Shoot from the Hip Don’t Get Parancid Greed Is Good
Shoot everything in sight! You  Only worry about taking hits  Be greedy! Gatherup all the
can destroy almost all the within your sectionofthe  power-ups you can.In fact,
_background objects,and . screen. An enemy canonly  you can even steal a power-up
some will giveyoubonus  hurtyou whenthey firein ~ from another player while it's
-power-ups. The amount of your section. Beware of very  en route to their score areal

~ destruction you wreak is used  small enemies that hide in the ~ Weapon crates occasionally
. toaward points at the “End Of  distance. They're difficult to ~  drop to the ground. Shoot them

‘Wave'bonus rack-up. ~ seebut justas deadly. Take open, thenshoot the items
ks L - them out as soon as possible.  inside to obtain the contents.

':I'm 10 PLAY

REVOLUTION X

STORMS THE AR

Candid Camera OpenSesame BeaHero = .x
Cameras ineach stagetryto . ShootaCD atdoors, win-  Save the girls! Anytime you ad g
.~ “spot” you. If youdon't destroy  dows, and signs, and you may  see a trapped girl, freeing her ; m”;‘gm ey
~ them before they flashred, ~ be swept into another room or  is a sure way to earn many Mmdnﬂmx'

~ additional enemies will appear - down a corridor that leads to a '
 throughout that stage. fyou ~  secret area. G

destroy the cameras before T

hey spot you, you'll avoid

dditional enemies in that area.

- Quickly shoot’emoruseaCD | &

toblow.themawayl
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Description: The grunts of the
New Order Nation. Most teens
the New Order sends to its
reorientation camps emerge in
this form.

Hits to defeat: One bullet or
one GD

Peints: 1000

Hints: Easy to defeat, but be
careful — if you don't shoot

them, they'll overwhelmyou -

with their sheer numbers.

it them twice in the same ar
o deieat them more quu:kly

ﬂescrm ID!'I Armored and
loaded with firepower, the

Skate Troopers are the pride of

the New Order’s military
machine. They're dispatched

.whenever and wherever there’'s

a serious need for muscle.
Weapon: 15 mm cannon
(mounted on forearm)

Hits to defeat: Five bullets or
one CD

Points: 1000

Hints: When the Skate Trooper
blocks you with his shield, you
won't take damage from bul-
lets. To get a bonus power-up
out of him, wait until he turns
and hit him with a CD (timing
is crucial). He'll go down, and a
Shield power-up will pop out.

Df.scnptmn Tramed in the ways
of the ninja, these agile enemies
~have the ability to move quickly
and feap to and from mcre’drbie '

heights. Their full body suits
are made of a hlghly pmtectwe
lexan/spandex weave.

Weapon: Plasma thmvwng smh
Hits to defeat: Two bullets or

one CD
Points: 1000

Hints: Their suits bfeak down
in the spots that bullets hit, so

YellowJackets have a rank

_ equivalent to colonels. They _
~usually oversee operations for ;
~ the New Order. If provoked e

they'll attack

Weapnn PIasma enérgy b!aster

Hits to defeat: Elght bullets or

one CD

Points: 2000

Hints: Shoot them before'théy o

get mad and blast you. If
you're daring, you can shoot

the plasma-ene ulseto
g B4 . Points: 1000

garn 250 points. :

GAMEPRD o

Descriptmn Easily recogn:zed
by their yellow-and-black-
. striped jackets with tails, :he- 5

Description: Originally a nonvi-
olent people, the NON-Natives
were mistakenly exposed to the
New Order’s mind-control

- agent when they drank from a
~ river polluted by Evergreen
- Chemical. The New Order then

decided to train and use them
~ as guards for their clandestine
_ chemical operation.
-Weapon: Bamboo spear

~ Hits to defeat: One bullet or

oneCD

Hlm NON-Natives like to hqde
in bushes and trees. If you blow
up their hiding places, they’re

CD at them and miss, it still may
'send them ﬂyung :nto the air.

“forced into the open. If you fire a e

s scription: This is what hap-

_: : peﬁs when you take a hard-
;er_:ed rocker and try to convert
- himinto a managing Yellow-

- Jacket. Difficdilt to control, the
‘Berzerkers target the first
‘human they see. They will not

give up.

- Weapon: Axe guitar
Hits to defeat: Five bullets or
one CD

* Hints: Hope for a SuperGun
POWEr-Up SO you can mow 'em
down. You can shoot their Axes
out of the air in the middle of
a fight.
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Deseription: The EverDrones
tirelessly run the Evergreen
food-processing plant 24 hours
a day. They're busy putting -
chemicals in all our food.
Weapon: Concealed 9 mm UZI
Hits to defeat: One CD

Points: 1000

Hints: If you shoot them with
buflets, they'll pop up again and
again, angrier each time. How-
ever, if you can blast ’em into
the chemical tank on their back,
they’ll take off like a rocket, and
you'll earn 20,000 points.

