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What better way to set the ball rolling than
a solution to the next generation plat-
former, Clockwork Knight, on the Saturn.
Our trusty Knight is set loose in a toy man-
sion to search for a heautiful decorative
doll - kidnapped from her native cuckoo
clock.

Sega of Japan created Clockwork
Knight to show off the Saturn’s new speci-
fications. The introduction is impressive,
as are the polygon sequences throughout
the levels, where the backgrounds meet
the interactive foregrounds to superb
effect.

The bhoss stages give your jaw the
chance to hit the floor - terrific 3D scaling
to create a unique and very busy atmos-
phere. The Japanese art is hreath-taking
and the gameplay a new experience.
SEGA XS winds up to extreme proportions
to bring you the most comprehensive step-
hy-step guide to this Saturn sizzler.




BETSY’S ROOM
STAGE 1

The first stage is relatively straightfor-

ward. You can take Clockwork
Knight through in a matter of sec-
onds. But don’t be a fool — where

there’s an alternative route there are

bonuses. Like other platformers,
exploring a level properly brings
reward.

So when you reach the first mobile

platform lift moving up and down on
wires, jump aboard and sail to the

top. You'll see a series of stable plat-
forms strung out to the left and right.

Jump right along the top of the
screen and you’ll soon pick up the
first available extra life in the game.
Now retrace your steps to the left
and continue running jumps along

the top of the screen from platform to

platform. You'll reach a box. Open it
with your clockwork key and jump in
to be transported to a new room. In
this room you can pick up coins and
energy keys. The box in this room

will take you back to the main level.

You reappear just after the falling
backdrop obstacles. Continue to walk
right, prodding the enemy with early
attacks. Ensure you avoid the bottles
beneath the columns of child’s bricks
on your way to the next vertical
mobile platform on wires.

Ride this platform to the top of the
screen. At the highest point take a
running jump right into thin air. You'll
swipe another extra life if the jump is
long enough. You may need to prac-
tice this a few times. Give yourself
running space on the platform; dou-

ble pressing on the right direction to
sprint and then leaping on the very
edge. Continue right to the finishing
post once you've dropped back to the
floor.

STAGE 2

The rugby balls left scattered untidily

around the playroom give our Knight

the opportunity to play ball with the

enemy. Pick these up just beyond
the starting point and destroy

the advancing toys with a sin-

gle throw. You can also

pick up the jack-in-a-box

baddies and treat them
as rug-

ger balls too!
On reaching the long boxes wait-
ing to topple over, find an invincibility
icon just above and to the left. Then
jump over the first two fallen boxes

and immediately duck under the
third, continually sprinting right to find
an extra life. To get out of this
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77 STAGE 3 :
THE BOSS STAGE

This cheeky toy magician poses few
problems if you know what to do.

Ensure you don’t get caught under-
neath with quick sprints to the left or
right. When the magician jumps out
of his hat and crawls by on the floor
(in a rather suspect position too!) you
can prod him with your key. Do this
as many times as possible until his
hat snaps him up inside again!

enclosed area simply jump up to
head-butt the red trap-door.

Continue to walk left past two more
toppling boxes, then open the box at
the end to transport to another sec-
tion. Before you continue left in this
section, turn right! Push the blocks in
front of you to get through the gap.
Collect the sequence of useful coins.

Returning left, run past the boxing
glove obstacles darting in and out of
the backdrops. Then open and jump
inside the box to take you to another
section.

In this section simply continue left,
trapping the moving books by pushing
the stacks of toy bricks in front. To
avoid the group of three boxing
gloves you can sprint through without B e
stopping. Only hesitation will cost you Aty
energy cogs. £i\" 2
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First he’ll leap up and down in his hat.

explode in a cloud of smoke. This
completes the level.

KEVIN’S ROOM
STAGE 1

Starting on a wall of Lego bricks, run

Repeat the process once more
and his body will part company with
his head. Now only the head poses a
threat. By this stage only a complete
fool would manage to mess up killing
the Boss. Just sprint at the magi-
cian’s head with a lashing prod or
three, so the hat and magician

i

e —




up to the first crane and drop down

the gap to the right. Down here you'll

find an extra life. If you are trapped

by the crane dropping a load above

then fear not. The switch will come to
life below

allowing you to reactivate the crane
and escape. Marvellous.

It's easy to assume that dropping
down any other gap will cause you to
lose a life. In most cases you would
be right. But here the programmers
challenge your risks once more. Run
to the next crane, insert the battery to
activate it, then drop down the

fyd
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uncovered gap, again to the right.
You'll drop down to find extra time
icons.

Now walk right to find another bat-
tery. Insert this to activate the crane.
This will bring a crate down from the
top of the screen. Now for the really
clever part — push the battery on top
of the crate and make sure you follow

SO
the
crate
takes both
you and the bat-
tery upwards. You'll then
find a line of coins available to collect
as the crane changes direction to
take you right. As the crane stops
just before the train you can start its
engine by pushing your battery into
the back.

Ride the train to a box, then open
and enter this box to be transported
to a new room. Here you get to ride a
demolition robot after inserting its
battery. Ride this robot as it knocks
all the skittles flying, then jump off to
find yet another battery. Insert this,
press the button and you'll be given a
key. This will give you that all-impor-
tant extra energy cog.

You'll reappear back in the main
level (cunningly avoiding the skittle

W T
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alley part). Continue to the end using
the rugby balls to clear enemy
attacks. This completes the first
stage.

STAGE 2

Trains, trains and yet more trains
here. This railway network is a child’s
dream. Jump on the first train, step-
ping on the switch as you do so. Then
move to the front nose of the train
and prod the barrier just as you reach
it. This ensures they’ll open and stay
open.

9

Although you can race through this
level without using the train, don’t;

you’ll miss out on extra lives and

icons. When the train reaches a
bridge, jump up to kill the robot, then

jump up and left onto the red roof of a

toy station. As you wait you'll see a

train arriving in the background. Jump

onto this train and travel right. You'll
pick up an invincibility icon and an
extra life on the water tank. Once
these are collected, take a risk and
drop down to the lower railway line.
Take the train right to find the level
exit.

STAGE 3:
THE BOSS STAGE

Stand well clear of the centre as this
transforming robot/plane flies past
and drops two enemies onto the
deck. Get rid of these with darting
jabs, then deal with the boss. To
inflict damage you must stand next to

him with his back facing you. As he
swivels around he is at his most vul-
nerable. Attack with your key once or
twice, then retreat very quickly before
he lashes out. Watch his stamping
too.

Keep repeating the process of get-
ting in a position behind him where
you can attack as he turns around.
Remember there are
energy keys to the far
left and right of this
deck too so collect
these when the
boss is in the air.

After 10 or so
flash-hits this
transformer




will explode. You've then finished the
level.

THE KITCHEN
STAGE 1

Watch the surfaces you walk on in
this level. They are extremely slip-
pery. This will soon become evident
when you jump from surface to sur-
face on the first part of this level.
Ensure you leave room to brake
when landing on a small platform.

- ol

You may find reversing the direction
upon landing very useful in stopping
the slide over the edge.

Run right as far as you can go until
you reach a scales spring. Use this
to launch
yourself
upwards for
collecting the
invincibility
icon. Then
continue right
until you find
the pipe. Go
through the
pipe, continue
to go right

and you'll reach a series of metal
shelves. Instead of going upwards to
the pipe, continue right across the
shelves. Use reverse directions as
you land on the shelves to stop your-
self slipping off and losing lives.

Beyond these shelves you'll pass
under two taps. Pass when they are
off to find another set of metal
shelves. Continue right past these
shelves to the gas stoves. Jump each
group of burning stoves by taking a
running jump over each. Press direc-
tion-right twice followed by jump for a
clean leap.

