ACTION SERVICE

TIENES TRES MODOS: PLAY MODE, REPLAY MODE Y CONSTRUCTION MODE.
-PLAY MODE- CONSISTE EN 4 TESTS,
FISICO= DEBES CONSEGUIR OBJETOS, REALIZAR UNA FUGA SIMULADA, ETC.
DE RIESGO= HAS DE DEMOSTRAR TU HABILIDAD LANZANDO GRANADAS, PONIENDO
MINAS, EVITANDO DISPAROS, ETC, SIEMPRE EVITANDO A REX...
DE COMBATE= ES EL ENTRENAMIENTO PARA EL COMBATE CUERPO A CUERPO CON GUARDAS, UTILIZANDO ARMAS Y
TODOS LOS TRUCOS QUE SEPAS.
RUTA COMBINATORIA= ES UNA MEZCLA DE LAS TRES PRUEBAS ANTERIORES.
-REPLAY MODE
PUEDES VER TODO LO QUE ESTA PASANDO EN EL CAMPO DE ENTRENAMIENTO POR UNA SOFISTICADA CAMARA LASER.
TIENE DIFERENTES FUNCIONES COMO <SLOW> O <PAUSE->.
-CONSTRUCTION MODE
CON ESTA OPCION TU TE CREAS TU PROPIO CAMPO DE ENTRENAMIENTO REALIZANDO LAS FPRUEBAS DESEADAS,

INSTRUCCIONES

COMO CARGAR

ATARI ST Y AMIGA: ENCIENDE EL ORDENADOR. INSERTA EL DISCO EN EL DRIVE A. EL PROGRAMA SE CARGARA
AUTOMATICAMENTE. DESPUES DE LA PRESENTACION PULSA EL BOTON IZQUIERDO DEL RATON O EL ESPACIADOR PARA
CONTINUAR CARCANDO,

PC Y COMPATIBLES: ENCIENDE EL ORDENADOR Y CARGA "DOS" METE EL DISCO EN EL DRIVE A. ESCRIBE "COBRA" Y
PRESIONA RETURN. DESPUES SIGUE LAS INSTRUCCIONES DADAS EN LA PANTALLA.

ORDENES

8.ARRIBA. 2- ABAJO. 4- IZQUIERDA. 6- DERECHA. EL 5 EQUIVALE AL BOTON DE FUEGOD DEL JOYSTICK, QUE TAMBIEN

PU,E}?;:E(;SER UTILIZADO. TECLAS DEL 1 ALB Y L, C, R SON LAS TECLAS DE CONTROL DE LA PANTALLA Y EL CONTROL DE

M ;

EE%SL;E[RII%LSEK PARA SEGUIR CARGANDO DESPUES DE LA PRESENTACION. EL JUEGO ENTRA AUTOMATICAMENTE EN
b

1. FLAY MODE

ELIGES EN UNA CONSOLA DE CONTROL QUE TE MUESTRA 8 CLAVES, UNA CLAVE DE CONFIRMACION Y LAS DOS

FLECHAS DE DERECHA-IZQUIERDA (L+R)

PARA ELEGCIR UNA FUNCION:

POSICIONA EL CURSOR ENCIMA DE UNA DE LAS CLAVES. HAZ CLICK SOBRE ELLA.

NUMERD 1. TE MUESTRA LAS ORDENES DE LA MISION.

NUMERO 2- DEJAS EL JUEGO.

NUMERD 3- CAMBIAS EL NOMERE DE UN JUGADOR MEDIANTE LAS FLECHAS L Y R Y HACIENDO CLICK EN LA LETRAC

CUANDO LO HAYAS DECIDIDO, PONES EL NOMBRE Y PRESIONAS ENTER.

MUMERD 4« ELIGES LA RUTA CON LAS FLECHAS L Y R Y LA CONFIRMAS PRE SIONANDO LA LETRA C, SOLO PUEDES

ELEGIR LAS RUTAS DE LA 1 A LA 4, YA QUE LA 5 ESTA RESERVADA PARA EL MODO EN EL QUE CONSTRUYES TU PROPLA

RUTA.

NUMERO 5- SE USA PARA GRABAR TU NOMERE CON TU PUNTUACION CON LAS FLECHAS L Y R Y PRESIONANDO LA

ETRA C. 51 YA HAS INTRODUCIDO OTRA PUNTUACION CON EL MISMO NOMBRE, ESTA SE BORRARA Y SE INTRODUCIRA
NUEVA..

NUMERO 6- SIRVE PARA REPETIR UNA RUTA. (VER REPLAY MODE).

NUMERO 7- CON ESTE MODO PUEDES COMPROBAR ANTERICRES PUNTUACIONES.

NUMERD 8- AQUI COMPRUEBAS PUNTUACIONES DE LOS 5 MEJORES JUGADORES EM ESE JUEGO.

