You are an Interplanetary
Spy- Your mission is.to

travel to the first Space
Olympics and protect the
superathlete Andromeda.
Gresh the evil master " -
spy plans to kidnap her
and sabotage the
Olympics. You must
make sure that
.Andromeda completes
the Olympics alive! -«

To begin your mission, memcrize
your Interplanstary Spy
ISBN number below.
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i WANTED:
Gresh, evil master spy.

CRIME: :
Attack on the Planet Nez.

‘ WHEREABOUTS:
;f‘ Sector 6.

e YOUR MISSION:
/ - Guard the superathlete

i Andromeda from Gresh and
his clone agents as she

competes in the Olympics.
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Introduction

Ih lanetary Spy. You are about
tYoouema;:l? ont:":langerous mission. On your
mission you will face challenges that may re-
sult in your death.

work for the Interplanetary Spy Center, a
fyat:?reachlnf; omanpm?hn devoted to stop- |
ping crime and terrorism in the galaxy. While
you are on your mission, you will take your
orders from the Interplanetary Spy Center.
Follow your instructions carefully.

will be traveling alone on your mission. if
;::: are captured, the Interplanetary Spy Cen-
ter will not be able to help you. Only your wits
and your sharp spy skills will help you reach
your goal. Be careful. Keep your eyes open at
all times. |

i you are ready to meet the challenge of being
an Interplanetary Spy, turn to page 1.

&
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You are traveling in your star- -

cruiger in Sector 6 when your
' pnorityalertbuttonloghtsup To |
| -receive information about your .
‘I mission, enter. your Interplan-

eiarySpylSBNnumberbelow ’ N

If you are not sure of your number, examtine the back
cover of this book. | Turn to page 2.
L



™

Your mission is to guard
the superathlete An-
dromeda as she com-
petes in the first Space
Olympics— a great

| event open to all the
civilized worlds in the ;
galaxy. You must make'
sure that Andromeda
finishes the Olympics
alive.

Andromeda has been threatened by Gresh, evil
master spy from the planet Sharn. To further his
power, Gresh has tried to take over the world
closest to Sharn: the peaceful home of
Andromeda, the planet Nez.

Go on to the next pagej :

NEREKERK

lllllll‘ntln

ered an attack on Nez. But hi_s .
ggifsigh?g:s could not b(ea}k through its mvnsyble
force dome. For this ;cnmln'fll attack, Olympic
officials voted to ban Gresh's plane't from
competing in the first Space Olympics.

In retaliation, Gresh and his squad of identical
clone agents have embarked on a secret .
mission. Their destination: the site of the first
Space Olympics. Their plan: kidnap Andromeda
and sabotage the Olympics. ' 1

Gresh'’s clones wear special collars.
Gresh does not.

Turn to page 4. J




N —
‘( : ) You.have entered the Koromi planetary system. , o,
. Starting point ofthe 'a"ge;;;g% Olympic Orier,  Yourcompute fashes & readort of b oviers
starting point of the fi - ; docking plate. f : _
o e o Olympics. You wil plate should be the reverse image of this design:

receive more information about your mission after
you have docked your starcruiser. :

To land, match up your starcrui .
 that.of the orbiter, < 7 0TUiser's docking piate with

Which one of these is the reverse image? If you're not
sure how your docking plate should look, hold the read-
out of the orbiter’s plate up to your ship’s mirror. The im-
age you see will be the correct design.

Is this the Is this the
correct design? correct design?

Go on to thenext page,." Turn to page 11. Turn to page15.




An Olympic official
approaches you.

“Sorry, athlete,” he says. “It looks like the
competition may be too difficult for you.
We think it's best that you return to your
home world and train hard for the next
Olympics. Better luck next time!”

i d the Olym- ‘
tered the correct field. You boar
Yi?;uoerrt;iter. At the entrance portal, you are greeted

by the director of the Olympics. .

i " L lympic director, |
“Welcome, Tigerstar,” he says. “As O ym|
h\g(/e been secretly informed of your mission by Sp’y g
Center. | must warn you that a person fitting Gresh sh e-
scription has already been spotted. It could be Gresh or
one of his clones.”

i r guides you to the main Olympic hall. “’\,Ne
:23:::'? :gldgAndrorsrgeda of the threat against he,r, he
says. “Nothing can be aflowed to ruin any athlete’s cgn-
centration on the games! You mt_xs't’ protect Andromeda
from Gresh without her knowing it.

Turn to page 8.



You enter the main Ol
- | hall. Athletes from all over A
. | the galaxy are preparing for |
' the start of the competition.
You scan the area for any
sign of Gresh or his clones.

ey

D)
'/\‘:9‘,' B> athletes piease report to the

\
(o _
N through the main hall: “All
N 77 special training areas. Check

\ the Olympic data panels for
your appropriate area.”

it's timé to find Andromedal!

b
A
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Vs , - Turn to page 10.
Y



10 )) You check the nearest data panel and discover -

~ that each speclal training area is supplied with a *
different type of air. You and Andromeda breathe the
same type of air, so you will both be reporting to the
same training area.

This is a model of the type of air you and Andromeda
can breathe: ‘ -

To enter the correct special training area, select three of
the six grids below. When they are put together, they
should represent the type of air you and Andromeda can
breathe. Their numbers will tell you which training area -
to report to. -

i 2/ 3
OO
5 6 7
. 2:5.67 . 3-45?
Tum to page 21. Turn to page 16.

