tute, wbJIe 
technically very good they betray their 
A600 orie:ina with a certain coanene88 
at timeo. Whilat a little .luggioh In 
places, thi. is still one of thebeet 

CD32 platformero around. 0 SSW 
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"Overall, Second Samurai is a 
big, ambitious platformer with 
plenty of imagination and 
novelty. There's also a massive 
challenge with loads of secret 
levels, including a shoot-'em-up 
level!" 
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[T] 
he original game took seconds to draw up each new 
screen, a painstaking procesa which everyone 
accepted because the graphics were so good. On CD32 
the eraphics still have their charm, even if they're DO T longer state-of-the-art, but the moot noticeable 
element ill juot how tough the puzzles are_ Combining 
nails aDd gloves to create climbing gloves, making up 

bombs and 80 on are a world away from the simplicity we've come to 
ezpect from arcade games today_ Games like Mario and So .. ", almost 
alway. have even the simplest puzzles contained. within a screen or 
two, having to work out problems spread out over aD entire level is 
judged to be too much for your average console owner. Whilst British 
games used to be much more complex, nowadays everyone wants 
their game to go onto console 80 it's a surp:n.e to rediscover this level 
of ehalJ.enge. 

Exploring the otiJl attractive world of Ni'lia m ill quite good fun, 
surpriJJes still seem to be possible and you're eager to ezplore. U only 

System 3 had penlated with the game 
type maybe today Ni'lia VU would 
compare with the PC'. Ultimo series 
for complexity. 

Unfortunately they didn't and the 
game's age does show in places. The 
control system which was simply 
murderous on joystick, is easier on 
joypad but remains a little awkward -
falling off clitfs ill all too eaay and 
aucceti8 in combat is rare without 

"While British games used 
to be much more complex, 
nowadays everyone wants 
their game to go onto 
console, 80 it's a surprise 
to rediscover this level 
of challenge." 

taldng at 1_ some dam.qe_ The game certainly feelo compelled to 
con.tantly crowd you with enemiea which can be fnutrating when 
you're trying to fi,.,.., out the Jateat puzzle_ 

Overall, Ni'lia m does feel rather dated and limited. It wouldn't 
stand up at full price, .. thIa ill juot too old-fashioned to juotify £30 
being spent on it, and the quirky (to put it politley) controloyotem 
and perplexing puzzles would almost certainly put off many younger 
players. However at a bud&et price ita unique style and occasional 
momenta of genuine magic make it worthy of consideration. It's 
tough. awkward and not all that big, but if you fancy something 
different, give it a go. 0 SSW 
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[RJ 
eadinjr Pon<!.in.truction manual81s aettinl to be a 
oerlous job hazard with the Ia_ reachlnjr lOme kind 
of landmark for groan·inducinJI bammin_. But If R you're under ten., you'll doubtl .. be impreued Dot 
only by the enormousin.truction booklet, but alao by 
the wodge of flyers and brochuree packed with the 
aame. There'. Pond sticken, agent traiDing 

boob, Identity CIll"da and even a Pond mask for all thoee 
Method game playen in need of psychlstrlc help. 

What Isn't dlsgol.oed Is that Pond has had a ""Iior 
facellft, both in gameplay and style, which Is a 
pleaaant ourprlse. Pond'. RoboCod Expansion suit 
has been discarded, and replacing the rather 
minute. minimaUy animated hero of yesteryear, is a 
large, amU8ing\y rendered fish who rushes about like 
a second cousin to Sonic, and even has the trainers to 
match. Unlike Sonic, he'. practically bunting 
with special abilities. Ao weD as being able 
to punch, crouch, leap and run 
around in 860" circles without 
faIllng victim to gravity, Pond can 
arm hImoelf with a rapid tiring 
Gateaux Gun, throw dynamite 
and even dispiae himself 88 a 
piece of fruit (If a fruit ouit Is 
available). Millennium have gone to 
towu OD reinventing Pond 88 a plawdble 
hero tor the mid-90's, and their efforts are 
commendable. 

The story, however, is i1Televant. The 
action Is oimple, initially at least. There 
are a large range of graphica1\y 
themeel areu 8pread acrou the moon bac.kground, banana 
ItpUts baclqJround) each with about Bh. or Beven mini levebl to be tra­
versed. To begin with, It'. just a queotlon of running right, avoldinjr 
meaniM, and reaching the end level 
beacon which, when bashed, completes the aection, but thingI: 80Gn 
get more comples. 

Each level Is made up of famillar platforming hazardo and objects. 
PlatlOrDUJ can be head butted, Jlario style, to releue power-up8, 

eztra Uvea and other treat.. DWtortiona in apace can reveal warps to 
bouuslevels (see P-p-p-peD8'Uin box out), and eometimee there are 
more than one beacon per level, each offering an exit to • clilrerent 
level Where 0per0Ii<m Starfl61a leaveo Zoot and Some terrain though, 
and moves onto Bubba torf, Is in the variety of objects that can be 
picked up and used to oolve various physical problems. UmbreUao 
can be used to t10at acrooa craters, rocko can be used both lUI weapono 
and pUntho, X·ray _ reveal previoca1y invlolble headbloob, ton 
weights crush enem1es (but alao make Pond fall faster when he'. car­
rying one), spring boots are self-explanatory, lUI are jetpacko ••. WhIlot 
moat have fairly obvioua uaea, some are more obscure. For esample, 
omaohlng open a TV set unieaoheo a poltergeist which, If you carry 
the wreckage to lure It with, will carry you up to the higher parts of 

the maze. Such odd puzz1eo help give the game a aatlsfyingiy 
di1ferent feel 

Graphics perfectly complement the gameplay with 
BOme neat 8nima:tion.. The cheese throwing mice are 
brilliant, but betler Is the mouoe with the overalsed 
gateau][ PDt who stumbles back when he tirea at you. 

ThieviDa weapou from the enemy 1;0 U88 against them 
Is alao rewardinJr, eopecIa11y when they're blgaer 
than you. One particularly aggreaoive enemy Is a car 
which keepo trying to run you over. Blowing it up Is 
particularly eD,joyable, although throwing otIcko of 

, dynamite Is a okIllltoe1f. Once picked up, the fuse 
Ignite&, and Pond has only a few moments to lob the 

sparkly llrecracker before a large crater Is 
created in Its pro:dmity. 

It'. the large iD,jection of humour that 
makes Pond almost immediately addictive. 

Over the long term, however, game duign 
does aag in placeo - the banana level, for 

example, dispenses with more 
interesting aliena in favour of 
lots of pixel perfect jumpo and 

.Is much 1_ fun becauoe of It. 
The .. ve game option i8 alao quite 

cWllcu\t to reach and, in common with 
all CD82 gameo 80 far, gives no warning 
beforehand If you've got enough 

memory left to aave in. Keeping that lK of 
memory free of UDDeceuary data fa 888ential houaecleaning for all 
CD32 oWDersl 

Pon<!. ill Is undoubtedly one of the _ platformera on CD82, and 
It certainly paoteo the imripld, 8blt deoigD of Zoot U. While the 
imelinative puzzlee aren't quite conaiatent eno. 1;0 puah Pond into 
the mega-icon league, there'. certainly plenty here to keep yOUDl'er 
players in particular entertained for aboolutley ., .... as the moon Is a 
hup play·pen for this fishy adventure. 0 MCW 
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"It's the large injection of 
humour, and the knowing appro· 
priation of a lot of good platform 
elements that make Pond almost 
immediately addictive. Over the 
longer term though, the game 
does sag in places. " 
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[EJ 
ven InteractiviBion them8elvea MelD to have loa the 
battle for enthwdaom with the N_hly 0-0' otory­
line, and their briefer than brief oynopei8 doem't to: E the brain at alL John and Jim (lmalinatlon In abun­
dance) mwot tight though five platform adventure 
worlds and defeat the baddie ldnc (be'o evil) In order 
to return to their normal world. 

The mazea are familiar fare for thoee WIed to the ceDre; the uaual 
811IT'eal combinations of everyday object8 come to HIe and ouuized 
pieceo of furniture imbued with menace. The Mad Mechanico World 
hao various toolo and appllanceo whizzing about In a mainly opane 
and barren eceue. Crazy Clock looko like 
Ocean'. De,.,," with huge eow and clocD 
dwarfing the bros, wbile Foreip A1falro 
10 a Cold War kaleid""""pe of odd 
RU081an parapherualJa. Furious FIre 
and Evil Egypt, the Jaot two levelo, are 
more .ucceufully themed areas - the 
various .ilhts and sounds of a 
Hammer Tutankbamen movie enter­
tajnjngly spoofed. and caricatured. 

John and Jim are reaaonably 
well-animated opriteo but their 
deoip io remarkobly bland, tot­
.ized versions of the Blues Brothers 
with DODe of their charm or humour. 
They hop and bound about quickly enough, 
but with only bouncing IIr8nadeo ao defence 
(unleoo a rare zapper gun io collected), 
they're hardly going to oatiofy anyone'. 
latent psychopathic UJ'I'ee:. You can't 
even uee more than a single P't'D8de, 
only when the grenade has espJoded 
can another be thrown - any more 
than that wouid be irreoponoible, 
children! So you have to take a more 
tactical approach, planning every attack 
oInce juot jumping In will uoualIy get you 
killed. 

There are only a few power-u.,. to be collected, nch as 
e-.. liv .... e-.. opeed and Invuioerable pillo, and thio 
stlngineoo adds to whaf. already a tough game. Each world 
io made up of twenty odd oingIe ocreen challeng .... moot of wbich 
need to be oolved to reveal a key and an exit. The puoaleo are very 
simple - avoid the baddi .... traveroe large gapo, preao buttoDO to 
activate elevators and winchee - and the problema tend to revolve 
around the scenery rather than the enemy creaturee. CertaiDly, none 
of the aliell8 are overly intelligent or mobile. Nearly all of them have 
88t routln .... amall patcheo of turf that they patrol relentIeooIy, the 

only challenge io to memorioe 
their movement. 110 that you 
caD hop up and blut them 
before they get you. 

II you've got the patience, 
N_hIy One'. toughneoo lOOn 
fades away. Problems come not 
from ourprioIng game develop­
ments, but from overaeagerneu 
and the fiddly control oyotem­
wbich uaeo 'up' for 'jump' 
rather than the more accurate 
arcade method of usi.ng a 

button. All too often, accidentally bitllng a diagonallnotead of a 
oimple left or right ends up with a fatal jump Into an enemy. Succeao 
com_ not from. excitiq new tactice, but rather a patient following 
through of obvious plano - waiting for enemleo to get Into tha right 
poeition and eo on. The pauword aystem ouly savea when you enter a 
new world, and getting there takeo much pai.uotaIdng replaying of 
earlier eectiOIl8 which weren't that thrillinar the first time. 

In on.player mode, despite the endleae annoyance of accidental 
death, I found play pretly good fun. The grapbico, 
though hardly exciting, are crioply animated and 
cleanly coloured, and the very oimpliotlc game-

play makea the game compulaive for a while. I 
battled away trying to complete the tint 
world for agee, but once accomplUhed, the 
incentive to otruggIe on vaniohed. The fact 
that you opend moot of your time waiting 
for the correct time window to open makeo 
play a1moet hypnotic, with no real action &8 

ouch, jwot lot. of avoidance, and you feel 
very much a spectator on a mad world that 
doesn't really retrister your es:i8tence. 

All thio ohouid have been addreooed by 
tha two-player mode, but thio io quite 
pointlesa. Since the alieD8 eeldom pur­
... e you Intelligently (moot baddieo 

come In the form of dripo (I) 
or op!keo), the II8COIld play· 

er caDDot be uaed .. bait 
whi.l8t you do the eolvinlr, and 

.iDee each room. is BUCh a fiddly 
puzzle to travene, the irritation of 

both of you having to pauee, jump 
and bop about ia agony. 

N_hly 0-. io a worthy attempt 
to recreate the claaaic addictiveD.e88 of 
gameo ouch ao Bubble Bobble and RIe" 
DangerolU. It you haven't played 

th.,.., gameo it might have lOme 
appeal, but if you have enjoyed them 

thio will oeem a rather unlnoplred copy. There'. too little variety In 
.... pbico and gameplay, and tha need for palnstaIrlngly patient 
tactlco actively punioheo zeotfuI gameplay rather than rewarding it. 
Set...,.m.t the manic fun of Team 1'1'. Qwak or Apache'. Super 
11"'''''- Broo, N_hIy 0-. aeemo pooitlvley pedeotrian, but if you 
prefer your action a bit olower paced, check thio out, ao there'o plenty 
to keep you occupied for quite some while. 0 IICW 
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''The fact that you spend most of 
your time waiting for the correct 
time window to open makes play 
almost hypnotic ... you feel very 
much a spectator on a mad world 
that doesn't really register your 
existence" 
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[H] 
ot on the heelo of InterBctlvislon'oNGUlfhty 0""., 
Super Methane Brothe ... dramatically wrestl"" the 

H idollilation of Bubble Bobble from Ita rival, and boldly 
...tabIiaheoltaelf ... the brighte.t and moot noUy 
homage to that arcade cluolc. Where ... NGUlfhty 0"". 
spritea are ......n and oimple, Super Methane Brothe ... 
features huge, well animsted oprite. and garish, 

hyper-active levels. The two brothers themselvea, however ugly and 
unlovable, are 8uperbly realised 

", characters, who .huftle about with 
numerouslrame8 of animation, their 

methane gu gono pumping realiotically 
when fired, and jootllng up and down in 

their arms when the brothers fall from 

ledges. ThIs high quality animstion also applies to the enemies, 
blessed with names luch 88 Buggs, Whirltrip, Suckers and 
Mechabuga. They're all wonderlully big, colourtul and possessed of 
distinctive attack patte ..... - making capturing them and blaoting 
them much more tun. 