PARA CONSEGUIR UN BUEN MANEJO DE LAS PUNTUACIONES INSERTA UN DISCO NUEVO FORMATEADO EN EL DRIVE

TAN PRONTO COMO EL JUEGO HAYA SIDO CARGADO. ESTE DISCO RECIBIRA PUNTUACIONES Y REPETICIONES.

PARA MOVER EL GUERRERO

PUEDES USAR EL TECLADO O UN JOYSTICK. PRESIONANDO "ESCAPE" ABANDONAS LA RUTA. PARA EMPEZAR:
"STANDING", 8- LANZAR UNA GRANADA, 6- CORRER. 4-CUERPO A TIERRA. 2. ARRODILLADO SOBRE UNA PIERNA. 5 -0
BOTON DE FUEGO- . DISPARAR, PERO SOLO EN LAS RUTAS 3.5.

CADA UNO DE ESTOS 4 NIVELES TIENE SUS COMANDOS ESPECIFICOS.

6. CORRER. SI PRESIONAS LA TECLA 6 O MUEVES EL JOYSTICK A LA DERECHA CUANDO ESTAS PARADO, LA FIGURA
COMIENZA A CORRER.

EN ESTE NIVEL S PRESIONAS LA TECLA 5 Y LA 6 SIMULTANEAMENTE -PRESIONAR EL BOTON DE FUEGO Y MOVER EL
JOYSTICK HACIA LA DERECHA- CAUSARAS LAS SIGUIENTES ACCIONES : :
-SALTAR UN OBJETO BAIO

_SUBIR POR UNA ESCALERA -4 Y 6 PARA SUBIR, TENIENDO EL 5 PULSADO-.

-SUBIR FOR UNA CUERDA. &

-SALTAR UN MURO -5 PARA DESCENDER-.

5. FUEGO
5. DISPARAR. 4. MEDIO TURNO HACIA LA DERECHA. 6. MEDIO TURNO HACIA LA IZQUIERDA. 2. GUARDAR LA PISTOLA.

8. LANZAR UNA GRANADA -SOLO ST ANTES LA HAS CONSEGUIDO- O ADOPTAR LA POSICION DE "COMBATE CERRADO"
8 TRAMPEAR ANDANDO HACIA ATRAS. 2. TRAMPEAR DE RODILLAS. 4, FEGAR PATADAS. 6. GOLPEAR. 5. ABANDONAR
LA POSICION DE COMBATE.

4 BUCEAR, TUMBARSE
§.2. SALIR. #\6. DESLIZARSE. 5 O BOTON DE FUEGO. PONERSE DE RODILLAS.

2. DE RODILLAS SOBRE UNA FIERNA.
& COGER UNA GRANADA O COGER EXPLOSIVOS Y PONERLOS EN CAJAS, ETC. 2. CUERPO A TIERRA. 5,0 BOTON DE
FUEGO. PONERSE DE PIE.
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2. REPLAY MODE

$E SELECCIONA HACIENDO UN CLICK EN " VCR". TE PERMITE VER LA REPETICION DE UNA RUTA EFECTUADA POR UN
JUGADOR O UNA RUTA QUE CARGASTE ANTERIORMENTE CON LA OPCION "LOAD REPLAY". DESPUES DE QUE HAS
COMENZADO, TIENES LAS SIGUIENTES OPCIONES: 8. CAMARA RAPIDA. 2. CAMARA LENTA. 6. PASARLO RAFIDAMENTE.
5 O BOTON DE FUEGO. CONGELAR LA IMAGEN. ESC. FIN DE LA REPETICION. 51 NO DAS NINGUNA OR DEN LA REPETICION
SE DESARROLLA A UNA VELOCIDAD NORMAL.

NOTA: SOLAMENTE UNA REPETICION PERMANECE GRABADA EN MEMORIA. CADA REPETICION BORRA LA ANTERIOR. 51
QUIERES SALVAR UNA RUTA, SALVALA AL ACABAR ESTA. 51 ES UN ESCENARIO QUE CREASTE CON EL "CONSTRUCTION
SET" CARGA EL ESCENARIO ANTES DE CARGAR LA CORRESPONDIENTE REPETICION.

3. CONSTRUCTION MODE

FPARA SELECCIONARLO HAZ UN CLICK EN "EDIT". TIEME YARIAS FUNCIONES. CADA PANTALLA CONTIENE 236
PANORAMAS, CADA UNO CON 4 PLANOS:

-UN DECORADO. -UN DETALLE DEL FONDO -OPCIONAL-, -LA PERSONA. -UN DETALLE DEL PRIMER PLANO -OPCIONAL-,
Y LA POSIBILIDAD DE PONER TRAMPAS,

LA SELELECCION DE UN PANORAMA CONSISTE EN LAS SIGITIENTES FASES:

1. VISIONAR LOS DECORADOS: HAZ UN CLICK EN LA DF’(.‘IDHP"LI.NDSCAPE" Y ELIGE UNO DE LOS 8”2 SE TE FROPONEN.,
2 ELEGIR UN LUGAR Y UN OBJETO EN EL FONDO -OPCIONAL-: DEBES ACTIVAR LA OPCION " :

A. SELECCIONA "ITEM BACK" MEDIANTE UN CLICK.

B ELIGE UNN OBJETO ENTRE LOS QUE SE TE OFRECEN -PASA A OTRO HACIENDO UN CLICK EN UNA DE LAS DOS
FLECHAS DE LA VYENTANA DE DETALLES-.