Good. Your docking plate fits the orbiter's perfectty.
While you wait for the entrance tubes to be attached to
your cruiser, you receive additional information from Spy
Center. 1 :

To protect Andromeda, you will be disguised as an
Olympic athlete from the planet Frexia. Your code name

is:

TIQERSTAR

For protection from alien disease, Frexians often wear
helmets in their travels. Your helmet has been specially

designed by Spy Center to help you on your mission.

It will serve as your
disguise, and it will
also record every-
thing that happens
during your mission
for Spy Center's
data files.

Focus your eyes on this scanner to activate the record-
er. Then go on to the next page to find out about your
heimet’s secret featute. -

Go on to the next pago.'




Your eye color will determine the secret feature of'

your helmet.
BC*FEREA AR\ $r e
AN\ L
— VIS
o
Ed <

If you have brown or
blue eyes . . .

If your eyes are ha-
zel, green, or any
other eolor .

" You can use the ESP
Boost. It will allow
you to see up to one
minute into your own
future. It will work
only once.

You can safely use
the X-ray Scope. It
will allow you to see
‘through walls up to
six inches thick. It will
work only once.

Determine the feature that you can use safely and
prepare to board the Olympic Orbiter.

To board the Olympic Orbiter, you must go through

one of the entrance tubes attached to your cruiser.

1
o/
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Use the tube that leads to the Olympcc Orbiter's gravity
platform.
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Go on to the next page.

[ D
You can go under a tube.
Turn to page 14.



rejected for landing!

will allow you to move about freely in the orbiter.
The orbiter has a weightless environment.

Good! You are now on the orbiter’s gravity plat- you've selected the wrong plate! Y{our‘shlp is -
form. Here you can get an artificial gravity field that )
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You have just a few seconds to adjust your docking
plate before you pass out of reach of the orbiter.

This is a bio-scan of a human gravity field. Only one of
the artificial fields in the readout below contains a hu-
man field within it. Step through the field which contains
the human field and then board the Olympic Orbiter.

Turn to page 7.
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Turn to page 60.

Is this correct?

Turn to page 11.

Is‘ this correct?
Turn to page 40.



mendelum energy triangle is locked in. It's a @
Tgﬁd fit! You maneuver your sled to the launching

chute.

Qs\
_Z
You enter the special

training area 3-4-5.
The air in here is O-
47! It will support life,
but not like yours!
How long can you
hold your breath?

Your sled’s power-is at maximum. Press the launch

You'd better get
to the other -
training area,
and fast!

Tumto n
page 21.

Turn to page 18.




. Your sled soars through Zet's atmosphere. It's a
3 perfect launch! You're right on course for Vecto.

're about to eject your own energy triangle
I,(r)\:r: you see a third sled. it's heading straight for
Andromedal She swerves off course to get out of
the way, but in a matter of seconds, the third sled
will smash into her.

1/

ZIL’L@

Y2y switch on your communicator, but the third sled
doesn't respond to your call.

Through the viewport you spot Andromeda. She’s way .
ahead of you and moving fast. To lighten her sled and ' -

pick up speed, she ejects her burned-out energy
triangle. :

Go on to the next page. . : Go on to the next page.




There’s not enough time to warn Andromeda, but ™
you ha}ve an idea: If you can eject your energy tri-

angle into the intruder’s path, it may knock his sted
-away from Andromeda. The computer will tell you

&)

when to do it. : - 5
( )
ﬁ.l“!Etl'lldel‘
\ ,E o : Yor
Andromed —EQE')

Press the only button you havén’t used yet. (If you're not
sure which buttons you have already used, check page -
;

17 andpage 19.)  Eject now!" ,
N I
{ 1 E
Turn to | Turn to | Tumnto| .
page |, _page page
96. 40. 28.
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You enter special training area 2-5-6. Good! The B
air in here is 0-28. It's a little thin, but you can
breathe it.

Nl Sl Nl Nl Nl NN

y for the first time. You
introduce yourself as
Tigerstar from the
planet Frexia. She in-
vites you to join her
-and the other 0-28-
breathing athletes for
a briefing on the
Olympic events. You
accept. She does not
seem to suspect that
she’s in danger.

(<

Tumn to page 22.



/ In the briefing room you and mm'mzvzz»fm@mmmmmmm “The Olympics are taking
dozens of other 0-28- : A raa place on and around the five
breathing athletes hear the w0l planets of the Koromi Plan-
first Olympic report: etary System. Successful

“Greetings, athietes of the completion of each event will

galaxy, and weicome to the lead you directly to the next

first Space Olympics! You one.

ha\_/e_ all proven yourselves in. “The first athlete to complete

individual trials on your home the course will earn the title

orlds. Champion of the Galaxy The
awards ceremony will take

place on the fifth world.

i Vikalpa.

‘. (Y]

o : Akto-Jazen Vikalpa

e . @

Acrobotics Headcrafte |

“All athletes will now report
to the transporter booths to
get to the opening ceremony .,
] Good luck, and may the best
being win!"

A/ i , A ) o - - - w -
1@\ 0l 1O i@ 10 0,10, 0,

. v
ey ) N NT 10T (07 OF . 1

Q,I «@s l.!.',j_h

Turn to page 24.




To witness the
lighting of the
Olympic Flame
at the opening -
ceremony, you
must beam
down to the
planet Zet.

The transporter targets your exact beam-down location o
on the planet's surface. o :

When all of the transporter’s l‘afget lines are perfectly |
straight, you will have three seconds to beam down. '

Go on to the next page.

oy
_.J -

_

Are all of the target lines straight?
-The circle is not a target line.

