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want to do first. Aim to avoid
having to visit the same place
twice. Get the football first —
though don't attempt to use it until
later in the game. Take the
Chateau Blanc fo Germany and
make your first sale, Once you

et to Germany you can kill two
girdswilhonnﬂonukasyoumn
also pick up the tools you will
need o mend the Austrian Ski lift.

DONTBE
GREEDY

Don't go crazy trying fo get extra
lives. Some of them are placed in
deliberately tough places to
tempt you to try and get them.
You will end up losing more lives
inthe process.

THE CHEAT

As you would exped from o
game cbout a furry little villain
Auf Wiedersehen Monty has a
cheat made.

Not quite as easy as the Monty
onthe Run cheat though. This one
requires a bit mare care — so
follow these i i refully.

You have to type Monty in the
bottom right hand corner of the
screen so that the ‘y’ in Monty is
rightin the corner.

The best way to do this is to
typeitin haracter fo the left

Monty makes a drunken leap after quaffing the Spanish vinc.

Toulouse Lautrec patrols the platforms of Paris.

of the margin. Now back space
using the cursor and insert a
space. This will butt the Monty up
1o the corner.

Return the cursor fo its correct
posifion ot the fop of the screen
and then load as normal. This will
give you several lives.

FLIGHT FRIGHTS

The flight part of the game was
designed as a diversion from the
plurgarms. Many Monty fans just
can't wait to get back to the
platforms. Ifyou are one of these
then the way fo do is just keep
your place in the botiom left hand
corrner of the screen. This way
you cannot have your fail nibbled
ond risk losing alife.

SHORTS
Hooks can be used for walking
upside down along cerfain fricky
screens.
Plonk makes you tipsy and
lose control of your Monty.
Montos takes alot of money to
buy — make sure you have lots
before attempfing fo do so.
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Getan
eyeful of the
Eiffel Tower in
Paris— but
avoid Toulouse
Lavtrec like the
plague.

Youneed

two airline
tickets fo take
Fight. Even from
Yugeslavia.

HONEY : 1544

FMONEY :

Spain is full of vino. Stick o water.
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A Outside thecastls, hop, skip and jump over the
?uﬂm but kesp goodtiming 16-avoid swoapmg bats
or tha scroll.

mancsuvra from tft laf
only.

%é;g,?ﬁfé&’

71: “

A Bockinsida the astld use rhg pedgs’als romrd
baing pabbed. A

A As you venture through the forést, jump on the
bump:mgeﬁpml the warm.

For yourlml umgnmsnf Teap lbagramgaps ofthe’
costls wollto collect fhe Jus{mgmdreﬂtfor vaphrey 5 -
magic pation, W

W. More hop, skip and umping fo collect the frog




Here ore the main tips for

Cyborg, mostly short observa-
tions, but then the game is
surprisingly short:

Firstly, o hardware tip: if
possible have o joystick in either

port. This is because, when -

Eﬁugged into port 1, the fire
utton adsas the F1 key, whichis
infinitely more useful than a

Kou apon q'ulc by, arld
ave onlyiha It simpl

positioning is slightly. out. You
should try to face the desired
objed so that it lies in a vertical
line betwe ur head and

press Fl {fire}, <|’1cmgs joystic]
ports, ‘and resturl, wudy for
action. |

sheuHer—ynu)"lf et the hang of
it eventually. ‘When opening
doors, yous ould beexummmg
the small box-lik fftoone

I you are havir
opening doors: ung gonerqlly

exuminirig lhings 1hun your

side of the door {samaﬂmes_
obscured if the door is in the
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LEVEL 2R
CODE: 1967

passage).

When accessing terminals,
enter ‘DIR" to discover what
programs the terminal contains,
then enter the programs’ names
to run them. Enter ‘EXIT  toleave
the terminal access mode.

If, for any reason, you need to
clear a corridor of robots, nip into
the nearest doorway and back
out again — hey presicl — no

robofs.
NEVER let your shield deplete
to 00 — it does nof regenerate

when completely gone. The

simplest way to avoid this is to
dodge into rooms off the main
d wail; your armour

passc
will replenishitself ai 2 points per
second when in ‘live’ mode {i.e.
not on the Control Panel). An
altogether quicker and more
convenient methodis to waitin the
doorways conneding passages
‘in and out’ of the screen {ie.