C LA POSICION HORIZONTAL POSICIONA EL OBJETO CON UN CLICK EN UNO DE LOS 7 RECUADROS MARCADOS CON UNA
X PARA MOVER EL DETALLE A LA DERECHA O A LA IZQUIERDA.

D.LA POSICION VERTICAL POSICIONA EL OBJETO HACIENLCO UN CLICK EN LA GRADUACION VERTICAL PARA MOVER EL
DETALLE HACIA ARRIBA O HACIA ABAJOD.

PUEDES HACER B, C 0 D EN CUALQUIER ORDEN.

3, HACIENDO UN CLICK EN LA OPCION "MAN" POSICIONAE LA ALTURA DEL SOLDADO CON LA GRADUACION VERTICAL
PARA SUBIR O BAJAR EN RELACION CON EL SUELO -OPCIONAL! 51 FALLAS, EL SUELO COINCIDE CONM EL DECORADO MAS
BAJO-, UTILIZA "ON" PARA HACER APARECER AL SOLDADOD Y “0OFF" PARA HACERLO DESAPARECER.

4. ELEGIR Y POSICIONAR UN OBJETO EN EL PRIMER PLANC OPCIONAL-: DEBES USAR LA OPCION “ITEMS",

A. SELECCIONA LA OPCION “TTEM FRONT".

LAS OPCIONES B, C Y D SON IGUALES QUE ANTES.

LAS OPERACIONES 1, 2, 3 Y 4 PUEDEN SER TOMADAS EN CUALQUIER ORDEM.

5. PONER UNA TRAMPA -OPCIONAL- MEDIANTE LA OPCION "TRAPS”

LA VENTANA ES REEMPLAZADA POR OTRA PARA TRAMEP L5 CON LA QUE SERA POSIBLE ELEGIR UNA TRAMPA ACORDE
CON EL NUMERO QUE AFPARECERA EN LA PARTE DE ARRIE A DEL PANORAMA QUE ESTES UTILIZANDO. CADA TRAMFA ES
DE UNA CLASE ESPECIFICA:

TIPO 1- DEPENDIENDO DE UN DETALLE DEL PRIMER PLAN.

T S EPENDIENDODE L QEIGTO DD B e
TIPO 3- SIN DEPENDER DE NINGUN OBJETO. 3

COMO PONER UNA TRAMPA.

ESTA OPERACION ES LA MAS DELICADA CON MUCHO Y EL INTERES DEL JUEGO DEPENDE DE ELL#. HAY DOS CLASES DE
CATEGORIAS, DEPENDIENDO DE 51 ESTAN HECHAS CON OBJETOS O NO.,

EN EL OTRO TIPO -HACER 10 AVANCES 0 COMBATE CERRADOD- SON INDEPENDIENTES DE LA PRESENCIA DE DETALLES
EN EL DECORADO,

TE SUGERIMOS LEER LAS SIGUIENTES FISTAS PARA QUE TU ESCEMARIO SEA MAS ENTRETENIDO. PFODRAS HACER EL
TIPO DE TRAMPA QUE QUIERAS. "GAG" TE MOSTRARA ALGUNOS EJEMPLOS.

1. TUMP\FALL: CON DETALLES COMO SACDS DE ARENA O VALLAS BAJAS -TIFO AO B-.

2. JUMPMSLIP: ASOCIADO CON BARRILES -TIPO A O B-.

3. JUMP OVER WALL: CON DETALLES COMO ALTOS MUROS. -TIPO A O B-.

4. DOG START: EL PERRO APARECE CUANDO PASAS LA TRAMPA.

5 CRAWL: ASOCIADO CON DETALLES QUE DEBEN ESTAR EN EL FONDO, COMO CABLES DE ESPINOS, ALCANTARILLAS...
-PREFERIBLEMENTE DEL TIPO B-.

6. HACER 10 AVANCES: CAS] EN CUALQUIER SITIO -TIPO C-.

7: AIR RAID: CASI EN CUALQUIER SITIO -TIPO C-.

& MIMNE: SOLAMENTE ASOCIADO CON MINAS. PON EL OBJETO EN EL FONDO -TIPO A-.

9. GRENADE: SOLAMENTE ASOCIADO CON GRANADAS QUE DEBERAN ESTAR EN EL PRIMEF. PLANO -TIPO A-.

10. DROWN: SOLAMENTE CUANDO HAY UN LAGO ¥ NO HAY NINGUNA BARCAZA -TIPO C-.

11, SET CHARGE: ASOCIADO CON EL OBJETO DE DECORACION "PUERTA BLINDADA" -TIPO C-.