No? Turn to page 6.
Yes? Turn to page 34.



The energy triangle is locked in, but you selected ok 0 @
the wrong mounting panel! The power levels are. KZ?

dangerously low, and there's no time to switch ' Your sled travels up the Iaunching chute.
panels. : ‘ o : i
- A0\
[ - A\, o
- \YXY '/
[~ AP
o b = The climb seems to -
o — take forever. Finally  —
- — |
a = E your sled approaches
— the end of the chute..
T N,
A v g g
CEAREEDZ ()~ |
‘ . e S : \X_LZ_| You exit, but you drop
Andromeda has already ‘ ' 7/ - like a stone and land in
launched her sled. You . Ll S _the Zettian mud. It may
maneuver your own sled AN < take a month to dig you
to the nearest launching , A [ = out. A Zettian month is
chute. : ‘ — 126 days!
’ . PN
(. . i g N\
24 M
" “
"
; NV e
S /)% N
NN = =7 T
— LT | ¥ /
L) ; 3 \ ,/

Go on to the next page.



v .
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28 o tir
Q : s.ooe e e st help Andromeda. Her sled has just entered
. » 3 e e sky Tunnel: a twisting, high-speed course cut
.’ i i . '. ¥ ugh the thick atmosphere of the planet Vecto. -

Your energy triangle knocks the third sled aside.
Andromeda is safe, and now the intruder is signal-
ing you. You see him on your ship’s viewscreen.

e i T “!.% It's one of

‘-'-HE::':‘;' TR E’ ¥ ) Gresh'sclone
RNy & : | agents!“You're |
e {‘\}: Sy, no athlete,” he
\éi'ﬂuﬁ.‘“%ﬁ says. “You're not -
(- #' B competing with 3
-4 ,"‘* T Andromeda. You're

Sl protecting her!

We'll soon find
out who you really : , U
are!” Then he You pilot your sled to the tunnel entrance'and dive in
Speeds away into  [after Andromeda. She's still trying to keep her slecli on
the darkness. . |course! Co SRR '

|

Go on to the next page © .+~ Go'on to the next page. -

o X s |
ou'd like to follow him, but there’s no time. You '



»~

@ You can see Andromeda up ahead, struggling t, you radio Andromeda. “This is Tigerstar. Prepare

keep her sled from hitting the tunnel wall. You in}ar nterception. I'll lead you back to the|Sky’ |
runnel-” L |

crease your speed to keep up with her.

| “| read you,” Andromeda replies. “Here’s a readout
of the pattern I've been following since my sled left
. the tunnel.”

L-ﬁ -

\ Your communicator receives her distress call. “This is

Andromeda of the planet Nez. | need help! | was forced
off course, and now my sled is out of the tunnel. I'm los
in these clouds. Here's a readout of my position.”

Staying at the 'safne speed, you program your sle(_j toin-
: tercept Andromeda in twenty seconds. if she continues
o follow the pattern at the same speed, where will she
be in twenty seconds?

e

'A? Turn to page 52.° =

I

B?"Tilm to page 44. g ' :




\
you tilted the sail up! The laser heat becomes so
intense that it burns right through the sail.

- R ®
30

Nl !
"e&\t‘ll

You run to the right, but there’s no passageway here.
The statue has you cornered.

Your craft is
wrecked! You're
about to be-' :
come Interplan-
etary Toast!




All of the target lines are

straight. The transporter beay
you down to Zet!

o g7 S
K=

A crowd of delegates and
Spectators from all the
civilized worlds in the gal-
axy cheers for the ath-
letes. Roving cameranauts
zoom in for a better view.

— N

\ < -
1 As the whole galaxy watches, [
1 Andromeda lights the Olympic

g flame.

s R

N

You scan the crowd for a
sign of Gresh or his clone

agents. They may be lurk-
ing in the crowd now, but

its hard to tell. Gresh could
show up and attack at any
moment!

T i o
] Wl s AR S )
The first Olympic event is about to get
started. Turn to page 36.

~» NN




@ It's time for the first event: the space race. An The discs burn right through the wall, creating a | ; @
Olympic official gives each athlete three ion discs. mendelum energy triangle.

You take your discs and follow Andromeda to the

throwing field. : i i ,.__ A
TR |

The official gives the starting signal. You watch An-
dromeda throw her ion discs at a wall made of mende- . 3
lum 87-A, a powerful fuel. The discs cut into the surface :
of the wall! You throw yours the same way.

The mendelum energy triangle will be used to power
your space sled. The sled is a fast and highly manetuver-
able craft. It will take you to the second planet, Vecto.

HIRHHHRmnm.

But first you must correctly attach the mendelum energy
triangle to its mounting panel.

Go on to the next page.

Go on to the next page. '




You jump into your sled. On the sled’s console,
" you get a readout of the exact shape of your
mendelum energy triangle.

N

To correctly use the energy triangle to power your sled, -
you must activate the mounting panel that has the same
shape as the energy triangle. :

" Is this the correct s this the correct '
mounting panel? mounting panel?

Turn to page 26. Turn to page 17.

You try jamming the laser rods into the crystal, but
they won't fit. You try to pull the crystal out so you
can use the other one, but now it's stuck!

} )
( 2

\\\\\\\ LN |

£

-

Turn to page 6.



Your vessel spins

out of control!

E You're on a one-
way starlane to

| nowhere!