STAGE 2

The second part to this level puts you
in the sink. Use the soaps and taps

SEGA

S ISSUE 25




A AN B 0

- s

L2

the taps to find a spring. Use this "
spring to leap high and collect a STAGE 3'
much-needed extra-life. The exit to THE Boss STAGE
this room can be found via a trap-door = ¥’ 4= :
in the top of the silver tap in the mid- SgglI?/:)L()str?surlrc]ja?g;/':r;et\)ncl)iasrclglztrige
dle of this room. vy !

Continue right through this level to  knocking this chef out. As he .
the end by sprinting. If you keep mov- advances towards you, duck and jab

ing then there’s less chance of the ris-  Nis body under his hat. The hat will
ing water catching you out. fly into the background leaving the

as stepping stones. When you reach
the taps, jump up to find a drain.
Enter this drain and you'll travel to a
new room. Go left in this room over

chef
exposed
to a series of
jabs from you.
Keep jabbing
but watch
the hat! As

it starts to
move back
into the fore-
ground then

ISSUE 25 SeGca



retreat. The hat will jump into the air

ready to land on top of you. Ensure
you are sprinting left or right out of
danger. When the hat stops, repeat
the jabbing process again. After
three series of jabs the boss will be
dead and the stage complete.

THE ATTIC
STAGE 1

At the very start of the gloomy attic

you'll be able to snatch an extra life.

Pick up the spring just to the right,
throw it over the box on the floor,
then look up and you'll see an extra

75 SOLUTION

life in the ceiling. Use the spring to
launch yourself up and over to the
right through the gap into the ceiling.
Collect the extra life, then drop back
down and continue right.

At the end of this section you'll find
a box. Before opening this, jump over
the box to pick up an energy key.

Then open and enter the box to trans-
port to the next section. Continue
right and defeat the enemy with the
shield by ducking and jabbing. Be
sure to snap up the energy key from
the spiked ceiling inlet on route. Open
the box at the end to go on to another
section.

You appear with the whole ceiling
above moving up and down. When
there’s enough space for you to run
underneath, do so at full speed.
Double-press on the right direction
and keep going, this way you'll be
safe. At the end of the ceiling hazard
ensure the dynamite enemies are
blown to pieces near the boxes. You
can then collect the coins.

Continue right, past another ceiling
moving up and down and another
series of dynamite enemies, until you

SeEGA (S ISSUE 25




reach another long stretch with a ceil-
ing threatening to crush you. Dash
along here and don’t hesitate for a
second. Kill the enemies roaming

ISSUE 25 SEGca

underneath with quick jabs just as you
are almost touching them. Pick up the
extra life at the midway point with one
long fluid jump.

STAGE 2

You begin this stage in a long corri-
dor with a series of boxes available
to open. Don’t enter the first box, or
the next, or the next. Instead, do a
series of running jumps over all of
them up until the second box from
the end. If you wish you can open
the boxes with enemies standing on
top as the weight of the lid will crush
them into the ceiling. Open and enter
the second box from the end to be
transported to the next section.

As you appear you'll see a dyna-
mite enemy. Before you continue to
the end of going right, turn left and
walk into the corridor. Pick up the big
key and open the door further to the
left. Here you'll be able to collect

124940

extra
coins.
Now
go back
to the right
and continue
right through the
group of dynamite
enemies. Where
there are three boxes
stacked, stand on the top one and
wait for the dynamite enemy to the
left to explode. This will blow a space
for you to collect the inviting energy
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key.
From here go right to enter the
huge area with stepping-stone rock
columns that move up and down.
Take your time in carefully stepping
from one to the next. Be sure to see
the next landing area as you jump
from the previous one. Never over-
jump, and remember to reverse
directions on your D-pad as you land

4:
m

to avoid slipping to your peril over the
edge.

STAGE 3:
THE FINAL BOSS

A tough nut at first, but very easy
once you know the technique to use
with this robot. First he'll crash to the

-

W

floor and attempt to reach out and
swipe you. Ensure you are standing
well clear. As the robot turns to face
the screen, sprint towards him and
jab with the key. When the robot
flashes green you'’ll know you've
inflicted damage.

Repeat the jabs whenever the
robot faces the screen. Retreat
quickly when the robot jumps up high
to try and stamp on you. After a while
the robot will perform one stamp too
many and crash through the floor-
boards.

SEGA ' © ISSUE 25
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As both yourself and the robot tum-
ble to the ground, find and pick up a
weapon laying nearby. Run to the
middle of the screen and follow the

robot’s X attachment as it hovers
upwards above the robot wreckage.
Throw your weapon up at this attach-
ment so it flashes green to signal

ISSUE 25 SEGA X S

more inflicted damage.

As the robot starts to
rebuild and spin, ensure
you stay in between his
two rotating arms. You
must stay here to continue
throwing the weapon up at
the X attachment.
Eventually the rest of the
robot’s body will disap-
pear to leave only the X
attachment attacking.
Finish this off by jabbing

with your key.

When the robot is defeated it'll
explode. Then a decorative doll will
appear from the top of the screen.

MISSION
ACCOMPLISHED

This is it — the beautiful princess is
rescued. As a Knight in shining
armour you've become the hero. The
ending screen leaves a lot to be
desired though — especially for a
Saturn machine. But as the ending
screen flashes off, the message ‘To

be continued...” flashes up. SEGA XS
will one day be bringing you a solu-
tion sequel, but only when the
Japanese have finished the second
part to the game of course!

THANKS CHAPS!

Many thanks to the
boys at Dream
Machines for
supplying us

with a copy of
Clockwork

Knight on

the Sega

SUMMARY

GAME NAME: Clockwork Knight
TIME TO COMPLETE: 1 day
HIGHEST SCORE: N/A
NUMBER OF LEVELS: N/A
CHALLENGE RATING: Easy

13
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Go down this passageway and up the stairs to reach the tower. This is the royal throne room, where many of your meetings
However, it is important (ou only do this when explicitly take plc«ce:'zu explained in the main text it was here Ihenl::f
insiructed to by Sir Astral. At other times steer clear. was possessed by the evil devil and his soul was driven mad.

SEGA XS has done many solutions
in its illustrious history, but none
have been as enormous as this!
Shining Force 2 finally proves size
is everything. The long awaited
sequel to the classic RPG, this
game keeps your brain in top gear
and your hands firmly glued to the
joypad.

With a harrowing and intriguing
plot, which twists like a python on
a rollercoaster, your imagination
will be rivetted by this cart.
Games as complex as Shining
Force 2 deserve the best and most
comprehensive gamesplaying
guide in the business, which,
thankfully, is where we step in.
Check out the first section of the
game and be ready for more of
Shining Force 2 in the next issue

14
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When roaming around this part of the castle always
keep a clear head, never forgetting your purpose within
the game, or else you might just come unsmcrr.’

. : SEGA ® RPG
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Upstairs in the bedroom, you discover Sir Astral, Elis the Princess, and the minister. They are gathered around

the king, unsure what is wrong with him, as he lies, mumbling incoherently, in his bed.

SCHOOL'S OUT

You begin your adventure as a young
boy, preparing to go to school in your
home kingdom of Granseal. Your
mother tells you to hurry along to your
lessons. Go to the school to meet
Chester, a Centaur, and Sarah, a
young girl priest. Go upstairs to find
your respected teacher, Sir Astral, a
wise figure, respected throughout the
land. He asks you if you heard the
storm last night. He believes it was
strange and supernatural.

Go downstairs and take a seat. Sir
Astral follows you down the stairs to
begin his lesson. He sees an empty
seat. A pupil is missing. Before the
lesson starts, a guard hurries through
the door and asks Astral to accompa-
ny him to the castle. Chester turns to
you and says he suspects the guard
was not telling the truth and trouble is

be etther spent on bringing a defeated member
ifem or weapon at one of these handy shops.

e % %o
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imminent.

Sarah wants to go to the castle to
find out the truth. However, Chester
believes you won't be allowed in.
Undeterred, Sarah concocts a plan,
and entices you to come along

by saying you may meet the

princess who is rarely seen
but is apparently very beau-
tiful.