12. GET CHARGE: ASOCIADO CON LA "CAJITA", ESTE OBJETO DEBE ESTAR SITUADO EN EL PRIMER PLANO ¥ A UNA
DISTANCIA RAZONABLE DELANTE DE LA PUERTA -TIFO B-. 3

13. 5SHOOTER: CAS] EN CUALQUIER LUGAR. EL ENEMIGO APARECE DESPUES DE QUE PASAS LA TRAMPA -TIPOC-.

14. REAR ATTACK: CASI EN CUALQUIER SITIO. EL ENEMIGO APARECE DESPUES DE QUE PASAS LA TRAMPA -TIPO C-,

15. HIGH BURST: CASI EN CUALQUIER SITIO -TIFO C-.

16. LOW BURST: CASI EN CUALQUIER SITIO -TIPO C-.

17. CLOSE COMBAT: CASI EN CUALQUIER SITIO. EL ADVERSARID APARECE DESPUES DE QUE PASAS LA TRAMPA -TIPO C-,
18, SENTRY BACK: CASI EN CUALQUIER SITIO. EL ADVERSARIO APARECE DESPUES DE QUE PASAS LA TRAMPA -TIPO C-,
19. GRENADE COMBAT: PON ESTA TRAMPA ANTES DE PONER LA DE GRANADAS. EL ADVERSARIO APARECERA CUANDO
PASES LA TRAMPA -TIPO C-,

20. SWIM: TIPO C,

6. OPCION "REPEAT™

LA ULTIMA ORDEN QUE HAYAS SELECCIONADO SE TE PRESENTA EN LA YENTANA DE LA OPCION "REPEAT" . HACIENDO
UN CLIEK EN ESTA OPCION, EFECTUAS ESTA ORDEN PASO A PASQ,

7. DISC

EN CUANTO SALE EL ESCENARIO PUEDES SALVARLO HACIENDO C LICK EN LA OPCION "DISK".

CON LA MISMA OPCION PUEDES MODIFICAR LOS ESCENARIOS YA EXISTENTES DESPUES DE CARGARLOS.

g ACABAR -END-

SIRVE PARA ABANDONAR EL "CONSTRUCTION MODE" Y JUGAR CON TU ESCENARIO.

9 RESET

BORRAR UN ESCENARIO.



SMASH 16 PRESENTS
ACTION SERVICE

lor ATART - PC & COMPATIBLES - AMWEA
Somewhare in Europe. ,,

A tap secrel fraiving camp wheve the cream of the crap fram e aclion senices must
pass a day in ordar fo prepare for lap secrel missions with the fameus cobra command

Today I i@ pour [um [0 volundeer for a perlous missin, your parhicipanon and yaur
rave i MM TNESAN Seends O PO DarTarmance e,

You shoukd feakize thal after this rulhless selection, the mission fsel will nal be a party
bt an adveniuve whene you risk losing youwr Wa,

Howegver, thare is s00 lime o pack up yowr k¥ and refum home!

ACTION SERVICE 1 : STAGE COMMANDQ ————

The garma functians in three modes. Each of these modes will be accessible by pressing
tha ralevant butian on the cantrel past (screen ).

PLAY MODE
Your task consists of 4 imposing tests.,

Thie PHYSIZAL route - Physical test whera you must negotiate, as quickly as possible,
many chjects (walls, diches, barbed wire, ladders) withoul irippng aver them as thay liber
your path

You must react ina apli second ta the arders fram your eadars (pushups, air raid] and
atlemot 10 escape from Rex the combal dog, rained to thwar your prograss.

Thit RISK route when you have 10 show your skillin handing grenades and bombs, alsa
avpuding minas and tha FM rifles which sweap the floor. Aftterihat, it is a guestian of haw yau
can avoid Rex who is always on the lcasa 1!

Tha close COMBAT 1es! - Hare you come (o meel your adversaries who ane giving nothing
away. Your pals are ready bo lake your place, should you fall | Here you hawe 1o put up
wilh the rubbar bullats, the exeiciss grenscdas and he blows Irom your opponents Kicks. [n
orde to neutralize the guards and bring tham dawn, all melhods are permitied - including
srickery and cheating Il

- Tha COMBINATION roula - A combination al 1he 3 previous bests

A first plus...
THE REPLAY MODE

The irasaing camp & equippad wih an ulra sophisiicaled vwdeo which parmits you 1o
folliaw your course on the screen at the command post and 1o fake note of even your tinkst
fauls, Nothing escapes 1he clinical sye of 1he carmara, as il ruihlessly noles your avary mave
and gasiuna,

By salacting replay mode you can ralve youd axploils on vided, The luncliong <skws and
<pause= a8 pariculary usef il for you 10 see wher you can make improvarmanis. Equally you
can watch 1he route of your adversarias 1o sludy thair technigue and lake advantage of &,

A second pius...