1

O

itsa perfeci fit! The beryllium crystal glows with

power. You hop into your crafi beside Andromeda—




42 ]) You're on course for the third planet, Boolea, a' -
world whose population died out thousands of
years ago. On Boolea you will run the Olympic .
marathon. It will take place in a great city the Boo-
leans once lived in.

As you fly, Andromeda turns to you and says, “1 have an
idea, Tigerstar. If we tilt the laser sail down, | calculate
that we can increase our speed by 50 percent. The first
athletes to get to Boolea are put at the front of the
marathon!” '

Go on to the next page.

The laser sail is connected to a system of pulleys
and belts. If you pull one side of the main belt

down, the sail will tilt down. If you pull the other

side down, the sail will tilt up.

Turn to page 69.

E j] | You must pull
{7 ([} the side that
! 7 I will tilt the sail
i IE [ down.Be
rl : S B B | : careful. If you
oowN @Y ———=——=1 1 tilt the sail
1 up, it may
Y \ ‘\P_ averheat!
! i __‘
‘/ - E
=Y
== : _
Al i
7/ N AR 1
fue =17 \
TRSTZN
/1
/ % [ >
‘ \\\;‘
/ !1 e S
7/ —
1 - | J [ < h ‘
Do you pull Do you pull
this side down? this side down?

'l'urh to page 33.




- You pilot your sled away from the tunnel and into

the atmosphere of Vecto. You're miles from
Andromeda!

Suddenly you break through the clouds! Completely iost,
you hurtle through the biackness of space!

Turn to page 96.

you chose the teft path. Good! You saw that the

rse markers to the right looked different from

i kers so that the
stay behind to pry up the fake marl
:3:3r atzletes can continue the race safely. As you do, a
Boolean statue starts to move. It's coming straight at

you!

(i e & ’f///




Ll

@ The statue tries to grab you, but you leap to on; J piloted your headcraft straight into a tractor
side and start to run. The statue chases you du-ﬂ’o :
a side street and attacks again.

peam!

7 >

_ Ny
It iooks like you're running into a dead end! You searct |25
quickly for a passageway through the buildings. You se
doorways, but only a tunnel will help you safely escape You try to fight the tractor beam, but it S 00 stror;%. t ﬁ::tls
Which way do you go? your headcraft down. The clones have prepared a littie

arty. it will be your last!

To the left? To the right? _
Turn to page 77. Turn to page 32.-




) _ you must reach the Olympic Stadium on Akto-Ja-

Above the stadium, each athlete must move
28" r her acrobot through a series of leaps, tums,
" rolls.

's a perfect fit!

You prepare for the
short flight to Akto-
Jazen. The acrobot's
thrusters roar,
and you lift off!

R
1

You pilot your acrobot to
Akto-Jazen to join the other
athletes. '

ou descend into the atmospher9 of Akio-
en.You see the Olympic Stadium below. You are
weparing to join the competition when a waming light
hes.

Red Alery! AT —

Go on to the next page.

Go on to the next page

L




”
@ Some kind of vortex is approaching! It's like ap,,

tra-high-force tornado moving toward the Olymy,
Stadium! But there has never been a vortex on -
Akto-Jazen before. The vortex must have been

generated by Gresh!

You try to fly around it, but the vortex is scrambling you
computer readout. You must warn Andromeda! Find the
Olympic Stadium in the scrambled readout, and fly your

acrobot toward i.

is the stadium on
the left?

Turn to page 73.

Is the stadium on
the right?
Turn to page 62. J

you think you see an old Boolean fountain, but @
what wouid that have to do with the humming
noise? Act quickly! The statue is coming!

\\\““"“Hu.

Wi

N/

did ¢4y -

Yoy gét ready to dodge it when a door swings open in

tront of you,

Turn to page 60.



‘3:9

You cut through the Sky Tunnel's wall and pilot. N
your sled through the foggy atmosphere.

You lead Andromada back to the Sky Tunnel, byt E
you let her pass in front of you and arrive first at
the Olympic tasercrait above Vecto. At the finish -
line, a crowd cheers. Andromeda asks if you knew |-
which athlete’s sled had gone out of control. You

tell her not to worry about it and hurry to get your
transportation to the second event. oo

/'

Go on to the next pae.
]

p_\ RN

You run to the other side of the Olympic lasercraft
} dock. The dock is anchored in space above the

/‘{

7

7o

fa
/
/

Here you and a partner will activate a lasercraft to get
to the next event. The lasercraft is a lightweight sailing
vassel powered by a beryllium laser. Your destination:
the third planet, Boolea.

Turn to page 54.



@ ‘. r_ |
In reciation for your help, 5 _ .
be?z%?xr partner, “li naviga‘t)e,ﬁ';?;msn:dsa P\f(fers,fo The clone finks his fingers together near his collar. @
activate the laser.” yS. “You can He seems to be making a special hand signal.

The crowd has moved to the far

end of the dock where instantly he disappears! You must have surprised the
i i clone just as he was about to sabotage your beryllium
laser! :

Go on to the next PIQQ. )

L N LI | T o 1 e . . o . . . . . -

‘ Turn to page 56.




{ The beryllium iaser must be activated so you can
launch the lasercrafi. To activate the laser, you
must insert these three laser rods into one berylli-
um crystal.

But there are two beryllium crystals. One must be |

the original crystal, and the other must be a fake -
crystal ieft behind by the clone.

The laser rods will fit into only one of the crystals.
Which one do you use?