Before leaving the
school, investigate all
the chests and vases.
Pick up the medical
herb you find,
which can be i
used later when z.
you are wounded i
in battle.

Go to the castle.
Sarah does the talk-
ing. She tells the
guards you've been

life, or for purchasing an

4
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Once outside the village boundaries, you are in open country. It is

here most of your battles with foul and ugly foes take place.

summoned to the castle by be unconscious. Sir Astral and the
Sir Astral to deliver something minister are also watching over the
to him. Go upstairs to the king. As you walk in, you're spotted.
royal bedroom. The King The minister presumes Sir Astral has

in bed and Princess summoned you, but Sir Astral merely
Ellis is by his bed-  grumbles and changes the subject.

’ side. The king  Sir Astral firmly believes the open
» \\ seems to door in the tower is linked to the

King's sickness.

If you ever wish to save the game simply go to the church and talk to the priest.
go here to iry and promote yourself or revive any members of the force defeat-

in battle. There is al a church in village. Notice the school, your first
Py e‘g:s);inahggn, is to the right of ihimurch.




materialises above an occult
star, inscribed in the stone
floor. The Gizmo is a devil. It
has the ability to possess
people. Astral confronts it,
blocking its path every time it
tries to move. It is trying to
make it's way towards the
King.

The deuvil first pauses and
then multiplies, producing
several similar devils to itself.
IS You and your friends must
The minister instructs the froops fo seek out the \_ fight your first battle here. The

devil that fled from the castle and destroy it ~ devils are not powerful but then

before it does any more harm. again, at this stage, nor are you.

Give the medical herb to any-
one who sustains serious
damage. Even if you win the
fight, the main devil still
escapes the tower, heading
for the castle.

| So, all we have o do is
find the evil Gizmo and \
| 21 hiwe. G \

while he lies on the floor, the devil

out through the

the King’'s bedroom. The

gifted hands and strikes the king firm-
ly in the chest. The King tumbles and

rises from his body and moves slowly

This is an escape funnel that leads from the prison to a cellar

under the kitchen floor in Gallam

Castle. €

cannot recall what has happened.
Astral is worried the devil has gone
looking for another victim to possess.

; : . | II.
devil has beaten you and it’s B N cas_trﬁ W;.
: ; = e King
obvious it has possessed the L N~ A :
3 : i % (8 g1 retums to his
\ King. The King is no longer | N e naat and
Wheneveryoq spot a cave Ii_ke this, enter it and () unconscious and has moved to 7'* y
usually you'll find an inferesting clue to aid your  the Princess’s bedroom to the

progress later in the secfion. it He's ranting and so violent

he strikes Sir Astral when he tries
to calm him.

TOV F TERI ‘ A little shaken and dazed, Sir
Astral pretends he called the kids to  /Astral decides a spell is needed to

investigate the tower with him. Follow ~xorcise the devil from the uncon-

Sir Astral as he goes to the tower. trollable King. He performs the
You enter and see Sir Astral. Quite  SPell, and a flaming ball of magi-
unexpectedly a Gizmo appears. It cal power bursts from Astral’s

/

() The possessed king of Gallam musters an army to go off, on false pre-
tences, to kill without mercy every living creature in Granseal — the swine!

in even the strangest

Always investigate barrels, vases,

bookshelves and chests for goodies.

You never know what you may find,
oI places.

SEGAXS ISSUE 25



He will need soldiers to go and locate
the devil and kill it. Astral collapses in
exhaustion from the ordeal.

The minister believes Astral is on
his last legs and may not recover as
he is very old. A troop of the King'’s
soldiers are mustered together and
sent to find and finish off the ram-
paging devil. As soon as the guard
have departed, Astral awakens and
realises sending the guard away on
this hunt was the wrong thing to do.

Astral detects an ill omen behind
the opening of the tower where the
devil appeared. He suggests some-
one should study the history of
Granseal Island. You and your force
did such a good job in your last battle
you're nominated to go to Yeel and
bring back Hawal (who is very knowl-
edgeable of the island and can help).

This is where you discover a devil, which eventually possesses the King. At this
stage there is nothing you can do to prevent theses terrible future events!

SRR

A

This is the village of Yeel, where you have the good fortune fo discover the
valuable Force member, Kazine. He'll come in useful at a later date.

ISSUE 25 SEGAX S
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SEARCH
OF THE PAST

Leave the castle and head West to
exit the kingdom. On the boundary of
Granseal you meet Jaha the warrior.
He is a large lad with a battle axe,
which he knows how to use in a tight
corner!

You are now in open country but
this is no walk in the park. There are
beasties from every corner on the
attack and you must prepare for the
first of many open air battles.
Surround your enemy with the
stronger characters and always heal

wounds, through
herbs or seeds
bought at a shop
beforehand or
through Sarah (
an invaluable
character in the
force) who has
a healing spell.
Enemies include
giant rats and blobs
of projectile ooze. Go
North West to a vil-
lage between moun-
tains when the
fights have
been won.

& ber R a2




Kazine’s master, Hawal, is being beaten by Gallam guards. They want his notes on the Ground

Secl! This is very disturbing. It is

ing obvious that the Gallam kingdom

is up fo no good.

why did they do this? There must be
a cover up of some sort to do with
the Ground Seal. You learn

You learn from a barman in Yeel
that the town is a peaceful place,
requiring no soldiers or rules. It
seems soldiers from the kingdom of
Galem have been this way too, also
looking for Hawal. This seems odd,
why would they want Hawal?

You eventually meet Kazin, the
apprentice of Hawal. He takes you to
Hawal’s house by going North West.
It seems the Galem soldiers are
already there and are roughing
Hawal up, demanding he give them
the papers to Ground Seal.

As soon as the soldiers see you,
they flee out the other door. Kazin is

The earth is rocked by the evil King's
misery, there is litfle anyone can do
about this, so hold tight and be patient

as help will soon arrive on the scene.

After the possessed king
vunishesl,( a mriblf,] ?arlh-
uake erupts all over
GrunsZol and the buildings
crumble to the ground. Time
to get out of glere prontol

furious and confused. You explain
that the Ground Seal has been
opened and a disaster has taken
place. Hawal is lying crumpled on the
floor and coughs and splutters:

“ Granseal island is lost...The
tower is a sacred seal that confines a
terrible devil. Two jewels were
installed to complete the seal ...”

With these final words Hawal dies.

THE EVE OF WAR

Kazin, the mage, joins your force.
Kazin encourages you to go to the
ancient shrine. In Hawal's house you
find an antidote and a Healing Drop.
Leave the house and engage in bat-
tle with the Galam soldiers waiting
outside. The Galam soldiers are led
by Captain Lemon, a fearless fighter
and stern opponent. Even if you win
the battle you're kid-
napped, taken away to
Galam Castle and
thrown in jail.

In jail you have time
to think and talk. Sarah
says the situation is
impossible as Galam
and Granseal are sup-
posed to be.allies, so

.a.t*.g,z;%%:? s
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someone broke the seal by
stealing the two jewels keep-
ing the seal strong.

In the jail next door is
Slade, a great thief. He listens
with interest to your story of
the jewels and the shrine. He
tells you his friends were killed
when he was brought here.
It's then revealed Galam has
plans to invade Granseal.

You decide to escape and
return to Granseal for help.
Slade is eager to help and
says it's easy for him to
escape as he’s a skilled thief
and picking locks is his busi-
ness. He produces a length of
wire and unlocks his cell door,
before unlocking yours. Slade
is helping to make amends,
as he was the one who stole

the jewels.
Slade is a
thief with a good
heart, as he
steals only to
help the poor
and needy.
However, all the
trouble is down
to him. It's his
fault. Sarah
throws him to
the ground in

in the kitchen and she informs you
the King has been arguing with
Lemon. Go further upstairs to over-
hear the king. He’s saying his mes-
senger was killed and Granseal’s
people were the culprit. Retaliation is
the only answer.

