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PROGRAMMING: Darrell Spice, Jr.
MUSIC: Michael Haas, John Payson, Darrell Spice, Jr.
MELDDY BOARD DESIGN AND DPC+ DRIVER: Fred Quimby
STELLA EMULATION: Stephen Anthony
GAME GRAPHICS: Nathan Strum

ADDITIONAL GRAPHICS: David Vazquez

GAME DESIGN: Darrell Spice, Jr., Nathan Strum, David Vazquez
ADDITIONAL PROGRAMMING: Thomas Jentzsch, Mark Ball, Jeff Johnson,
Fred Quimby, John Payson, Chris Walton
LABEL AND MANUAL ARTWORK: David Exton
MANUAL WRITTEN BY: Mathan Strum
PLAY-TESTING: Keith Golon, Michael Haas, Duane Alan Hahn, Jeff Johnson,
Christian Keilback, lvan Machado, Zach Matley, Roland Pater,
Alan W. Smith, Darrell Spice, Jr., Nathan Strum,
Grant Thienemann, David Vazquez
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