For all ita cuteness, Methone Brw i.e a game with a real mean 
streak. Rather than simply, unimaginatively lasering baddies you 
must first blast them with a cloud of gae - to .tun them - then while 
they float about you caD Buck them into the methane gun itself. Here 
they C8D be held for up to ten seconds, before you must eject them.. 
Fire them aCl'088 the acreen and they spring back into life at double 
speed, often inotantly kllllng your brol Far better then to blaot them 
against a wall, 8DUUlhing them into a cluster of toy •. In most games 
these would just wait around, pBAively awaiting collection. In Super 
Metha.ne Brothen, each bonus is a tiny, beautifully animated and 
extremely noby treat to be caught. MinI boats, ducks, balls, tanks, 
UFOs and can are just a few of the D1BllY goodiN that bustle around 
tho screen, wl1fuiiy distracting you. Boata bounce around hooting, 
carl drive about tooting, ducks quack and waddIe, telephones ring ... 
Ifs just too muehl AIl these dellghtfully animsted, boisterously noUy 
objecta fight to be heard above the fantastic, joyous CD tracks, which 
rank with the very best CDS2 music available. 

The abundance of bonus itelllB, plus the scramble to be poeitioned 
for end-level bonus items, makes for complete cha08 in two-player 
mode. You always solemnly promise to co-operate, but within seconds 
are tearing about trying to grab the most bonus points. It's el\ioyably 
different and on later levels the ability to contain the villa.i.ns in your 
methane gun becomes more important. Wan. can be in short supply, 
requiring good ai.m.ing, while mon.eter generators can only be 
deetroyed by being shot with stunned enemies. You can even U8e the 
guns to suck in and shoot out building blocks, springs and various 
other vital items. 

Aside from the gas gun tricks this is, of course, very much a Bubble 
Bobble clone. The AGA graphics are a lot bigger, bruher 

and more impre88ive but thia can make gameplay rather 
claustrophobic at times. Bubble Bobble's tiny sprite. 
allow room for more complex puzzles than are on offer 
here. But if Methane Bro. doean't quite dethrone Bubble 
Bobble, it comes close enoqh to be a lot of fun in ita own 
right and give. Qwak very tight competition for the best 

CDS2 BB clone yet. As with all these games, they can 
become ultimately a bit boring in one·player mode, 

especially ... Methane is easy enough to make getting quite 
far easy. But overall thia is one pme we keep returning to 
after .Iogging through review. of more pedestrian games 
and is definitely worth a go. Recommended. 0 Mew 
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"Boats bounce around hooting, 
cars drive about tooting, ducks 
quack and waddle, telephones 
ring ... All the delightfully 
animated, boisterously noisy 
objects fight to be heard above 
the fantastic, joyous CD tracks, 

.-;:~es;;:;~~ which rank with the very best 

.., CD32 music." 

••••••• 
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hlle Wembley mltrht Dot have the pizzazz of more 

W 
famoua licencea, Audiogenic haven't let it hold. them 
back: thi8 is a virtuoeo demoDStratioD of visual 
razzmatazz. Beaides the euential "ow-mo option 
(complete with a full suite of CODtrola), there's a 
DOVel 'PIcture-In·Picture' dioplay which has a 

'--------'wiDdow showlnjr the player the CDS2 _ you 
should pass to. A nicely sized radar lJC8.IlDer .hows the entire pitch 
and by p........mg the _D buttoD you can eluu>jre the 'PIP' to show 
another player. It'. all well thoucht out to aid oldlful paaoing play 
rather than WlmbledoD·otyle walloping the ball up the pitch and 
l"UIlDina after it. 

The game's sophistication i.e nowhere more apparent than in the 
pr&match tactics &election. There are ten baaic team formatiOD8 to 
choose from: two each of CoDtiDentai, Britioh, 
DefeDSive, W"meero and Attaeldng. If you .... 
more independeDt minded you can design 
your OWD formation from scratch, placing 
each individual player exaetly where you 
want. IIeot of all, your world beating idea 
can be oaved to the CD82 for future 
match .... And if thet'. DOt eDoUllh. how 
about 17 different formatioDB for 
every poeaible set-piece from 
free kieb to kiek-olfo. You aioo 
have full stats on each player 
showlnjr hio &peed, taekilng 
ability, acillty and goala. Sel_ 
'Individual Sldlla' and playero tire throuch 
the match, further emphaslalng the 
Importance of eareful team O8I_on. 

If otrategy iBD't your thing you can .kip these 
optio .... althouch it isD't advisable .. in game 
there is very little coDtrol available over set­
piecea. There'. some crude aiming and strength 
coDtrols but nothing very accurate - if you 
haveD't piaDDed ahead, valuable opportunities 
may be waotecL 

Pre-game options also let you chooee your 
ref, whether you want to watch matches being 
played in your league that dOD't involve you 
and whether you want team play (two hum8D.8 
collaborating on one aide) or normal competi­
tive play, and what BkiIlleveL There'. al80 a 
practice mode where you caD juat esperimeDt 
paaoing with DO OppooitiOD other than a goalie, 
and, of course there'. few varied pitch 
CODditiODS thrown In, from Maneheoter-iDopired 
wet and soggy, to Madrld-ctyle, BUD·baked hard. 

WE'RE 

in game, the biggest revelatiOD is the ability to tIIek betweeD ov""" 
head and oide-on view-. Both are adequate graphleally, and the 
playero are inteillgenti¥ oized, more Impreooive1y large than Send yet 
DOt 00 big ao to reotrIet the overall pitch view available. But iDotead 
of keeping the player OD the ball eentra1, the eomputer waita until 
he'. Dear the edge of the oereen before troeldng to keep up. In the 

oide-oD game, this iBD't too dIotraetlng, but in overhead 
view, ifs very annoying u you can't lee far ahead of 
you unleu you're referriDc to the 8C8.DDer. The 
prlnelple of two views la escellent, for example goal 
Ideb are be.t viewed from above where the heiaht of 
the ball """ be more eaoily judaeci, and the delay in tIIp­

ping between then io hardly Dotieeable. Unfortuna· 
tely, all this oophlotieatioD io undermined by several 

llaws. For example, the ocreeD io oIuggish to keep 
up with the aetlOD and taekies are diftleult to 

judge, both due to the oIown_ of your playera' 
reapoDOeo and the tendeDey to perform 

unwitting fowla. The iDotruetiODS 
outli.ne how you CaD lrid.e.tep, 
barge and taekle but in practice 
theee movemeDta are overly di1Ii­
eult to ImplemeDt. P"";bly the 
moot annoying feult is how the 
computer keeps trying to grab 

coDtroL U you stop moving your ehoeeD 
player for just a 8eCODd, the computer will 
begin dragging him ofloomewhere elae, and it 
becomes a tuc-of-war battle to win. CODtrol 
over the computer for your own playenl 

ADdiogenie th_Iveo probably didn't 
mq>eet to topple Senrib/e Soccv-, with ita 
Dear-perfeet CODtrola and inteillgent taetieai 
play, and like every other tootle game th.iI 

llvN in ita lhadow. The wealth of optioDi are 
Impreooive, eaoy to aeeeoo and give plenty of 

scope fur play. Gameplay is entertaining with 
oeveral orIgiDa1, eD,joyable aopeeto and whlle the 

oeeaoionally oIuggish reopoDOiveDeao can be irrI· 
- eepecialIy with minimal atter-touch - it 

• comOoholy outclaaoeo ouch .. Striloer or 
Overall a brave, ambitious 

effort which la aioo good fun. 0 MCW 
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"If you sto~ moving your chosen 
player for Just a second, the com­
puter will begin drag~g him off 
somewhere else, and It becomes a 
tug-of-war battle to win control 

~::;:::;::::===~f<:o:.r;y.:o.:ur::...:;own playersl" 
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keep your mind ticking over are the strengths of individual soldiers. 
To see you through the entire game you have just eight of them, mak­
ing the best use of their varying talents (such as speed, strength, 
marksmanship etc) is critical to success. 

The game features five missions, beginning with the embassy siege 
(of course), then progressing through a jungle POW camp, an under­
ground bunker, a hijacked ocean liner and finally a missile factory. 
Plans to include two extra missions as reported in previews have, 
sadly, been dropped, but there's still plenty of challenge here. 

Overall, the game plays well and is very addictive. However, Cor 
Laser Squad veterans used to the game-style there are some 

r--------, hile strategy games usually get people running for problems, the most obvious of which is the way soldiers' vision 

W 
cover - in case anyone asks them to play one - Julian operates. Sabre Team's sprites are a lot larger than Laser Squad's, 
Gollop's Laser Squad was different. A strategy game which makes them nicer to look at but is much more restrictive of 
as addictive and as exciting as any shoot-'em·up, it's how much of your surroundings can be seen on screen. For example, 
an obvious inspiration for Sabre Team. Rather than you can enter a long hallway and be able to see only the half of it 
simulate world-spanning battlefields, both games which appears on screen. An erratic danger indicator and a map 

'-_____ ---' concentrate on small combat zones within which (which costs Action Points to use!), provide scant compensation-
your team engages in quick, intense battle. The basic game play can especially as you can only shoot at what is on screen (regardless of 
be grasped by anyone - no intricate logistical problems here - just the telescopic sight on your sniper rifle!). 
manoeuvre your troops into the best firing positions and wipe out the Turns themselves are another problem. Each soldier is allocated a 
enemy. It's the perfect type of game for CD32 owners 1:::=:---;::::=:::::-- =:-1 number of Action Points per turn and everything you 
hungry for games with a bit more depth than normal do costs Points. Loading guns, switching weapons, 

fare, but still retaining picking things and even turning around costs Points. 
enough excitement to This is fine, but movement is obviously one of the 

keep the adrenaline most important things to do and it's poorly worked 
going. out. If you want, you can laboriously click on the 

The advantage of a compass and take each footstep individually. This is 
game like Sabre Team painfully slow though, so usually you adopt the 'go· to' 
over a shoot-'em-up function which sends you marching to where you 
like Cannon Fodder is click. 
the control it gives you. By breaking Unfortunately, the game doesn't give you a read-out on how many 
game time into 'turns', you can move Action Points this will use before you activate the move, and is 

each of your four·man squad individu- occasionally erratic in how it moves you anyway. It's obviously a tad 
ally and (hopefully) intelligently. When annoying manoeuvring to get a shot on an enemy only to arrive with 

an enemy attacks, you could I'espond no Action Points left with which to shoot them. Other quirks include 
by sending two soldiers one way (in the fact if one soldier's left near a doorway it's blocked to your other 

case heavy reinforcements are on troops, soldiers can't kneel (to take cover or allow other soldiers to 
the way), while the remaining two shoot over their heads at a target) and just four soldiers per 
troops respond with say a silenced operation does rather limit the tactical element. 
machinegun and stun grenade. These problems by no means ruin what is a very tense, challenging 

The atmosphere as you sneak game. While not spectacular, the AGA graphics are effective and real-
around the embassy, searching out istic with fantastic attention to detail. Sound effects are similarly 
hostages and taking out terrorists is workman-like with some realistic gunshots, although there's a lack 

wonderfully tense. One nice touch is of general background effects like Cannon Fodder's birdsong. 
how every weapon has a 'noise radius' If you haven't played Laser Squad, the style will certainly seem 

- an MI6 can be heard a long way original enough and very addictive. The problem is the prospect of 
away, but is also very lethal over long Laser Squad sequel UFO, which we're hoping to have in this issue. If 

distances. A silenced MP5 is less accu· this very much more sophisticated game lives up to the promise of 
rate, but gives you more chance of pro- the PC ori inal, Sabre Team may end up looking rather like the 

ceeding stealthily. Other problems to B·Team. SSW 
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;:==~~'~'O~v:e~ra~ll, the game plays 
well and is very 
addictive. However, for 
Laser Squad veterans 
used to the game-style, 
there are some 
problems ... " 
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r------,he Battletoado bunch may not mean much to Ami,a 

T 
ownen, but in the world of Nintendo they're hUl'e 
IItanI with a eeriea of raved over NES and Gameboy 
.-,m ... That's no surprise when you coD8ider the 
people behind them are Rare, formerly bOWD B8 

IDtlmate: Play The Game when they utterly 
dominated the Spectrum &Cene. In my 

opinion, even a atraight NEB 
port would a1moet be 

welcome because the 
gam ... really are that 

good. 
Jlatpwrak ia the 

second in the 
BattietoadB oeri ... 

and features our mean 
green team. once more 

combatInt the evil plans 
of the curvaceous Dark 

Queen.. It's a queot which will 
take them over no less than 
twelve exceptionally varied 
levels, complete with a Deat 
.imult&neoua two-player 

.. ~~~~:. ,Le::;vel8 include a 
beat.-'em-up 

variant, a side-ecroUing 
Penelrator·style bJ.aster, a 
bliateringly _ race ,ame 

and much, much more. 
The first level alone is 

packed with Innovative 
touchee IJUCh. aa the way you 

on a stunned drspD, then 

ride it to blut your enemies. Or the 8nd.levellJll8.rdian which you 
take on from it. perspective as it aima la8el"8 at you. One neat 
macabre touch u how power-up weapons are made up of the bodiee 
of fallen :foea - a walker'.lep and a bird'. oversized beak &erving 88 a 
club and sword reopeetively. 

