


Oremlln's lalesl maslerOlece, HarlequIn, has 
beeo BKlremel1l well recelued. Althoun 
eKlremel1l anracUue 10 10011 aI, Ihe game can 
be d""cult 10 olav. Therefore, we hlUe 
written a OTOA on Ihe second leuel enlllled 
The ClocliworliS. 

Allhough we are 001 gOlo(l 10 orlnl Ihe 
eollre SOIUIlOO 10 IhlS leuel we haue some 
uarl/ usefUl hlnls and IIOS as well as Ihe 
eDllra laual maooed WhICh ShOUld oroue 
IDualuabla. ID DellI monlh'S Issue we Will be 
saalOIi a 101 mora Of HarlaQuln so hera's Just 
a laslar Of What'S to coma. 

These are Just 
some of the many 
naslies that you will find along the way. The 
bolts leap up into the air and try to catch the 
Hartequln. Fortunately, they only need a few 
shots before they explode. 

DEEP InSIDE THE lORIS 
After Harlequin has escaped the nasties 
on the clock face he must venture forth 
into the actual works themselves . This 
level proves extremely confusing as the 
screens are chocka block with mechanical 
springs , revolving cogs and almost 
inaccessible platforms. 

As with the first level, The Clockworks 
requires you to toggle certain switches, 
which allow access to the exits. The switch 
in the bottom-right corner for example is 
surrounded by blocks. Only by toggling 
other switches will these blocks be 
removed. We have decided not to give you 
the solution but instead point you in the 
right direction. Objects crucial to 
completion of the level have been labelled 
as well as the various nasties and the 
exits. Good luck ... 

The springs will help 
the Harlequin reach those 
previously Inaccessible platforms. They can 
prove irritaling at limes if the ex/ra bounce is 
not required so use them wisely. 



THE CLOCKlUORKS 
Yeeukl These slug-like creatures are a 
real pain and can cause the Harlequin 
considerable damage. fry to avoid them 
at all costs. If you are gOing to attack 
them then get rid of them early on. 

fhe space hopper will allow 
Harlequin 10 leap in greater bounds. 

Some of the platforms act as cogs to 
drive others. fhese 'platforms' can 
tum either way and they will effect 
Ihe Harlequin 's progress. fhey 
effectivelyacl like conveyor belts. 

fhe Clockworks are full of oil otherwise 
they would seize up. However, this oil 
proves dangerous to the Harlequin so 
he must try and avoid it by liming his 
movements well. 

Pressing Ihe fire button and pulling down will 
aclivate the space hopper although it will last 
for only a short while. 

fhis switch has a block 
protection around It. You 'll 
need 10 eradicate the blocks before you can 
loggle the switCh. Perhaps another switch is 
involved! 

fhis exit is situated near one of the 
switches that has to be toggled. 
fhis exit will take the Harlequin 
back to fhe Clock fower so you 
shouldn't really bother wilh It as 
you will most probably have come 
from there. 

fhis exit will lead to fhe Dream Mile. 
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Dlrectl/Our ell8s amI lopped ears ouer here 
because DISnel/'S c:arloonl/ aduenture IS 
about to be dlCId lor I/our dellaht, 
Presenllna Hare Ral:sina Hauoc to I/OU In all 
liS splendour, Surell/lIOu can't 1111 to 'ree 
Herman 'rom danael' and capture the heart 
01 JessIca 'oreuer, 

Stroll to the far 
and pull the 
away from the 
by pressing fire. 
(1) Return to 
oven and tum on 
heat by 
presalng fire, 
(2) "the key f100I 
prevlou8 room 
be used to open 
of the 
doors - you 
find extra time. for the rat to 
gain extra Urne n rlirtntt,lnn depending 

on how 
lucky you 
are. Walk 
to the 
fridge end 
keep rummaging through by pressing fire. 
(3) You are searching for a banana skin 
and extra time. When the skin flops onto 
the floor. step on It for the obvious result. 

As you spin on the table, press fire 

PUll 

when your head is pointing toward the sink. This causes you to land 
on the plates which you must smash by steadily and rhythmically 
pressing fire. 
(4) Once you are standing on terra firma. walk right onto the cooker. 
When you grab hold 01 the light, shift your stick to the left and right to 
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Next, jump onto 
the right half 01 
the sola and ---J",,---== 

bounce up to ~,".-J!IIIIII 
catch the twirling 
fan. 
(8) As you grab 
hold, you can't 
help but spin and 
gain speed. 
Following this, you 
must time your 
press of the II re 
button perfectly so 
you are flung onto 
the ironing board, 
where after a 
short series of 
bumps and 
bounces, you 
should end up 
soaring through 
the opening at the 
top of the door 
and onto level 
two. 

gain some swinging momentum. 
(5) At the height of your right swing, press 
the fire button to launch yourself all the way 
through the mangle and under the door into 
the next room. 