THE CONSTRUCTION MODE

COBARA S0OFT has created a supar developmant tool 1o craate ACTION SERVICE -the
COMMANDO CONSTRUCTION SET.

Thanks 1o this you can create your own route and work ireedy on your own figures. Also
i Gan Sal your cwn Iraps in the background of your choke.

As you ésin now understand, AC TAON SERVICE i noljust &0 Arcade qame wilh simianion,
ki theathers, but a Bntastic gamae which willallow pou 1o express poursell in an action packed
advaniure,

INSTRUCTIONS =—— =

LOADING AND START UP

Atarl ST and Amiga : Swich on the compuier. Insed game dsk in drive A- Tha program
will load automatically. After the presenialion chox the left mouse bution or prass the space
bier 10 confinue bading.

PC and compatibles: Swach on tha computer and load DOS, Insert game disk in diva
A Type COBAA and press RETURN. Than follow the onscraan instructions.

COMMANDS
All commands can use sither & joystick or a numarnical keyboard,

i 0B & m
FIRE or & jclick) [B}= BE &
[f] L & R

Comaspondence keyboardjoystick funclion keys on tha screan

Carilral pest

Click 1o eoalinue kading altar the presentation screen.
Upon entaring 1he game i avtomatically dedaults to PLAY mode.

1-PLAY MODE

In 1the gama you make your chaices on the central consola (soe diagram above). This
console shows a pad of eight keys (sach corresponding to a screen), a conlirmation key |C)
and the twa laft and right arrows (L+R)

To choose a lunclion thal cormspands 10 & screan above 1he consoa,

- Poaition the cursor aver ona of the keys

» Click an it 1o =prass= 1he key (an LED will ight up)

- To see tha ather scheen views corespending 10 this lunction key click onthe armows wniil
you see the screan that you wanl and once you have chosen, confinm inthe same way as abayva,

MUMBER 1 - MISSION ORDERS showing the 1an bast acores
NUMBER 2 - LEAVE GAME to quit the game (aulomatic saving of the misskon orden
HUMBER 3 - CHANGE THE NAME OF & PLAYER - an the idantity disc on sciean 3,

Each ol ihese idanity discs comesponds to a playear.
When button 3 is selecied, you choosa one of the identily discs with the help of the amows

L or A and you arase the current nama on the labal by clicking on G. You can than pul the new
narme using the ordinary keyboard and finish your input by pressing ENTER or RETURN,

NUMBER 4 - CHOOSE AND CARRY OUT ROUTE - Bution 4 is selected, you can choose
one of several rouies, with the asd of armows Lor A and confirm your selection using C.
Hose: Only routes 1-4 will guality far the mission, Roule 5 is reserved for & route made in
oonsiruclicn moda.

HUMBER 5 - LOADING AND SAVING OF SCORE

5 I8 selecled. You selec! a disk with tha aid of the arows L or R and conlirm by pressing
C. Thie high score ol tha player is displayed and than saved or loaded under the narme of 1he
player. H thare is a file with 1he same name, it will b arased by saving the new scon,

WUMBER & - LOADING AND SAVING OF A REPLAY [see REPLAY moda). Select a name
an tha trap,

HUMBER 7 - CHECKING SCORES achieved by a playar in al the gamas,

NUMBER 8 - CHECKING SCORES of the currant game [displayed on screen 4] You can
so6 the scores of the 5 best players in thal game,

THE SCORES

Fer good managaman of these scores insert a naw lormatied disk in the drive as so0on as
tha gama & loaded. This disk will recelve scomes and replays.

Thara ara 3 typas of scores - the usual scofe, the high-scone and tha ALL OF FAME scare.

The actions (rowuts, scores, lsading, saving) aiways apply o the player whose nams
appears an the dentily disc Mal can be seen,

MOVING THE GAME FIGURE

All actions of the game can be contralled using a jeyslick of a nurmenc kaypad with the
BEMA comaspondences as for the use of the consoke,

Pressing ESC abandons ihe routa,

Thire afe saveral command levels depanding on your posiion:

Starting position: STANDING



All commands can use sibar a joystick or a numencal Keyboard.

@) 0 EE @
{3 FIRE or 5 {click) E (]

Lo \En R

Comespendance keytoardjoystick lunction keys an the screan

Contral post

Click 1o continua loading atier the presentation screan.
Upon anlenng the game i aulematically dadaults te PLAY mada.

1-PLAY MODE

In ihé game you rake your choices on the control consale (see diagram abave), This
consale shows a pad of eight keys (sach cormesponding to a screen), & confirmation key (G)
and 1he twa ket and right arrows (L+A).

To choosa a function that cormesponds ta a screen above tha consala.

- Pasition the cursos aver ona of 1he keys

- Click on it ta spreas - tha kay (an LED will light up)

-To sea ihe cthar screen views carmasponding to this funclion key clck on the arrows until
you see lhe scremn thal you want and once you have chosan, cenlirm in the sarma way as above.