Leaving aside the fact that state-of·the-art 8bit NES traphies aren't 
quite suitable for 32bit CD32, BaltletooM falls apart on the moet fun· 
damental problem any tame can suffer - its control system. Nintendo 
variants of BatlletoatU invariably use two buttona: one for jump and 
one for punch- Since the CDS2 pad has sis buttolUl you wouldn't have 
thought tb.is a problem. Amazin g1y, the programmers have decided to 
go with one button and turn the game into a nightmare. For instance, 
on the NEB when you're battling the P.,.ko Pip on the lint beat-'em­
up level, you can manoeuvre into place whilst making a flurry of 
punch ... On the Amig&, if you preos up to manoeuvre whilst pressInt 
fire, you trilger the jump move - sending your toad boundiDa' into the 
air to be bashed on the head by your tarte&. Since Balt/etoado ia a 
notoriously dillIcult game, thia painfully clumsy system ia a diaaster 
and most people who ,ave thia a casual ,0 soon walked off in clispat. 
If you persiat you can pro_ but the zest of the original ia 
diminished to a finickY perfeetioniam. The tunnel deocent plays bet­
ter, but still lacks something in the feel while a moot-'em-up level i.e 
painfully slUftiah. Drab to look at, awkward to control and ridicu· 
lously dillIcult, BaltletooM ia an astoniahintly comprehensive 
failure. Even the music i.e 
badly sampled! 0 SSW 

~ Shame about the game ... 
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"Leaving aside the fact that 
state-of-the-art Sbit NES 
graphics aren't quite 
suitable for 32bit CD32, 
Battletoads falls apart on the 
most fundamental problem 
any game can suffer - the 
control system_ .. with just 
one button the game is a 

'--_____ --' nightmare." 
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[T] 
he original Myth was a legendary game which turned 

T 
ancient mythology into some of the most stunning 
graphics and intricate puzzles there's ever been on an 
Sbit computer. Salee were spectacular and an Amiga 
coDversion was inevitable. Thia hardly pWJhed the 
Ami,a 88 much 88 the eM venioD had, but still won 
rave reviews and the unchanged CDS2 version is at 

least budget priced. 
What sets Myth apart from most platformen 88 much 88 when it 

first appeared is the breathtaking ambition. In a world of insipid 
clonea, Myth is dramatically different with each of ito levelo inapired 
by some spectacular Greek legend. otten, in fact, numerous legends 
are melded into a single action-packed level Gameplay varies from 
level to level, whilst the puzzles are 88 imaginative 88 you might 
expect from a composite of some of the beat stories there'. ever been. 
At the end of it all there'. even a spectacular shoot-'em-up. 

While there'. no CD sound, Myth goes some way to reminding 
people juat how good the A600 
sound chip is. Graphics are 
similarly impressive, whilBt a few 
spritea look a little Sbit, for the 
moot part the imagination, variety 
and attention to detail outcl888 
moot AGA games. In short, Myth 
appears a real treasure. 

Unfortunately, this legend isn't 
without some elements of tragedy. 
All those fantastic graphics meant 

"Gameplay varies from 
level to level, whilst the 
puzzles are as imaginative 
as you might expect from a 
composite of some of the 
best stories ever." 

the original Myth wasn't a bqe game, and to compensate the 
d.ilficulty was set quite high. The Amiga venioD is no easier, which 
would be fair enough eJ<cept that the control system is aerioualy 
flawed. On a one-button joystick using up for jump is bearable, but OD 

a six button joypad it's a nightmare - it's far too easy for a lettJri,ht 
punch to olip into a diagonal cauaing you to leap. This problem is 
further emphasised by a surprisingly slow control responae - the 
game feelo as if if. being played through treacle. The final turn of the 
screw is the agonising .1oWDeea of the presentation, getting back: into 
the game after youaye lost aU your lives takee far too long. 

U you've the patience this can certai.nJ.y be overcome. A500 owners 
way back then certainly coped and without doubt there is a quite 
magnificent I'ame in here, the depth and variety of its gameplay often 
very impressive. The persistent and the D08ta1giC will probably in.siBt 
this is the still the classic it once was, however, for anyoDe who'. 
grown accuatomed to olick, fast controlo this Myth may seem more of 
a nightmare than the inspirational dream it ODce was. Make sure you 
try before you buy. 0 SSW 
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rn 
he big.eot 8lU'prUoe with H.imdall JI is how quickly 

T and smoothly it all opeD.8 up. Of course, you apend the 
lirat tifteen minute. fiddling about with the control 
system and .eum. nowhere, but after that a brilliant­
ly ju~ed dil'I'iculty level keeps the thrilla collliq 
thick and fast. Whlle the Intro is Spartan to say the 
least, the first clue to the thrilla to come is the Hall Of 

Worlda: where you begin. The soundtrack OpeD8 with some delicate 
atriDga reminilMut of the start of Empire Stri.ke. Back, while galuies 
whirl about on the twInklhqr starfield behind beautifully drawn 
stone doorways, each of which leads to a separate world.. Initially, 
just ODe doorway is open but with.in an hour or 80 you're BOOn 
hoppintr between them on your epic quest. 

You playa neophyte No ...... 00, Heimdall, who has been tasked by 
OdIn with recoverln&' the pieces of a powerful amulet. Scattered 
acroes the .is: worlds to ensure it was never m.ieused, Odin DOW feels 
it's time to refol'lle the amulet and use it apinot the evil .00 Lold. 
Finding the amulet piece in a world is a quest all of its own, with yet 
more sub-queat8 piled on top of those. 

Helping you on your quest is Ursha, a female god, and you caD 

magically swap between her and Heimdall at BllY time. They don't 
seem to have much di1rerence in capabilities, but they do give you 
twice 88 much energy and storage space. The latter ia important 
becauae there are 80 many itema to collect. Besides an imacinative 
array of puzzle item.s, there'. lots of different protective armour and 
weapons to build up, plus a surprisingly imaginative and sophisticat­
ed magic system. Throughout the game you CaD pick up runes (magic 
inIIredienta) and 0cr011o (magic recipea). By ... emb~ the runes In 
the correct order you can cast spe110 such as heal, temporary .hield, 
paralyee and tirebolta. You can also experiment mixing up the nmes 
to your own deeign., but such makeshift spells can rebound on you! 

On the Amiga H.imdal12 had a mixed reception, In part because 
the ,ame is 80 huge there was IIl88IJe8 of disk swapping. The CD32 is 
perfectly deelped to .et around this, disk acceas~ can be le~. 
but when you're ,etting such an enormous game you can't complain. 
Another complaint wu that the puzzles can be ob&cure, which I 
auppoee is penonal taste becauae I found them .ood fun. There are 
one or two obecure problelD8t like the invisible button in the kiDg's 
bedroom, but there's always Greml.in.'8 helpliDe if you get really stuck. 
My only serious complaint is that it you can only save the game when 
you complete a world - no mid-level saves are possible. This can be 
fruatra~ even if the .-e is ~ In sudden death traps. 

Overall I found Heimdoll2 something of a revelation., thoroughly 
addictive and enthralllna'. The attractive .... phieo impre88 with their 
etu.n.n.in&' variety and are often quite excellent, while the CD sound· 
track is simply mo,jeotic. Firmly recommended for anyone with 
adventuresome inclinations. 0 SSW 

HALL OF THE 

(' I):n~ UAM E J{ PAGE 48 A U(; US,], 1 HH4 



\ 

"The first clue to the thrills to 
come is the Hall Of Worlds 
where you begin ... galaxies 
whirl about on the twinkling 
starfield behind beautifully 
drawn stone doorways, each of 
which leads to a separate world. 
Initially, just one doorway is 
open but in an hour or so, 
you're soon hopping between 

L.:::~==:::::::::::J them on your epic quest." 
T"T']r.:; 

c [);{ 2 GAM E R P AGE 49 AUG U S T 1 99 ·1 





QUEST • • zonnazre 
fter a decidedly brief r e ad e rs' 
survey in issu e one , the powers 
that be have invited us to offer a 
rath e r more thorough 
qu e stionnaire to find out e xactly 

what it is that makes you , the e steemed 
r e ad e r , right all th e time. Any featur e s you 
don ' t lik e , an y f e atures you'd like to see mor e 
of, any information you think is la c king . .. it's 
up to you to pu t pen to paper and l e t us know 
your opinion. We 'v e had mountains of letters 
and comp e tition e ntries, and we know how 
many of you are out there , so get your 
thinking hats on and write away ... 

Name ..... d-:?~!:~ .. ~{!.~.; ............. .. . 

Address ~. ~~~~ 
...•• • ..... A':~ 

...•......•.• ~~ ...... ::::::::::::::::::: 

Please tick appropriate 
h 0 xes 0 r tI".\ \\' (' I' If /I £' .\ t i 0 /I .\ 

i" spa c ('.\ pro \' i d (' d, 0 r s l' n d 
additional sheets if YOll 

feel so inclined. Fl'el frl'l' 
to ignore any questions 

YOll don't wish to answer. 
This will not disqualify 

you from the r/l"dol/l pri/£' 
draw. Prize? What prize? 

S (' (' 0 \' (' " ... 

What magazines do you buy regularly and 
how do you rate them? (Pl e ase name 
magazine and rate) 
Magazine Title Good Average Poor 

4£/"/ l1J o o ................................ 
o 

................................................... 1'!.' /..4': f?:Z~ ~ 

d.?-:.:e-:?. ... 2c?~h 0 

o 
o 
o 

o 
o 
~ How old are you? ........... 9.: ........................ . 

Are you male ~ or female? 0 

Are you at school ~ college 0 
employed 0 or unemployed? 0 

If employed, what is your job? 

What leisure activities do you get 
involved in? 

Liste ning to Music 
Cin e ma Going 
Creating Music 
Theatres 
Golf 
Motor Sport 
Eating Out 
Car Mechanics 
U.K. Holidays 
Team Games 
Foreign Holidays 
Just Play Games All Day? 

if] 

L!I 
Iff 
o 
o 
o 
Itl 
o 
~ 
o 
o 
o 

I own ~ rent 0 a property (please tick) 

I do If! do not 0 live with my parents 

I do 0 do not ~ own my own car 

YO'£.TR. CD32 

How many people are there in the 
household? 

1 0 2 0 3 1!'l 4 0 5 0 over 5 0 

How many of these use the CD32? 

........ Z. f.:::-.?. :-:. .......... ~ .. S .... ............. . 
What are their ages? (Pl e ase list ) 

A'7 L '/;L. ~.::Y/'? .::: -> C7 I I I . ('; . .-:: . .. ..... . .... :;//. ... . r. .. ~ ............................ ' .,.: 

.... ~~~~~ .... ..... ... ~~ .. .. . .. . ... ... . . . 
Do you have a CD32 yet? 
~ / N (pl e a s e cir c le ) 



Which other consoles or computers do you Would you like 0 dislike 0 or not care I'e 
currently own? (Please list) about A500 or A1200 reviews? 

.. ... c.9r.:;:?~~/.f.'. ... .:?-:q,a .. ;?; •• d..4:?.c:..!..... To get an idea of the balance of articles 

.. ...:f..~.~ ........ ~~~t.-:-:::.~~.. J::g~ke to see in the magazine please 

.... ~9...r.; ...... ~a:.--:??.c.. ..... ~q,',(;..~~y ft R' Go~d Averoage POoor 
../ / 'So ware eVlews '£.J 

.. . J .. t7.-:d.~.6 ....... ~ .. .f(-::?':;!!'.~............... Software Previews ~ DO 00 
../ :ft'". Interviews CJ 

Jl.Q you intend buying an FMV unit? 
tV! N (please circle) 

Do you intend buying a disk drivel 
keyboard upgrade for your CD32 if it 
becomes available? 
~~(please circle) 

How many games do you buy a month 
(on average)? 

Q;l. c?~.3 ..................................................................... 
How much do you envisage spending in the 
next six months on software? 

Play Guides g. 0 0 
Competitions I!J 0 0 
SuperSavers )2t 0 0 
News ~ 0 0 
Cover Discs 0 l2!' 0 
Mail Section j:;jiZT 0 0 
A·Z 0 0 :e-r 0 0 Busters 

What sort of articles would you like to see 
in the magazine (within reason)? 

..d~Z:~.'f:I.-:.~ ........... ?.4.. ....... r;4 

... ... E..g.r: f..f£ ........ ::=:':": ~~~ ........ . 

Which future releases are you most looking What sort of items would you like to see on 
forward to? (please list) our cover disks? 

...... ~:.:. -;[.?: ... :::. c.. ... !.:: ~ f .... ~. ~~<??r .... £P.:~ ..... -:f.4:..c:..~c. ..... ~:::'~:':::.: ... . 

....... . ?:.?: -f!. (~ .. ~.d.1.!: /--..... .................. . ... A. .. ~ (( -!. ~,,<. .. ~::.: ~.~ .......... . ........... ~~.#.3 .... ~~7. ..... c.:.<.~5. ....... ~~.~~ ........... . 

... ,2~ .......................... ~ ..................... . 
How many people read your copy of Amiga 
CD32 Gamer? 

................ 7...~ ?. ...... -:.::?:. .. ~ ............. . 
What are their ages? (Please list) 

........... ~~ ......... ~..4.'.: ......................... . 
I TFIE lVI:.A.G.A.ZIN"E 

If you could change one thing about 
Amiga CD32 Gamer, what would it be? I 

T~ /"'p-' ;- .-?> ~ ~ 0.5 

::i;jJ£;'::~~;::::?2:::::: 
................ .......... ........................... " .............. . 
And what would the second thing be? 