The troops are not happy about
this. No one really believes Granseal
would have done this but nobody
wishes to question their King.
Captain Lemon tries
to rally the troops. 7
The King "
instructs Lemon
to be merci-
less, to prove
his alle-
giance to
his King.
Lemon
agrees
and they
set off to
attack.

Jad
Badalals
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rage. He admits
it was him, but
protests that he did not know
about the Ground Seal
and the devils.

You decide to
leave through the
main door, but
Slade goes back
into your cell and
removes a floor
panel. It's a secret
panel to the
kitchens in the
castle. You follow
him.

Talk to a maid

‘ Following the screams of the Princess, you discov-
er a secret door in the tower and a whole under-
ground passage unfolds.
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You have fo traverse
dll these pathways

re finally arriving
at the main Ground
Seal room where you
will find the bad King
and the helpless

Princess.

You move down

the large stairs and

are instantly spotted

by a guard. Engage

3 in a fight within the

: | castle to escape this
CH situation. You're up

> against archers, who

can hit you from two

squares away. They
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are particularly dangerous as they
hide behind a spear rack for cover,
so it's hard to surround and attack
them.

There is also a deadly Callam
Knight to overcome, who has a terri-
ble blaze attack, which showers you
with fireballs. Defeat the Callam
Knight to win the struggle. The
Knight has one of the jewels you're
looking for. It was given to him by the
King Gallam, who has the other
jewel. Slade takes the jewel off the
Knight. It's the Jewel of Light. Slade
gives the jewel to you. A sign you
can trust the thief. He joins your
forces. Oddly, the jewel suddenly
fuses to your neck.

diers who are bemused by your pres-
ence. Slade thinks up a cunning lie.
“We are delivering a package to the
King Callam,” he claims.

As clever as the boy Slade is, the
guards are not completely stupid and
recognise the group as the spies
from the prison. Once again you
have to engage in battle.

Don't take on the Callam Knights
with any of the weaker characters.
Use Jaha for most of the time as he
is best suited to combat. There are
also Callam Soldiers and a Dark
Cleric to overcome. The Dark Cleric
is a nuisance because he heals the
wounded on his side just as you hack

It's a good idea to go
around the castle and
talk to it's inhabitants.
Most people believe the
messenger was not killed

by Granseal. Apparently
the King changed when

he heard the messenger
had been murdered. His
eyes were different. You

may assume from this
the King has become the
latest victim of the devil
you fought earlier and he

is now possessed.
Leaving

the castle,

you bump
into some
Gallam sol-

it N e i

(You make a leap for the jewel in the evil King's hands as he drifts away
with his captive Princess into the darkness of the netherworld.
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WHATEVER POS-
SESSED THE KING?

When this battle is won, go to the vil-
lage in front of the Castle Granseal.
The first tragic sight you see is a
dead guard on the ground. Go to an
indoor zoo and a girl tells you how
the guards destroyed all the cages
and let the strange animals loose.
Explore the village a bit more to dis-
cover one of these animals shivering
in the corner of a room. The animal
is called a Tort and joins your force.
The Tort will later prove to be a profi-
cient fighter.

When you eventually go into the
castle there are a lot of dead guards
scattered about the floor. Sir Astral is
trying to reason with Captain Lemon.
Lemon does not really wish to kill
anyone, but he feels compelled to do
it for the love of his King.

The King was deceiving Lemon
about the attack from Granseal. It's
common knowledge Granseal and
Gallam have always been allies.
Astral confirms that King Gallam is
possessed by a devil. Lemon
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becomes confused, torn between his
King’s demands on him and common
sense. Suddenly Princess Ellis is
heard screaming for help.

Sir Astral convinces Lemon to go
with him to the tower to see what is
happening. You follow. It's hard to
keep up with Lemon and his two
guards.

You find Lemon at the door before
the tower. He is lying on the ground,
spluttering. It seems he is injured and
close to death. Lemon’s last words
beg you to save the Princess. He
now knows Sir Astral was right, and
his King is indeed possessed by a
devil. Lemon dies.

Go to the tower. There is a stand
off between the devil and Sir Astral.
They tussle and Sir Astral falls to the
floor. However, he has momentarily
paralysed the evil King and he
shouts at the Princess to run for her
life. She is stopped as the evil King
summons a small army of beasts.

You now engage in a battle with
the nasties, while Sir Astral ties to
hold off the devil King. Watch out for
the dark smoke bad guy, who is fairly
powerful and may pick off weaker
characters in a single attack. The evil

20
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King’s goons fail (or if they don’t, you
should brush up on your fighting tech-
niquet).

Despite losing the fight, the evil
King still refuses to let the Princess
go. Evil King Gallam utters a magic
spell and the minister and King
Granseal are blown over. This is lucki-
ly not fatal but it's still a lethal warn-

ing.

GO TO HELL!

At this point King Gallam displays the
missing jewel of evil. It opens the door
to a terrible underworld. He tries it out
and the ground quakes. A hole
appears in the ground, the seal to
another world has been broken!

Two transparent tubes are =z -

summoned from the dark
hole and they envelope
the Princess and the bad King. You
make a dart for the jewel in the evil
King’s hands. He protests but you
manage to grab it off him. The jewel
strangely fuses to your neck, with the
other one!

The King Gallam is furious but can
do nothing as he plummets into the
darkness of the evil netherworld with
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To leave Granseal you must board the ship and ravel across seas to Parmecia.
When you reach Parmecia, dismantle the ship for timber to build a village.

the Princess in toe. The two jewels
merge together on your neck. Astral
suggests the jewels are the key to
solving the problem of the broken
seal.

Another earthquake erupts, no
doubt the doing of the possessed
King in his newly discovered dark
domain. The King Granseal is under-
standably very upset because his
daughter has been snatched, and
you have to drag him away from the
scene. The earthquake gets increas-
ingly vialent.

As you flee from the crumbling
tower and run out of the castle, you
are greeted by two guards who have

not yet fled. They tell you chasms are
appearing in the ground. Everybody is
on the ship to avoid falling into these
gaping holes. With a tragic and cruel
twist of fate, the two guards who wait-
ed for you are swallowed up. You
board the ship, found to the right, and
make your way to Parmecia, the
mainland of this strange world.

STRANGERS IN A
STRANGE LAND

The King is still upset and does not
want to leave Granseal, where his
daughter is trapped. However, the

PARMECIA

Go up stairs fo the top to falk to the Bird King and then Volcanon himself. On
the way, gather information from the birdmen.
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survivors sail across the vast ocean
in search of Parmecia.

The Tort is the first to spot the
mainland. Astral tells the captain to
land anywhere. The ship crashes on
a beach and no-one is hurt.
Everybody unites in taking the ship
apart plank by wooden plank. Jaha,
being the clumsy oaf he is, falls over-
board trying to pull up a floorboard.
Still, no harm done. As you dismantle
the boat, a shiphand runs back onto
the ship saying his friend is in trouble
at the North Cliff. Could you help?

You will be given the option to
help. Always agree. A battle com-
mences with the island’s bloodthirsty

forest dwellers. After a big bust up
with these guys, go North to see a
man next to a cliff. Surround the
wounded man. He says a big rock fell
on him, but mysteriously there are no
big rocks around. To the right is a
tunnel blocked by a rock slide. You
wonder if there is treasure inside but
for now there is nothing you can do.

The sailor suggests you all return
to the ship. The ship has now been
totally stripped and there is a small
village nearby which has been erect-
ed from the scavenged ship parts. It's
very humble compared to the original
Granseal, but for now you must call it
home.
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THE VOLCANO
GOD

A year passes. The town is
coming on nicely but trading
is needed with other towns.
The King is still a broken
man, repeating his belief
Princess Elis is alive. He
wishes to return to Granseal
to find her and wants you to
get him a boat. For now, try not to
worry too much about the King.
Leave the new Palace and enter the
town. Some children are making fun
of a strange dumpy bird that has
wandered into the area. The bird
talks and seems annoyed the kids
are poking fun at it. The minister
spots what is going on and inter-
venes, inviting the bird into the castle
as a welcome guest.