NUMBER 1 - MISSION ORDERS showing ihe len bast scares
HUMBER 2 - LEAVE GAME 1o qui the gama (aulomalic saving of the mission ondar)
NUMBER 3 - CHANGE THE HAME OF A PLAYER - on ihe idanity disc on screen 3.

Each of these isantity tiscs comasponds 1o a playar,
When button 3 |s selected, you chaose ane ol the idantity discs with the help of the amows

Loer A and you erase the cumment namse on the label by clicking en G, You can then put the new
name using tha crdnany keyboard and finish your inpul by pressing ENTER or RETURN.

NUMBER 4 - CHDOSE AND CARRY OUT ROUTE - Bution 4 is salected, you can chocse
ane ol saveral routes, with the aid of arows Lor A and confiem your selection using G.
Kot Only routes 1-4 will qualify for the mission. Route 5 is resarved for a roule made in
construclion mada,

HUMBER 5 - LOADING AND SAVING OF SCORE

5 is selocted. You select a disk with the aid of the amows L of R and confirm by pressing
. The high scare of the player ls dsplayed and then saved or lcaded undar the name of tha
playar. Hthare is a il with the same name, it will be erased by saving he new scom,

NUMBER & - LOADING AMD SAVING OF A REPLAY (soa REPLAY moda). Salect & nama
an T 1rag.

HUMBER 7 . CHECKING SCORES achiaved by a player in al ihe games.

NUMBER & - CHECGKING SCORES of the curnant game [displayed on screen 4). You can
sam tha scoras of the 5 bast players in thal gama.

THE SCORES

Far good managament ol hese Scones insert & naw lormafted disk in the drive &5 5000 &5
the game is loaded. This disk will receive scoms and replays.

Thiare are 3 fypes of scofed | ihe usual Scona, the high-score and the ALL OF FAME score.

The aclions (route, scores. lading, saving) aiways apply o e player whose name
appears an the identity disc thal can be seen.

MOYING THE GAME FIGURE

All actigns: ol the gamae can be conroled using a joystick of 8 numan: keypad with the
same cormspondencas as for the use of the consale.

Pressing ESG abandans the routs.

Thare are savaral command kevels dapanding on your pesfion:

Starling position: STANDING

1hrow & grenade

U

dive, lying posiion -4 (& run

kneed dawn on one knee
[Elor Fira buttcn: FIRE {only in the routes 3-5}

Each of thess four levels has lts spacific commands:
[E] AUM
Whan yau press & (or move joystick right) while s1anding, the figure begins to run.

In  this level prassing 6 and 5 (pressing the fire bution and moving joystick right)
simulanaausly will cause following ections:

JUMP ower a low object
of GRIP hald on a laddaer (4/6 to progress, keeging 5 prassed)
or GRIP hald on a cabla
or GET OVER a wall
[raleasa § fo dascend)
[5] FIRE
FIRE
hatlqum =3 [E] [El= hall-turn
put gquin away

THROW A GREMADE {anly # you pick ane up) or lake CLOSE COMBAT pasiticn
dodging walking backwards

1a kick 4] 1o punch
@
]
dodging on knoas
[E] wave combat position
[d] DIVE, LYING POSITION

pushug

¥

pushup
[Sler Fire bution © gt back up onio kneas

crawl =—{2] [BF= crawl

To crawl or to do 10 pushups, prass tha cormesponding keys alemately (mowve jaystick in
the comespanding dirclicns aliemataly).

|Z] KMEEL DOWM ON OME KNEE
pick up a grenada and pull pin
or lake and put sxplasivas in a bax
or sal a change

1o lie down flat on the stomach

[5] wor fire button - gt up again (standing position)



% - REPLAY MODE
Feplay mode is selected by cicking on the skat marked VG on the video laps recaonder,

This mode allows you bo see areplay of the last route thal a player execilsd of a replay
that you load with the cption LOAD REPLAY.

AMar launching the replay, the vared funclions are available with the joystick of the
numeric keypad by:

Fast matsan

®
T

Slow motion

[B}= Fast lorwind

[Elor fira button : Pause on & piclie
ESC - end of raplay
If you Sont give any commands you get normal play.

Hote: OHLY ONE REPLAY REMAINS IN MEMORY. EVERY NEW REPLAY ERASES
THE PREVIOUS. IF YOU WANT TO SAVE A ROUTE, SAVE IT AT THE END OF THIS
ROUTE.

{E IT IS & SCENARIC YOU CREATED WITH THE CONSTRUCTION SET, LOAD THIS
SCEMARIO BEFORE LOAMNG THE CORRESPONDING REPLAY.

3 . CONSTRUCTION MODE

The construction mode is selacted on tha console by clicking on EDIT. B s then possibla
fo ese the vanous functions on the canstruction set

A serean play consist of 256 views sach ol which hakts 4 planas -

- & decoration

- @ background Bem (optional)

- the parson

- a foraground Ram (opbional)

and the ability bo $ef a trap.

