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All rig~ ol lhe producer5 and 1he owners of the work being produced are 
rese1ved. Unauthoused cop)'lflg. huing lending, pubhc performance and 
broadcasting of this cassette is prohibited The publisher assumes no 
respon51b1htv lor errors nor hablbly la damage ansmg from 11s use 
These programs are sold 1t1 accordance with Beau·Jollys terms of trade and 
cood1hons of sale, copies of which a1e avatlabte on reQuest 

BBC B loading instructions: 
Insert tape into tape recorder and make sure 11 IS fuffy rewound. ldealy L1Se 
a tape lead with a REMOTE fitted otherwtSe you most stoplhe lape 
recor<Jer 1nvnediatly a game IS loaded. Load m the normal manner lype 
CHAIN"· and press the return key. Press play on the tape rec0tder Rt-sel 
the computer by turning It olf and then oo belOJe loadmg each new game 
Make a note of the tape counter reading on the index m the mslluchon 
booklet before loading each game fOf easy locallOll dur111g fulure use 

Please no1e load 1nS1ructions for COMBAT LYNX a1e • RUN 

rt you encounter any problems m loading make sure the heads on your tape 
deck are clean and rf necessary ad Just the volume level of the rec0tde1 

1 ~ GEOFF CAPES STRONGMAN 
@ Manech 

Game Play (Read ltllS carefully) In STRONGMAN you win have to take 
control of Geoll 's body as he 11ies lo complele eachdrfferenl event You will 
also have total respons1bthtylor the general cond~10nand lttness ol Geoff 's 
body, trying to make sure thal 1t rs able to cope wrlh the high demands each 
even! wil make upon rt. as well as ha-Jing the stamma to get right lhrough to 
the very end. 
To help you do !ht!. Geoff's bOdy has been divided mto seve1al different areas 
1epresented by MUSCLE ICONS. 
Different events wdl use different muscles to a greater or lesser eiitent For 
example, the arm muscles maybe espei:iaDy 1mpoJlant during the log chop. 
At the begrnrnngol each game level you wil have a TRAINING SESSION 
Ounng trammgyou can build up each muscle area ready for the SIX events to 
come. 
If the gauge many muscle area reaches zero Geoff will collapse and you w1U 
havetostartaMoveraga1n 
The rate at which a muscles energy ts used upw1I depend not only on how 
QUtck and sk.Jltul you are. but also on how much EFFORT you decide to use 
During most events you can ad1ust the effor 1 be mg made by Geoff's body lo 
anywhere between OX and lOO% 
The h1ghef the elfOl't. the easier rt will become tor you to successfully 
complete an event and move on 
After each event you w1I have a hllllted mt peilOd dunng wtuchyou can lry 
to get Ge-0ffs body ready for the nexi event. 
If you manag1:. to complete al SIX events. you will have a chance to re· tram 
and then try each of the SIX events again. However, the lulher you go the 
ha,der each event wd betome to complete 
Not all lhe strategy involved has been given lo you m these mslructioos 
GOOOLUCK 1 

Training Session At thestartol each game each muscle 1satze,o Before 
you can butld up these muscles you most tram 
Tra1mng 1s achieved bymovmg the JOY511ck left and right as many llflles as you 
can 1n IO seconds.As you do !hrs yoo wrl build up musclewtnch wit be 
representedbyagaugeonlhescreen. 
To start lram1ng, simply move the JOYShtk left Of nght then wOfk as hard as 
you can. 
If you are not a real strongma.t, SlrTlply press the lne button and you writ 
automahcalty receive a default amount amount of muscle ·but you w1U have 
no control over this and may be drsappamted 
Havmg obtamed some muscle you now have to allocate 11 to the different 
muscle areas To dO this use the 1oystrck to move the arrow lo the chosen 
muscle icon. Muscle wrllbetranslered lo that area of the body for as long as 
the fire button is depressed. 

