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The “War For Cybertron” will
begin in 2010!

On the cover, a look at the
new Bumblebee toy featured
in the all-new video game

from Activision. Check out
page 4 for more information!

To kick off our 6th year, we have pulled
out all the stops for you! We have new fea-
tures, a new comic story line and a look at
the new video game (with toys to support
it)! So, check it out and post your com-
ments in the Club Magazine forum at
TransformersClub.com.

A quick editorial correction — despite what was listed on the
instructions and the title on last issue’s profile, our 5-year
combiner’s official name is Nexus Prime. This name only
recently became available and since he is one of the Original
13, we were thrilled to re-name him Nexus Prime. I hope
that clears everything up.

That’s all for now!
Take care,

Pete

Please call us with your new mailing

address as soon as possible in order to

help us keep your magazine coming

without interruption. The Post Office does not for-
ward 3rd Class mail. The phone number for the
Transformers Collectors’ Club is 817-448-9863 Mon-

- .

Y WY

Happy Valentine’s Day! Winter is in full swing all across the
country and I hope that the cold weather will make you want to
join us for some warm weather fun at the Walt Disney Dolphin
Hotel for BotCon 2010, June 24-27!

You can make your hotel arrangements online from the link at
BotCon.com. Don’t delay, as we will fill up! Registration forms
and details should be available sometime in February. It will be
a terrific time in sunny Florida! Keep watching BotCon.com for
the most up-to-date information including previews of the con-
vention set.

We are currently working on an online registration system, but
we don’t think it will be finished before the BotCon information
is ready to be released. We will keep you posted on this one.

In case you missed the announcement in the last club magazine,
you probably noticed that there was no Master Collector with
this issue. After 17 years of publishing, we decided to migrate
our ads to an online auction and ad site MCAX.com (Master
Collector Auctions eXtreme). This will take the place of your
monthly ads as you now have unlimited free auctions and online
ads as long as you are a member of the Transformers Collectors’
Club! This will be a great new venue to trade with other club
members.

You will continue to receive your club magazine every other
month, and now each issue will come in an envelope. Hopefully,
that will help with the Post Office’s delivery.

In case you have not seen it online, our next Club exclusive fig-
ure is Cyclonus! He should ship sometime in the late
spring/early summer. Check out TransformersClub.com for
images and details.!

Thanks for your support.

‘til all are one!

Brian
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Suum:l the Bell!

fyou head on over to

IIMDB com and do a

search for Michael
Bell, you will find a treas-
ure trove of TV and voice
credits from across the
spectrum, drama to come-
dy, with roles including
everything from a Fireman
to a Captain of the Guard.
When it comes to voice act-
ing, Mr. Bell has run the
gamut once again, playing some of the most iconic comic book
heroes and villains in animated form. He has been the voice of
The Riddler on “Challenge of the Superfriends,” Lex Luthor on
“Superman,” Dr. Bruce Banner on “The Incredible Hulk,” and
Duke from “G.1. Joe”, just to name a few! And while the kids
firom the 90s recognize his voice as Tommy’s uncle Drew Pickles
from “Rugrats”, the kids from the 80s will most certainly
remember him as the staunch and reliable Prowl from the origi-
nal Transformers cartoon. Mr. Bell recently took some time to
sit down with us to talk about his days working on the original
Transformers cartoon.

Transformers Collectors’ Club: Going back to where it all
started, when you first heard about a cartoon
where everyday vehicles turned into giant

alien robots, what was your initial reaction?

Micheal Bell: After creating voices for toast,
butter, fish, ants, little girls and dandruff, doing
the voice of a giant robot, especially the calm
and dependable Prowl, was a vacation.
However, Swoop was a challenge. How does
one get the gravelly voice without spending
time in the hospital after 8 hours of throaty
threats and yelling?

TCC: What is your fondest memory from that
recording booth? Did any shenanigans go on
behind the mic?