LEVEL 

Push up to clamber onto the 
stool and grab the towel. 

, (1) Now climb down and press 
fire just to the left of the water. 
You'Ulay the towel down to 
allow free roaming. 

Jump onto the scales and 
push up. You'll grip the cord to 
open the skylight. 

(2) Walk to the lar right 
and plug in the fan. (3) Then S:!~_. 
grab the plunger from 
the right hand side to 
ensure It thumps onto 
the right wall. (4) KIck 
the stool under the sheff 

and take the soap. 
As you reach floor 
level , you 
automatically throw 
the soap Into the 
sink. Go to the sink 
and press fire. 
(5) As you scrabble about in the soapy water, the bar 
suddenly ejects from your hand and Into the toilet. Now 
the fun reaJIy begins. Bounce on the stool while It Is under 
the sheff. At top height, press fire and you should stand 
there on the ledge. Sldls right then push right and fire. 
(8) This herelds an amusing 
sequence of events that will 
lead to your exit. (7) Down 
the 100 you go. 
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(fUEL I: 19CIII& IEIHElIIII 

TIlt ttl •• ment mixer by 
unlngtfie .... 
(1) Take a briCk from ttIe 
ItoCkpU. to the right and 
place It in the mixer. 

(2) Do the same with a 
8IIck of~. RIIpeat this 
once lI'IOI8 w1Ih the brfIik and 
dynamite to comp .. tety 
rev ..... the put1ey aystem. 
(I)Now .... ad,.,.t 
ttemlxar. 

Taka one IIIIiC'f 
stick of dynamite 
and erttIr tile right 
elevator that'a 
attached to the 
pulley. PnIaa fila to 
kick tte bItcIcs onID 
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WOlUERlnE HinTS AnD TIPS 
Don 't get too dlshsartened il you turn back Into a 
man. The man gets two hIts In If both his punches 
land and he can /irs a lot last,r In comparison to 
the werewoll. 

Chsek everywhere lor hidden bonuSBs by 
punching different parts 01 the Ie vet. 

Extend bonuses ars vital If you want to complete 
the game. You should be able 10 get lully 
extended by the start of level five. 

Stop and think about the crs,turss that you 're 
about to take on, espselally on levels three, lour 
and fiVB. It's not always wise to run in with all 
guns blazing. 

II you 're.a wol', jump up and down on suspicious 
looking floors - you never know whal might give. 

If you know the location of a weapons bonus, but 
you 're human, power yourself up 10 become a 
werewolf belore you collset II, as It's only worth 
400 points If you're human. 
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II III InlN mUlle 111111111 IQUIUI drill II I 
elili. 1.1 IUIIIICI i.I.IIDI 111.Dllllllellll/. 
nl 11111111 1.1 n IlIWdl1 ClIII U. Inl I IIIDIIII 
IIUlI ID' .llrlnl I IIblll 1I11'IIIIr 1IIIDri 
nil .11.111 III 11'8111 OIIDI 111'1. 

, ........ I.III~'I ••• 0 •• 11.11. ,IU'rI 
100 .1 ••• TRIOI'I. lillill I.' Dlnlll.ln. III. 
11111'1 lI"". lIl'I'J lanlr. II' I'll 'ODr bOil 
II IlalUl'1 1.111111 II Amlrlen 1111111 
Wlmln." Llrr. DIUBI Ibl IDIIIBel hll 

8 B.ln, .xtrem.1y I hllVB my own chllufflr 
drlVBn I/mo (wllh. video, TV lind aquarium). 

Th. drlVBr kII.w my flrsl dlllrtln.'ion so it w., oft to L.A. 
,irport (unfortunllt.fy I dldn I haVB tim. to ,IVB my f.m,'. 
drlv" ,ny speel".n,nlion d.spit, her "quests). 

IlIlrmllll 111111 II Ibl Ihlll onel 1IIIa Drllli 
I11I UlrIIlrllnll IIIIIIIDII. Whll III lin IIII 
dl.n hi contlnDII. "HIUI WI DDI IDml Irllll 
lor 'OU In Ihl IhOW IhlllUlnlnD." 