Crystal A? Crystal B?

Turn to page 39. Turn to page 41,

A ——

A 48

you concentrate your thoughts on the ESP Boost. (i 57
[nstantly a picture of what you will see one minute

from now flashes into your mind.

It's Gresh's face! Either Gresh or the ciones must be in-

side the building.

Turn to page 66.



58 ) You pilot your acrobot into the vortex. You're goi
in the right direction! You move faster and faster ag
you get closer to the center. '

Your speed is 5o great that it carries you past Androme-
da. You're up above the vortex.

Below you, Andromeda is spinning slowly in the eye of -
the vortex. She'’s fighting its puli with her acrobot's
thrusters. You make radio contact with her.

Go on to the next page. |-

thrust!”

— =
“Tigerstar!” she 3 S )
says. “| can't fight ‘.‘*ﬁ_&@&@ ™ k\
the vortex much =Y ‘?*é%i*%
longer. My acrobot ’ G
doesn't have enough X ! N —

===\

e

If you can grab hold
of her acrobot’s wrist,
you can add your
acrobot's thrust to
hers. Then you might
be able fo pull her
out of the vortex.

Your computer plots
Andromeda’s spin.
From which angie
should you approach
1o get the best grip
on the flat side of her
acrobot's wrist?

| N
N L
T
> 4
! ]
| This angle? This angle? |—
—1 Tumn to Tumn to :j
. page 79, page 65. 1]




The clone has blasted
you into a time warp!

There’s one of Gresh's ¢lones in hiding, waiting
for you to make a mistake.

Before you can move, he fires a warp gun at you,

You're doomed to
repeat these last

Go on to the next page.




|

You spot the stadium ang
fly toward it. You can Seg
Andromeda performing hy,
Y acrobotics. You don't wamr
—{ to interrupt her perfor-
k mance, but your mission |
to make sure that An- S
dromeda finishes the
Olympics safely.
1 You wait until the last
possible minute to wam hey

Qggapplause from the spectators. At the same
fime, the vortex picks up speed unexpectedly.

romeda finishes her performance to thunder- .

of the approaching vortex.
77

Before you can get to Andromeda,the vortex roars
across the stadium! Andromeda, alone, is pulled into
the vortex. You fight your way through the powerful /.

winds surrounding the vortex.You foilow
Andromeda inside.

N

Go on to the next page.

[

Turn to page 64.

T 0|



2 L
| \69 Andromeda is being pulled into the ¢ ened your acrobot’s hand too wide. You
enter of thg  you OP your a ) h
‘ vortex. You must get to her. The computer showg can'tgeta good grip on Andromeda’s acrobot's

that the vortex is made up of two different spiralin,  wrist.
winds. e

r ' ™

.
L4

You twist the controls
hard to keep away
from the vortex.

But you twist them so
hard that you jam the
thrusters. You soar
into the upper atmo-
sphere of Akto-
-Jazen.

- Y,

One of these spirals leads to Andromeda. The other spi-
ral leads to a fierce, circling wind that may damage your
acrobot. Which way do you go?

To the left? To the right?
Turn to page 58. Turn to page 114. - Turn to page 40.

o . oo




The statue is right be-
hind you.

You find an unlocked

door. You quietly slip

into the building.

It was two of Gresh's clones that you saw with your hel-
met’s secret feature. You can tell that they’re clones by
the special devices on their collars.

You can see that the statue is really a powerful android.

The clones are operating it by remote control. Their con-
trolier was making the humming noise.

The clones see you, and before you can make a move,
one of them escapes through a back door.

Go on to the next page.

1he android smashes through the roof as the re-

i " the In-
ining clone speaks to you. “You must be the
mfg)lan%tary Spy Gresh wamned us about. Qur in-
}zrmants told us that one of the at,pletes was really
a spy- Now we know that it's you.

i is fi his collar, mak-
The clone links his fingers together near i
ing some kind of hand signal. He disappears, but the an
droid has been left behind to destroy you!

I

Turn to page 68.
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: r
You see that the android can be operated by moy.

ing a set of control bars. When the control bars
moaoved, the android’s body moves in the same
way. W

You tilt the sail down. The move works beautifully!
vour lasercraft speeds away from the pack.

arg

-

You and Andromeda touch down smoothly in the heart
of the Boolean city. You're the first athletes to arrive on
the planet.

7 \L"’/
i
v'l - = //é .‘
You must position the contro! bars to stop the android’s ' | i - 4e|e
attack. . . ® Zi
g i % ¥ ‘1¢
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i o 4(444
You hurry on to the Olympic marathon.
This position? This position? " / , f{ Go on to the next page.
Turn to page 107. Turn to page 82. ° i f




- r )
70 ts off to a good start, passing you
(_/ The marathon is a To show you the way, andromeda gets offtoa g p g

and the other athletes easily. You race hard to
xeep up with her.

footrace 36 kagl-miles Olympic course mark-
long. The course winds ers have been embed.
through the back streets N ded in the surface of

of the Boolean city.

PRy

the street.”

.......
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e

The athtetes line up in the order of their arrival on
Boolea. You and Andromeda are at the front. The .
starting signal is given. You're off! -

The course markers lead you past forgotten buildings
and statues of the long-dead Booleans.

Turn to page 72.




T .
72 } You and Andromeda pull ahead of the other ath. you're going the wrong way! Your acrobot is

tetes. In front of you, the course markers branch o ulled right into the vortex. You try to pilot your
to form two paths. That's one path too many! way out, but the vortex’s pult is too strong!