Description: Used in the Kem-
miTech warehouse, these
machines lift crates and also
defend the area from intruders.
Weapon: Top- mounted 15mm
cannon

 Hitsto defeat: TwoCDs

Points: 2500

Hints: When a forklift attacks
head on, it's protected by the
lift apparatus. Shoot carefully
through the openings of this
mechanism and hit the lift’s
main body. When a forkiift car-
ries a crate, blow the crate open
and collect the power-ups -
before you destroy the forklift,



BTR Troop Transport
Shooting th:s big armored eight-
wheeled vehicle with bullets
and CDs isn't very effective.
The SuperGun, however, makes
short work of the armor. A Skull
Bomb takes care of everything
but the final missile-launch

door: Eind the Skull Bomb hiddenin Club X |

to use against this enemy.

-4 all its weapons. It's heavily
_armored, but there are ways

NON-Helicopter

You meet up with this boss in

a fight to the death at the very
end of the flying wave. The
easiest way to defeat it is to
take it apart piece by piece. You
must blow up the peripheral
pieces (guns, engines, wings,
and so on) before the center

pieces will go. Blow off the guns ﬁrst to make it

easier to defend against incoming missiles.
Brute force is the key here,

The Bug

The best way to defeat the
bug in the jungle is to fend it
off until you get to the rope
bridge. The only way the
bug can hurt you is by bit-
ing the screen. When it
bites, everybody takes
damage. If you're a good shot,

All you have to do is shoot

hit its head with a CD just as it's coming in for a bite,

which knocks its head back and saves everybody some
energy. Remember, you can still uncover hidden power-ups
in the stones on the way out. Once the bug is on the rope
bridge, simply shoot out the wooden posts with bullets or
CDs. The bug then plummets to ItS demise : ;

‘while hitting her with bullets "

Don't let the desk get you
down. To destroy it, take out

to defeat it at minimal cost.
The missile launchers only
take damage when they're
open, so don’t waste CDs on

. closed missile launchers unless you hear Steven Tyler say

“You're the man” within the last six seconds. To make that hap-
pen, shoot all your missiles at the launcher before the launcher
shoots you. Don’t forget to collect CDs from the ornamental
crates after they’re blown open.

v ]
BUS

When it’s standing still, the
bus is fairly easy to destroy.

each piece that flashes
white until it stops flashing.
Since the bus is always on
the move, however, you
have to use those handy speed-up,

. slow-down buttons. Use them to keep the bus on-screen whlle
- your buddy shoots it. Continue to pick up the CDs that fal[ from
the sky. The guns come off last.

Mistress Helga

You must blow Mistress Helga —"""'_I‘Eil'———_mmm:
into her throne. The only way 40 R U ﬂ":

to accomplish that is by get- o ﬁ‘?—m&‘;‘éﬁs&m
ting her in front of the first e 1 LG LIRS
stair that leads to the throne 3 : s
and hitting her with CDs. The '
CD attack knocks her back,

makes her do a cartwheel. If you beat her up too badly with ’
(CDs, though, she’ll jump off the screen and come back far-

ther from her throne. Also, Helga's bullets hurt everybndy

regardless of where she aims.

226

‘Once Helga is on her throne,

- she morphs into the less-than-
pleasant Mondor. Continually
blast the guns from Mondor’s
_hands and shoot his grenades
~out of the air while beating

hlm to a bloody pulp. The goal is to blow off
- Mondor’s head, which won't happen until his arms are
gone. His arms come off after his chest is fully open,

but the legs can be blown off any time.
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STEVEN TYLER
FREDD DM [ mme_o] FICO0 D (MM

Instrument; Rhythm guitar
Location: Far East

Trick: Once you're in the crate section, go
through Gate 1, choose right, and go
through Gate 3. Let the scroll take you for-
ward, then to the right past Gate 6. Contin-
ue to Gate 7. You'll find three boxes to the
right of Gate 7. Shoot the top box, and an
arrow sign drops down. Quickly shoot the
arrow to go right. Head down a long corri-
dor filled with oncoming forklifts. At the
end, Brad Whitford is lounging around,
playing a guitar in a forklift.

228

Instrument: Lead vocals,
harmonica

Location: Club X

Trick: Two swordfish are hang-
ing over a mirror on the back wall
inside the bar. Before you shoot
the mirror, make both swordfish
point down by hitting them with
CDs. Then break the mirror, and
the rest will be abvious.

JOEY Kramer

Instrument; Drums
Location: Middle East

Trick: Have you noticed that the noses on
the giant Sphinx statues in the background
are intact? To change that, shoot them
with a few CDs. Once you blow up a nose,
the mouth opens to reveal a gold CD. If
you retrieve gold CDs from the mouths of
the first three Sphinxes, you'll magically
stop at Joey.
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Instrument: Lead guitar

Location: Amazon jungle
Trick: Enter the elevator just past the
green skull inside Evergreen Chemical.

To get in, shoot the button on the wall

before the decision point comes up.

 Ride to the third floor. Whenthedoors

open, you'll find women glued fo the

~ back wall along with a circular opening .

covered by a grating. To find Joe, blow

 off both halves of the grating with CDs.

Tom HamiLToN.

Instrument: Eiectric bass
Location: Club X
Trick: Tom is in one of the bathrooms

adjacent to the ticket windows just as you
enter Club X. The trick is to figure out which
one Tom decided to use this time. Pay -
close attention at the beginning of the game
when you first zoom up to the roof of Club
X. The screen eventually scrolls left or right -
before pulling back. The direction that the
screen scrolls determines which bathroom
Tom s in (in other words, if the screen
scrolls left, he’s in the left bathroom).