.11 •• 11/ I. IGU III 10 mill Ihrll DI Ihl 
.. 11111 IIunl Ilmllll In Ihl WhDl1 Dllhl VIW 
Ell 01 A. bDI II I Ulrl/ IDle111 IlllUri I will 
'Imnlll,111I1 IIDU Ihl'8UDh Ihl IUlnlllhlllla 
U. II III Dlelmlnl Ihl hD11 DI Ihll winairlul 
1818uIIIDn IhDW; Ind Whlll SIDMI 11111 

16 F,"l/ng p"tty low, I 111ft Ihll 
club. Across Ihll ,II.yny WII' a 

VBry shady character - bllin, mUIIII.d 
would haVB bIBn lusl my luck. 

5 Ths" '" hund"d. of 
",umes 011 hund"ds of 

10vely,Irls 10 b. found In thosll 
fl/" alld aft" a short sBl/rch 
th", .pproprllll. candld.,.s had 
been found. B.fo" movin, 0111 
coll.ct.d my A.roOolt Gold Cllrd 
from Ih. tablll by th. door . 

14 .",."..,." LII",. LIIdles.tId ,lIl1ftllmllll. 
my pert III tIIlr story btlgllIS 11111 low-life 

bllr "".d Ih. PiIlIlO Pit. Allh. IImII l w •• woltlll, 
,. II plllll", durllllllM nelllllll' IIt1d to bllHI"," 
my I'" ".." '1IIDttillll out too .,,11. 

15 To lOp /hllllll oft. my scum of a bOIl didn't Ilk. th. fact Ihat Ihs 
pu""rs ."" IlslslIln,lO my music alld not drlnltln" so 1.",n'l 

.urprilld IIhIIn I II1II ,/VBn /fl. 'lICk. 

17 To my ",isf /fl. mlln 1III,'n fact from 
/hll FBI. Illspector OlSmond k1111., of 

my valuablllllnllts lind /h. dlSl" to g.' my 
"ven,s on th. ,lSts of th. mu.ic und.,.,orld, 
.0 hs WIInlld to .nrol mil .. 1111 IIgslll fOr II very 
.peellli mlssloll. IlIcc'ptlld his oftllr. 
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" PalSlnglhe java alound Isn'l my follB buIll 
:6 soon became obvious Ihal Silas n.eded 10 
'Pllt 10 m' aboul an Importanl bo,rd d'lIlslon 
and nnl.d my ,xpert advice. 

6 My next rtop was /he PPC lechnlcal department. As 
I need.d 10 IiIm /he lIitls on locallon I hlld 10 

dlslnfllCl and elllSe /h"" IapllS. The IIh'IfI'" from Ihls 
100m was also "qul"d 10 kBBP Ihe CIIm"" baller/es In 
lop condition. 

11 Everybody In LA knows my fIICB (I'm 
a v"ry populBllluy) bullh. secur/ty 

syslem al/he airport was so rtllcll/ wouldn'l 
1., even m, inlo Ih' VIP lounge, A flash of 
my Gold Card soon showed who was bOl$. 

18 The n,xt morninll 
al FBI HQ I was 

lold of Iheil plan 10 blinll 
/h, corrupl "cordlnll 
companies 10 Iheil knees. I 
had 10 wort und.rcover 
posinll as a musIcian 10 
lIalhel enoullh ,vldenc, 10 
allllslthe leaders. 

13 As I olin Ih' plan" my thoughts drilled 10 Ih" 
love of my IIf', PallSlonala Pan/! W,I/, h"" I. 

a very special inial fOI you ladlllS and genl/emen 
because PaI/J al.o has a 101" In this slory and he" sh' 
Islolal/I/ ... 

19 AI/sec,,' 
all,nts carry 

loads of hi·lech II'BI, 
so I famil/ar/s'd 
myself wl/h Ihe 
equlpm,nl. Of cours" 
I can'l spllk 01 /hB 
devlcBl I saw allhe lab 
bullhey we" aI/ very 
dangerous. 

"0 I Wl/S also 101l9,d on 10 /h, 
:6 cBnlnl1 computel and given 
my SBCUr/ty cod, clellnn", AII.nl88. 

continues overleaf ... 

, , , 
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86 An" showing Ihe Dalapat 10 Ih' driv" my 
;6 journey began. The Irip look some lime, so now 
il would be a good lime 10 hand you back 10 Larry so he 
can updale you wilh Ihe happenings al his end. 

88 Before embarking on my mission I collecled 
;6;6 Ihe Dalapack and two cartridges Ihal conlained 
Ihe information Ihal would lead me 10 my largels. The 
lab was deserted bull decided Ihal using unaulhorised 
equipmenl was a risk 10 my h,allh . 