25 .
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This must be one of Gresh's fricks. One set of course-
markers is fake,

Shouid you Shouild you
go this way? | go this way?
Turn to page 45. Turn to page 93.

REDALERT

Gio on to the next page.




The acrobot’s:head is launchied from the main
pody in four steps. The computer does the first

three automatically.

Your acrobot is

'.. .._‘- = g
2 ripped apart! ' : & .% VF:ZJ
Z _
// o - % % %
/,%/ il e Y ' Seal Off Arm Disconnect
i ¢+ Main 2 Head 3 Head

Body Rockets Mounts

You must enter the final command. Follow the computer

pattern and select the final command to launch your
acrobot’s head.

Il =1 53
5 SIA = S
A A A A
. 1% s this the is this the
final command? final command?
Turn to page 886. Tum to page 92.
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You selected the wrong place to land! The razo,.

sharp spikes slice into your craft, and your fuel
begin to leak. ¢ fanks

The rockst fuel explodes. This mission is over!

NN\
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You run through
the passageway.
But now the statue
is climbing over
the rooftops. You
have to get away.

You hear
something
strange: a
humming
noise.

It's coming
from what
should be
an empty
building.

You decide to use your helmet's secret feature to find
out what's inside the building. The humming noise may
have something to do with the statue.

If you can use
the ESP Boost,
turn to page 57.

If you can use
the X-ray Scope,
turn to page 78.

If you don’t remember which feature is yours,
check page 12.

o ' L



h
You mave closer 1o the building. You focus yo,

wrist tightly and add your
thrust to hers. You are
able to stop her from sink-
ing inlo the vortex, but you
don’t have quite enough
thrust to pull her out.

You ask Andromeda

if she’s tried to fly her
acrobot's head away
from the vortex.

Instantly a picture flashes before your eyes. What is it?

I

Is it an old Boolean fountain? “I tried,"” she says, but

Turn to page 51. the head wouldn't sepa-
rrate from the main body
of_ the acrobot. | think my
£omputer's been
sabotaged!”

Is it Gresh or one of the clones?
Turn to page 66.

Go on to the next page.
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voice hisses from your radio, “I've come myself

L o b : tear your acrobot apart—unless you can fly your
this time, Spy. You've interfered with my plans fo; | \ :
the last time.” | acrobot’s head away from the main body. |

You see a strange craft in the distance, and a , Within nds, Gresh and his ramming ship wil CI>

You quickly scan the craft. Gresh is piloting a ramming

ship, and it's coming straight at you!

1

\S . L
{ rl“"‘\\’;f\’" - - L luuﬂ':'

You can leave the acrbbot's thrusters behind to keep
Andromeda out of the vortex, but you must act quickly.

ndrome

L

Go on to the next page. Turn to page 75.



it worked! The android stands quietly—like any
other statue in the Boolean city.

You find your way back to the course. You run quickly to
catch up with Andromeda and the other athletes. They
must be far ahead of you by now.

Go on to the next page.

B
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r

you're the last runner to cross the finish line.
There's no sign of the other clone, and Andromeda
has already moved on to the next event.

You jump into a waiting hovercraft, which takes you to
the acrobot you will use in the next event.

Go on to the next page.
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Am_:lromeda and the other athletes are already pilotin
their acrobots to the fourth planet, Akto-Jazen. You
quickly enter your acrobot's head.

P £

A e 5

Go on to the ext page.
%' AR

To fiy the acrobot, you
must fit your hands and

legs into the flight controls.

The flight controls contain

- gensors that will signal the
" gcrobot’s body to move

exactly as you do.

The flight conirols are designed to fit human and
Frexian body shapes. But they can aiso be used
by other athletes with different body shapes. Select
the set of controls on this computer field that fits

your body shape.
Hands Hands
asde ([ E B N N J [N N KN BN N B N N N J
= | m [ | i
[ R N K N J LB N N K J [ E X NN NN NN
Feet Feet
" This set? This set?
Turn to page 48. Turn to page 6.




You entered the correct command! Your acroby,
head is launched from the main body. _ S

You pilot your headcraft behind Gresh's ramming ship.
He doesn’t seem to know where you are! You follow him
as he turns to make another run. :

T
o

This time
his target will.
be Andromeda!

Go on to the next page.

h g

jf you can land your headcratit on the back of
Gresh's ship, you might be able to force it down to
the planet’'s surface. You must avoid the razor-
gharp spikes protecting Gresh's ship.

270
PV

—

N AT

Your computer readout shows two places on

the back of Gresh's ship where you can land your head-
craft. Select the place where you can iand safely be-
tween the spikes.

7
//
77

AN NN
| Do you
land here?
Turn to
page 101.

I

/ /

f/ ,f/ / | ."i \\.
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Do you / j N \\_
land here?| | | \
Turn to \ . \
page 76, | | ' \ \
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&)

; gefore you can signal the other headcraft, a beam

pulls it down to the sateliite below.

You picked the upright
gyroscope pasition. Your
headcratft is stabilized. You
speed affer Andromeda
and Gresh.

You make it halfway to Vikalpa. In the distance you See
the Galactic Communications Satellite. News of the

Olympics is broadeast from this satellite to every planet
in the galaxy.

Your computer scans the sateilite. The headcraft was .
pulled down by a Sharnian tractor beam! Gresh and his
dones have taken over the satellite.