......... L..!:: z.. ... 4, ....... ..£ . .c: /..~. f.. ........ . 

......... ~~ ........... ~.~ ....... ~:::'.~~, .. 





HIT THE GAS 
At the start of each level you'll be presented with your character on screen, but 
the platforms are devoid of nasties who appear a few seconds later. It's possible 
to move around at this pOInt, but ill advised. If it's your first time on a particular 
screen you' ll have no way of knowing where they appear. If, however, you've 
played a section before, you can anticipate their arrival and position yourself 
accordingly. This will allow for speedy completion of previously trodden ground. 

SLiDY PUMP ACTION 
To complete a screen aU the nasties infesting its platforms must be destroyed. A 
swift puff on your handy gas pump will trap them in a cloud of vapour, then 
release and press fire again. If you're close enough the hapless creature will be 
sucked into your gun. Releasing fire launches the creature about half a screen 
width. Send the creature hurtling to its doom by firing at a waH or solid block. 
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• GONE WITH THE WINO 
If there's baddies coming from both sides you might nol have time to kill one 
without the other getting you. Fortunately, while they're trapped in gas they're 
harmless so hit one and leg it. Be careful though as they only stay paralysed for 
a few seconds. 

Certain blocks can be sucked up and relocated to provide steps to higher 
parts of the screen or open up new sections. 

• BOGAS 
Many screens contain hidden switches. There's no way of seeing them , but 
touching one will trigger it . Usually they'll open up previously sealed rooms. 

• FRUITY ONE 
Hitting certain parts of the screen will reveal heaps of hidden fruit to be 
collected. If you manage to find all the hidden parts you'll be transported to a 
bonus screen . 

• NOBODY SPARK UP A FAG 
Complete a screen without collecting any extras to get a different bonus level. 

• WHO'S DROPPED ONE? 
Should player one and two complete a screen with identical points you'll both be 
transported to the 'food fight' in which you can scrap each other for points and 
bonuses. 

GAS BORED 
If (heaven forbid) at any point you find yourself getting a bit narked with the 
whole thing there's an odd feature built in to mess about with. Pause the game 
and waggle the pad a bit until one of the letters in the word 'pause' becomes 
highlighted. You can now use LEFT and RIGHT to select a letter and UP and 
DOWN to cycle through the alphabet. All well and good, you may think, but 
what's the use In that? A quick look in the manual will reveal a senes of code 
words at the bottom left of each page. Simply substitute PAUSE for any of these 
for a different effect. There's over 100 to choose from, only about thirty of which 
are in the manual, so experiment a bit. Just as an appetiser, try SAUSIES (the 
screen gets covered in sausages), MAT (see an odd message about moustach­
es) or BLUE (turns the screen blue). If you're not particularly bothered about 
retaining your sight try CRAZY - mad, rad and very bad for the eyes. 
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• SWEET WO RLD 
You don't actually have to tackle Sweet World's boss if you don't want to. Once 
the timer gets down to 50 go back and hit the first right hand wall you come to 
on the level. This should open up a secret room containing two lives and a time 
bonus. Coliect them then go through the exit and straight on to level two. 

Should you choose to fight the boss, stand to the left of the screen and keep 
firing as rapidly as pass. Leap to avoid his shots when necessary. 

• MUSIC WORLD 
The demon guitar is vulnerable only when it opens its eye. Get as many shots in 
when it does. While closed all you can do is dodge or shot the various articles it 
fires your way. 

• FRUIT WORLD 
Shoot the alarm clock to wake the sleeping banana then keep left and continue 
to shoot him. Should you be killed you'll return to the start of the level but this is 
no great hardship. Having already got all the good stuff you can just run right 
while repeatedly pressing fire to set up a quick rematch . Look out for the alarm 
clock after the banana is dead. 

. TOOL WORLD 
As soon as he appears try and get in as many hits as possible on his eyes. 
Provided you have plenty of energy to spare it might even be a good idea to 
absorb some hits in order to do as much damage as you can in the short time 
available. Time's short as the drill continually digs away the ground . 

• TOY WORLD 
The robot guardian must be hit in the head if you're to defeat him. Your only 
worry is when his chest opens and he returns fire . 

• FAIR WORLD 
The last great adversary Zool will face in his first quest doesn't actually turn out 
to be that great at all. Jump onto the first platform and crouch down. Now just 
keep shooting him in the and you'll soon be singing merrily in an 'I've just 
completed Zoot' sort of wayl 
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Zool 215 big, Big, BIG and hard, Hard, HARD. Check out these happy host 
of hints and you might get a little bit further (but probably not, ahem). 

1. Spin attack into the egg-cup bound eggs dotted around to smash them 
and release loads of extra sweets an ' that. 

2. Keep a sharp look out for the stripey poles and hit 'em when you find 
'em. They're restart points for when you die. 

3. Don't assume that a wall means no go. Shoot them to reveal many hid­
den passages. Look for clues in the graphics, ie a slight pattern change, if 
you're having difficulty. 

4. On the bonus levels it's sometimes wise to sacrifice the ball enabling 
you to reach better bonuses. Extra lives and more are for the taking if 
you 're willing to pay the price. 

5. How about a natty way to get more height off a jump? Just look for a 
vertical , icy wall and jump up - you should slide on the ice slightly further 
than you would normally. 

6. Defeating the guardians depends a lot on working out an individual 
technique for each one. Generally though, it's a good idea to keep jumping 
and firing at the same time. 

7. When a level ends and the coins appear, jump into them and keeping 
going back and forth to maximise your points haul. 

8. Keep one eye on the timer as the further you get the tighter the limits 
become. It's better to finish a level without getting every single bonus than 
to lose a life. 

One of the first CD32 games any 
of us had the chance to play will 
seem a whole lot less hassle­
some if you follow these simple 
words of wisdom. For loads 0 ' 
money and access to all game 
levels just go to the map screen 
and click on FUJALE, 
CHONSKEE and then DEENA in 
order. If you 've done it r ight the 
pointer will change allowing you 
to play any level you wish. And, 
just for good measure, there 'll 
be a whacking 599 credits avail­
able interest free! 

You might remember the cheat printed last month (collect tap, apple, 
globe (Earth), hammer and cake - initials spell CHEAT backwards). Well It 
does something else which we didn't tell you about. Not only are you also 
invincible for ten minutes but all the castle doors are opened up to boot. 

Alfie 's levels can be a bit large and 
laborious to wander around, especial­
ly if you ' ve played them before so 
you 'll be pleased to hear that there's a 
highly handy warp screen concealed 
on level one. Unfortunately finding it 
is a bit complicated so take a deep 
breath and listen carefully ... done 
that? Right, now read these tips: 

Find the telephone on level one then 
jump up and and down against the 

right hand wall while holding right on the pad until you enter a secret pas­
sage. Having done that work your way up to the top left of the level and hit 
the highest, leftmost block - a passageway should reveal itself. Are you 
with me so far? Okay then. Now work back across to the right and shoot 
the wall at the top. At this point a block will (should) appear. Leap onto the 
new block and then jump again. No you should be able to walk across the 
top of the level, though you won 't be able to see Alfie. Use the springs to 
get to the top of the play area ignoring the collectables as you don't have 
much time then enter the tunnel and wow mungo - warp screen! Got all 
that? Phew! 

This super looking but blindingly dif­
ficult blasterama is without doubt one 
of those games that takes language 
to its basest level. So frustrating in 
fact, you might be forgiven for wish­
ing there were a handy cheat mode 
that could be activated by pressing 
the buttons in a special sequence. 
Well, guess what. That's right - there 
is! It goes something like this. 

First up select ARCADE mode and 
turn off sound FX on the option holding down the blue button. UP, DOWN, 
FF, RW, YELLOW, LEFT, RIGHT, PLAY. 

When you 've done all that go back to the option screen and turn FX 
back on. As if by a magic a new option should appear called CONFIGURA­
TION . Select for a menu of possible cheats. 
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Good news from the Psygnosis front - all codes for CD32 lemmings are 
identical to the original Amiga version. Unless you're Yun Sung No·life 
Chong however, the chances are you probably haven't memorised 'em for 
a doss so here 's a selection to get you going. 
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MICROSTORE 
FOR FRIENDLY ADVICE CALL US NOW! 

EsTABLISHED FOR OVER 13 YEARS 

C032 
32 Bit Computer, CD Quamy Stereo Sound 
16 Million Colour Palette , CO-ROM Drive 

Plays CO + G Disks & Standard Music CD's 

Ryder Cup 
Frontier 
Microcosm 
Disposable Hero 
Humans 
Lotus Trilogy 
Nigel mansell 
Seek & Destroy 
Sensible Soccer 
Liberation 
Castles 2 
Deepcore 
Chuck Rock 2 
Chaos Engine 
James Pond 2 
Brutal Football 
Pirates Gold 

Connects to Standard TV 
12 Months On-Sile Warranty 

Optional Full Motion Video (FMV) Cart 

£27.99 
£26.99 
£39.99 
£26.99 
£27.99 
£24.99 
£26.99 
£22.99 
£22.99 
£31.99 
£26.99 
£26.99 
£26.99 
£26.99 
£26.99 
£26.99 
£26.99 

C032. PSU. Control Pad. Stereo 
TV Connection Leads. 32 Bit 

6 Games: Oscar. Wing Commander 
Dangerous Streets. Diggers 

Microcosm. The Chaos Engine 

TEL - 0792 467980 
33-36 SINGLETON STREET - SWANSEA - SA1 30N 

FREE Postage for Software in the UK 
all prices include VAT Subject to Availability II 

Stockists of Nintendo • Sega • Commodore • Jaguar '300 
CC·1 • PC, All Formats of CD·ROM • Canon' Hewlett Packard 

Citizen' OKI • PluB a wide range of accessories 

C-=Commodore 

~!Jl:,: AMIGA CD3Z 

ALL AVAILABLE TITLES IN STOCK 
70+ CDTV TITLES COMPATIBLE WITH CD32 

60+ CD32 TITLES I VIDEO CD TITLES 
CD32 SPECIAL OFFERS 

OVERKILULUNAR C £14.99 MEAN ARENAS £14.99 
ALFRED CHICKEN £14.99 PINBALL FAN £19.99 
7 GATES OF JAMBALA £17.99 PREY ALIEN ENC £17.99 
ARABIAN NIGHTS £9.99 CHUCK ROCK £9.99 
DONK SAMURAI DUCK £19.99 MORPH £14.99 
SABRE TEAM £19.99 SUMMER OLYMPIX £14.99 
ULTIMATE BODYBLOWS £24.99 BEAVERS £17.99 
BRUTAL FOOTBALL £19.99 CASTLES II £17.99 
CHAMBERS OF SHAOLIN £17.99 DANGEROUS ST £17.99 
FURY OF FURRIES £19.99 INT KARATE + £9.99 
LEMMINGS £9.99 NICK FALDO'S GOLF £19.99 
PREMIERE £9.99 PROJECT XlF17 CHALL £17.99 
SEEK & DESTROY £14.99 TOTAL CARNAGE £17.99 

CAPRI CD DISTRIBUTION 
DEPT GA 1, 9 DEAN STREET, 
MARLOW, BUCKS. SL 7 3AA 

TEL/FAX 0628 - 891022 

I lljl·i l ·.~~tJ~ ~~tl~U;i '.'4a~~4~ 

•

c ______ ~_. ___ •• 

. RRed1a_ CD CD 's for all drives at low prices' Send esources 
~wo stamps tor the CD price hst CO s & ~r 
mcludmg CD overview booklet. CD32!A570/CDTV 