LEVEL 2B

SA x5

‘standin
‘and will undoubtedly attract o

vertically on the map). This can
only be done, however, when the
Cyborg has just entered o door
on the lower side of the corridor,
50 ifyou wishto rest awhile when
passing through the other way,
move quickly through and back
again. You should find yourself
under the doorway,

fair number of droids; don't
worry about them — they can’t
damage you while you're there,
but if you wish to enter the
corridor they re in, justfollow the
above technique for clearing a

corridor of droids. e

- The only weapon you can

depend upon being able fo get, is
rh?‘lausar rifle n‘r‘?lml 1. The
program reserves the right to
scatter the game liberclly with
other weaponry, but you
shouldn’t actually need nrzn ing
more than therifle, as you'll only

CODE: 1967 Ir
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LEVEL 3R
CODE: 3971
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'
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need to shoot robots in rooms you
have fo be in. Don't go blaster-
happy in the corriders, it's a quick
route fo ‘operator ferminated’,
While 1'm on the subject of
gettingshotin corridors, the best
adbvice for avoiding said adivity,
is to run constantly in one
direction, moving up and down
alternately (in time with. your
footsteps seems to work quite
well). This prevents the robots
getting a fix on you, ond
subsequem!{blwingyourhaud
off. Naturally, ayoid running into

T x'2 PP
SA

LEVEL 3B
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ihis:is dona when the ;Jluyer
stands .on one of the sorcery
glyphs scattered throughout the - -
rooms and presses thefire bution.
Certain spells are only active
* ‘occasionally ‘and all are only
modauvu'tubluwlnn!bapl :
has enough runes n his or

-everything in i adually: rn'-lde mm- Tur i
1 is rather Bl||)' a5 spell select the appropriate
~ sereen for that spell and press the .
- fire button. The slpell will
‘automatically replace the
t previousspellinits category.
" Perhaps the most important
zpu of spall is POWER, When .
e playeris morfal ie. hasonly
h’ﬁ;le& t. an additional life can
af ing a ;
b e
‘Mortal’}.

_ Always keep at lease 4 runes
spare for firing up a new power
pell but also you should get the -

you canhave anything up
mmdstc&othlsfask Noi

o iamﬂf?ﬁhmr

n level u hardly ever

over 16 secz:rh and,fhu Img: :

areshuffled more out of order. If
" an‘M‘isslotted atthefarleftand
£ nr'N’mihefarrigMyuu‘whod i

i ;

Wﬂautlfl'y;hmugoon‘;aotltslh

tothe game. Once the pl ;
hasmw‘d‘llnsmpod,ﬁm:ay:!rl :
important runes can be
confidently collected
%
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Remember that this is an

What bwher way to hel ‘you maﬂer atop dass fllght sim

i fron‘l cmprossihun utthe company’s ex USAF pilotin the  electronic buﬂ'uﬁeld..peoplc will
£ Wi il Sfculuyrogmbﬁse controls ofthe - be listening for they‘re
& looking for you; they're.

tracking you on fadar. So you -
S - think about things that cavse
Yo recognise ~them to look listen or track, OK?
lhﬁrG!JN.SHI?isus ulation. gorushmgmhihs "‘Mu:[ansu‘knauislghi’sanslng' §
OnG recognise that. yuﬂuyof notkn owlngw < device. If you can use terrain .
s:muluhon means you. Qnm: use . you're facing, d'yaithink you're. - masking — hide behind aridge
: ¢ na be in trouble? You're —youhaveanadvanfage. IFyou:
recognise whot the' s are gonna getyourbacksidekicked!  can use ground ¢lutter — rees,
that would work inreat life, = . need Jinformation. scrub bush, poles, fences to

per nnd inflictas much domdgn ossible.on
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l‘}gSIOH: Tactical Strake

6-2 IMIELLIGENMCE BRIEFIMG:

Harsaw Pact forces are expected to
- have inexperienced troops with
ghbsolete equipment 1n this area., They
carry SA-7 short range IR missiles for
Protection.

Eneny local air defenses include
SA-8 and SA-9 missiles, 2Z250U-23-4

ank:;, and S-68 S57me guns with search

neny Mi-24 Hind helicopters ARE
ved to be operating in this area.

ie
verall, G-2 g-y yecgts this mission’s
ffienity to be High

Wild Bill’s briefing looks honetoo good. Pactinfantry is rnrr)m‘vg v
5A-7 shoulder launched infra red missiles. Air defences include SA-B and. Idlspnrls;‘rludurr ugnﬂh, )"i“":;
SAP mislesias wellds the drécded ZSU-23:4. Asifthat weren tencugh, (935 B 10 be. nafice
Hind helicopters are apsratir Hmrbeansa4 0 diffi “xnof - Remember, ferrain masking,
e e | 'g?:e“ifc:a:ﬁlrﬂng YOu can use is

speed — speed causes youto be
picked up more easily on radar. |

Thefirst thing "'; Bill does is fo survey “you g oﬁfahava - Radarb 5 d‘“““' thin, !*'F"F"‘
thatinformation®: " “The primary farget— PheM Slghfvis at 5:10. Then slowmoving — it could be dbird,
61 9:10 where we sy,:pomhe feiandlies you can see seven rnrgefs a cdr or whatever, so you gatta -