JOYSTIC~ 
k!ft 
r.ght 

"" down 
hre 

EFFORT 

KEYBOARD 
z 
x 
t• .) 
(?/) 
return 

The eflort being put mloeach event can be increased or decreased at any 
t1mesmptybypressmgthe • Of • keys respectively 

THE EVENTS 
1. Tug ol war lnttusevent Geoll must try and pullhtsopponenlmlolhe 
pit Once the event has sta1ted the muscle which you need lo use wrl sta1 I to 
flash Move the arrow to I hat muscie as quickly as l)OSSJble and press the hre 
bullon 
Try to keep up with the muscles as they flash 

2 .log Chop Geoff has to chop through a log ms1de a qual1fy1ng time The 
log contams some bits wh1th are harder to chop than olhers Soft wood needs 
only one chop to be cut out. but hard wood needs two chops and a knot 
needs three 
Press the h1e button to Slart the axe movmgand also every 11me you want to 
cut the wood 

3.Barrel loading Geoff mus! tryandloadf1vebarrelsonto lhebackol a 
truck m51de a Qualifying t1me 
Move the 1oystrckdown to get Geoff to pck up a Darrel then move the JOYSllCk 
left and right as quickly as )'OU can to help him 1a1se 11 on10 his shoulder Once 
the barrel rs on hrs shoulder move the arrow to the muscle icon that rs needed 
and Geoffwi• take a siep It you fail lo keep up wrth the muscles being used. 
Geoff wrH dr® the ba11el andwia have lo pick 11 up again. When Geoff reaches 
the truck press hie button 10 gel hrm to throw the barrel If you do this too 
soon or too late he will Orop the barrel and have 10 plCk II up once agar.i 

4.Car Roll Geoff has lo roH the car onto rts roof 1ns1de a qualllymg hme 
The game play 1SS1mdar 1nS1yleto thatusedmlhe lugolwar If you start to do 
lhmgs wrong lhe car w1U begm to roll back towards you 

5.Falrground Bell There are two stages to this event. 
F1f'Slly. you must try and manoeuver the club mlo the best post11on for h1tlmg 
the peg on the base ol lhe larrground beM. To dolh1smove the arrow to the 
ll'ltAcle ttonsas they II ash and hold down the hre but Ion toac1tust the posihon 
oltheclub. 
Once the clock reaches zero move the 1oystrck left and 11ght as QUICkly as 
possible to build up extra efforl m the strike. 

6.Sumo Wrestl ing Geoff must try and puSll tusoppooenl out of the nng 
inside the qualifying time. 
To do this involves lmung and quttk reactions. 
Move lhe JOYSllCk left Of 11gh1 to make Geoff move away Of towards hrs 
opponent Press the Fire bulloo lo gel Geoff to posh hrs opponent 

2 ~ DEATHSTAR 
© Superior Soflware 

ff you have an Econet or Disk Fdlng System hlled, type the folowing: •TAPE 
and press the RETURN key. 
If you have Econet, type the folowmg: 1&224= &A6 and press the 
R£TURN key. 
Now type CHAIN'° and press the RETURN key. Press PLAY on your 
cassette recOfder and wait for the program to load. 
If you have loading problems: Tryadjusungthe volume level on your 
cassette recorder. If 11 has tone controls. they should be set to oulput the 
maxrnum treble. In the unhkelyevenl of the cassette !ailing to load, return 
the cassette to us and we wil rmmediately send a replacement. 



