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CcHOLO
INSTRUCTIONS

Objective

Itis important that you read the manual so that you fully understand
the consequences of the holocaust and the enormity of the plight
facing the human race trapped in their nuclear bunker. More
importantly, you will understand the full extent of your responsibility
for their futur

Using the popular bunker game ‘RAT", you have access to the only
surface robot under the control of the bunker computer. Al other
computers and robots are lost to their own misguided and corrupted
logic circuits; bent on maintaining the seal on the tetrahedral bunker
cap. It is up to you to brealk this seal.

The robots are not totally lost, by hacking into them, you can
reprogram them to accept your control and to access the surface
computers to gain the information within their files. It is up to you
to use the robots and information that you find wisely, so you can
discover the seeret to blowing the bunker cap and freeing the bunker
population.

Getting Started

Once Cholo has loaded, you will be in menu mode. In the view
screen, you will see a spinning RAT droid, the only robot under
control at this point. Ignore the rest of the menu mode displays for
now and press the select robot key to gain control of the RAT droid.
Your display will look similar to the one shown overleaf.
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Damage
Shows how much damage a
particular robot has taken.
Al robots will slowly self
repar.

\p | Radar
Shows an overall view of Cholo

program is installed. Neither
operate i

Message Aren

Al status messages and
important clues are displayed
here, so keop an eye on it

View Screen

equipment, or the current robol
in menu mods.

Radiation
Shows how ‘HOT" the area
around a robat is. Beware, once
radiation reaches a cor

level, dependent, on the type of
robot, that robot will take heavy
damage until it leaves the area

Compas
Shows which direction
(NES,W) the robot under your
contral is facing,

. Rampaks

These four rampaks are used to
hold programs and text files
which are vital to solving the
game.

Sights

These will only sppear if the
rabot under your control is
equipped with & wespon.

‘The RAT DROID starts inside the Central Compuer building, just
off Bridge Street, facing the entrance. By using the MAIN ROBOT
control keys {given in the key guide} you can move the RAT droid
around the building

If you steer the RAT into the computer room, shown on the map
below, and collide gently with the CYBER computer inside, the RAT
will establish an interface with CYBER 1 and will be able to swap
programs with it.

CENTRAL COMPUTER BUILDING

[ oner s omon




Swapping Programs

Once an interface has been established, you are given the option to:

* READ a program into one of your ramy

* WRITE a program from a rampak into the computer.
DISCONNECT from the computer.

Use the accelerate / decelerate keys to choose which option you want
and then press the fire key.

READ Gives you a list of all the programs held in the computer’s
‘memory that the interfacing droid is allowed access to.

*This  option will not be given if the computer is not holding any
progr

oo aceelerate (decelerate keys toselct a progeam then press the
fire key. Now use the turn left / turn right keys to select which rampak
you want to put the program into then press the fire key.

Note, you ean overwrite programs held in a rampak.

WRITE Lets you store programs held in your interfacing robot’s
rampaks into a computers memory for safo keeping, and works in
8 fagpe ey 20 e, Thlncplon il oo grvon if your robot is
not holding any programs

‘DISCONNECT Selocting this option and then pressin fire wil
log off the computer and return normal control to your robot.

You will find the file PassITXT (Password lst.text) in the Cyber L,
Read this file into one of the RAT droid’s rampaks, disconnect from
the Cyber and then press the goto menu key.

Running Programs

ak such as RadarPRG work
whxle ‘othars like PassITXT need o be run.

To run a program held in a rampak, go to menu mode by pressing
the goto menu key and use the next rampak / last rampak keys
to select which program you want to run. Then press the run rampak

The message area will indicate the result of running the program,
if any.

If you run PassITXT, you will be given a list of robot entry
passwords! Note these down as you will need these in order to gain
access to the other robots in the game.

‘Pross the select robot key to regain control of the RAT droid and
make your way to the entrance of the Central Computer Building.
Once youleave the building, your view should look like the one below.

Hacking Other Robots

Now that you are outside, your bird's eye view map of Cholo city will
be operational (unless RadarPRG is being run).
Your position is shown as a flashing dot top and central on the map.