CD JZ SOFIWAIIE 
~~~'Cm .... E26.95 __ 921'13 ....... £19.95 
_ NiaIIIs ""'Y nee pjaIfoon .. £ 12.95 
..." Ii .... 0I11me photoreaIisrnI ... £20.95 
IIIop COre TlJT1CaTHIYIe st"OOI-up ..... El2. 95 
_~~~~ ...... U2.95 
J._~ ....... m.95 
James _" . ROOocod ............... £22.95 
_ 32 enhanced l."veL ................ £22.95 
-. -... wicked gameL. ......... £22.95 
Mki 1m tru~ amazing game ....... 05.95 
PancIoriU CD multHneclia demos ....... £4.95 
Demo II 100 games 1000·sfiles ....... £18.95 
-... Sdence Multimedia TooIdt £I8.95 

_ ~ QOod fiI1.9""" ...... £19.95 
NIgoIMaruellWarId CIWIIp.E22.95 
_lluD_ 100game5 ....... £15.95 
_lluD_. IOOmore .... £15.95 _TllaD_ .. """"" 100! .. £15.95 . 

CD 32 ACCESSORIES 
Mouse mats 6mm thick. value at ......... £2.95 
Mouse mats, I Imm thick. lUXUry at .... £3.45 
Mouse House, fits any sIZe mouse.. .. .. £2.45 
Mouse, micro-swrtches. quality ........... £ 16.95 
Tv.1n ext lead. saves port wear. ............. E4.95 
CO rack. h(;d, up to 20 CO\ .. £3.95 
CD polisher & scratch removerL ........... £4.95 
CD cases replaces broken DneS ............. £O.95 

~ Send cheque/PO to REOlAW RESOURCES, 74 Durban Road, Add SOp 
postage 

_~ ___ Patchway, ~~~~ BS12_~~ __ !~~~~~~~?6~~~~ ______ ~ order: 

ORDER FORM 
POST TO TECHHOOREAMS , PO BOX 874 , PURlEY, SURREY. CR8 3YZ 

Hame ...... . . .. ......... .. . . .... .. ..... .. .. .... ..... ... . 
Signature of Guard ian . .... . . . IF uNoER is· .•.. 
Address ... . . . ..........•................... . ..... . ...... 

Post Code .. ....... .. .. . • . ...... Tel ... . • • . .. .• . ... • .. .. . .. 
Game Choice ....................................•...•... • 
Game Enclosed .. .. ... .... ..... .. ... .. ............. . 
Amount Enclosed . . .... ... ..... .. .... .... ............ . 

Cheques/ PO's made payable to TechnoOreams 

• ALL OUR PRICES INCLUDE lsI CLASS RECORDED POST. 

PlEASE MENTION AMIGA CD 32 WHEN RESPONDING TO ANY ADVERTISEMENT. 
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DAMIAN BUTT 
ad­

THE ED 
FROM 
HELL 

ANDY McDERMOTT 
ad-

THE BEAST 
WITH A 

MILLION EYES 

KEITH PULLIN & RYAN BUTT 
ad­

THE WRITERS 
FROM 

DIMENSION Y 

II -­.-----
The August issue of SUPER GAMER 

features the UK exclusive on 
Nintendo's amazing Super Game 
Boy, a converter that allows you 
to play Game Boy cartridges on 

a Super NES - in colour! We 
also have a massive feature on 

Sony's new Super FX title 
Vortex, look behind the scenes 

at Rise of the Robots and 
preview Maximum Carnage, 

Super Bomberman 2, Donkey 
Kong '94 and Super Street 
Fighter II! All this plus the 
latest reviews, the biggest 

competitions, the most 
complete Nintendo A-Z of tips 

and cheats in the world AND the 
Big Ron From EastEnders Fan 

Club - no other Nintendo 



• STAYING ALI V E ... 
The key to long term success and a lasting life in Frontier is to build up 
gradually and not be too greedy too early. When checking the mission bulletin 
board be sure to weigh up the pros and cons of what's on offer before taking 
anything on. Upgrade your craft and buy better weapons before tackling 
tougher jobs. 

Warning signs to be on the look out for are single passengers offering 
wacking loads of dash. It's almost certain they're on dodgy business and will 
land you in hot water. Groups of passengers are a better bet as they're more 
than likely simply off on their hols or going to see friends. One person to partic­
ularly avoid (unless you really feel up to it) is a woman by the name of Alison 
Edwardson. Don'! be tempted by her generous monetary offers - she's work­
ing under cover to bring down the Mafia so helping her out will not please the 
crime lords. Even jf you complete the assignment in one piece you' ll have 
every bounty hunter and assassin in the area after for some time to come. 
As a general rule of thumb the more cash being offered the dodgier the job. 
Choose wisely. 
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• RAKING IT IN ... 
To rack up money with minimal fuss do a few hauls between Sol and Barnard's 
star. When travelling to Sol with computers land at Paris for the best prices 
whereas robots are more sought after in London. Shop around for other quick 
money spinners. For a little extra on the side keep checking the bulletin board 
for any passengers heading your way. The Formhaull system is pretty much on 
the way as well. More big money for little risk is up for grabs ferrying lUxury 
items 10 the planets Discovery and Delta Pavinons. They're rare in these areas 
and fetch good prices. 

Another nice little earner to bear in mind is the transportation of water to 
Frontier worlds. These aren 't worth the bother until you 've got a ship big 
enough to make the load worthwhile so ignore them at first. The most important 
thing on a water run is to carry plenty of fuel or you might just get marrooned . 

1.1 "'. -"- --:-' --: ' r=:-~'~' .,,~ ....... -- , ---
~,J~''» 

• FU RTH ER AFIELD 
Star systems out in the far reaches of the galaxy aren't really worth bothering 
with apart from water runs. Not only does it use up loads of fuel getting there, 
taking you right out of the trading center, but many of these distant sometimes 
backward backwaters are rife with religious sects and various other unfriendly 
types. You may like to use the instability of these systems to your benefit, how­
ever. For those willing to take the risk there's a fair bit of money to be made in 
the lucrative if highly dangerous gun and drug running line. 
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~ GAME 
~ ~G~~3?-:~I~~ 

tnfIJfJ8 
VMDRPH 221 
X·BEATmO 

-Part Exchange Welcome on Sega & 
Nlntendo Hardware and Software. 

-Also In stade American SNES Hardware and Software. 
'I'EXT ENGINE v4.1 
PC TASK 

-We Also Stode Phillips CDI.Jaguar 3DO. and Amlga PD. 
CATALOGUE ~ 
MENU MA5mt 3 
A~Z SPELL v2.0 1 
AMIGABASE PRO 2 vl .S 

Tel: 031 - 553 3215 
D COP'( 3.1 MONOXIDE 
c:IJ'lV PLAYER V JESUS ON E'S ~ 
EDWORD PRO v4.0 MIND RIOT 
OCJ'AMED ma v2.0 HYSTERIA 

Open 7 days. 10am·6:00pm • Sun: 11 :30am·4:30pm 
9 Albert f'lace, Leith Walk, Edinburgh, EH7 5HN 

ntE IJI!SIGNER IjYPNAlII1t: HAMMER 
RAVE SAMPLES LEMMON-GROOVY DEMO 
G~ f18 f3) OF COHMODORE 
ElCotit MUSn:: RIPPER OiRONICAL 
DEMO MAXER trIlLS MELON ___ .... 
KICK 1 3 .,.,.... 
H.\CK DISK MICROBES 
CRYPIlC trIlLS J7 0 MIt MEN DL YMI'IES 121 I 
10 PO COPIERS 0 S~S 
i<EMESIS COPIERS 0 _OOIDS 2 

MANIlLE PWr ,2.4 ~ 'iIW:roR BEAM qlUNQjE1\ DISK YAm 
ASJ ~\INCHERS & COPIERS SOLATAIR 
INVOIm PRINTER STARBASE 
DIiTABAsE WIZARD 
LD(MJNGS 2 lID INSTALLER 

~­NINE FINGERS 121 
RlmNA ElJRO ONE 
VIRnJAL DREAMS 
BDlJI'IIlLCSS VOID 

' . payable fD L.. illia"'s 

ADRENALIN 
GOI 0 IEGA, NINTENOO, AlARI JAGUAR, 300, 

AMIGA, AMIGA (032, MAC, PC, 
(0 ROM or 0 PHILIPS co, 

Good, be<Gust we sel software for them 01, O(cmories loo! 
Haven', got one? Well ~ no Ivrther 

w. elMo HI $lea. AMlGA. AMICi. C032" ATARI JAGUAII 
.... PHIUPS cor HAlOW".' 

GIv, n'allIfIM ........ ,_"'_ 
FlU PRla 1I lSI .. SAl ..... N . 

lHok (OSl7) 31l1 .. 
... WlIITl 10:-

ADRENAliN SOFTWARE. PO BOX 21 
MORLEY LUDS LS27 OXI. 

11-'1", wWd. .. adlllot! i) YOI M H_ AI .... 1 
are H W aM rNI_IIIy prieM. 

0...-1 ., ',,1111 arllen oIIIy. ","H " w 14.y1 d.er­
_,., dttctMl. Al II_ I lNI ~, r~ Mwer,. 

'"1 .. If [I .SO .... or" lor Mft_. 
... .....-..If V .SO,.. "--

Mon-Fri I pm-8pm • Sot 90m-noon 
Answerphone all othe r times. 

DU's and 
VIDEO CREATOR 26.00 --------

..,,.. 
10 INCLUOE YOU. 

NAME, ADDRESS 
TEL NO. and PAYMtNT 
When ,,"pping Gom~11 

cheques/P /01 pay,bIe I, the 
AIostnir Mo( Morris 

Call 8· noon 
6 · 10pm 

Open 7 days a week 

Seot me '" Gor<!slm, isl/< 
Gmls))W'lldIieI'lS!W(sm­
II riW9Sillhuj hili_fie 
Gnlsl_iweel:_IMtm 
Isrd; - hulwi calYOUlOird 
OIIIilJOII"tlqllYkrlle 
swaplOame I\. 

WHALES VOYAGE 21.50 
ALIEN BREED/QWAK 23.25 ...... IIttiiiii ..... ~ ................ _ .. 1II! 
BATTlECHESS 21.50 

ALFRED CHICKEN 19-00 BATTLETOADS 18.50 
BUBBA 'N STIX 21.50 BRUTAL SPORTS FOOTBAll 21.50 
BUBBLE & SQUEAK 21.50 CHAMBERS OF SHAOLIN 19-00 
CANNON FODDER 23.00 D-GENERATION 19-00 
CHAOS ENGINE 18.50 DEEP CORE 19-00 
CHUCK ROCK 2 21.50 DONK - SPECIAL ED 21.50 
DANGEROUS STREETS 21.50 GULP 18.50 
DISPOSABLE HERO 21.50 FIRE & ICE 18.50 
ELITE /I 21.50 FIREFORCE 21.50 
FURY OF THE FURRIES 21.50 GENESIS 21.50 
HUMANS I & /I 21.50 GLOBAL EFFECT 21.50 
JAMES POND 2 21.50 GUNSHIP 2000 21. 50 
JURASSIC PARK 26.00 IMPOSSIBLE MISSION 21.50 
LIBERATION 24.50 INTERNATIONAL KARATE + 12.25 
lITIL DIVIL 21.50 LEGACY OF SORASIL 19-00 
MEAN ARENAS 21.50 LEMMINGS 19-00 
MICROCOSM 35.00 LOTUS TURBO TRILOGY 20.00 
NAUGHTY ONES 19- 00 NICK FALVO GOLF 24.50 
PREMIERE 12.50 NIGEl MANSEll RACING 21.50 
PREY 21.50 OVERKILl/LUNAR C 21.50 
SECOND SAMURAI 21.50 PINBAll FANTASIES 23.50 
SEEK & DESTROY 19-00 SUMMER OLYMPIX 15.50 
SENSIBLE SOCCER 92/93 18.50 SOCCER KID 23.00 
SUPER METHANE BROTHERS 21.50 STRIKER 21.50 
TOTAL CARNAGE 23.50 SURF NINJAS 21.50 
TROllS 21.50 TRIVIAL PURSUIT 21.50 
ULTIMATE BODY BLOWS 23.00 WINTER SUPER SPORTS 21.50 
URIDIUM /I 18.50 ZOOLI/ 21.50 

DYSAN PRECISION BRANDED DISKS 
3,5" DSI/JD 10· £4.75 25 . fff.25 50· f21, 00 100 · £40, ·00 
3.5"DSI/ID 10 · f9,50 25 · f22.50 50 · £42.00100· f80,00 

MOUSE MATS 
. HIGH QUAliTY ANTI·STATIC MATS· 
CHOICE OF RED, BLUE OR GREY £3.00 

DUST COVERS· (PlEASESTATEMACHINE)£2.75 

liPSTICK AUTO 
QIS PYTHON 
SAITEK MEGAilRIP " 

JOYSTICKS 

DISK STORAGE BOXES 

fff.50 
f9.00 
fll.50 

50CAPf4.50 100CAPf5,50 200CAP(DRAwtR)f9,50 

All CD ROM and Accessory prices include UI( P&P. Please allow 14 days for delivery. 
Some CD-ROMs may not be released at date of publication. 

Cheques/PO's payble to WMC, 5 Arthur Terrace, Penisarwaen, Gwynedd LL55 3PN , Tel 0374-875540. 

PlEASE MENTION AMIGA CD 32 GAMER WHEN RESPONDING TO ANY ADVERTISEMENT. 



• FINAL CODE: CS4SL9DFQC 

Hurrah! After our extensive tips for this 
excellent platformer last Issue, we can 
reveal the solution to the final Spaceport 

level. There's no disputing the fact that 
Bubba gives the old grey cells a run for 
their money, and this level is tough! So 
slap the CD in, grab your pad and Join us 

as we tread onwards to the very end of 
1 this puzzling platformer ... 
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• FRUIT M OU NTAIN 
This level differs from others in that while it's not too packed with danger, it's 
predominantly vertically scrolling and should you fall , you have to climb back up 
again - obvious, but highly irritating. As soon as you begin, move right as 
quickly as you can and shelter from the falling rocks underneath a row of blocks. 
Wait for them to stop and jump on the green hand protruding from the nearby 
wall - this will launch you skyward. Pushing right will leave you on a steady 
platform. Hit the rock towards the house to gain access to a row of platforms 
and, a little further on, shelter from a lethal rock downpour underneath a few 
well·placed airborne blocks. 

Further on there's what appears to be a snoozing tiger. However, he's not as 
docile as he looks - he keeps one eye on your approach and bites Chuck Jr if 