Tha creation of one view consists of the following phases:

I. Place the decoraibons; click on the opficn LANDSCAPE and then choose one from those
suggastad,

IL Chooss and place an abject In tha background (optional); the option ITEMS must be
activatled.

A - Salect ITEM BACK by clicking.

B - Choose an cbiect amang those suggesied (pass cnie anather set by clicking
an ana of the 2 armows in he fem window).

& - Horizentally pesfion the object by clicking on ane ol 7 squares marked wih X 1o move
fha flem laft or right.

D - Vartically position the object by choking a wertical graduation o mave 1he bem ug or
dawn,

B, C, D can ba dona in any order.

Iil. By clicking on tha eptlon MAN you positien the height of the soldler by verical
graduation i ge up or dawn in redation §o tha llear (aptichal: by default, tha fioor coincidas with
1he lowar decoration).

Lsa OM to make the soldier appear, OFF 1o make him dsappaar,

I¥. Chooss and place an object In the fereground (optionall: the optian ITEMS must be
used.

A - Seiect the opticn ITEM FRONT
Optlions B, G, D sama as balore.

[The aperations |, I, 111 and IV can ba dona in any ondar.)

¥. Set a trap (opticnal) by clicking on optlon TRAPS.

The window s regplaced with one for traps whare it wil ba possible 1o choose a trap
corresponding bo a numbar that will appear abowe 1he view yau're wonding on.

Ewary trap has a spacilic lyps.

Typa A: depending on a farsground iam
Type B: depanding on a backgrawnd itam
Typr G2 nal depandent an an ilem

HOW TO SET A TRAP

This aparalion |8 by far the most dalicata and the interest ol 1he game depends on i

Traps tal indo 2 calegones - whathar they are bound 1o an object or nal. For axample,
trap Mo 1. JUMP /FALL can only apply bo cerain objects (low wall, sandbag...) cormesponding
to tha decaration to explain the Tall.

On tha other hand the type D0 10 PUSHUPS or GLOSE COMBAT are indepandent of tha
presence of ftams in the decoration - il doss Aol malter whare they are put, but for obvious
reasons [t is not ideal to put them in the middie of the kake..

We suggest thal you reed the following clues in order for your scanano 1o ba more
anjoyabla,.. In ordar thal you are free 1o ghve rein to your creative mind, no test wil ba
made on the traps that you sab (The screenplay GAG shows a faw examples of what you
can gat}

1. JUMP /FALL -associabe with s mall Bemes of ypa -sandbag «, «low wall=, = @iTy Gafis=, « B
b=, (Typa A or B)

2. JUMP / SLIP : associate with Rems «<barmed knocked overs or sdamaged bamel=
{Typa A or B).

3. JUMP OVER WALL: associated wilth high wall term. (Type A or B)

4. DOG START : the dog appaars alter pou pass an the irap

5. GRAWL: associated with #ems such as barbed wire, drain pipe... all which shaukd De in iha
foreground (Type B praferabiy]

8. Do 10 PUSHUPS: (almost) anywhare. (Typa C)

7. AIR RAID: (almest) arywhers. (Type C}

B. MINE: Only associaled wilth mines. Put the lem in the background. (Typa A A

@, GRAEMADE: anly associaled wilh grenadas which must be in the foreground. (Type A)
10. DROWN : only when thare is a lake and in ihe abscence of a pontoon. (Typs C)

11. SET CHARGE: asscclated with the decoration object -armaured door=. (Type C)

12. GET CHARGE: associale with «Iiftle box=: this obsact mmust be in the fareground and
situatod al a roasonabla distance bafore the doot. (Type B)

13. SHOOTER: (amost) anywhare; the adversary appears afer you pass 1he trap.
(Type C)

14. REAR ATTAGHK: (akmost) anywhera: the advarsary appaars alter you pass the trap.
[Type C}

15, HIGH BURST: (almas!) anywhone, [Typa C)

16. LOW BURST: (almost) anywhara. (Typa G)

17. CLOSE COMBAT: (almest) anywhera; the advarsary appaars afler you pass thae trap,
iType C)

18. SEMTAY back: [almost) anywhere; the adwersary appears atter you pass the trap
(Typa C}

19, GREMADE COMBAT : Putthis irap balora trag =grenada=; tha adversary appaars after
you passed the trap. (Typa C)
20. SWIM: (Type C)

Vi. OPTION REPEAT
The last ordar salecied i present in the window of oplion REPEAT: by clicking on REPEAT
you etfact this ordar viaw by view.

Vil DISK

As soon as your scenario is edied, you can sava the game 1o disk by clicking an the oplian
HSK.

Wilh thie same option, you can modify already existing scanarios after loading tham.

Will. END
Ta lnave the consiruclion mode and go to play your scenario.