Follow them to the castle where
the minister is chatting to the animal
in a friendly manner. The bird intro-
duces itself as Peter the Phoenix.
Peter serves a God called Volcanon.
Volcanon created the Earth and, as
long as he watches over, peace will
always reign. Peter agrees to Astral's
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the Volcano may be difficult. Look for the river, and
to the riverbank, near the rock, and you will see
a gap in the rock, leading to a cave. This is the route to take. @
|

request to see his master. The King
and the minister stop Sir Astral from
going, as he is needed at the castle.
In his place, Shining Force, your
army, must go to Mount Volcano in
the East to meet this God.

On the way to the Volcano there
are many hazards to overcome.
You're set upon by the usual ene-
mies, as well as deadly vampire bats
with the ability to use blaze attacks to
destroy your forces.

Up to 15 points can be lost in one
of these attacks. Peter, who is not
yet under your control, is very power-
ful and really knows how to fight. The
witches are now armed with freeze
spells which rip into your all-impor-
tant energy. Use the weaker charac-

The Bird King
discusses mat-
ters with his
froops affer an
exhausting bat-
tle with a band
of devils.

Go up these stairs and you will be on your war to see the great

ters to heal the stronger ones,
always ensuring they have healing
herbs and drops ( which you can
purchase in the village shops).

DON’T BE SHY!

You will reach the destination of
Ribble before you reach the vol-
cano. This is a quaint little village,
where the people are shy and hide
from you. They mistrust visitors,
especially those who have come
from another country. They believe
you have come to conquer.

The volcano itself has litfle to do with anything at this
point. Go to the village at its base and this will lead
you in turn to Bedoe and Volcanon.

'“;“(%e ™ A
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God Volcanon himse!

.

f. Scary or what!
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‘ Just look at the size of that helmet, not a
character fo go around picking on.

However, one door is open. It’s the
mayor’'s house. Peter talks to the
mayor. Luckily Peter is a legend in
these parts. All the doors are open
after Peter convinces the mayor
you’re friendly. You meet May the
Ranger in this town and she joins the
force. She is a real asset in battle
because she can attack diagonally
and from two squares away, armed
with her bow. Use her to compound
attacks.

Investigate the houses. One house
to the right of the centre tree has a
bookshelf in it. Investigate to find a
diary belonging to a character called
Kasseran. It reads: “l spent another
day searching for it...I'll never give
up. I'll find the caravan, even if | have
to travel all over the continent. | need

Parmecia is a massive place fo roam around in. The frouble

is, if you wander for a long fime

without visiting a

Parmeia has man:
caves fo . Itis
in the one near the

shore you meet a man
who may hold the
answer on how fo
return fo Granseal?

o AEEEEEEEESEEES

defeat the giant Torsos in the shrine.
There are ancient ruins beneath
Ribble and there is rumoured to be a
door to it somewhere in the village.
The tree has a hole in it that requires
something to be inserted. The
answer to these riddles of Ribble are
disclosed at a later date, so onto
your primary mission — the volcano.

NO DANCING IN
POLKA!

To reach the volcano, pass through a
dark cave. The entrance is in a
mountain range near the river. Your
only means of vision in the cave is a
small spotlight directly over the char-
acter being used. As soon as you
enter the cave a hobgoblin, a witch
and a bat attack. Keep your charac-
ters fairly close together in the attack
so you do not lose sight of the area.
When you win
the battle, exit at
the bottom-left
corner of the
cave. Before
leaving the
cave, open the
two chests to
the left and to
the right. One of
them gives you
a silver tank.
When you
emerge into the
light, go to the village
at the base of the vol-

village, you will be sprung upon by a hoard of bad guys.
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cano. This is the village of Polka. You
meet a Centaur here, who thanks you
for killing the bad guys in the cave.
They can now use it to access the
wilderness beyond. There are also
friendly beastmen dwelling here.
There is an old man helpless on the
floor to the right of the village. He
asks you to push him. He will call you
a wimp, before laughing and turning
into a small fairy, saying he was test-
ing you. The fairy flies off. Do not con-
cern yourself about this for now.
There is a weapon maker under the
stone platform where the mayor has
his house. This is odd. Why would a
peaceful town want a weapon maker?
There are some excellent weapons
on sale in Polka and it's a good
opportunity to upgrade your sword.
Suddenly, there is a small eruption
and a boy staggers into the village,
from the mountains. A beastman
looks at the boy and says he is seri-
ously injured. The boy’s eyes are
damaged and he’s weak. He may not
even survive the night. Nobody really
knows anything about him but the
mayor makes a bed for him in his
house.
Go right of the village

to the base of a tall mountain. Peter
spots some evil villains on a higher
plateaux, looking for something
under the ground. The ground is lit-
tered with craters and it's obvious
there has been a fierce battle here,
involving the Birdmen of Bedoe, who
live on top of the mountain.

A hobgoblin sees you and you
engage in a fight. Beware of Death
Monks, who can heal the wounds
you inflict, while also dealing out
some pretty lethal blows of their own.

It becomes apparent the devils
want you personally, because of the
jewels fused to your neck, but pay no
heed and battle on. If all goes well,
continue up the mountain.

VOLCANON GETS
IN A FLAP!

You are in Bedoe, a place only for
birdmen. The birdmen welcome
Peter back, and tell him Volcanon is
waiting. It becomes apparent the
birdmen have recently been in a fight
with a band of devils who tried to
invade Bedoe. The stronger devils
broke through the sacred barrier but
Volcanon defeated them.

You inform the birdmen you have
just emerged from a battle with devils
on the mountain. Some birdmen act
on this information and check the
area you have come from, in case
there are any devils still around.
They decide to check Polka village
also.
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However, Volcanon does
feel he’s not beyond giving
out some advice, however
vague it sounds at first. He
says “Believe in the power of
the jewel, it belongs to both
the light and the dark. When
the light and darkness are as
one, it shows its true power!”

Peter is surprised to dis-
cover Volcanon is so cold-
hearted. He has not seen
him like this before. Peter
decides to officially join the
force and be under your con-
trol. On your way out, make
sure you talk to all the bird-
men. Volcanon can appar-
ently revive any dead being,
one birdman tells you. This
may become useful at some
later stage.

mayor to make a raft for your jour-
ney.

BETTER THE DEVIL
YOU KNOW!

Make your way down the mountain,
back to the village. When you arrive,
Luke and the two birdmen that were
patrolling are in an uncomfortable
confrontation with some tough-look-
ing goblins. The birdmen are slaugh-
tered and Luke is wounded.

You and the Shining Force are all
that stands against the enemy. They
demand you hand over the blind boy
that stumbled into Polka earlier. You
must refuse to give him up, and fight
these goblins until they are beaten. A
beastman in the village decides to
join in the fight to protect Oddler, the
boy.

. SEAERY s
DRI RAIEICS

This mountain is the route fo the palace of Bedoe where the birdmen live. It looks as if there has been a
fierce battle fought here recently. Shining Force will have fo fight a small battle here as well it would seem,

as a bunch of nasty crones, sent by

Work your way up the tall Palace
of Bedoe and talk to the birdmen.
They are surprised the devils even
tried to have a go at the mighty
Volcanon when it’s obvious they
would lose. You soon reach the
Throne Room, where you're intro-
duced to the King. He tells you
Volcanon'’s in a bad mood and wants
to see Peter.

Volcanon is particularly mad with
people from Granseal, who he
blames for breaking the seal in the
first place, and letting Zeon, King of
the Devils free to bring havoc on the
world. The King of the Birdmen at
first thinks it unwise for a Granseal
person to talk to Volcanon but
believes it may be the only chance to
smooth things over.