You should also see  small Hacker class robot travelling East dovn
Bridge Street. Turn right, chase after the Hacker matching its speed
and open fire with the RAT's ion cannon. After several direct hits,
the Hacker will be temporarily paralysed and a confirming
announcement will appear in the message area. Stop firing, otherwise
the Hacker will be too badly damaged to be of any further use. That
is unless you can find a way of repairing it later.

Now guide the RAT up to the Hacker until they are touching, and
an interface between the two will be established.
You will now be given three attempts to enter the Hacker's correct
password. If you get it wrong three times, the robot interface is cut,
though you may try again.

Once you have correetly logged on, you are given the robot’s name



and password and the option to swap programs in exactly the same
manner as with the computers.

(It is a good idea to keep important programs in more than one robot
as once a robot ‘dies’, you will loose all the programs which it carried.)

Switching Between Robots

Once you have successfully logged onto the Hacker, Disconnect from
it and press the goto menu key.

You will now find that RIZZO the RAT and IGOR the HACKER
are being alternately displayed in the view screen. You now have two
robots under your control!

You can speed up the process of examining the xubots under your
control by using the next robot / last robot key:

T damate and radiation gaugos wil ahor o ench difforr robot
along with its position on the map and rampak content
Notice how damaged the Hacker is after the RAT had paralysed it.
A few more shots would have killed it! But as all robots have a self
repair mechanism, the Hacker will be as good as new within a few
minutes.

Use the next robot / last robot, keys until the Hacker is shown in
the view screen and press the select robot key. You are now in control
of the Hacker and can guide it around Cholo. Notice that the Hacker
has no sights as it is not equipped with any sort of weapon.

‘You now know enough of the basics to get used to the controls and
get used to the layout of Cholo city with the aid of your pre-war map,
before attempting to rescue the bunker dwellers.

LAND TO SHIP TELEPORTER

Teleporters

There are two types of teleporter in Cholo city: one to transport you
from land to land and one to transport, you from land to ship.

To use a land to land teleporter, first move a robot on top of one
teleporter pad and stop. You will hear a noise indicating that your
robot is correctly placed on the teleporter pa

Then take a second robot to the other teleporter and place it on the
teleporter pad, again you will hear the correct position indicator a
few times and then the two robots will swap places.

NOTE: land to land teleporters work in pairs. A given teleporter
is only connected to one other. You will have to find out which
teleporters are connected to each other.

a land to ship teleporter, first dock a ship on the side of the
‘pier closest to the land teleporter. You will be told once you are docked
correctly. Then move the robot you wish to board the ship onto the
land teleporter pad. You will hear the correct position indicator a few
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times and then the robot will board the ship. You will be told once
you have boarded correctly.

To leave a ship, first dock the ship, then take control of the robot on
board. The robot. will be teleported to the land teleporter.

Helpful Information

Be very careful around the shoreline, if a robot falls into the sea it
will die and there is no way of getting it back.

Be patient when trying to paralyse the flying eye. It will come down
to earth every now and again.
1f the flying eye is up in the air and not moving, move to a new
position some distance from where you are. This is because all robats
are continually working out where to go next, and if you are where
they want to go and they can go no other way they may just sit where
they are.

RadarPRG is invaluable when trying to find robots which have gone
out of view. Sometimes this may be the only way of finding them!

Guard I in groups of i rea

1f you try to take a Guard robot out of its area, it will die.
When you enter a Guard robot patrol area with a new robot, all the
Guard robots in that area will be reset. Therefore, move all the robots
you want into a Guard robot area before you start sheoting. Otherwise
‘the moment you move a new robot into the area, the Guard robots
will be back at full strength and your shooting would have been in
vain.

CHOLO

In the heginning was the light, and the light grew brighter
So that the sun paled in its majesty

And in the end was a darkness and its evil was mightier
Than the evil of Beelzehub.

And after that the storms came and rains of foul pestilence,
A wind blew that stripped the land of life

And laid hare the very soul of Barth,

So that nothing stirred but vapours of poison.

And the land became ash and the waters sick,
Defilled with a filth that would not cleanse.
And the sky itself was soiled with blood

So that the Earth wept with the pain,

‘Then the single seed, planted deep agains
Cracked and flexed, and began to stir at