You can see : . et =
another head- N S ’

craft flying near
the sateliite. It . : TP~ j
could be ' ‘ ;
Andromeda’s. .

et
i

Go on to the next page: . Go on to the next page.




? The readout shows that there are three tracto,

beams in each of six zones. The tractor beam,
are activated in a regular pattern.

Tractor beam pattemn:
1—AB 2—AC 3—BC 4—AC5—AB 6—~AC

You must pilot your headcraft around the tractor beams
to land safely on the satellite.
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Wil you Will you Vllll you
land here? land here? land here?

Tumto Tumto Tumto
page 96. page 108. page 47.

LR
—

Y

You pulled the wrong
cable. Gresh activates
the antimatter bomb!

I

Gresh escapes info a waiting starship, but the clones
are left behind. You're not going anywhere.



Underdogs 
page 100


you decide to go to the right. You move quickly to

make up for lost time. But you run straight into a
jorce field. The course markers you followed were
fake ones planted by Gresh.

7// 7777 /// 7
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You discover that the force field is just one wali of an in- ‘
visible box. You can hardly breathe in it. The box shrinks
until you can no longer move.

You enter the comrnand Nothing happens! It may not -
have been the final command.




You did it! Gresh tumbles to the floor before he can

activate the antimatter bomb.

’000000000000000000000000"00‘

e ++ +

In a rage, he
tumns and points
at you. “Get the

+ + +

Go on to the next page. ‘

h ol

The clones spin around to attack you. You must @

thern, or Gresh will be able to carry out his
plan to destroy Andromeda and the other athletes.

You realize that the clones on Boolea and Vecto raised
their hands up to their special collars just before they
disappeared. Your heimet recorder instantly replays the
scene.

Tum to page 115.



O Look out! You are spotted by a fast-moving robot

salvage craft that just happened to be in this
sector.

Before you can complete your mission, you and
your vessel will be dumped in an !nterplanetary
Junkyardi

e

e

You link your fingers
together and hold up
your hands, paims
out.

Loy

You spin around quickly to signal the coliar on every clone
in the broadcast room.

II }'!?”"‘"iﬂi'll
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it works! One by one, every clone disappears. Atom by
atom, they vanish into thin air.

- [T

g

including the ciones that were guarding Andromeda!

Turn to page 98.



b o
@ But Gresh doesn't disappear. He jumps up from Andromeda leaps at Gresh. She tackles him to the
the floor and activates the antimatter bomb. “You foor!

have three minutes to live,” he says.

Andromeda is right behind Gresh, in a good position to
strike at him. She could get to him, if he doesn’t see her
first. To get his attention you call out, “Gresh, don't
movel”

You and Andromeda use
the broadcast cables to tie
Gresh up. Andromeda
stands guard over the fali-
en master spy, but his
antimatter bomb will ex-
plode in less than three
minutes.

Gresh swings around to face you. He has a blaster! He's
about to squeeze the trigger . . .

Go on to the next pago; : Turn to page 116.
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v

. ) py
The antimatter bomb explodes with a tremendoys you fit between the spikes and land your headcraft

safely on the back of Gresh's ship. You fire your
overhead rockets.

toar! The satellite collapses into nothing. Unforty,.
nately, you're inside the sateflite.

‘, -

1
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In seconds Gresh will be forced down {o the planet’'s
surface.

As you pitot your headcraft away, you can see a
piece of Gresh's ramming ship falling away. The
- ship seems to be coming apart!

Turn to page 102.



Andromeda sees you and lands her acrobot. She
guickly climbs down from the headcraft.

]

and survey the twist-
ed, burning metal.

“Tigerstar,” she says, “l checked in with the other ath-
letes by radio. They think that the vortex was just a freak
storm. But they didn’t see that ramming ship. | want to
continue the Olympics, but you must teil me what's go-
ing on."”

in the distance you see Andromeda’s acrobot clearly. '
She’s OK! The vortex controls were destroyed along
with Gresh's ship.

There's only one more event—the headcraft race to the
planst Vikalpa. You're not supposed o tell Andromeda

‘ | about Gresh's threats against her. But if you don't, she

: may not finish the Olympics.

Go on to the next page.’ Go on to the next page.



. v
104)} You rewind your helmet's recorder, place the hes. ree llonts ; . . .
' ’ resh! He's piloting the piece of his ramming ship
mel on Andromeda's head, and set the recorder o, ,?,at had fallan away! You steer your headcraft
fast forward. Within seconds, Andromeda sees the away as the screwlike piece streaks into the air.
heimet’s recording of your mission. She leams of |

Gresh's attacks on her and the Olympics.

d
]
hands you back your
heimet. “I will fiy the It slams into your headcraft, sending it into a wild spin.
race to Vikaipal” she As you try to stabilize, Gresh appears on your screen,
says. She quickly re-
g pairs her sabotaged
acrobot and launches
S her headcraft.

“Goodbye, Spy!” he says. “And thank you for convinc-
ing Andromeda to continue. in a short time my clones
will intercept her. She'll never make it to Vikalpa!”

Go on to the next page. Go on to the next page.
NETERY -



Your computer gives

you a damage report,

An on-dashboard gyro-
scope usually keeps
your craft in an upright
position,

But the colfision with
- Gresh’s ramship has caused
the gyroscope 1o spin wildly.

To stabilize your craft you must return the
scope to its normal, upright position. wrer

is this the

upright position?
Tum to page 114,

Is this the
upright position?
Turn to page 88.