he jumps on his back to ride him. Jump into the air and hit downwards directly 

Son of 
above his back. If you time it right , Chuck will grab hold of him and gain a free 
ride across to an otherwise unreachable platform. From here, move right and 
jump onto the balloon - it' ll rise , giving access to the next row of platforms. 

From here the routine's pretty much the same as it's been until now, bar the 
acquiring of a goat. Like the pig-thing of the Stoneage Suburbs and the Ostrich 
of the jungle, this unusually willing beast of burden helps you reach important 
platforms. After going as far as you can manage on your horned friend, you 
should find yourself at a bridge with lots of spikes hanging over it. This is where 
you and the goat part company - the overhanging peril acts as a height restric­
tor, you see. The bridge is a collapsing one, so peg it (that's 'run ' to those of you 
unfamiliar with the inarticulate and clumsy nature of tips language) across. Later 
on you should find the way through blocked and an insubstantial-looking rope 
swing. Use this to avoid the drop and waheyt You've finished! 

This level's main nasty is, surprisingly, a flasher - is this a first appearance in 
a video game by that particular fetish, we wonder? Still , they're not too offensive 
(unless you're squeamish about big bellies) and only take one hit to despatch. 
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• PERILS ON THE PISTE 
This one's a right swine and no mistake. Ignore the fact it's a snowy. icy kind 
of happening - there's no inertia japery, so run and jump as usual with 
confidence . There's not much in this level that you won't have encountered 
previously, mostly in the Fruit Mountain section. There are falling boulders (if 
rather icy ones) to shelter from, flashers (now in a fetching blue suit) to club and 
a tiger to leap with. The two new additions are object--carrying blokes who drop 
their load in your direction (not the best choice of words, but it'll suffice) which 
needs to be clubbed away, and flasher-producing tents ripe for collapsing. The 
second Perils section is, again, more of the same, but in greater numbers, if you 
see what we mean. There's another goat to use, so do just thaI. Oh, and watch 
out for rolling rocks ... 

The end-of-section bad guy is a huge sea monster who, despite his size, is a 
doddle to duff. Hit him in the face as many times as you can, but be careful to 
avoid his occasional attempts to punch you. The clumsy description of the win­
ning technique we were going to give you probably wouldn't help, but here goes 
anyway - when he swipes, move left and right. It'll make sense when you get 
there, believe us .. 

• RADIOACTIVE SEWERAGE 
Very probably based on any number of British seaside resorts (yay for 
Greenpeace ... unsolicited propaganda etc) and, not surprisingly, as dangerous 
as it sounds. Underneath the platforms and responsible for a few too many 
Chuck Jr deaths during the assembling of this guide there's a veritable ocean 
of toxic terror, which you, naturally, hadn't better plan to swim in. Other hazards 
include bursl pipes spewing forth energy-sapping sleam and mulaled flying 
fish, coloured blue and easily sunk with a well-aimed swipe of Chuck Jr's 
club. Occasionally you'll find a burst piece of piping that continually steams, 
blocking the way. Near this there'll almost certainly be a valve - hit it to clear 
the way forward . 

• INSIDE BRICK JAGGER'S C AR 

• FACTORY 
A tricky one, this . It's very similar to the previous level , but the addition of 
conveyor belts ensures there are more than enough hairy moments. However, 
roughly halfway through the level there's a screen not dissimilar - indentical in 
fact - to the one you should (designer willing) be able to see next to this . Jump 
onto the small platform and it gives you access to a secret corridor containing 
loads of sweets and - imagine your own fanfare - an extra life! 

This section's nasties - workmen and the by-now hated pipes - are thick on 
the ground, but shouldn't pose too much of a problem if you take things slowly . 

• THE FINAL ENCOUNTER WITH 

• BRICK JAGGER 
This, the last and quite possibly trickiest level is where Chuck Jr gets to club 
Brick Jaggar into several small pieces. It's fair1y obvious where you have to hit 
him, so we won't insult your intelligence by telling you the obvious, but watch out 
for the extending arm - it's a swine. Once you've finished , congratulations -
you 've compleled Chuck Rock 2. 

CD32 GAMER PAGE 69 AUGUST 1994 



There's no hard and fast way to complete any of the missions on offer. As long 
as you work towards the set objective you can play the game pretty much as 
you wish. Either go gung-ho, straight for the throat with all guns blazing or soft­
ly softly catchee monkey - it's up to you. Still, here's a few general pointers 
that should help no matter what kind of general you are. 

1. When tackling enemy rocket launchers, the secret is to keep moving. 
The enemy rocket will always hit the ground at the point you were when it 
was fired. Therefore, keep walking forward and firing and you should be 
alright. The only exception to this is on the snow levels. If the no-mans­
land between you and your quarry is icy your man may stumble. In this 
case, use rockets instead. 

2. Get all buildings as quickly as possible. 

3. Save better men for tougher assignments. 

4. Conserve grenades and rockets as much as possible. 

5. Kick 8rse! 

. TRAPS 
A range of pitfalls and booby traps await the unwary. Most are cunningly con­
cealed in the undergrowth; be especially careful of concealed spikes in the jun­
gle levels. They're hard to spot but tread on one and your unfortunate recruit 
will get six feet of sharpened bamboo right up the khyber. Trip wires are easier 
to see, but just as deadly. On levels where you know or suspect to be traps it's 
wise to send a single man ahead to scout the area. Strafe any suspect areas 
wllh bullets to hopefully trigger hidden devices. 

• BUILDINGS 
Not all mission briefings instruct you to wipe out buildings but neglect 10 do so 
at your peril. II's from the seemingly innocent wooden shacks, igloos and vari­
ous other dwellings that enemy reinforcements emerge. Grenades or rocket 
launchers are required to destroy buildings but be careful - they only count as 
finished once the door has been blown off. If this doesn't happen hit them again 
until it does. 
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• CIVILIANS 
During many levels you 'll come across various natives and other innocent 
types milling about. These should be avoided. You can shoot 'em if you want 
but often this leads to their mates coming after you bent on revenge. Even so, 
they're only armed with crude weapons, spears and the like, so they won't be 
much of a threat to your highly trained posse. Nevertheless, if in doubt shoot 
first and ask questions afterwards. There's nothing worse than striding past a 
little chapple you believe to be a friend only to have him whip out a Kalashnikov 
from under his loin cloth and blast your boys into a better life. 

• SPLITTING THE SQUAD 
There's no reason to break up the squad during early levels as they're pretty 
straightforward , but later on it gives you some useful extra options. When 

pinned down, often by a well 
dug in rocket launcher, your 
best bet is to send a lone man 
out to deal with it. If he suc· 
ceeds, all well and good, if not 
you 've still got men to have 
another go. When sending a 
man on such a high risk mis· 
sian however, be sure to give 
all missiles and grenades to 
the remaining team members 

• PROMOTIONS 
At the end of each mission, surviving troopers will receive promotions. The 
higher a mans rank, the more accuracy, range and rapidity of fire he will have. 
Try holing your best men up in a safe place during early missions then, if you're 
lucky, they'll be highly ranked and much more effective when the going gets 
harder. They'll also get a better grave stone when they die - hurray! 

- if he's killed, you'll lose whatever he was carrying. When a team is split up, 
the computer takes over any men not under your control. It won't move them • TH E C H EA T 
but will fire on enemies coming in range. This can be useful to set up a barrage 
of covering fire allowing men to slip through well-defended lines. Go to the save screen and name your file JOOLS for infinate recruits. 

• SPECIAL WEAPONS 
Early levels throw you straight into the action without any extra weapons, so 
keep a look out for rockets (in barrels) and grenades (in crates). Rockets have 
a very long range and can be used to blow up buildings. Grenades are more 
limited distancewise , but it 's possible to chuck them over small areas of 
scenery allowing you to take out buildings or enemy troops while remaining 
safely under cover. Be careful with both of these though, especially in confined 
spaces. Hitting a wall nearby can end with the unwitting destruction of your 
entire squad. 
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Want 



With 

DRDERFDRM 
I would like to order: 

rrEM PRICE 

Total amount enclosed 

£ ...................... .................................... . 
(Please add £1 P&P for games & £1 .50 for 

accessories. Please allow up to 28 days for 
delivery.) 

Method Of Payment (please c ircle) 
Cheque· Postal Order· Accesss • Visa 

Credit Card No 

Expiry date ---1---1_ 
NAME ______________________ _ 
ADDRESS ____________________ __ 

POSTCODE 
TELEPHONE __________________ _ 

SIGNATURE 

SEND THIS FORM TO: 
AMIGA CD32 SUPERSAVERS 

PARAGON PUBLISHING 
FREEPOST (BH1255) 

BH1 1BR 
Or telephone our Mail Order Hotline on 

0202299900 
or fax your order on 

0202 299900 

Please make all cheques 



REGRETS, I'VE HAD A FEW ... 
DearG ...... 
SORRY. AND TIIANKB - AGAIN! 
Sorry for doubtinc your commitment to the read­
era. My quibble over the ratinea .,.etem wu oblit­
erated when I A,., the new IIyftem. Some other 
mapdnee make • point of not revie'W'i.oc a ,ame, 
Jwrt tenm, u.a the plot (which we can read oil the 
inlay oune1vee), and then blUljfi..na' • percentace 
on the end, .. if t.h.i8 will.om.ehow help 118 in our 
declaion. M the ftnt Yens wu • pUot of.orta, I 
had nJehtmaree of AMIGA CD32 GAIIBB lfOinar the 
aame way. However. your review. have remained. 
in-depth, accurate and yet.till conclee, and in 
porto, _mely witty (tiumb eopeciaIIy for the 
PROS and CONS of Arcade Pool, which had me in 
lltitchee). I like the style of the review. and the 
fact that they are aimed. at a higher ace group, 
hence the lack olMario referenON and aripee at 
Nintendo owner. (very tedioua). 

And thanD for the IeCOnd dUe, the Comao~ 
FodMr demo ia fantutic and ru definitely be buy­
iDa the full pme now. I look forward to the future 
excJ.uaiveti which he DO doubt you'll provide. 

And ftnaUy, thanb for a ftrst claM m.ap.dne, 
IIOmetbiog whiob is 8ntert.a1ninc. informative and 
IlUb8tantial enouah to but until the nut iaaue 
arriv ... 

Oh, and keep up the competitio:n& There'. been 
IIOme really worthwhile prize8 offered injut the 
lint two ieeUNlt 
