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Last issue, we discussed the first four chapters of Mike
Jones’ journey through time. With stops in a prehistor-
ic land of cave dwellers, Ancient Egypt and 19th Cen-
tury London, Mike managed to collect three of the

seven mystic Tetrads and defeat the first of three alien
clones. the mighty Zoda-X. Now, we turn to another
page of the Oxford Wonder World and slip to a different
time and space.
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| AHH. . . GOOD EVENING. ALLOW ME
TO INTRODUCE MVSELF...
| THE NAME IS HD"!_HES

90
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ZODA’S REVENGE
STAR TROPICS II

A BLAST IN THE PAST A CACTUS CLUE
The Tetrad of this era is lost in a haunted mine that has  The piano player at the local sarsaparilla establishment
long been closed by an avalanche. Talk to the 49er min-  will play a tune for you that will clue you in on the steps

ers and find out where you should place the dynamite that take you close to the mine’s entrance. Look foran |
in order to open up the mine. You could also uncovera unusual Cactus and follow the singer’s lead. 2

assage that leads to a Big Heart.
passage that leads 1o a Big Heart = ey

e »
® P

The piana player's Cactus Dance is a clue that will help you uncover the
location of the Jost mine.

-h GOLD MINE o=

(1)MINE CAR MADNESS  (2) GET THE POINT [ __ )

|I A mine car villain fires multi- Sharp-ended logs shoot out of B](l STI\R

} ple shots and controls a pair of  the walls in a narrow section of Thereareapair ol Big
Golden Children. Jump over  the mine. Watch them carefully | giars in lhc‘p-lgqagcs

' the shots and target the car. and make your g ol'Ltile haunlc(ihr.niﬁe

big move when ¢
they retreat. £

Collect these Items
and use them in your
| battles with the most
challenging creatures
# of the stage for
temporary
invincibility,

= bfu MASHING £
MEDICINE | ; 3 MINER

MEDICINE
| BIG STAR

Mashing Miner slams his hammer to the
ground. After the slam, several rocks roll
down and cause trouble for our time-travel-
ing hero. Clear away the rocks, then toss
blades at the ghost before |'|L hammers again.




Renaissance man meudu da \ inci
has been encased in a plaster-like sub- §
stance by the evil Zoda-Y. Mike’s mis-
sion is to make it through Leonardo’s
workshop so that he can retrieve a
hammer and chisel and free the mas-
ter artist.

BYLS L\ |

With his plaster covering removed, LEuﬂgraDn pTT——
LLeonardo is able to help Mike in his [N Z RS TSR TS0
search for the remaining Tetrads. The |
artist provides the adventurer with a |
flying machine and a Katana and
sends him on his way to a castle in the
east,

The castle is loaded with trap doors and dead end
passages. Matching letters on the map indicate
connecting areas. Follow the letters in alphabetical
order for the fastest possible route to the Tetrad.
When you fall into a hole, fight your way out, then
keep moving.

St =

TETRAD




ZODA’S REVENGE
STAR TROPICS TI

= CHAPTER7: TRAN YLVANIA = |

ON THE TRAIL OF ZODA-Y [ [

From a palace in Eastern Italy to a haunted castle in
Transylvania, Mike time slips in pursuit of Zoda-Y and
the Tetrad that the monster has stolen. There are many
ghoulish creatures in the castle. Take them on oneat a

TRANSYLVANIAN CASTLE [
In order to advance to the Tetrad, vou /':)'_ WAY SH()T =

must climb up and drop through certain

holes. Follow the map closely. This powerful Item fires
shots in three directions,

Use it in rooms where sev-
eral ene nies are approach-

MEDICINE

TRY YOUR LUCK SIGN

MEDICINE

The castle leader is an
owl-like incarnation of
Zoda. When the bird is in
flight, run and jump over
the debris. Then [ire when
it lands.

“WEDICINE AND 3-WAY SHOT
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The last of the mystic Tetrads is in

a cave in King Arthur’s England.

When Mike meets the king, he’ll

learn about the ferocious inhabit-
[THE KING FORBIDS CITIZENS
| D TRAVEL BEVOND THIS POINT

MEDICINE 1

DRAGON

The monster of the
cave [lies and fires
flames. Jump and
throw to hit its head
while it’s in the air. |
Then, when it lands.
jump away from the |
flames and fire when |
you have a clean shot. |

ROUNDTABLE DI

SCUSSION

ant of the cave to the north. None
of the knights of the round table
are available to take on this crea-
ture. Sir Mike must go alone.

WISE OLD MERLIN THE MAG
TOLD UsS TO C
WOL  ARE £

DRAGON’S CAVE (T

(1) EXPLOSIVE ENEMIES

The rock creatures in the cave
explode in eight directions after
they’ve been hil with a few shots.
Steer clear of these enemies when
they glow.

MEDICINE
AND
3-WAY SHOT

(2) KNOCK OFF THE KNIGHT

The fast conveyors in this room
will move you around in a clock-
wise direction. Jump up repea-
tedly to stop moving, then toss
blades at the Knight Rider.
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ZODA’S REVENGE
STAR TROPICS II

Rl

With all of the Tetrads in hand,
Mike magically returns to the
sight of his original adventure; C-
Island. All of the citizens have
been transformed into wild boars.
Now. Mike must enter the cave of
C-Island and defeat one more
group of powerful enemies to set
things right and vanguish the ene-
mies for good.

mim C-ISLAND CAVE

Collect as many jars of Medicine as you @ C-SERPENT

can on the convevors of the cave. Then

move on 1o a rematch with the leaders of F ISt L MEDICINE Mike met this cave leader in his ori-
the passages in the past. : < ARA: &l ginal adventure. Hit it when its mouth

is open, then jump out of the way.

MEDICINE

3-WAY SHOT

TRY YOUR
LUCK SIGN