IX. RESET
Erases a scanario.

To develop good scenanas, wa advisa you o gel used 1o 1he play oplion and o take time
to examing the replays 1o undemsiand the whole function of the concept of ACTION
SERWVICE 1.

Then yau can axaminge and madily ihe whose screanplay DEMO by loading it with the DISK
option of tha sonstruction miode.



HOW TO SET A TRAP

Thie eperaion is by far the most delicate and the inlerest of ihe game depends on it

Traps fall Indo 2 calegories - wheiher thay afa bound 16 an objeet or Aol For exampla,
trap Mo 1 JUMP /FALL can anly apply 1o cartain objects (low wall, sandbag_. ) cormraspancing
to the decoration 1o axplain the Tall

O the ather hand tha type DO 10 PUSHUPS or CLOSE COMBAT ara indepandent of tha
presenca of tems in the decoration - il dees not matier where they are put, but for obwious
reasons i (s not ikieal 1o piA them in the midde of the lake...

We sugges! ihal you read the following clues in onrdar for your scenane 10 be more
anjoyaktie,.. In order thal you are frea 1o give redn to your creative mind, no test will be
made on ihe fraps that you sab (The screenplay GAG shows a few sxamphas of whal you
can gat.j

1. JUMIP FFALL - associatewith smalllems of typa «sandbag -, < low wall=, «|@rmy cans, amma
boxs.., (Type A or B)

2, JUMP | SLIP : associaie with fems «barmmel knocked over or =damaged barrel-
(Typa A ar Bl

3. JUMP OVER WALL: associated with high wall itam. (Type A o B)

4. DOG START : the dog appaars altar you pass on the trap

5. CRAWL: associated with Bems such as barbad wire, drain pipe... all which should ba in the
toreground (Type B preferabiy)

§. Do 10 PUSHUPS: (almost) anywhars, (Typa C)

7. AIR RAID: {almoat) anywhere. (Type C)

8. MINE: Omly associabad with mines, Put tha itam in the backgrownd. (Type A) i

. GREMADE: only associated with grenades which must be in the foraground, (Typa A)
10. DROWN : only whan thare is a lake and in the abscence of a pontoan, (Type C)

11. SET CHARGE: associated with tha decoration cbjsc! sarmoursd doars. | Typa )

12, GET CHARGE: assoclale wih <#ile box=; this abject mmust ba in tha loregraound and
situated a1 a reasonable distance before the door. (Type B)

13 SHOOTER: (almost) anywhare; ihe adversary eppears aiter you pass the trag.
(Type C)

14. AEAR ATTAGK: (almost) anywhaere: tha adversary appears after you pass the irag.
(Typa C)

15. HIGH BURST: (almost) anywhare. (Type C)

16. LOW BURST: (almost) anywhare. (Type C)

17. CLOSE COMBAT: (abmost) anywhera; the adversary appears alles you pass ihe irap.
(Type C)

168, SENTRY back: (almosl) anywhare; the advarsary appears afler you pass the irap.
(Type )

19, GREMADE COMBAT :Putthis irap before trap =granade-; the adversary appears aRer
you passed the irap. (Typa C)
20. SWIM: (Type C)

V1. OPTION REPEAT
The las! ordar salecied & present in the window of option REPEAT: by clicking on REPEAT
you etfact this ardar view by view.

VIL DISK

A% 500R 88 YoUF scenario is adied, you can save the game 1o disk by cicking on the option
HSK.

With this same option, you can modify already exisfing scenarios afer leading thedr

Vill, END
Tao leave the consiruclien mode and go fo play your scanarnio,

IX. RESET
Erases a scanarig.

Tao develop good scenarios, we advise you 1o gel used 1o the play opticn and 1o take tme
o examine e replays to understand the whole lunclisn of the concept of ACTION
SERVICE 1,

Then you can examine snd medify the whola screanplay DEMO by loading it with the DISK
option of the consiruction mada.

Look out for other Smash 16 titles, available from

TITLE
CAPTAIN BLOOD

MACADAM BUMPER

I PROHIBITION

OUTLAW

AMEGAS

DRUM STUDID
EAGLES NEST
EXTEENSOR
GLADIATORS
HOLLYWOOD POKER
JOE BLADE

JOE BLADE 2

WAR MACHINE
WARLDCKS QUEST
THNTCOMBAT
DIZZY DICE

ACTION SERVICE

CRASH GARRETT

FORMATS

5T
5T
8T

5T

T
5T
5T
5T

5T

5T
5T
5T
5T
5T
5T

AMIGA

AMIGA

AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
AMIGA
ABIGEA

AMIGA
AMIGA
AMNGEA

all good computer software dealers. In case of difficultly in obtaining
any titles please contact Belinda on (0734] 817421,

PC3.5 PCE25

PC35 PCS.25

PC3.5 PCH.2E out soon

PC3.5 PCE.2E out soon

PC3.5 PC5.25 out soon
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