PAUL LOUGHREY, Bradford.. 

7'hcan.h for your colllin.lU!d eorre90JUk1lCe, PoW, 
and .orry for "';'e·epeW,.. your eumome IMI 
month. Ml..tcMe. Gboundl 

WUhoul .. u" .... to appear dUre.-'ful, ,II. 
muadDrd ofwrlfin6 in"... Ami6G JJIGIfazln,e .... ".,. 
llud hilA, pouibiy due 10 lhe iracredibly 10116 Ute 
• .PCJIM' mc:my of IheM IUle •• A MItH of orrogCJII.CfJ 
and opaIhy OPPflJlY 10 IuuJe HI i", but U'. alway. 
the way lhat lhe JIftDe" do, 011 lhe tlCelle /uN to 
lHIr* lhat much IoIUkr 10 be heard. TM rn7~ 
weI'W G"..,01 deol1ftOl'e in-deplh lMI montA, and 
wilh lhe relative quielne •• 0" lhe CDa2.ceIM IA'" 
.... ~ wew JwJd time 10 nolly 10 10 low" 011 .oft­
IDCIn! Ualrd IiIJIf! F'OUIId. TIt ... opprotM!1t. 1uu become 
JMCeNGry, really, eN fi) mcmy lama arrWin6 haw 
Acad mucA 101l6er lilflf! ha Mwlopmeral and are 
be,uu.'116'0 ./tow}rul wlud lhe CDSJ can do. n ... 
f!%IuuuIive opprotM!A He,... 10 1uuJe 101M dow" 
rolher well, cu doe. our ptJIi1l4lUm increoH and 
INW montltly (Nqueney. No doubl you'll aUld ". 
h ..... in detail w"ot """ 'hinlt wi'" ,II. old of 'II. 
1P".1i.muudre IucUd a.way in IA .. montA' ..... ue. 
WrUeGUlGyl 

Glad you erVoYed 1M Cannon Fodder MIhO. 
llven IMUllh 1 ployed lhe Al200 ~io" 10 tkGIA, 1 
fowul my e",h".u..m reldMled by ,he re~ably 
impre •• ioe CDaJ MmD, wAkA WGI' incr'flllbly 
ployoble. And ... ".. otUll>ad6...u., aU our 
fa<>ourUe .,,/tWaTW ".,..... fOr prlu .. "41'" and 
day. 7'hoy'oe /10' Marl. of /lold -If you plead /0"11 
ellOUi/Ia. 

FOUNTAIN OF KNOWLEDGE 
DearG ...... 
I have not yet buqht an Amip CD32, and I may 
not. I have a few qUeiltlOD8 to decide ill .houleL 
1: h it poeeible to produce a pme in the..,ecial 
'Bam W Mode, or" itjuat a dull 268 coloan? 
2: DoN the CD32 hold any advantape over other 
maehinea like Saturn, pg..x, Japar, SDO etc.? 
S: How m.aDJ'" po~u can the CDS2 handle? 
4: How many coloun dON Mi.croco.m UN? 
5: Will the take-over of Commodore affect UK 
ownen in any way, and will the new company 
advertt.e their name on future~? 
6: Who do you think will take over Commodore 
and will there be a new MeD."n. DIrector? 
7: Will there be an AAA chiptet baaed COJ1M)le in 
the near future? 
8: :u Mortal Kombol2 co~ out on CDS21 
Thank you, 
KOKHO LEE, Tolfoni. 
P.8. I think your....,..me to iololJ.y ....u.nt. 

1 .uppoH U'. a lood ''"116 tluU people liM youreelf 
are buyi1l6 AllIGA CDS2 GAIDB. ftJe'" 11toa6A you 
1uuJen'" eoen lot a CDSJ yd. 11 only f!N7'YOJIf! IDOIIld 
buy our MalfcwbNjlut for tIN pl.a...".. ofretuli1t6 
il ... No, il He".. OOr1W". ,hat wUh ftI much IaanI­
WCU"f! coming OWir lhe ItorUoa, people ore Idtin6 a 
1oI1ft01'e couIio". obouI.pendi.n.6 lheir IJlOIIey 
umuI.Hly, and (or lhal reCUOft, ru let My Pubu.ltul 

blaNd eN M" with an uracOllny "nowledge oft .... 
entire ind".try, .oothe your IroiWled mJruL •• 
1. HAM 8 ... eNf!ntiolly limited 10 d4tk pk~ 
aUlaou6A 141M. meA cu r..byrinth OfTbne and 
Myat (on lite PC) ./tow IA'" COlI beperfeclly all 
...,'" fOr ...... advorotura. HAM8 u "".Iped for 
Ai6h re.olulion IfrGpAk. worIt and each KF'ft'n .. 

~Iud .... " .. """'" in,.,.,.....,... ......... ulaII"I/ U 
ha real-tllM WOIIld CGUN' GAy lame • .,... prob-
Ie"... AJllf»M" inclrulln6 G1"COde ona, Iwwe to 
.trUce a bolance lMtween graphk ddaU and.peed 
of 1uuadlln6. For lite ~ J66 colo",.. .. IJIOI'W 

than. tUkquoIe - PC lama on only}un reac/UA6 
,hIo .. andard ...... o(fu GIl. 
~. TM CD8~'. odttanlG6U owr lite COMOle. you 
JPIf!1Itioned are"'" De", lUurtorou.., but 'Ivy on 110 
lao imporl_ for ,hot. TM ~ u.....u../)Ie ...... 
'lure .. pie",> of /lOOd. eMap .."..,.,.. wit" ....... OIl 

lhe way and W. GI'"OIIJId halliM price of 1M com.. 
petitUm (U'Cept (or tlu! .lCJl/llDl", wAkh dill await. 
IIu! otrkiGll.awu:h of a CD 1IIltWm). You can az.o 
lei a compdit:loely prVNtd FJIV rutlI and ploy 
VideoCD movie. and lama more cMoply I"",, any 
olher .,..tem. 1" foct, the only other .,.de. with an 
PMV rmU u ,II. 16bU COO 

TM Sqa Samno /ooIu ,GOd, but ..... y b< 
UwracMd Mre untU laic 1994 and ..... tec1utlcal-
ly inferior 10 IIu! Sony Playrlalior&, TM Sony PS-Z 
.. cW'J'enlly lhe mo.lAyped .,.de"., but won'" be 
lauracMd .,. the UK r.mtil.rma.. 1996, becau.N 
,,,,,... how """ U .. IU _ to pi a /lGOd ""'" of 
/lGIM'~. WU" .",..,..".... """"'" for ,II. 
be., mea.... you'll never buy 0IIy1ld1l6 - N, ... rado'. 
Prqjec' BcalUy u ,II. _""_ but ..... y 

arrive until 1996, wAk" .. when Comnaodore'. OCDn 
CDS2 compallble CD64 u d"". 

A more rea.onable way loftulle CD82 ,. 'Iu! 
competitio" arouM now and toward lhe year end.. 
A PC CD-ROJl.,..te .. wiU give you m.ore power, 
butl!%p«!' 10 poy aro&md ~1600 (.is limn cu much 
cu a. CD3J) and geIIi,.. lame. 10 ru" can try eoen 
G protfrtUllmCr'. patience. The Bela. Mela-CD .. 
only II'IOI"6iraoUy JnOI"f! aperuiDe Ihon Cms, but it'. 
}out lBbIt, .... PMV ~ u ........ lbk and ,II. 
ooerprVNtd IGIM. are De", few and far bdwft ... AI­
a. 1N%IIeJlB'Glion ","em, 8DO .. widely,iudled '0 
be OVf!rprleed and underpowered, while Marl' • 
.lGlfUll'diU lac". a CD-ROM unll and .o/fuxu'e 
.upporl- tlapUc beillllaunehed loB year, .is mo"' .... loUr lhere'. nul only one decent IGIM for 
UI 
8. Around a IAou.ond per HCOM ... G reCNOnabk 
e"'mate. 4._. 
6. The Commodore I~r ./WUld reoulU"e 
lamfl Moelope,* about a continued marul for 
their lama and increa. .o{tware .upporl eN a 
_ull. 
6. SoIMu1l6 .. ".. """Urely, eN (or MIUI4fIin.I 
Director, wlw "now.' 
7. Commodore will Moelop a computer [1m, ftI 
llud 11m CGA form lhe lHNN 01 aloma ckHlop­
menl.,..tens for the low cod computer and comok 
llarUu&t., pro6a.bly Iowa.rd 1M eM oflle%l year. 
Remember, c:Noelopi1l6" lood IGIM tGlu. owr a 
year M nuAinIr out the It.anfware Ioo.aon help. ......... 
8. No Nf!W. eN yd. 

I HUBBA DUBBA COVER DISC! I 
DearG ...... 
Conaratulationll on iNue 2 - the cover CD .... 88 
..... bloody brilllantll will doIIDitely be buying 
CGIUIOII Fodder and BalUIt« wheD. they are 
"'I ........ 

The marJdq ~tem. ia better now with the per-­
centap acorN, but could you poeeibly add luta· 
billty to your marldna boIee, becaUM a .... e IJ.ke 
JlkrocMm ia et:wmin.a at tint, but once the thrill 
of the eraphica wean oft ii'. juat • crap moot­
'em_up that I won't go back to playing, unleee I 
want to HOW off the graphica to one of my mates. 

When will the CDX apanaiOD be completed? I 
uk becau.e I want to be able to play &lUible 
Soccer and NOT have to cha.na'e all the namell of 
my B.anpn team every time I play it. 

Ia the FMV u.oJ.t worth 1200? I MW a PhillI~ 
CUi in VJraln., playina Slar Tn" VI and it looked 
......ma. althoueh I've""'" that tho quality ..,. 
be poor when the OD-eoreen action heat. up. :I. 
thi8 true, becaue it doeen't on the CDi? Ifl b\q 
an FMV for my CDS2 will claMice lib TermUuJtor 
1 and J, JJo:p 1" The Hood and Alh,.,. be re1eued? 
When will J'MV pmell appear? And doe. the intro 
for.lama POM n double up .. a full cartoon., 
with no flicker or tu.zineM with the video 
adapter? 

On. the demo of Cannon Fodder on 1ut month'. 
diak, I tried to aee ill oould eave my po8itlon on 
nn.iOD 2, 110 I allowed all my men to be kill~ 
then tried to load the .. ved pme and it worked., 
even after I had reeet the CDS2. However, when I 
reNt my CDS! to check for my CCllUWn Foddu 
..ved pme in the ROM, all my DilP'* and D­
Gelleralion .. ved pmM (plu my 110,000,000 
eoore at Partyland on Pinball Fcmlcu~.) had been 
wiped out! I wu illJ 

Will Cannon Fodder be another .am.e which 
will u.e the floppy dUo when the eIpanaiOD comell 
out? Why oh why didntt they u.ee a paNWord ~ 
..... ? 

Thanb for a areat 1Il&f(. I look forward to read­
ina' your wUdom·full anawers to my DlO8lU and ...,..,... 
JIM BAYNE, Glueo_ 
P.8. The tipe 8eCtiOD ia peat - keep theDl co~ 
P .P.S. Why u there a commentator on tracb 10,12 
and 19 of &,..ible Soccer when you play it on a 

CD32 GAMER PAGE 74 AUGUST 1994 



normal CD player. yet thia voice iaI not included bl 
the ...... f 

Glod you etVoYed tile CD, ./im. It cerlolnly eetJM 10 
_p"-populGr, andI_admUPoop"',ed 
Banabee ralMr CJ lDl ~_lf. A. to lite Cannon 
Fodder .. JIIO, well, yov. ~ IllItat G {aI1 
_k -u.".,... and_ II ... ..."OOBS 
U>ipe aU"..., &Ullnfo _. 80,.,., about tJud, 
but, 01 II .. .... It of apJ>OGrln6 ......-1MtU; did 
you really 'IIHd to MOe tIM IGItN when if IDGII only 
G (relotioely) .molltkmo' No, ,~. flO aeuu, "uI 
tAu CD demo b....me.. g IN!W to 011 of.,., .a beor 
IDUA lUI GIId~. to GIN and all. T1M ,., D­
Generado ........ _Uioft _ lHlparfieulGrl,_ 
".....",1 

TM SX _ """" ~ fOr CDU k alwayo 
~ (or releoH IM:d JJIOIII", bill tlW tiMe IDI! t/alM 
It ..u,,1tl oetuoU, appear and ,..". to _ "full 
....-__ • Ao fOr VIdeoCD......n... ,here" 
diller "" dJ".TYftCe or" olqltl ~ fOr CDU 
ooer CDI. Aa for tIN ~. tIM itftOlery ,. pnB'­
oily .1aGrper t/um VHS. Oa ~ TV. occMioJUJl .Uk,... calkd 'arlIfoc,., do appear. G certolA 
tu=-~_ ........... ~ b"'IHI"",,~ 
Iol fonrt.aI u.pTODe'~ in e~ an COMfont­
'" Imp~ 1M quality. Ao fOr ,Ito tu-,.,.. ....... apJ>OGrln6, Boll,..,... __ ~ Oft /olUd-

...... --J0utifr/A6 It. Wltlt..-ral VIdeoCIJ.<ml, 
P'-" duo fOr ,Ito eM oflM,.", p_'"..,.. 
Intp~ ond we'U bep you updGUd Oft IIeID 

0IUI01UIee~. 

I STAND OUT FROM THE TRASH I 
DearG.uma, 
I could 10 OD for &fell .bout how IJOOCl your map. 
JdDe ia, but from the leUen pace in iMue 2, 11'. 
obvio1lll that w. ~ been done. 80 here' •• 
bod poillL YOUR MAGAZINE HAS NO SPINEl 
How will I ~AlnGA CD82 G.umt from all 
the truh. I have in m.y bookcue when I ftnally lay 
___ 10 (temporarily) not? It may ..... 

liquidlY bUbby more to produce, but at U.B9 an 
laue with an army of readere, I think we deNrve 
IIOme back-bone to ow .... 
Youn.tandlq uP"'richtly, 
PAUL PLANT, Gwynedd. 

II!! publUller roliabl, (and qWIc olok"",) 
110,.,...... .... oflM _itGnI .... oflflWo6 ,Ito 
~."iae, but GN'IU"ed lIN 'Iaala deal eould 
be IDOI"IIad out bcued Oft 0 pay deereue Oft "" ptJrl. 
I ,m..-1uuIU:t come up wUh 0 ~ IIaaI'. 
c/Naper aU .......d, P","- CIa ... 1t aU ,Ito _Ia lItkr­
inI:1OfI.1" boobAelf GIDG:1I eo.t 10 me' 0 ~11«. It'. 0 

cul-1AroaI world ofpubU.hinl, wUh es'IeCutioe 

_lIM'Ia"IHI"""-~""""""'" _. 80,.,."..', """'/llt, ""',......., lllGAufodurin/I 
coeU will be cf.e6oIed WMla 0111" reode,..1lip Iuu 
&em oceuralel:t ~ ( .. que~). 
w .... _ fro ... "..-rl, to _M, and"..... 68 
10 84 PGIU qJdk quicAl:t, ." WM AIIOIft w~. in 
lito pipe""". W.ll, __ don, b ... ru IHIIM loot 
to_._apart".....,.... 

PC TEMPTATION 
Dear CD82 G.uma, 
PInt of all, I conantulate you on a rather nice 
JDaCUIne, and Commodore for • raSher nice con· 
eole. I have two point. which I would lib to 
make. Lui _, I bod the -" toriulle to pla,y 
X-Wu.. onlD\Ybrother. PC. I fell in love with the 
.-me and thia conviDoed me that SNES'. were 
outdated and ~ crap. I waa, of coone, 
Jmmediaiely tempted to obtain a PC until a friend 
Introdaoed me to Am.iCa and the CD32. Althoqh 
eome of the eam.- on un. oo.D.MJle are out.iaD.d­
ina, I wu diaappointed to cU.cover that X·Wing 
,.... not available for it. Are there any plaJul for 
Lacuart:. to port over the pme to CDS21 

Secondly, the CD32,.... DI3' ftni introduction 