87 Well Pan!, Ihlngs were going w,lI, but I was wok,n by 
;6 Ihe slewardess as Ihe plane had arriv,d al New York. 

88 Before I wenl 
;6 any furtlrer I 

n88d 10 call a Limo 10 
collecl me. The 
childrens' charity box 
provided a quart" for 
Ihe phone (sorry kids 
butlhis was 
importanl) and Ihe bill 
boards around Ih' 
airport lounge 
revealed Ihe number 
for Ihe limo company. 

3 3 A big slar lite myself is well 
----------------....,...------- known across Ihe world and r ..... 

3 8 I had only jusl sal down for my meal when who 
should walk In bul MiChelle Mllten, my flrsl 

Inlervlewee. I had 10 keep my idenl/ty secrel so I played Ihlngs 
cool and followed her Inlo Ihe exclusive club room (as I was 
now Ihelr mosl importanl member). 

hundreds 01 fans follow my every move. 
I wenl slraighl inlo Ihe Hard Disk Cafe 
and prepared for Ihe rush of fans. 

the Maliyp rl' 

"Please. follow me, sir," says the 
me.i(re d' , " .. llcitl.&; to the punoh tap" 
reader. "Allo" me to prepare you for 
membership in our exclusi"" olub." 

34 After fighting off Ihe swarms of 
screaming, adoring people I was mel by 

Ihe head wailer who reglslered me as a member 
of Ihe eslabllshmenl's exclusive club. ThaI 's Ihe 
sorl of power my name carries (Ihe $2000 bribe 
helped as well). 

My conversation wllh Michelle was extremely 
sallsfylng (you can 588 Ihe results laler In series, 

ladles and genls) and il wasn'llong before I had enough 
loolage for Ihe show and sadly had 10 move on. Michelle was 
one of Ihe mosl sincere people I have ever met. 



3 Now I was preplfed for my very first mission 
as a sBCret agenl. My equipmenl was ready 

and I kn.w exaclly who my laff/'ts w're, Watch out 
bad guys ev'rywher,l 

"4 Juslllk, Larry I .Iso had my own person.1 Limo 
~ (wilh a phone, video, TV and aquarium) and so il 
was off 10 Des R,ver Records 10 see what WIS going on. 

3 0 I found /hat my New York 
laff/,t spent most of her tim, 

in Ihe Hard Disk Cafe, A napkin from 
the girls ' resume provided the address, 
whIch I showed to the drivBr. 

"Hard Disk Cafe, eh?" says Bobbi. ... --.... 
"It's a p'e .. t plaoe- -if you like 
computers'" 

~-~~ 

"5 The Dalapak provided me with alllhe info I 
~ needed on Des Rever such as Ihe addre" 
and le/ephone number as well as a conlacl name. 

31 Some people are so messy and in thB limo I 
dlscovBred a DayTroner Ihat som, "relBss 

individual had discardBd. Not wanlinglo IBBV. a 
mISS It found a nBW home in my pock.t. 

41 My n.xt dBsllnallon was to bB 
Atlanlle City , so after purchasing 

a nBW tickel and preparing the video 
camera for the nBxt interview I hopped on 
the plane and loomed off Into the sunset. 
UnlorlunatBly we've run oul of time ladilS 
and genllemen, so the slory will continue 
In our next exciting show. Join mysell and 
Pantlhen. 

LiU 
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WORLD ONE - THE OWL 
Stay to the far left of the 
screen simply avoiding the 
objects he throws at you. A 
bit obvious I know, but what 
else can we say? As a rule, 
try not to use many smart 
bombs on the end·of-world 
monsters, they're best used 
in emergencies only. 

GALLERY OF 
GUARDIAnS 

WORLD FOUR-
THE GANGSTER APE 

Stay In the top region of the 
screen to avoid the barrels, and 
only move down If the going gets 
tough at the top. Remember, it's 
possible to shoot the barrels, but 
not the objects at the top. Also, try 
straying to the top right of the 
screan to unveil what Is possibly a 
secret weapon power-up Icon. 

PII' .1. UI ••• KI •.• ,'1 •••• 
DI •• I UD •••••••• II ••• 
Inl ••. I ...... III •• 1.11 1111 
.1 •••• al'l.N'1 •••••••• 
CII'I •• 1 'UI. l1li11. .11 .10 •• 1 
III III •• , 'hI1I1 •• '11i ..... 11. 
-III .... 1 ........ 1. IIIN 
1 •• II.11'It .111:1 ..... R ••• 

WORLD TWO-
THE RED INDIAN 

His left cheek is the only 
vulnereble spot, so stick to the 
left of the screen, about half 
way down to give you some 
chance of avoiding the falling 
arrows, and get your shots in as 
soon as he moves down. If you 
die, use the 'three seconds 
shield' to inflict loads of hits. 