[ rk Cave
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The King of Bedoe is
impressed by your resolve to
solve this titanic problem and
tells you to find Creed the
devil. He may give you some useful
information. Travel along the river to
get to Creed’s mansion. The King of
Bedoe instructs Luke to tell the

After the fight, Luke comes around,
a little dazed, but not badly hurt. He
came down to tell the mayor to make
a raft and found Polka under the con-
trol of devils. Luke decides to join the
Force and so does Gerhalt the
Wolfman.

He is the only villager eager to

the the devils, spot you and iry to overpower you.
Before you go to see the King you
meet Luke, a plucky character who
knows Sir Astral, as he was once
asked to be a messenger for
Volcanon. Luke is
impressed you're a
pupil of Astral. While
in this room you hear
one of the greater
devils, Creed,
escaped from the
fight and may try and
regain strength
unless he is caught
at his dwelling in a
place called Devil's
Tail.

Peter decides to
lead the way to the
great God himself.
You go up a flight of
stairs and eventually
arrive in a building
where two birdmen
are on guard.

You enter the tem-
ple and arrive before
a truly massive black
bird of prey,
Volcanon himself.
The King was right,
he’s very angry.
When he hears you are from
Granseal, the earth quakes with his
fiery temper. Volcanon says he can-

88w,
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This tree may

not forgive Granseal people for letting : ,°",| b";:dm)'“!
Zeon out. secret? How can
He has been trying to protect | Bl | Rttty you get fo the
ground people but he says it's no ancient ruins
longer his problem and from now on ;’:‘n“’f’o‘?"bs:':;

his protection ceases. You must face
the devils on your own! Volcanon
does not care if all the humans get
annihilated.
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eventually a member of the

low bird wanders into the village (New Granseal). This is no chicken however, and
know as Peter, your companion and
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The new kingdom, built from the boat, is not a touch on the old one, but it's beﬁh

than nothing. The king seems very unhappy, and is missing his stolen daughter.

fight. If you go to the mayor’s
house you see the boy is up and
about and obviously feeling much
better. In contrast, the mayor is a
gibbering wreck in the corner of the
room, rambling about devils and
being possessed. He sees you and
slowly calms down.

Luke tells the mayor to make a raft
for the Force. The mayor gives you
the village raft rather than bother
making another! Go to the river and
take the blind boy with you.

Follow the river left before meeting
a mighty sea beast called the
Kraken. It's an oversized octopus

and attacks the raft from every angle
with large tentacles. Tackle these
tentacles one by one in order to
defeat the creature. In this fight all
the flightless characters are restricted
to the confined space of the raft and,
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This entrance will not budge. It's the entrance fo a funnel to Granseal. To open it would
require the Skyorb. However, invesﬁﬁle the chests to pick up some new items. This place is

in the cave with the pentagra

although Luke has the power of mov-
ing anywhere, he’s very weak. Use
Peter for most of the attack, as he
can fly and is a powerful fighter.

PORT OF CALL

You will soon arrive at a blockage in
the river. Step off the raft to the right
to enter the port of Hassan.
Unfortunately Hassan is dried up and
has seen no trade for a long time. A
good deal of the buildings are derelict
and nothing occupies them other
than cobwebs.

Upstairs in one house is a monk
who claims he may be related to you

ISSUE 25 SEGAXS

s, but can only

accessed with the help of Pasaran.

as his ancestors came from Granseal.

Apparently they came to Parmecia to
chase a soldier called Max. They split
into two groups. One went back to
Granseal by way of the Devil's Tail.
Max probably went back to Granseal
as he was never found in Parmecia.

In another house you find Dr
Rohde. He’s an eccentric and does
not talk to anyone unless they have a
topic of interest to him, such as histo-
ry. At this point you are not able to
talk to him, but things change at a
later date.

UP PASARAN’S
PASSAGE

Go to a cave to the far right or South
East of the island. Here there is a
man who mistakes you for someone
called Petro who has stolen a Sky
Orb. When he realises his mistake,
he tells you an ancient stone, in his
family for generations, has been
stolen by Petro.

Petro is one of his grandsons,
while his other grandson is with him
in the cave. Petro apparently went to
Granseal Island to operate an
ancient vehicle called the Nasca
ship. Talk to the grandson, standing
nearby. He continues the story and

Don't be frightened of the gl ssages,
there's ubsgutely nothing 'goot:ns);;:ds:?es
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says his grandfather had found out
his ancestors could fly.

Open the chest in the corner of the
room to find a steel sword. Talk to
the old man some more. He says he
came here looking for treasure and
found the Sky Orb. He also discov-
ered how to use the ancient tunnels.
Most of the tunnels are useless

except the one to Granseal. He
agrees to take you through the tun-
nel.

To find this ancient passage go to
the cave containing a smaller shrine.
It's the cave nestled in a fork in the
river. Pasaran leads you up between
the pillars in the shrine and reads the
pentagraphs, which mysteriously say,
“Row...Sham...Bow.”

A door suddenly opens. Enter the
hall leading to the ancient tunnel.
First you must fight off some beasties
guarding the hall. Once they’re dis-
patched, Pasaran tries to open the
tunnel door to the right; unfortunately
it's closed. Petro, his grandson, must
have closed it. Your only hope is to
find Petro and the Orb to open the
door.

If you go back to Bedoe, the King
tells you something strange has hap-
pened in North Parmecia. There was
a strange cloud. Goddess Mitula lives
on the north side of Tristan through
the mountains. The people in Tristan
are kind, but weak.
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Passaran’s job is ing doors. It must
be a hard I#e! Th:’i):n;sls, he can't even

do that very well...




don'’t control Dirk's actions, rather you
control his reactions to the events hap-
pening around him. As you watch the
amazing cartoon animation, you must
ide what Dirk is going to do next.
 In each scene there are several
 moves to make, from a choice of
. LEFT, RIGHT, UP, DOWN or SWORD
" (B-Button). Any wrong move at any
stage in the game results in a strange
and painful death, so Dragon’s Lair
. really is a test for any gamesplayer, no
~ matter how experienced.

The order in which you visit the dif-
ferent scenes can change and differ
each time you play the game and,
most importantly, the sequence of
moves changes as well. What hap-
pens is a reversal of the moves in a
scene. This means a mirror image
occurs, so the correct moves from your

previous game change to the opposite

move. Thus, RIGHT becomes LEFT
and vice versa, but UP and DOWN still
remain the same.

¥ evil.As brave knight Dif
s _your task is to rescue-

i

poms and haunt

The Drawbridge

ng
sedon’tacttoeeaﬂyortoolate You

-through the
- swing of the

Dragon’s Lairis a classic tale of hero-
o ism, adventure and the fight against
the Daring,
ir Princess
- Daphne from the dreaded clutches of
ge the evil dragon. The timing of your
zvery move, lhrnugh s oky snake-

liways, is
likes of the

Start outside the castle on the old
wooden drawbridge, overhanging the
dark and mysterious moat. Dirk
walks along the drawbridge until he
comes to an area of rotten wood,
when the wood gives way Dirk falls
through the drawbridge into the moat
below. Dirk grabs the sides of the
hole to stop himself falling any fur-
ther, but the risk of getting wet is the
least of his problems!

- Several purple tentacles will
appear to the right of the screen and
immediately start to head for our
hero. As soon as they move press
the B button to draw your SWORD.
This allows Dirk to swing his
sword at them
to buy an extra
couple of sec-
onds. Halfway

sword, press UP. This allows Dirk to
clamber up through the hole and run
into the castle to escape the tenta-

cles following him up the hole.

.,g&antome ht'in
ey to save your one

“»  true love.
his classic

End of Corridor
Once inside the castle, you come to
the end of the first corridor with
three doors leading from it. The cor-
ridor will now begin to shake and
shiver and the floor will begin to
break up. This cuts you off from the
left hand door and the straight for-
ward option, so the only course is to
move RIGHT. Wait until Dirk stag-
gers to the right and then to the left
as the passage quakes before you
select the correct direction. If you're
too late in pressing the correct
direction, Dirk is crushed beneath
falling masonry.

