Arnie crouched behind a
rotting tree stump and
shouldered his AK47 rifle. He
pulled a matt black laser night
sight from his hip pack and
broughtitto his eyes.

Inthe flickering lime display he
could see trip wires - a fortified
machine gun nest-and several
lean, watchful, guards.

They were obviously
expecting visitors - but they
weren’texpecting Arnie.

Enemy
and assassinate him.

"Piece a’ cake" he muttered.
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OPERATIONAL BRIEFING

One mission split over a complex enemy base camp.
All operations are covert and outside normal UN
Security Force jurisdiction. This is a one man mission
- no prisoners to be taken and operative to begin
termination procedure in case of imminent capture.

GAMESPLAY

All action is controlled via a JOYSTICK connected to
port two on the Commodore 64/128.

After loading, the mission begins by pressing FIRE.

The combat action occurs at the top of the screen,
gvnh the control information panel situated at the
ottom.

From Left to Right, the control information panel is set
out as follows:

SCORE-  Gives present attack score rating.

LIVES - The remaining lives are shown as
icons.

WEAPON - The Weapon currently in use is shown

in this box.

After Arnie has been dropped by helicopter on to the
enemy base he begins his mission to track down the
General and assassinate him. The path Arnie has to
follow is marked with arrows.

Amie has to dodge enemy fire and kill all hostile
soldiers. Killing a RED soldier leaves a more powerful
weapon for him to pick up and use.

WEAPONS

During the game, the following weapons are
obtainable:

ARMALITE AR15 RIFLE -
Arnie’s favourite weapon which he carries with him at
alltime.

M60 LIGHT MACHINE GUN -
A light weapon with high firepower.

RPG7 ROCKET LAUNCHER -
Heavy rocket launcher with a wide field of fire.

FT25 FLAME THROWER -
Devastatingly powerful tool of destruction.

Arnie starts the game with his Armalite and a plentiful
squIy of ammunition. Each of the extra weapons
collected only have one round of magazine loaded.
When this is emptied, Arnie reverts back to his
Armalite.

FINAL MISSION BRIEFING

Arnie begins the %ame with 3 lives, and gains an extra
life at every 10,000 points.

After Iosin? a life, Amnie flashes to show that he is
invulnerable for a short period.

Once all lives are lost the game is over.
Best of Luck, Arnie - Lets get a result on this one!
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THIS COMPUTER TAPE

THE AIRCREW SPECIAL OFFER!!

The Aircrewis a uniiue games club, dedicated to
bringing you all of the latest information on
Zeppelin, Zeppelin Platinum, and Impulze products.

The Aircrew bi-monthly m?gazine is packed full of
big prize competitionsinsi<:r-hints and tips, game
exclusives, free trade posters, special offers,
exciting features, and gives'all members advance
information on all new game releases!!

To obtain your free, no obligation, full colour
information pack on The Aircrew, please write
giving your name and address to:

The Aircrew, Dept DJ, PO Box 17, Houghton-le-Spring,
Durham DH4 6JP

The Aircrew - the most exclusive Games Club in the World!!
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The program code, graphics, m?sic and artwork of this game
are the copyright of Zeppelin Games Limited and may not be
reproduced, stored or hired without the written permission of
Zeppelin Games Limited.
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