mfonl‘ry arrbqwoﬁdrhreemnk:’ ¥ g * waich your speed. ;
& T 12 You must be o stable plqh‘orm

for finng weapons systems.
otta laarn ta bring this thing
lo ahavver quickly. If you runin
there blastin’ and shootin’ you're
gonna be on the botiom all by
yourself. And it comes back fo .
thatinformation. You gottafinda
way to identify where enemy
targets are, how many there are,
where are.
+ Remem| rfhmmlhynurTAD
system,. its ronge depends on
_your.altifude. At the same time;
the range atwhich the enemy can
see you depends on your altitude
— so there's d trade off. Find o




way to'gel gn area and, befors
you.goin, fake a-peek dnd get
back down.’ See what radar
s:gnuls you pick up, see who
ﬁmd‘ your TADS, then get

cnywhere, o'l ‘|l get shot down.
Helicopters can't do fhat, you've
- gotio reconnoifre the orea. -

So you have to hide well, you :
“hove to reconnoitre well. You

‘hove to be able to take the

helicoptér, move it but of danger

ond ‘come t0.a" hovver. quickly.
You've gotta know how touse the
terrain. to your best advantage,
and you've gotta know when o
putthe thing down and stop. You

need fo know how to usethe map-

well oryou'll getlost. Youneedto
know areas you've deared and
those you haven't. Where are
anemies fikely fo be? You gaita
think about where would be the
best place for. enemy. weapons
by

OK, letshiave ashotat it. We'll
take Western. Europe, . I'll
prui:ubly get my backside shot

down, there are timés whén
tdon/tmake it buhfyw mada it

time then it wouldn’tbea

simulation would it

AIM-9L Sidawinner missilerips

own Don't rush into :

5:10, suppomngfnandly

even:

- How to deal wn!h anl- 24 Hind hiicopter the. Wild Bill Steclsy
wo)' Ar20fset and hovvering ato distance of 1. 1Km, Mdjor Bill's
info the Hind's !usalagn Thanit’s dawn

CURRENT WEIGH
nm.rmm HEIGH

'Notice here that I vé urmed the ship occordmg the mission | hove

*-ta accomplish. | got rid of the Helffires fcos I don't need ‘em. 'mgonna.

use my 30mnicannor on the fanks, The Sidewinners -‘Uakemmaf:my

Hindsond I canpse the 2.75 rockets on
Remember, a‘on ttoke the standard load

Welve gm atadtical strike —
and | always write down what
1*ve got, whereitis, what kind of

weopons are: invalved. I'm

desfroying enemy AA guns at

13
at9: TO it's o day mission. Tﬁe
wiridis 2 knots from the West, the
temperature’s 58° sothat means
|'can carry lots of weaporis —the
cooler it'is, the more weapons |

Jwiththe no.rsrcmkecmrbehmdrharﬁn‘lan the lef”;

infanteyand: mrbase

can !uko on board.

Of course [ write™ down the =

password ' KNOCKOUT. — -
and gef the secret response which
is PUREBRED. Now what
weapons do they have? Wegotia

‘have that knowledge. Warsaw

Pact forces, ' inexperienced ¢
troops, they have SA7s, SABs -
and SA9s. ByFurrham’semho :

Z5U234 which is & four barrel - ¥

23mm cannon. There's also some.
Hinds in the area. Fighter Pilots  *
willspend 4-6 times the time they -
actualhy spené on dmission.

planning #, “cas you gotta know:

“where to run and wherec hide.
S0 now we gotfa do some
planning.

Qour firstfarget !sulS:lD—ﬁm'

-~ AAsight. There are 7 targefs at
-, 9:10 where we support the

“Friendlies. Some infantry targets,

: ‘one airbaseand thrée tanks. So

we need Z.75 rockets — that's !
importont ‘planning. We also-
need something 'to destroy-the

. tanks;, we could use curcannon.

Arm the ship based: on what
mission you have to accomplish;
The Hefrf'ms are po good so I'l

. ditchBm. _Don'n_o\-m & standard




WETo 1w S

Now t's turn of the Pact base. Bill's just about ready folet ‘em have it wrl‘h his 2.75 rockets, buthe’s gor.u

toad. We're gonna go for the
secondary target first, we're
jonna look at the map and seaif
there’s ways we can use ferrain
avoidance 1o get there. Recog-
fise also that we only saw main
s targefs as identified by our
~ Intelligence Officer, there willbe
many many other targets out
there. y
" QK, startengines, one lastlook
at the map, there's a big hillup
ahead, were goin’ for the tanks
first, thenthe infaniry, the airbase,
then we'll fly across country
behind that mountain ridge.
Remember_to use your NAY

cursor. There's an INS in here -

that'il tell you how 1o direct
yourself toward the target your
arter.