Drink Me

The third scene takes place in a
room with a sign at the back saying
Drink Me. Even though Dirk must be
pretty thirsty by now don't drink the
potion. It turns Dirk into a pillar of
crumbling salt! As you walk
towards the sign, fire breaks
out behind you and a fanfare of
music begins. As soon as this
happens press the direction
pad RIGHT.
Dirk then
escapes
from the
room by
kicking
down the
door.

WfimaTED RpVENTL
ROVERY

Tentacles from
the Ceiling

As you walk into this room a large
pair of tentacles drop down from a
trapdoor in the ceiling. Immediately
draw your sword and cut the tenta-
cles down. More tentacles come
up behind you and the animation
shows Dirk leaping over to the
back of the room. When he reach-
es the back wall, the door to the
right flashes so move to the
RIGHT. When you reach the door
it closes up and you have to press
DOWN to jump to the front right of
the room at the foot of the long
stone staircase. :
Dirk will now begin to walk up

the staircase but on the see¢ond

step more tentacles foreé you to
press LEFT, so Dirk leaps onto the
tone table in the centre of the
. When he is balanced on the
ress UPand,as the sea of.  _
moves infor the kill, he .«
ards the*top door and
s to the next extremely
sing scene.

.
‘ g
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Dirk will now grab a
the shelf and begin to
uide it towards his lips. As this hap- 2 ! rom t
ens a ghostly figure metamorphoses - B U = € “leads you to this room where
om the potion and, if left alone, it d tions must once again be ligh
eeds to swallow you up whole. i ‘ fast. As you stand in the room you *
When the figure appears, press the will see a door at the back of the
3utton and draw your SWORD. If : : room. Make it over to the door bef
do this quickly enough, Dirk has , 7 S it’s closed off by a magic wall in th
time to swing his sword and cut the S { middle of the room. This wall builds
smoky figure in two. As this happens, be bt
another evil form materialises from
the cauldron. Press the SWORD but-
ton again and swipe the evil smile off
the second demon’s face, before i :
pressing RIGHT to leap from the 77 through the door. If you're too fate i
room via the door before the bubbling | Y selecting your direction, Dirk tries to
ooze catches up with you. ; : ;

P it

completing its
be walled up forever.

You will have to be very quick with

your reactions in this room to get
through in
one piece. As
you enter, a
large snake
lunges down
from the ceil-
ing to the left.

Quickly draw your SWORD to cut it

down before turning to repeat the
SWORD move on a second snake to
the right. As you swing the sword to
cut the second snake down, press

W% the direction pad RIGHT so that

> =2 when the snake is history you can
pull on the skull-on-a-rope and climb

tures a large black caul- UP t0 safety.

o] oor and vaporises you if the
quid makes contact

with Dirk. When the

cauldron erupts

press UP and Dirk

will leap past the

witch’s brew to

onto tl
. Dirk then sp
nd on the throne, befo
through a'secret panel in

all and on to another corri-
oon as the throne spins

" RIGHT again to sprint from the
throne to the door on the opposite
side of the passage, before the

ight c%ﬁ;s up with you and
yo

'Qgs\t hide! *_ i,
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This room can be one of the most
difficult rooms in the game with the
tendency to throw you off guard by
flipping around so the moves are

" reversed. You get

your first
sight of the
Princess in
this section,
who shouts
“Save Me”
as she is
carried off to the Dragon’s Lair.

In order to progress you must first
get past the Floor Knight, who is a
rather large figure with a magic
sword. This sword sends lethal
magic rays racing across the floor. If
you step on the magic it burns you in
an instant. As he sends the magic
into the floor jump away from it and
try to quickly get over to him at the
top of the screen.

When the room is the normal way
around jump in this sequence —
LEFT, RIGHT, UP, RIGHT, LEFT,
RIGHT, LEFT and SWORD. If the
room is mirrored, the lefts and rights
are reversed. The SWORD move at
the end destroys the Floor Knight in
one swooping move. £

| Wooden Platforms
| This old castle could really do wit
} some DIY as all the, wooden floo

| castle, so, if you
| Dirk falls to his death. As ybu stan
“the platfo 0od behind you
to disappear. When this hap-
s UP and then UP again
platforms collapse

k now runs around the corner and

immédiately gets attacked by crazed
vampire bats. As sgon as the anima-
tion_shows Dirk is safely around the

corner press the SWORD button and

~ | swipe at the incoming bats. Asyou

| complete your sword swing, leap to the
RIGHT to land on a wooden bridge,

and then RIGHT again to clamber

e castle wall and through to the door-

~ with Dirk at the top, the stairs

This scene can be daunting at first
but is actually quite easy to com-

plete. When the animation cuts to an
overall view of the stone staircase

d|sappear and become a
slope. When this happens
simply press the direction
pad to the LEFT and Dirk
moves to a safe section of
the slope.

Dirk then walks down to
the centre platform and, as
he does this, press the
SWORD button to defend yourself
against the return of those evil
killer tentacles.

Halfway through the sword
manoeuvre press LEFT again to
allow Dirk to dodge past the ten-
tacles and walk up the next stair-
way. As he reaches the top of

the second set of stairs, they too turn
into a slope. When this happens sim-
ply press LEFT so Dirk can regain
his balance and exit the room via a
porthole door.

It's time for the ride of your
life as you saddle up and
ride this pony from hell! As
you climb on press LEFT
to activate the horse and
hold on tight. Dirk and his
mount shoot off down the
dangerous corridors of the
castle encountering all
kinds of deadly foes.

At the first corner move
RIGHT to avoid the fire on
the left and at the next cor-
ner move LEFT to dodge
the fire on the right.
Further down the track are
two large stone columns in the centre of
the screen. At the first one press RIGHT
and at the second one press RIGHT.
You’re now heading for a dead end, so
you must quickly turn RIGHT again to be
thrown from the horse to the safety of a
doorway. The Flying Horse scene is yet
another that regularly flips around so the
moves are back to front.
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here are four moves to negotiate in ; The smlthv

this section. As soon as Dirk enters | Dirk is now in the Blacksmith’s room
e room, press the SWORD button to  SIAREE e el =l RE el Rl
foil the Giddy Goon stalking you from  BBIEUATCRIEIGISIE: el gl = 1=Vl
 the left. Midway through the move order to dissuade the fire sword from
press RIGHT to get away from the ploughing you down. The fire sword

- second Goon, before pressing UP to rises up to the ceiling and comes

move up the stone staircase and | down at you for the Kill. Press your
away from the danger area. As you SWORD button again to deflect the
move up the stairs, more Goons fire sword away. Now a flying mace

appear from the top of the stairs. rides up to the roof and comes down
Immediately draw your SWORD and at you in the same way as the fire
stop them in their tracks. Dirk then [ press the Sword button
moves through the door and on to the

You are now but am next scene.

game of Pool
and you must
moye at speed to
avoid being 8- =%

b
K
i

,

}

“

the Forge,
comes

ing is criticals

. “Dirk. The movements:are very simple
' but 1
e blac

OWN in direc-
‘of the smaller
ght) has
ller ball does
move on to
timing
ovement six
imes before
pressing UP
0 bound over
e hole in the

second mutant hand. Now simply
; skip to the LEFT to exit the hallway
The Haunted Hallway is a very scary  pyt go straight to your SWORD
place and you are well advised not again to slice up the two ho

to dwell there too long. As you begin  gkeletons moving in to se
to walk down this creepy doom. Dirk then
passage press UP on the
direction pad to skip past
; , the skulls and bones and
RD 2 7% then draw your SWORD
arge number of : to shatter the huge skele-
bats hove into ton hand coming at you
view and begin to from the left.
attack you. Repeat those two moves by jump-
Halfway through your ing UP past the incoming ghostly

sword swing, press LEFT slime and SWORD to break up the
to escape the rest of the . -

bats and flee before the
ground gives way.