The android tries to twist itself into the same posi-

gion as the control bars you've set. But it's

impossible. '

The android's circuits begin to overioad! It smashes
wildly through the building.

you're trapped in the rubble. It may take days to get out.




108 !) You make it past the tractor beams and land safe.
ly. You leave your headcraft and enter the
through an unguarded airlock. :

satellitg

You search for Andromeda, moving closer to the main
broadcast area. You tumn a corner, then pull back
guickly,

You've found the top Olympic athletes—and the satel-
lite’s crew. They've been captured! There are clone
guards everywhere. You have to be careful.

Go on to the next page.

-

You sneak past the don;\
guards. At the end of a
long hallway, you peer -
through a thick glass
window into one of the
broadcast rooms.

Andromeda is in the broadcast room—and so is Gresh!
A circle of clones guards Andromeda as Gresh prepares
o broadcast a message to the entire galaxy.

roughly from
behind.

Turn to page 110.



110 You've been captured! “Keep your mouth shyt » |
says one of the clones, as mpe;%rag you intout!;\e YO LY oiplasely as Gresh sharls a mes-
broadcast room.

sage that is broadcast to the entire galaxy. "“These
Olympics are nothing but an insult to my planet,”
he says.

In the broadcast room, you're surrounded by clones.

Andromeda sees you, but there's nothing she can do, “But | wili teach the so-called civilized worlds a lesson. |

will soon activate this bomb. It will generate and release
a siab of deadly antimatter.

“When the antimatter is released, it will destroy every-
thing in a 10-kad-mile radius. Your best athletes are my
priscners, and they are doomed!”

Go on tt_: the next page.

Go on to the next page.



.
@ : bomb’'s chamber glows brightly as the positive
. o 3 _ mer takes shape. It's a different color, but exact

ly the same shape as the antimatter! _

"Once | press this button,”
he says, "nothing can stop
this bomb.”

As Gresh prepares to press the button, you notice
that one of the broadcast cables is tooped around
on the floor right where he's standing. if you can
give the cable a hard yank, you might be able to
pull Gresh off his feet.

The entire satellite vibrates as bit by bit the positive mat-
ter deactivates the deadly antimatier.You did it!

Should you pull
this cable?
Turn to page 94.

When the last bit of antimatter has faded away, two
Olympic Security police enter the room.

| Should you pull l:
this cable? _ _
= Turn to page 91. Turn to page 119.




14)) Qut of control, your vessel is thrown 1o the planet s
surface.

You crawl from the wreckage, but you're not alone. The
crash has attracted some of the local animal life. You've
dropped in just in time for dinner. Their dinner!
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when the clones link their fingers together, they @
are making a hand signati that activates the speciat

device on the collars they wear. The cotlars dema-
terialize the clones!

\
If you can make the same hand signal with your hands,
you may be able to activate the special device to dema-
terialize the clones.

What does the hand signal look like if you are looking at -

your own hands when you look at it?

N

Is this Is this Is this
the the the

hand hand hand
signal? signal? signal?
Turn to Turn to Turn to
page 60. page 97. page 118.




i
@ The antimatter is already forming in the bomb -
Q chamber. Two minutes from now, the bomb's . S you must program the bomb to generate the posi

chamber will open, and the antimatter will be
released.

P
P
-
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ntimatter. Select the design that is the same shape
as the antimatter, and lock it in.

The computer readout shows two designs. They're
similar, but one is an exact reverse shape of the
a

-¢li. .thn bl ?ﬂll\r‘a

When the antimatter comes into contact with positive
matter, it will explode. To deactivate the antimatier,

you must generate a slab of positive matter that is Is this the Is this the
exactly the same shape as the antimatter. sarfne shape as same shape as |
the antimatter? the antimatter? !

Turn to page 100. Turn to page 113.

Go on to the next page.



a
“ The clones drag you away from the broadcast | The security police have captured the rest of the

room. They lock you into an empty storage are; | clones. The Olympic athletes are free!

bomb to explode. Olympic Security. “Gresh will stand trial for his crimes
: he says. "And the government of Sharn has offered to

sign a peace treaty with Andromeda’s world 1o make
| | | amends for what Gresh has done.”

TYYTETT TV

There's nothing you can do but wal for the anﬁmattef . G)u and Andromeda hand Gresh over to the head OW
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Turn to page 100. Go on to the next page.



@ As Grésh isled a
way, members of the Olympic
N/ Council arive in the broadcast room. T

THHE
iE]

H
S

TR

/

!

ﬂ]lllu-\

o
7y

“The whole galaxy saw how you risked i U
A your lives to
save the Olympics,” the Council president says. “Proof
of your brave.ry was broadcast to every civilized world.
We have decided to award both of you the title Chamgpi-

on of the Galaxy!”
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You thank him, but you tell him that '
v \ ( you can't accept the
Exward. Andromeda is the one true champion,” yom? say.
Even thoygh her life was in danger, she was deter-
mined to finish the Olympics.”

Go on to the next page.

The other Olympic ath-

letes congratulate you
and Andromeda. Then
the Olympic director
calls you aside. You fol-
low him to a space han-
gar. He shows you an
Olympic starcruiser.

“You've done a good job, Tigerstar,” he says. “Use this
ghip to return Andromeda to her home world. The Nez-

zians have planned a great celebration for both of you.

You are both true Champions of the Galaxy!”

—

You and Andromeda board the starcruiser. You beam
the recarding of your mission to Spy Center for their
data files and set a course for Nez. Your mission is a
success!