1 like 1o put the collective up fo
about 90 percent. | can't go too
high, or everybody and his

surprise coming up: He's way tocrhigh at over 200t ande
ot that threat detector, missiles comin’ of me from everywhere, now the question

mother'll see where |'m comin’
from. 50 feet, nose over; a little
ground effect, we gottatarget —
infontry. 1've armed the cannon,
we're.at 100 fest, ,6Km, gotteml
Oh, oh, we gotta Hind, collective
off, nose up a little, he's behind
that hill. I'm arming' up my
Sidewinder, he's right behind that
hill waiting for me. I'm keeping
an eye on him on the threat
detector, but |'ve just gotta wait
here and hovver; here he comes,
missile away... Gottim! Haha ha
you dirfbag!} hadda be patient
you see, we had/to wait. If I'da,
chargedinthere 'da beenblown
away. Now, back down behind
the hill — there's tanks ‘on the
other side of that hill.

Now 1'm gonna freezeit..1
think you oughta use the freeze
adequately 1o go back and do
somé more planning: Cn my

verybady and his mother has spotted him.*Justlook
is.can | gat myself outa this stoff*” - -

TADS I'va got indication of atank
on the other side of that hill: 1'm «

gonna’ swerve round the right ==
“side, arm up my 30mm cannon- -

whkhinhuonlt weapon I've got
against tanks,

ut |'mnotgonna

e

rushinthereor I'll getblasted. -~ |

80 foet, 100 knofs, stay o

hi , hopefull ut -
i e

before he knows what hit him,

Stand by one, here we go. There's .

two of 'emin-a row, and look at.

em all out there, fwo fanks, an -

infantry batialion and. th

girbase. Gotta stay low. IR |
missile launched at me, drép a =

flare, another incoming missile, -
that ane hit, nadamage. I'mfoo
high, I'm gettin’ down to 50 feet,
another missile, I'mtryin’ to stay.
low, get fostin the ground dutter,
1’ down 1o 10 feet, I'm gonna .
hide behind that hill over there.



OK, there's ped .iniarm'y up

ahead on thé'road. Arm up my
2.75 rocket, and fire. I'm'out in
the open here so | gotta stay low.
and. slow, hang on, Hind heli-

copter airborne, |'ve gotta gt

the Hind, nose over, there he is
right in front of me, theré's.a
 Sidewinder away on him. Nose
down, nose down, I'm way too
. high— 200 feet, Radar jammer,
. chattawey. :
You've gotta be ready to
abandonwhatyow're doin’ and
get down. | got a bit carried
away there, we had bad guys left
and right =~ ZSU234s, but | got
him befare he got locked ont me.

There's a lot of thinking geing on -

here. You gotta know what ind
of weapons can get you first.
| abandoned the airbase on the
|aft: The ZSU234 and the Hind
are the two toughest things to

what you're doin” arid get down .

@ :
Maijor Bill puts paid to an SA-8 onvhis

defand yourself against, if you

don't get thase your not gonna
makeithome... - :
Now I'm gonm: turn around
and go back for the air base.
There's an SA9, I'mgonna go'for
him, thaugh | hate to cos he's
pretty unimportant. OK, there's
the base, armup my 2.75 rockets.

There's one, hwo rockets away, -

wham! Now nose -down, get
back down ‘and there's the

" there.

tonavigatel 5

It losks like thie kind of valléy

\whera there could be quite alotof

anti. air power, so 1ll have to: -

make suré to stop and toke o

0od look around befare I goin. -

The. important.

and then head back for base,
don't go blastin’ othet: things.

'hin:g To L
‘remember s _to__g‘b-foq your,
primary and secondary targets -

secondary farget destroyed. Remember ‘fo 0se. adequate . |
‘Now I'm gonna pause again -planning ot alistages, lodogood
for ‘some more p i I'm  reconnai and to use |
gonnahead due West alongthe - terrain avoidance, ground dutter, -
Back ofthe mountain ridgeforthe  and speed, to hide yourself from . -
primary. target. There's some - the enemy. Finally, remember

roads. along there and 1'li
probably fol ﬁm thase. IFR we
call it which is a bit of d joke

 because it stands for Instrument

Flight Rules, butto pilots it means
| Follow Ronds —it’sagoad way.

way dawn to look for some cover. *You gotta be ready o abandon - 5

that GUNSHIP is a-simulation

and, like the raal thing you'll only
succeed if you plan your missiah;

“and think about what " youire!
- doing ateverystage. .

Goodluck.