Instructions You have lour bas1t contrlls: two to tum yoor ship clockwise 
andaoticlOckwlse.aod the flRE illldSTARBOMB controls. The FIRE button 
wil destroy !he WOl'kefs and Wa1nors. wheras the STARBOMB IS your only 
defence against the mtghty Oeathstar AcollSIOfl With either a W()(ker or a 
Wamor will cause no damage to your ship, norwil colliding w11h a Planetoid 
lmtialty, lhe objective iS lo fly around each PlanetOtd spra)'lflg ii wr1h bullets 
lWlli rt starts to erTVI glowrngCrystals. Then. you should flyove' the Crystals 
lo pick them up - each Crystal IS worth 200 points and gives you a Starbomb 
Your opponents are the Wo.'kers !cokued red) and the Wamorslcolotxed 
bOJel 
The Workers have several tasks to pertorm:-
• wai11ng near your ship while yoo mH"le Cr)'S1als, 
e warhng nea1 Wanlors as they mine Crystals. 
e pursuing free Crystals and lransporl~lhem back to the Deathstar 
The Warriors main iobs are -
e m1rungCryslals, 
e guarding the Dealhstar, 
• attacklnuour ship. 
The Deathstar IS built one i»e<:e at a lime by the Workers. When 20 pieces are 
in ptact, the Deathstar IS Complete aod the screenwil llash different ct*Jufs 
toindlcatertsaltackistrnmtnenl. 
A good strategy IS to colect a ful supply ol 24 Star bombs, hnd the Deaths tar 
by releasing a Starbomb and following rts path !the Deathstar wll appear on 
the radar screen), wart fol' rt to be completed, and then runaway from 1t 
releasirw:Statbombswhenevet i11Sonscreenwtthyou.Also ensure thalyou 
shoot any Warnors that are on screen wrth you. as they can shoot you. The 
Workers wh1th colect the Starbombs may be shot to redam them ti you 
successluRy destroylhe Deathsta1. you progress on to the Worke1 Zone. the 
Wamor Zone. the Planetoid Zone and the '«lid Zone fin which there are \ery 
few Planet0idsp1tsentj, with a bonus screen between each zone. 

SCORING' 
15000 - DestrO)'lrJi the Deathstar 
500 - Each Deathsla1 piece 
500 - Each WamOI 
250 - Each WOlker 
200 - Colledmgacrystal 

GAME CONTROLS 
CAPS LOCK - Rotate Anticlockwise 
CTRL - RotateOockwtse 
RETURN - Frre 
SHIFT - Starbomb 
OE LITT 
COPY 
ESCAPE 

- PauseOn 
- PauseOfl 
- Returntosta1tolgame 

Radar Screen When vtewing the radar screen which Is shown at the top ol 
the game screen. fhtgame chatactffS are shown as coloured blocks as 
detailed below'-
Your Ship 
W01ket 
Warrior 
Deathstar 

- White 
- Red 
- Blue 
- Yellow 

3 ~TWIN KINGDOM VALLEY 
@ Bug-Byte 

Game Objective Collecl as much trea:iUre as you can w1lhoul be1ngk!lled 
Your score increases as your success rate increases. The ma•+mum score IS 

1024 oomts The game begms with youstandmg on a road 1uo1wlg from Easl 
10 West Nearby 1sa cabin whlehyou have rentec:I from the lnnkeeoer ol the 
'SWtll'd Inn· Where you go and what you do rs up 10 yoo The best ot luck 
Playlng lhe Game Enter your commar1d usmg th!! keyboard and the 
RETURN key Youcandeletecorrrnaodsbypressing CTRL and Ul'lgelhei 
You may use DELETE and COPY to make COfftCllOllS and copy words oll lhe 
screen The computer wil follow commands such as compass d•recllons and 
DRINK. SWIM. WAVl WAIT ASK. EMPTY POUR, Fill. GI\/£. OFF. ON LIGHT 
UNLOCK. OP£N. CLOSE, SHUT. LOCK. GET TAKl DROP THROW CUT HIT Fa< 
e1ample "Hll the guard wrtha hamme( wtll letyouhil the gua1d, oresummg 
you have met one, and you have a hammer' 

. Use the HELP command lo bst available commands. Other coovnands to 
help ~ay !he game include SCOR£. INVENTORY OPTION, QUIT END. LOOK. 
VIEW. PIC11JRE. DRAW These Me al sell explanatory L()()tc: lets you look at 
lhe place you are 1n. or to repeal ltSdescrcilJOn.andsoon A dolled hoe w1I 
appea1 aftei commands whdl take up time The olclures oft he ValeyS1tes 
wiU contain clues and help you d1aw a mao The plClure will normally vanish 
atter 10 seconds, or when you type your command or 1f you press DELETE 
To make a picture stay longei pr~ ESCAPE whilst the picture is up. 11 wi• 
1emain!Sll1lyoo type the next command or press DEL ITT. Remembe1 lo 
always press RETURN toactlOf'lyourcommand tlyouare llla maze. 
remember each place m the game has a name. you wm lindthal more 1han 
useful II you are sel upoo by meanies keep on the movt until you can recO\lei 
your strength or lm<1weaoons. 
4 speclatcommaods mus1sta1iwi1hanastenskie •, •SAVE !tosavethe 
currenlstateofagame). 0 LOAO (toloadaoreviouslysavt!dgame). •MODE 
~or Electron only, this changes 25 Imes by 40characters to 32 by 40. •MODE 
again w1H fi!Vt!I t to 25 by 40 UsuaRy !)'Ile LOOI< alter a •MODE command) 
"TEXT alters the speed of pnnt11goolhe screen to sull yoursell from 010 9 