toAmlp- allbouch I owned. CM......, yean 

back - and 110 I can't wait to .et hold of all the 
lovely lIOftware already written for conventional. 
Aml8u. When will the keyboard and cIloe drive be 
aval..lable for it? How much will it coat? And will it 
be compatible with MOOIABOO ooftwaro or j .... 
A.UOO1 

Thank you very much for an excellent .... • 
due and I hope )"Ou flnd it in 70ur heart. to print 
thho leiter. 
BOWARD PIIILLIP8, J ...... y. 

N ... ,/aal Virgin _Ifol ,Ito rl/Iltlo to dloIrlb...u., 
LucoaArA I/ome. Aere ,Aere'. o.moll chonce X­
WiIlc'o _~ TIE FIChter, mlt/Itl IHI.,.,...rted. 
PD'tOJUJlly I 'AiM boIA,tuna IN1'e ratAer over­
Ia:wed - owrl, dJffI<>ulland wItIa doled _Ioko In 
"" opiaiolt. For reol dole-of-'M-arl SF bz.0.tfa6 
Inferno k about to wi ,Ito PC world Glqltl...,." 110 
earl, 1995, ,Ito CDU i0oi 

PIRATES AHOY? 
DearG.uma, 
When I declded upon b~ the CDS2, one of the 
DLIIjor feature. I ..... loold.DC for .... u. more lliable 
eam.e. market, i.e. a m..achJ.ne that would be 
UJlpiraiable. Now, Pm Dot ,oiDa to moan about 
the prj ... beiIlc j ...... hIch (plaeeo IJb ECU do 
well cheap quality pm.eII), but I am.oiDc to moan 
about ptrac,.. 

I..,.. rather diaturbed to IIee compaulee 1eav· 
ina the pmee market for the A.I5OO before, due to 
piracy, and I thoapi thai the CD32 would have 
an annver to thk. However, whilai IIOme people 
think that piracy of en. may develop in the 
future with CD-RAM, ii'. really already a problem. 

YM, prognunmen were perha~ a liWe naive 
to believe that they could.1IpoOl off CD pm.8II 
wiihou.t one heina copied. They thoapt.) • CD .. 
uncopiable, twl-eiop and b) no one w:ill1lJ)eDd 
time ~ 800 dIob with. CD pme. With thho ill 
mind, they've put no proiectfon OD co. other than 
the plal1:lc box. And here Ue. the problem. 

CD ...... ee are 1101 unoopiable. There u a oom­
puter called the Al200 (remember that?) wbleb 
can be liDked to • CD81 and bey pre&to - copy, 
copy copy! Waltl you ..".. What about the CD 
.aundtncb?80 what? Pirate. don't eare. The7're 
Pttina' .hatever they want for free - eo what If 
there'. no mmel But wait &pin. What about 
thoee 800 floppy d.i8ce? Wen. Mr. Proerammer, if 
you'd boibered to produce a pm.e that actually 
filled 800 .u- the .. the plraiea mIcbt be 
.tumped. Bui all thOM AGA enh-nced CD .... ee 
are little more t.han AUOO pm"., that are euy to 
port. Even the common SOicon Graphic.lntro can 
be performed on a baaic A1200.l've Ite8D nearly 
every CD relea88 ~ around the claMroom on 
horrid !loppy dl-. 

ThU .. not really. plea for protection, it' •• 
plea for decent, woribwhUe CDS2 pmee. There'. 
the AKIKO t.hinc' - aMI it, for God'. ukeJ There'. 
800 __ of CD oIorap - don't IIllIi with uoel_ 
~ or (even wone) JlOthiDc'. Even 
Llberation iIJ j1Ui an AUOO eam.e with • bit of 
lIOand -I wu hortifled to IIee the.ame pme run· 
mnc on an Al.2OO (or anyihi.na with IJ5mep), 
minu. the lIGand and CD mu.tc. The maaelve.wo 
leveb only take up. few otth.e Ills Coppiee it 
come. on, that'a about • hundredth of the CD lito .... 
.. e ~ uaedI So far, I don't 1Iee. marIuti for the 
Al.2OO CD drivee: A1200 0WJl8I'I have IlCCBa to ille­
pl veniO:M of CD .... that will run on their 
qatem. without CD drive. for free! 

Lei'.ldclr: out the ..... e. that can run on AlIOOe 
and demand pmee that NEED 800me,p, ABIKO, 
CD 1tOUDd, FMV, even- Lei'aeee !lOme REAL CDS2 
pmeoI 
STEPHEN PASSEY, Kent. 

Pm ofrajd ,.,.. .... juII_ ..... Ia"" '/ae .. Itok pi<>-
...... SUp""" and"..., ....... of'I....,.....,.._ 
btued 0" rwUlI:t. TAe NGMII 'M CD!l2 U ProDinI 
.ucA opopulGr maclWM U ~ Uw,ama are 
elteap, GIld 'Au u mabdy lH!eaue 1M"'. G JIeGP' 

i~le qlUUlfUy of AndgG game. 'Iaal COIl be 
.1aeGp1, pon.d ooer. _ I d<m'l _, '1aaI"..., 
.. /aool "POP"""",, b> CD "-1tInif _r Itut., 
'"., ..... ld appear to IHI ".,.."...._,_14. II 
CDU,taIa Gl'e'jut A.UOO,tIMM wUA u.tro. and 
.......ura.r.., and 0f>P1/nIf __ .... AUtIO .. Iokla 
...,.,... _ ,,....,....,.,..., .. 1aaI1M ItoU .... ,,,., 
0f>P1/nIf ,Ito 'Ialn/Io fOrI W/a, ...... ~ ",., juII p"':t­
bag 'IN A1MKJ ,omaIi. tAere a: cion ofmentoll:t 
rdt:Jnkd AUOO u.er. in:1OlII".cltool WM are bd,.. 
duped b> pirateo MI, """7{inoU, kn _Id ,,,.... 
,MlMelve.' To •• Ied ,Iaal colflJ'Ol'la .up~ 
,/ae CDU dewnIe to IHI ripped off b> pi ....... "........ ,,,., .... - fIlUnII-,." equall, fool­
uA.lIh1M. ~~ (or 0 lIeID maclalnelo 
IHI".. fulfllUnllll'o poknt/ol - ",.,.,.. ..,.. .. '1 .... , 
8DO or JtqIUII',omft carowad 'Iaal.crakh ,IN .ur­
face of'1wee maehme.-~p~ 
lIftd tkDelop'tIMnJ ~ 10 esplore wlIot'. poaible. 
A d«!en.l A.lJOO lame 1Gh. ltICI:tbe Iloo :tetJn 10 
.pp and p"",- for ... , 01 __ /I p"""",~ 
Now if 0 CD U 600 1M', ond:lOU' wonder,OIIN 
will loIN lIoo,eon per lIDo 'tIM, 10 write, :10"'" 
"""" to....lt about 600 yeGN. Gel ,Ito polnIr Nor AI 
,Ito ............ p~ ..,..juoIlinMrinII wltla 
,Ito ...... Iaine, addJnIf inInM and .......ura.r.., 
espe~ wUh IWW cJUp. de., "111 .flM JnGro 

Itd .... yo b_lf_ will Imp""", GO p~ 
eo,.. .. 'M NIIH m,."""""", 'M CDn. 
Comp/olAlnif about 1M priee olCDn .."."..,. " 
ItuUcr'OfU - W. iAcredlbl:t cAeap compored 10 'IN 
,ama era"nl+ for leclmkall, Va(erl.or ond oat­
doled machinft .ucla IN 'M SNBS ond Jie,.cD. 
And 11'0 pale"'" .lai/dlo1o to eomplobo _ 
Uberation u cwallable em lower tp'Od.e moehinft. 
So wIuIl1 IIwcu II1rilUIi .pecifleoll:t for CDn, ond 
1b1aJ61a quality ......... ,TtalIt..- ...... to down 
pori U 10 oI1ser AmVaa, .0 Ihal fruu could espert. 
ence NIIN! of'lN ,tlllWplo:t U1iIIaoutluuJi7tIlo 
uplfrGde. TM polnI io, 1M CDn " b> for 1M oope­
rior DC!',..ion, and it Ao. ~ a lot of CQINIe"'" 
SimJkri" ,here " ."""'" fOr ,Ito CDUOO.u.. 
drive, Mihal AHOO oumen can mp buyu., lIN 
MOIl:t aeelk1ll lama ovollobk (or 'Iaal macAW 
wAUd dill dJppi.,.. Into 'Ae CD82 InCI1'ht WMllIhe 
~,Gmft .Iarllo ~ or lJUI.:tbejud 10 
buy ''Il"'0l old 6ame lIM Benooth A 8_ 8ky 
wltlaout IuwinIf 10 dJolt ....... """",,,,"",. And, 
.... ,IH!, to.~ 1M Imp..-_Ioko and CD 
.......ura.1t of""'Ia""";" and .,.,.....aIioIo._ 

The CDn Iuu 0 prdl:!,ood Mad darl owr ,IN 
.... of'Ito ..... __ """"""'" wltla .. ,..". 
and /krH', oupPOrliw klfi<m of,..... ........ ,TtaI 
AnU,o lama ckwlopua are .ome of'Ae baI in ,Ite 
world. It'. not N bad to Acwe Io.u and play a /ftIJ, 
tuJeaM:d ckN.tc. wltllri walIi.nIl for 'lY JJftD WCIf1e, 

" ill Pd .... Ginl, prefer '0 ploy .. ,.. of decent, old 
,ame.lJumjud kw Cybermorphfor m, "01/, or 
Crub N HurD for ".,. SDO. WUh .lICh 0 Mod .torl 

Oft 1M .,.",.".ti&n. it'll IHI ''Il"'0l0- 'I" ~ 
.poUt pirale. pollute 'M cnn I/IUItft 1fI(U'1Id ... 
'M:! Moe ","lI. erJD':1 preuWlu hni6a moclalne. 

TIoaI'olM WII Ifftp"...,opw..... and qrur/a .. 
«HnbtIf (d<m'l ,.,." .. to fUlllo"..., __ -
".,. oubocriplWno ..,.. up fOrpvboJ) "" 

CD82 G.umt Leiien, p ....... Pab~ 
Durham Bo ..... 124 Old Chrioiehurch Road, 

Bournemoutb, Donei BBllNF 
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Get a 

• zssues 
Please Send me 0 issue 1(£4.54)" 0 issue 2 (£5.54)" 

Nome ......... ... Signature .................... . 

Address ....... , .................. , .. , .......................... , ................................. , ...... . 

Postcode" ....... , ....... ,.,""', ..... ,Phone number .. , .. ,"""""', .......... , .......... . 

Method of payment pJease indicate your choice 
o CHEQUE 1 POSTAL ORDER 
Please make payable to Paragon Publishing Ltd 
o CREDIT CARD .................... Expiry date-"_I_ 
Cord number 1 1 1 ___ _ 
Please return this coupon or a photocopy of It (together with your cheque I 
PO If applicable made payable to Paragon Publishing Ltd) in on envelope 
addressed to: AMIGA CD32 BACK ISSUES, Paragon Publishing Ltd, FREEPOST 
(BH 1255). BOURNEMOUTH. BH1 1BR. It won't cost you a penny in 
stomps if posted in the UK. Alternatively, call our credit cord 
hotline on 0202 299900 or fox us with your details on 0202 299955. 

"Prices note pricees include cover CDs & 5Sp pocking & posting. 



Form 
Yes! I want to save 25% on newsstand prices ... that's why I'm 
taking out a subsc ription ta Britain 's best CD32-specific 
magazine. Please send me the following: 

..... 1 • SIX-ISSUE SUBSCRIPTION TO AMIGA CD32 GAMER 0 
Please indicate whether the subsc ription is for the UK. 
Europe or elsewhere in the World . 
o UK £22 0 Europe £28 0 World £38 
OT ake out a subscription for six months to save 25% on 
newsstand prices . 

....... 12-ISSUE SUBSCRIPTION TO AMIGA CD32 GAMER iii 
Please indicate whether the subscription is for the UK. 
Europe or elsewhere in the World . 
o UK £45 0 Europe £50 0 World £60 
@IT ake aut a subscription for twelve months to save 25% on 
news-stand prices. Monthly retail price of AMIGA CD32 GAMER 
is £4.99. 

YOUR DErAILS 
I would like the subscription to start from issue number ........ 

If you are either taking out a subscription for yourself or 
giving a subsc ription to AMIGA CD32 GAMER as a gift . please 
fill in your details below : 

Name ...................................................... Signature ............... ........ . 

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

Postcode. ............... ......... Phone number .. . 

Method of payment please indicate your choice 

o CHEQUE I POSTAL ORDER 
Please make payable to Paragon Publishing Ltd 

o CREDIT CARD ..... Expiry date.-l.-l_ 

Card number ___ -1I ___ -1I ___ -'I _ __ _ 

If you are giving a subscription to AMIGA CD32 GAMER as a 
gift to someone. p lease fill in the lucky recipient·s details 
below : 

Name ......................... ........... Signature ..................................... .. 

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

Postcode .............................. Phone number ................. .. .. ......... . 

Please return this coupon or a photocopy of it (together 
with your c heque I PO if applicable made payable to 
Paragon Publishing Ltd) In an envelope to the following 

address: AMIGA CD32 SUBS. Paragon Publishing Ltd . 
FREEPOST (BH 1255). BOURNEMOUTH. BH 1 1 BR. 

It won't cost you a penny in stamps if posted in the UK. 
Alternatively. ca ll our c redit c ard hotline on 0202 299900 or 

fax us with your 
details on 0202 299955. 



, 

furu,·tions, "hil t' ,",anll' pl a~ a" a \\ holt' i~ 
original and (·nh-' I·ta ining. 
PIWS( OHE S9( I I J:.,;:-;l I 11 

CD32 GAMER PAGE 78 AUGUST 1994 



CD32 GAMER PAGE 79 AUGUST 1994 



CD32 GAMER PAGE 80 AUGUST 1994 



lite 2- • 

a 
a r 2 

sale june 23 





WHAT machine is keeping pace 

with technology and yet has an established, 

vast and rapidly-expanding user base? 

Only one ... the PC 

250,000 CD-ROM drives 

are now in use in the 

home. A quarter of a 

million users with more 

spending power than any 

other sector of the 

domestic computer 

market. CD-ROM User is 

committed to support 

this exciting expanding 

format. 

Putting 
It all 
together 
BUYing an MPCl We 
tell you what to look for 
PLUS 
• T!te delinltlwo ,.,Ide 
:' I":,,,n, your own MPC 

_ buye ... ,.,Ide 
to CD-ROM software 

While all other magazines try to embrace an entire 

multimedia explosion, CD-ROM User is PC only. 

The reality of multimedia. 