The next section takes
place on a downward sloping
wooden ledge. Simply press LEFT
again to jump over the gap to
carry on around the corner. As
you watch the animation of Dirk
leaping over the gap, go for your
SWORD again. You need to be in
mid-swing when the mutant bat
turns up. Once you've carved him
up press LEFT again to exit
through the doorway.
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Chequerboard
Corridor

This section is a
rather quick little
stage but it's dif-
ficult to get the
timing right. As
Dirk walks up
the corridor, the ﬂoor moves down
and then up. The animation moves in
closer and the
music sounds
out as the floor
begins to break
up. When this
happens press -
DOWN to leap to a clear spot and
press UP to skip back over. As soon
; as you skip back

T R e

?h@ gjﬁ&ﬁ’ﬁ %%*‘Wﬁ‘ Lizard King who has also arrived in
bz il " . the chamber. Enter into a sword
;”"%ga:rsxels :lrt]:oﬁgh 30;.??1;:?(?8&!:? ve?y fight with the Lizard King and move
. quickly to stay alive. The Lizard King very. Guickly ingeed LR dran

your sword, press LEFT to get to the
grnes a.t you from th‘? Bt and Dirk other side of the room, then press
automatically draws his sword.

RIGHT to return to the right hand

However, a magic pot of gold will fly side of the room. Press DOWN to press LEFT to g

g?rskt :;: gﬁg r::;fstgftr:e Ngrvo?" duck as the King strikes and then jump over to ?e

gold to retrieve his sword b?:t b il immedia@ely press the SWORD but- clear doorwa

VA o mone auickhe g t'he Lizard ton to finish off the and away f 1
K?r:/geis runningqafteryhim godforsakenLizard King. the fire. ﬁ

whole section only takes
onds to get through b
of practise to get the ti

As soon as the gold pot steals
your sword press LEFT to duck as it
comes back at you. Now run after
the pot and follow its direction. There
are five corridors to chase it down, at
the end of them all go RIGHT. Every
time Dirk moves right, the Lizard
King lunges at him with a staff so if
you'’re too late or too early, Dirk gets
a bang on the head and is dragged
off to certain death.

After you've successfully negotiat-
ed the five RIGHT moves, you enter
a room containing the pot of gold
and your sword at the top. Press UP
to claim your sword and then press
the SWORD button to swing at the

section Ll;x;t will reverse

In this secuon play the waltmg game ne | , S0 be careful with your

to get past the spinning batons and first move. At eginning of the scene
g then utilise your quick reactions to - 1GH ump over the gap as the
£ defeat the Cloaked Spectre. The ani- bl n ol [ EERE e R E T e

—M mation shows Dirk inching towards

5 9 the two large batons, wait until he
stops and moves slightly from side to
side. When Dirk does this press UP
on the pad and Dirk dives between
the batons and lands on the floor at
the other side. As he does this reach
for your SWORD and slay the !
Cloaked Spectre in one swoop. Now nb out of the pool be
quickly move DOWN to dodge the , e a grab for you. O
magic thorns and press UP to exit ;
through the door before the thorns
tangle you up.
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the timing is ven
why the first
obvious is |

screen towards yo
reaches you thorns gro
Basically, jump away fri
by leaping under the h huge
legs. When the Phantom rides at you
for the first time press LEFT and then
repeat the LEFT mc s second
gallop. He’s now lurking at the other
side of the screen so on his third trot
screen press RIG
changes to the P

ISSUE 25 Seea’
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The Fire Room

Moves must again be timed to per-
fection in order to get through this
tricky section. At the beginning wait
until the wooden bench drops down
from the ceiling. When it does, fire
hurtles across the room in your direction and you should initially press
RIGHT to dodge it. Another bolt of fire strikes in from the right and, just
before it starts to come across towards you, press DOWN to avoid it.
Fire now fills the room so press
UP, followed swiftly by LEFT. The
animation now focuses on the
ench tha fell from the ceiling at
: cene. Press

This is a similar chase scene to the
Lizard King. At the start draw your
SWORD as the Mudmen close in.
This buys you a second or so to
press UP, allowing Dirk to begin to
flee. This is followed by six more
screens where the object is to press
the UP button at exactly the right
moment to continue Dirk’s flight. This
timing is the crucial element in the
level and the direction should be

mg in or when Dirk has run out
f room. After the six UP movements
Dirk quickly exits via a doorway.

¥
F

7

the game. You find yourself inside a
rounded cage corridor with magic
light coming towards you on the
floor of the cage. Just before i

to you press UP to leap down the
cage and then press UP again as
the magic light gets close. This sec-
ond move takes you throu

and onto a bridge. Wait to

of the bridge until the first

the magic light come in f

right and press LEFT to

across the bridge before it

sumed with you on it.




Drago a alk a
i a darkened passage a
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i all do anothe a
ole e dra
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] a oug
i ole he lana a
g 0g boat, pa g
£ o
8 a d d d
% ead e Rapid
ere are no 0

As D ® acro
apid 0 e le e
be a slig differe
010 ed < e
0 e rapid en D
ge o these slip ea
pre P. Repea
on four occa

%

In the Whirlpool section, Dirk must
b paddle around the four sections of
swirling water by moving against
the natural current. At the first.
whirlpool steer RIGHT, atthe sec-
ond LEFT, at the third RIGHT and
at the final one LEFT. The boat
then continues into a strong rapid
and smashes up on the rocks. The
ie impact sends Dirk flying

Dlrk ls now msnde the Dragon s Lair!
Ahead of him is the toughest task
yet, to rescue the Princess from the
clutches of the evil Singe the Dragon.
Singe is initially asleep so the first
object of the game is
not to awake him too
soon. Throughout the
room are balancing
dishes and crockery.
Dirk must stop them
from falling to the
ground and making a
noise and awakening
the mighty Dragon.

In the opening move
catch a pile of falling

stick situation !ng 0
ance. Dirk moves around f
left, trying not to fall over as he .
leaps on barrels and chests. ‘When
he reaches the right hand treasure
chest press LEFT so he can leap

over to the left hand treasure chest.

household objects by
pressing UP. The animation then
move to the Princess, locked up in a
glass cage. She spots our dashing
hero and the scene cuts back to Dirk,
who seems
to be in
a very
slap-

As he does th&s
the chest
begins to slide
down the slope
of gold, bringing
him to the
clearing in front
of the waking
Dragon.

As soon as
the Dragon .
moves press LE

breath but don’t we

n't seen you ai
. down to sleep. Th
comes now — p -
stop another pile of plate
falling. You can then go|
Princess’s cage. She
key to the cage is around {l
Dragon’s enormous ne

stone and the Dragge
up behind him. As soon as
the Dragon moves towards
the stone press DOWN
and, as his claws come
onto the stone, press

« \ DOWN again to duck

and LEFT to slip
under his razor
sharp nails. As
. W Singe comes
towards you
press UP to leap
over and down
the slope as he
breathes his fire
at you. Dirk now hides
behind a large wood-
en stake (used for
4 burning maidens)
and the Dragon

SEGA)(S ISSUE 25



now the final con-
flict. The Princess -
looks on as Singe catches up with
our brave Knight and the game’s
hardest moves have to. arried out
with precise timing. ;

N the drag-
mes closer
th

RD button
ect his fire

’ press
3D but-
as soon
5 the animation
nges its view
and Dirk
make his

- I rab for the

" e grabs it dodge

FT to avoid %
take a final
pon by press-
N as soon as

S

‘23
S over
and once

again SEGA
XS has rescued
another fair maide

j AM . Dragon’s La CD supplied by:
| Aot A st <y . .| VIDEO GAME CENTRE,
ST ; NUMBER OF LEV! A : Tel: (01202) 527 314
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