4 •REPTON 
© Superior Software 

Loading Instructions lfyoollaveanEcooel or Disk f1kng$ystemhtted. 
type lhe lolowmg, •TAPE and press the RETlJRN key 
tlyouhaveEconet, lype thelolowing. ?&224 .. &A6 andpress the 
RETURN key 
Nowtype CHAIW"aodpresslhe RETURN key Press PLAY on yow 
cassetle recorder and watt for the program to load 
ti you have leading problems: Try adJUSIJng the volume level on your cassette 
recorder Hit has tone controls, they should be set to output the ma•noom 
treble ln the unlikely event of the cassette lalbng lo load, rel urn the cassette 
to us and we wil immediately send a replacement 
PASSWORDS 

Screen PassWOtd 

Screen One 

nus space 1Sdes1gned tor you lo wrtle down the passwords to lhe screens 
alter they have been given at the c~llon of the pre\llOUS screen 

Instructions The object ol Replon IS to collect al the diamonds on each 
screen avoldmg the fating rocks and lur1ung rep11les. You havt a limrled 
amount ol hme in wh1th to complete each screen the TIME Indicator sta'ts 
at 6000 and decreases down toO, you ltien lose a life. 
There ate 12 screens (denoled A 10 L). Basicany, each screen rewres you to 
solve a series of puzzles bydeterrrwwrcyou1 root es to collect lhe diamonds. 
A rock or an egg WI• faH d 1! 1S unsupported. and if a litllwlg rock lan<k on you t1 
Wlffklllyou, 
On screens A to H.amap15ava1lablelorv1ewrng Only l/16thof the fularea 
covered by the mapisshownonlhe mainscreenatanyt1me On screens I 10 
Lthet"eisoomapavailable 

To view the map press RETURN to return to lhe statussc1eenandthen 
l)l'esslhe Mkey 
Screen A 1SrelativelyeasyloCOl'nDlete Altei thescreeohasbeeoc0fr4lleled. 
a password IS grven Entering this password at the star I of the game w1l then 
take you straight onto screen B likewise. paSSWOfds are given at the 
completion ol an luther screens 
From screen B onwa1ds. eggs. safes and keys a1e presen1 When an egglaMs. 
it cracks upon landing and a rep11le emerges Contact with lhe reptile IS fatal 
lnordertoopenthe:safes.1hekeyroostbelocated Whenyoupassover1he 
key, al the salesooeo to reveal a diamond 
It Is posslble to complete each screen wl1hout loslnga llfe . 

RETURN 
ESCAPE 
s 
Q 
0 
w 
R 
M 
p 

GAME CONTROLS 
- Movel.ett 
- MoveRlgttl 
- Move Up 
- Move Down 
- Return lo Status Screen !and stop t1merl 
- K~I Yourself (uselul d you become !rapped) 

- SoondOn 
- SoondOff 
- MUSICOn 
- MUSICOff 
- RetutnloStartofGame 
- ViewMap(ScreensA-H,StalusScreenl 
- Enter Password (SIMI ol Game or"lyl 

