MAYHEM: A USER’S GUIDE TO DINO-DESTRUCTING

Walking: Mayhem has a vaniable walking speed,
increasing the longer he walks (it takes a second
of two 1o reach fop spaed). Mayhem is vulnerab)
when he's walking, but there is a more efficient
methad of travel throughout Mansterand. .

Charge: When the charge icon has been collected
{on the happy version of Jellyland), Mayhem
able o charge around at incredible spesds. In this
stale, most monsters can be killed simply by
charging into them, but there are some exceplions
(see the bit on monsters).

Skidding: When Mayhem is in charge mode.
pushing the joystick in the oppasite direction will
make him skid (Mayhem is vuinerable whila
skidding). The longer the joystick is held, the
shorter the skid. Experienced players can use long
‘skids 1o their advantage, though (see finish line).
Diicking: Apart from ducking under bullets and
the iive. Mayhem's ducking ability allows him to
gel undemeath low platforms (using a combination
of walking and ducking movements). There are
many hidden bonuses which can be reached using
this fechnique. Mayhem can alsa duck whilst
charing ~ just pull down on the joystick,

Jumping: Mayhem can actually jump
approximately ten diffarent heights, which

dapands how long the joystick is heid in the

“jump’ position. He will jump at least his

‘own height (about 21 pixels), and can

Jump as high a5 64 (3 times his

own height). Mayhem can jump

whilst walking and charging —

nasdlass 1o say he can jump.

much furiher when charging. it

Mayhem umps up and hits a

platiorm above, he'll cradie his head (vary cute),

but there are cenain platforms which he can jump

up through (likewise, he can drop through them by

pressing fire and pulling down).

Falling: Mayhem can fall any distance and not
uffer at all, unisss he collides with an enemy (he

will gither Kill it or die, depanding on the

monster ~ see monsters). He can also be

guided as he falls, which comes in handy

when platiorms are scarce. Mayhem also

has strength, which incraases as he falls.

For example, a monster with a hit-count of

three will take three normal jumps 16 kill, but if

Mayhem drops from the top of the screen the

manster will die instantly.

Lives: Mayhem starts with 3 lives and 3 continues,

and extra lives are earned for every 100.000
paints scored. There i a little bug in the game
which screws up the score display if it goes over
10 lives, bul this doesn't alfect the actual amount
of lives remaining, He also has a half fife, which is
basically two chances per life. Whan Mayhem is
hit by a monster, he will losa his half life (and gain
tamporary invincibility for roughly five seconds).
If he gets hit again, a life will be lost. Lives,
continues, and hall-lives can be restorad by
picking up bonuses (see bonus icons).
Time limits: Mayhem really has a tough
task of making il through Monsterland,
and the lime limits increase the
pressure even further. These
limits: vary from level 1o level. and
it pays not to hang around 160
much. When the time reaches 60
and 30 seconds, a waming alarm

will sound and the lime digits will flash. Take
comiort in the fact that the time-fimits are not real

time — one second in the game represents one.
and a half seconds in real time. The time limits are
restored when Mayhem loses a lile (or indeed,
collects the apprepriate ican — see banus icons).
Restart doors: These are litie archways dotied
throughout each leval which can be activated by
walking into them. When Mayhem
dies, he'll retum to the last door
activated (if no door has besn
activated, he'll retum to his defaull
starting position). Only one restart door is
active at any one time, As an added
incentive 1o reach a restart doar, Mayhem's
hail-life will be restared when the door is
activalad.
Magic dust: On the sad versions of each leval,
Mayhem is required to coliect a designated quota
of magic dust bags. Once the quota has been
collected, Mayhem can proceed to Theo's cave fo
converl tha level. Any turther bags collected after
the quota has been reached vill sam Mayham
valuable bonus points. As you gain more
experience, you can seek out the remaining bags.
Stara: The purpose of the happy level is o callact
the requirad amount of stars shawn by the star
quota (ihis includes tha big star — see bonus
icons), When the quota has been reached,
Mayhem can proceed to the finish fine to complete
the level (see finish line). Callect every single star
and a Super Star Bonus will be awarded upon
completion of the level — this will sam Mayhem
1,000,000 paints and an extra iite. The spinning
stars hide a cinning secret; the faster they are
spinning, the mare points they're worth.
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level of Jellyland... have fun.
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) -RINGED ALIENS LEAVE MAGIC DUST

So all you have to do is run order to scatter it all over the
around killing little blokeys and slightly depressed Jellyland to
collecting the dust they leave in cheer it all up again!
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