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THE OLD MAN
WAS TRYING TO

I SEE T
GROWING, SAFE
BELOW A SKY OF
STEE SCHEMING
N {E DARK
W GATHERING
STRENGTH.,,,

AND
NOW,,, OHH

NOW THE
EVIL DE.ADLV FEELERﬁ
SPREADS /ER THE LAND
ABOVE... ACR
5 THE é P,
REACHING
TOWARDS THIS
VERY
PLACE/

I'D SEEN
HIM DO THIS
A HUNDRED
TIMES, BUT
T HUMOURED
HIAL,

AFTER ALL,
HE'D BEEN
LIKE A FATHER

70 ME,




FEAR THE
EVIL WANTS

you !
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(T SOUNDED |meam Ny
MORE LIKE A
'COPTER THAN

E
-

A DEMON . A\Q
h X

FOSTER! RUN |
HIDE FROM THE
EVIL !

SUPDENLY

- AS T STARTED,

NEXT Bopy THE SHOOTING
MOVE >&TZ¢ STOPPED.

HE WAS ONLY
A ROBOT,
BUT, WELL,

I LOVED THE

LITTLEGUY.




THERE WAS
A MOMENT'S
SILENCE A=

WHOEVER IS
|| v CHARGE
HERE , COME

CNLY A FOOL
WOULDVE ARGUED

WITH THAT

FIREPOWER.

—

WE WANT

TO TAKE

HIM HOME
AGAIN .

WHO DOESN - X :
BELONG HERE, ¥l vy Mg
WASN'T FORN IN TH RACING , T

GARBAGE DUMP, > ; \
CAME F R WHERE TD SEEN
; THAT SYMBoL
BEFORE.,,,

oo




AS HE PATCHED
ME UP, THE OLD
MAN HAD GENTLY
EXPLAINED THAT
THERE wAS NO
WAy BAck INTO
THE CITY...

THE DAY
OF THE
CRASH .,

AND T ALREADY
KNEW THERE WAS
NOTHING HE cOULE

DO FOR MOTHER,

HAH/
WELCOME

TO THE 6AP,
ROBERT /!




HIS TRIBE wAS

POOR , BUT THEY
TREATED ME
LIKE ONE OF
THEIR OWN. ..

AND
SCAVENGING
FROM THE o
CITY DUMPS. |8

&y ED
HOW TO SURVIVE,
HUNTING IN THE
WASTELAND THEY B
CALLED THEGAP.,

[/ THIS |5 WHAT

AND WE'LL CALL You,
GOT A NOW YOU'VE COME
FORGOT MY LIFE g : SECOND OF AGE , SON !
IN T NAME. \ WE FOUND YOU,
e CTY E: 7 FOSTERED

DISCOVERED
NEW TALENTS,.,

S0 THAT

SKZZT< FRIEND { MAKES You

i CALL ME
>TZZT< TOEY.

GIVE US
THE RUNAWAY
OR WE'LL SHOOT

EVERYONE --
STARTING
WITH You,

GRANDAD !




NO, MY
SON T DON'T DN A
) EVIL HAD
LET THE EVIL SCAN COME TO

TAKE you! CONFIRMS
THE GAP
FTS LI, TUST a5
- o HE 5AID,

BUT HAD THE OLD
MAN SEEN WHY (T
WANTED ME ?

T WAS TOO 5
LATE TO ASK
HiM Now., LEAVING
DESTRUCTION
ZONE, COMMANDER

IcH
RE &O0D

DETONATE - -




TUST LIKE ON A | /T was DAWN WiEN
HUNT. TUST LIKE WE REACHED THE CITY.
THE OLD MAN oy

o

o i
CENTRAL SECURITY K
COMPOUND

| A DAWN MY
| TRIBE WoULD
NEVER SEE.

THEY WERE NO &
MORE THAN A LOCKING ON
NOTE (N REICH'S AUTOMATIC y 4
BooK NOW.
S =

—— |
BUT WHAT WAS
I7 WHY DIp--
=N
;|

1F I SURVIVED
ANOTHER
COPTER CRASH,
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L LURE OP THE

@4"?”“1 4’("??

H iy -

“"‘--.. W ' AT, ’ "

)

1

: it

%

% ’
| e
F A et
\.‘} 7
|
@

AMIGA
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IBM PC

LEAD US
NOT INTO
TEMPTATION,
BUT DELIVER
US FROM
EvVIL...

Sick and tired of playing
the same old, sterile,
graphic adventure?

Then envisage a new
playing experience where
each character can go
about his or her own
affairs independently of
your actions, where each
scenario is different
every time you return to
it, where you can
experience “real world”
environments.

It’s happened.

LURE OF THE TEMPTRESS
has been developed using
the ‘Revolutionary’
Virtual Theatre™
system.

S

virtual
theatre




VIRGIN INTERACTIVE ENTERTAINMENT (EUROPE) LIMITED,
338A LADBROKE GROVE, LONDON W10 SAH.
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