5 ~ COMBAT LYNX 
© Du1ell 

Generally This IS probably !he most comprehensive 1eai.irme· baltle 
sunulation program ever w11tlen lof a home computer 11 can be played ona 
simple level as a 'shoo! them up' game. or a moresleahhy player can make 
use of the 1nteHlgence map 1otoca1e and deslroy selected ta1gets The most 
Sj1lled players .,.,di be able to protect then bases with mmes. suppor l kllward 
bases under allac~ wrth air cove1 and l1esh trooos. and itlso lfltercel)I and 
destroy enemy vehtcles(l.lndand air) while n lkght be I ween bases A game 
could las! live secoodsor five hours de:pendlf'li on the dexterity and tact1eal 
sluloftheplayer 
The Controls lnlheseinsttuclionsW01dsor numbe1s11boldsuchas 
RETURN or X. are keys on yow computer ThelunctlOl'lol thesekeysis 
shown 1n capllals. lor examcMe FASTER or SLOWER .loyslick I is rep1esented 
as J1. and10Y5Uck2as J2 The1oystickposrt10nsare llKhcaledas J1U IOI 
1oyshck I up.J2L lorjoyshck21ett !It. Thejoyshrkhre-buttonis 
represenled as J2F Here JS a bst ol the standard keyseit1ngs 
lnfllght 
c StOWER 

FASTER 
LEFT 
DOWN 
UP 
RIGHT 

Intelligence Map 
M ENABLE MAP IONIOF~ 
l LEFT 
X DOWN 
I UP 
? RIGHT 

J10 
J1U 
J2L 
J20 
J2U 
J2R 

J1L 
J2L 
J20 
J2U 
J2R 



Arming Weapons Sys1ems 
X-when you land at a base ENTER ARMING SEQUENCE J20 
RETURN OUT ARM~GSEQUENCE 
SHIFT SEL£CT STAN OARD WEAPONS LOAD 

INCREASE ARMS LOAD 
OECR£ASE ARMS UOAD 

! " I MO'IETONEXTITEM 
FiringWeaponsSystems 
- - SELECTWEAPON ARMLEFT J1L 
- - SELECTWEAPON ARMRIGHT J1R 
SPACE WEAPONSIGHTSON J2F 
SPACE FIRE WEAPON J2F 
Z WEAPON SIGHTS LEFT J2L 

WEAPON SIGHTS RIGHT J2R 
WEAPONSIGHTSOOWN J2D 
WEAPON SIGHTS UP J2U 

Micro-Screen Messages 
f 1 BASE I POSITION 
12 BASE 2 POSITION 
13 BASE 3 POSITION 
f 4 BASE 4 POSITION 
General Game Conlrols 
H TEMPORARILYIWJSPl.AV 
1 to 4-atstartofgame St<ULEVEL!41Shardesl) 
Loading K you wtSh to use alO)'Stick(or two }OYStlC.ks}. make Slll'e that the 
JO)'St1Ck1S connected to your corr.,utet beloreswllctwlg on Place the 
cassette Ill lhe tape recorder. and r!Wlnd It to !he beglrnng Type "RUN 
0COMBAr RETURN on the corf4>lllet and then press the PLAY key on the 
taperetOfder ttyoo hattad1sc orEconetsyslemcomected tyue "TAPE 
before atterrc>ting lo "RUN the program 
Starting Play Aherloadlngyoucanstar t the game bypresS1ng l to 4 to 
set lheslul levtl(4 isthe most d1fhcult) Youarealowed lhree lives' each 
game, after wt.ch )'00 will be re1urned to the score table 
Your Mission You Wiii have W baseswhlCh you rrust support wtlhtroops 
andattCOYtr Bast l hasanendlesssupQlyofftJeandwtapoos.andlhe 
abllrty to mstantly revitalise l'lfW'ed troops brougtrt back from the other bases 
Alflhebases~anwrth30fuly~so0de<s. l'oupr...,.lheonfyalttd 
ao supoor I Enemy land vehleles wil stowly conve'ge on YoO' bases unlffi 
stopped by mnes that )'OLI have dropped. OI by lhe other weapons of your 
COMBAT LYNX helicoptt!I'. You may allackany illfCfaft that you see., and all 
targets thal appear on the intdrgence map Your bases may get lllSlantly 
Wiped out m direct al tacks by enemy tanks, OI fllSI suffer a oomber of 
nsualtJtS as lheresullof passingorminor atlittks. ~youloseBase I youWll 
be deptrved of tuel and weapon supplies aod the game Wiii come to a fairly 
rapid and Uf'4)leasant concluston Houses aOO trees should not be used as 
targets. 
Arming the Helicopter At any of the bas.es you wlll be presented 
with the opportunity to re-arm lmmedla1ely a her landing, so that 
you can select 8 llflW load for your next sortie. If you don't want to 
botl\er with selectlng a spe<:lal set of weapons Just press SHIFT 
and you W1tl be grven the standard load Othefwise each time you press the + 
or - keys you will alter the current llem (shown In red) by one unit 
andyoushouldthenpfess f Of tomovetoad1fferent1tem.1!1Supto 
you 10 decide how you make up your total load - yoo may decide IO carry a lot 
ofluel and few weapons, or perhaps fewer weapons ilOd e.i1asokbers. You 
can go through an the armirc1tems in I um and then back to the sta11 again 
w1Uyoua1esat.tsf~wrthyour loid at whlchpootyoushouldpress 