WORLD THREE­
SPACE INVADERS 

In true Space Invaders style, 
the aliens move horizontally as 
they fall. Move above the 
invaders as soon as they 
reach the halfway point and let 
them have It from above. Of 
course , you ' ll need an 
appropriate weapon, such as 
the bomb, but it's generally 
straightforward to dispose of It. 

Surprisingly, this end-of­
game monster is decidedly 
easy to destroy. Having a 
powered up laser helps 
Immensely. Remember to 
make sure you use all your 
smart bombs. And that's it, 
sit back and enjoy the 
short end sequence. 



WEAPons, BIIS AnD BOBS 

(Above) According to Twilight, 
Ihe spinning Flame Thrower is the 
worst of the bunch. We don't agree. On 
the first level it's a lot more effective 
than the missiles. 

(RighI) The Spheres are a /it/Ie 
slower than Ihe Ripple, but they 
pack an almighty punch. Try and 
collect them as early as possible and 
again, use them with the two-way 

diagonal fire, easily Ihe most 
protective and devastating 

direction power-up. 

(Above) A power-up laser is 
the ultimate in weaponry, yet 

it's not the ideal protective weapon because 
it cannot be used with a two-way diagonal 
power-up. So remember to collect a 
horizontal two-way when you come across a 
direction icon. 

(Right) The Ripple Arrows are again supposed to 
be the beller choice of weapon. If you can manage 
to power-up the Ripple then yes, use this on level 
two instead of the Flame Thrower. 

These spinning green coins 
are not explained in the 
manual, yetlhey are fairly 
useful. Collecting one will 
Increase your energy bank 
slightly and improve your score 
somewhat. Don 't put yoursell in any life or 
death situations however. lor the sake of 
one green icon. 
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PLAinlY OIVIOUS 
HinTS 'n' liPS 

Generally hold to the left hand side of the 
screen as the bulk of enemies come on 
from the right hand side. This should give 
you more reaction time. 

The bomb is usually a better weapon than 
the ball that spins around you, especially 
against the end-of-world monsters. 

Exploding enemies do no harm to 
Videokid whatsoever, but watch out for 
exploding dynamite or bombs. Such 
explosions are highly dangerous and can 
wipe out a full energy bank in one blast. 

The smart bombs do a lot of damage to 
the end-of-world monsters, but it's best to 
use them to get out of tricky situations in 
later levels. Try to save them from worlds 
two to five to make the most out of them. 

Following the loss of life, Videokid will be 
protected by a temporary shield which 
lasts for approximately three seconds. 
Use this time to plollgh through any 
enemies on the screen. 

Videokid is best played with the joystick 
fire button held down as this gives the 
fastest mode of firing. 

e 

$ 
, 
e 

, 

e 

e , 
& 



AWIIIabIe on 
Mad STIm, *. c:.pM1 .. . 

........ a. ... I ~II'~~~~~~ WoIp Iactaiy. L.! 

HARUQUIN 
Can yau mend Chimericas ..... heart? 
u.....i-oI_ has NlUrneClIo hIa ........... homeland 
~ 10 ftncI it IocIcecI .... :ibie and broken 
'-ted. ' . 
Calling !II*' a ~ of 1IIeIhOds, ~n must:traveI 
CICI'CIII this vast e¥er-chanaina 1aIiCI, 10 ... out and 
replace the four segments Of'thimenccu broken heart. 
Harleguin'. determination In hi. task in this 
uIIradJ.namic game is matched with equal venom by 
the weirdest auortment of characters ever known. 
Harteauin is ~ CICI'OII 850 screens that win IIrekh 
even the molt aftIent games players skills. 
~ Action AccoIc* 93% ·Ha~ ;, one hell of a game 
IfJat II utremeIy innowafiw, ucmn, and challenging. " 
Ace Trailblazer 900 "Hatfequin cornu aero .. III on. 01 
the molt aIftIeIic ~ slars .inc. ".. Princ. 01 Persia 
or the great Sonic himself.· 

!!':.. ~ "::':=' e'afforrn come puzzle game 

Games X. X Rated XXXXX Gam. of the week 
"Add Harlequin ro the long Ii., of mus' &uys from Gremlin." 