RETURN 10 convnence battle. 
The CANNON and MACHINE GUN PODS and STRAFING ROCKETS lire tn the 
dwction that the hellcooter is polfl1Jl'I so that when youaie schtrrc them you 
WllalsobelT'IDVf"Cthehebcopter They wil be lessettect1ve againsttanks 
than the HOT mlSSlles which are wire-pJ!ded antt-lri weapons. and can be 
aroed l"ldependenllyolthe dlreclion of the heicopler Havre hied the HOT 
mrssile you can then home II onto the target with the standard dJrechon ~ 
There are also heal·seekingANTl·AllCRAFT MISSH..ES. whlC.hWlll hU most 
armaft 1nlrontolthe LYNXwrthoultheneed loratmll'lg finalythereare 
MINES which may be useluUy deployed around your bases to prevent them 
being destroyed by !f"lefny tanks. Be careftA not IO drop mmes on your bases• 
Please note that In this game you are aftowed to cany 1TK11e weapons that 
WOl.lldbepossitMemreahty 
The Intelligence Map All!ITtt.meyoucan inspect !hetnl~enc:emapby 
pressq the M key A second press of !he M key w.• return you to the normal 
Hehl screen The map shows the bilttlehed 11 releef. wtthsquaresol colour 
denoting the height of the land 11 green, blue. blilck and red gore from low to 
hCfl11ou>d.Vehoclesandbasesait"-onlhemaobysyirl>ols To..,,. 
around the lllilpuse the slaodard directlOfl keyi. Mmelieldsare indJCated by 
red crosses. 
The C01>tdmate position of the cefll1e of !he lnlellgence mapwil be 
displayed in red ri lhe centre of your screen. below lhe co-ordinate posillon 
olyourlYNX. You wt be able IOnote)'OUtOWl1CO-ordinatepcMionandbe 
able to change your direction to make contact wrth a vehlcle that you have 
seen on lhe map Unlortunatelylhe intetgence map is only as gDOd as the 
latest inlormahon- you may search 1nva1t1tor a vet.:le thal hasJUSt moved 
awaylrom its last reported posrtJOnon the mao Generalylhough. lhe map~ 
'ltfyU«ht espeoaly lot landing, whenyw wll bt able to see yout LYNX 
move into posrtlOt\ directly above the base, as yoo come into land very slowiy, 
then hovtt over the base beloredescendmg Note that you canool conl'ol 
the LYNX wtwle looking at the map 
The Message Micro-Screen & Base Reports You can use the mlC/'o­
scretn lo l1nd the co-orcbnate poS1t100Sof lhese bases. Press the f1 , 12, 13 
or f4 keys togeta 1eportoooneof thebases( l ,2.3and 4 respecttVely) If 
)'OUmaf\ilge to return tr11Jred ~to base I they are nstantly restored 
to ful actrve ser\llCe and may then be re-deployed When any of your bases 
are attacked the oomber of llljured peMmel there ll"ICteases. Abase that 
hasnoable-bodledpersomelleftwhl:hgelseven tert1ya11acked be 
..,,.d0\11. 
Fl lghtControls Yourhekopter1Sseenlrombehlnd Youcansee 1tll)' 
straight (forwards Of backwards! and at an 1tng1e ol 45degrees 10 the r'8hl or 
left olthe lour pointsolthecon..,ass(N.S, E. W) As ttvsanglemcreases 
beyond 45degreeslhe d1rect1onolV1eW Wlll l llcklromoneporntolthe 
compass to the next. eg: from Nor th to WeS! 1lMs may appear confuS1ngat 
first. speobly as !he hiebcoplet wll be seen trom the right when NORTH rs the 
dttect100of VM?w and then be seen trom the left as you fhck thr~ to WEST 
as the new ·directtonol ww To keep track of yourlll&tttpathwatchthe 
cOO(laSS and )'Oll" fl'Kht co-ordinates NOTE that you sutler more enemy 
allacks the htgtler you fly 
On the lefl of your llVlt screen you Wiii see thteeguages kt~ 
temperature, speed (forwards and blckwatds), and fuel Be careful "°I to 
overheatyoure~orrunootofluel Warn.~lightsallhebottomrightol 
your screen Wll llash when this 1Shappenlfll When land11gyou musl use lhe 
intelligence map to check thal you a1e directly above a base. the speed guage 
to check thilt you are hoveqor moving very very slowly and the he Chi 
guage to check Iha! yoo areCOITllfll down gently 

Firing Weapons Thlsrsatwoor three stage process. fll"ityoumustselect 
theweaponsyslemlhatyoowrsh lohte by pressing the -or-keys.or If 
youare~IJO)'Stck bypres:srrgJllor J1R As you press these the cokliu1 
ol the currently selected weapon Wiii mcNe rWit or left across the bottom of 
the six Weapon status' guagesit the bottom left ol theflVitscreen These 
guages are mated as folows 
R Rockets,m.ilt11Mestralriatype ~ 
G Gun pods, maclwlt-gun IYI>' UOfl\'<led 
C Cannon. 20mm Oel1keron unguided 
T Tank allack, HJT mSSlles wue guided 
A Alra l1ack.Sidewlftderm1SS1les heat·seekmg 
M Msnes.underskJngfon1uelease ~ 
You can OOyfn one weapon system at a tine.Al the weapons are Ired by 
pressongthe SPACEfllEkey0< J2FontheioystJck. Thehe>l­
mrssileswtbeinettectJvtatlong~. ataWldearee. 0tapslSt~)'fast 
tets. Dropped nunes can be seen on the ll'lteligenc:e map, and are effecltve 
apr\Sl al enemy land vehlc.les. You can have a maUTt1.111 of ten nwll!d 
squares on the mtelitence map al any one bme. NOTE that mines can be 
dropped when the 1nte{]cence map ison. Am10ed squaie w1I be eflechve 
ap11st one enemy vehicle, afler wh1Ch t1wilbe10effect1ve and wtl drsappeat 
from lhe lfl1eHigencemap. 
Wrthall the olher W1!aponssystemslhe hm press of the SPACE FIRE key or 
J2F wdl actrvate ao auack cursor on an Infra-red display The IJ"Cl.llded 
weaoons; wil l11e in the same direction as the htbcopter and must therefore 
bt "8flled by ....-.ithe fl&trt dv!CllO<lcontrllls befot• btlngfwed by a second 
press of the SPACE FIRE keyOI J2F Thewire-gutded HOT rMSl!esystemhas 
az,Jldance systemwt.:h IS tndeperl'.Sanl of the helicopters llchl path and so 
islesskkefy to1esutt1nyouCJashircwitoahllsldewhllea~ 
Skill levels Skjlevelfrom I to4maybeselected(4betngthehardest) Al 
~ ~ le\lets the enemy forces move around more quddy, and theu 
missile attacks become more frequent and OK curate. Enemy at tacks on you1 
bases will be more severe. and yourluel Wiii run out more quickly 
Score 
Jotplane 
Helicopler 
Tanksand lornes 

50 
40 
10 

Please note the counterfeit notlce on COMBAT LYNX does not 
apply 10 this pack. 