MB: Shenanigans is a word that cannot describe the intricacies of
10 egos happily crammed into a booth about the size of a NY
apartmernt for 8 hours. If it happened today, I am sure there
would be some romantic liaisons and a few murders. I wish I had
recordings of all the stuff that didn’t make it to tape. There was
nothing other than some grumbling about the hours and the occa-
sional slap in the face, bloody nose and stomping... and that was
just the girls.

TCC: Was there any particular inspiration behind the voices you
chose to use for the original Transformers cartoon? Anyone you
tried imitating?

MB: Actors are either taught or instinctively use whatever is avail-
able to them to create characters, whether on or off screen. You
watch and listen carefully to those around you — family, friends,
politicians, screen and TV personalities — and imitate them . You
then work to get inside the skin of that character so you are not
just doing a voice but one that is actually couched in reality.

As to inspiration, if the character is large, then you go for a deep-
er, more powerful sound (as much as your pipes will allow). For a
small or skinny character, I go high pitched or whiny. Those are
the most immediate responses to size. You flesh out the character
from there.

As I recall, I tried to fashion Prowl after all the movie heroes that
enthralled me as a kid. They were heroes that didn’t have to raise
their voices to let you know they could handle the problem and
would always come back after being thumped and/or jumped. I
am not a big fan of Clint Eastwood but his movie persona was

- A TCLC Interview

like what I thought Prowl should be. I also was thinking of
Robert Mitchum, or Bogie, both of whom I am sure most of you
sadly don’t remember.

TCC: Transformers fans know your voice well as Sideswipe
and Prowl. Were there any other characters on the show that you
thought, “Oh, now HE would be fun to voice!”?

MB: None that I can think of. Of course I would love to have
had Peter or Frank’s bellowing pipes so I could have played a
really large imposing baddie, but I was given physical beauty
and great abs instead.

TCC: Many voice actors mention that they miss working in a
group setting, having the opportunity to play off each other. Is
that something you miss and what else do you miss from the
80’s style of voice performing?

MB: That was an era I am thrilled to have been a part of.
Working together like actors did on early radio with an ensem-
ble cast offered a high like no other in the world for actors. It
ain’t like that today. There’s no time, no time... everyone’s
busy... gotta do it and get out so the actor waiting in the lobby
can get on mic.

TCC: Given the chance, which of the original
Transformers voice actors would you like to
work with again?

MB: I think Frank. He is so funny and original. I
am a fan of all the actors on the show, but Frank

made me laugh. Sure, now Greg will call me at 4
in the morning and breathe heavy because I did-

n’t pick him.

TCC: What’s going on for Michael Bell
nowadays? What can we expect to “hear” from
you next?

MB: I am currently directing (which is more
than I could have hope for at this stage of my career)
“Irredeemable”, a graphic motion comic from the famous Boom
Comics’ comic book about a hero gone rogue. Chris Folino, the
creator of “Sparks” (another motion comic I directed for him
and William Katt), is producing. Chris is the creator and director
of the film “Gamers”, about men in their 30s caught up in play-
ing the longest fantasy board game ever. If you haven’t seen it, |
can send you a copy or you can purchase it from
BUYGAMERS.COM. 1t is truly hysterical.

I have been casting really good actors for the
roles in both “Sparks” and “Irredeemable”,
many of them from Transformers and G.I.
Joe... if they are available. I should let
Michael Bay know I need them for
MY stuff and to stop using them for
HIS movies. (laughs)

As the episodes develop and the
concept of downloading motion
comics to iTunes, iPhone and
iTouch catches on (hear that my
ever vigilant fans?), then I will be
able to hire more and more of the
actors from those classic animated
shows. Then they will be able to
afford their suites at the Motion
Picture (Rest) Home.

A huge “thank you” to Michael
Bell for taking the time to talk
with us!
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WARCYBERTRON

illuminating the curves of the unearthly fenders.

Suddenly, seemingly without provocation, the
truck shifts violently. Parts tear themselves loose, twist-
ing and turning as the truck becomes airborne. Now,
with nothing beneath the truck’s tires but air, a new
warrior is realized. Optimus Prime. The robot of red
and blue grabs for two streaks of flame; missiles fired
by an unseen enemy are knocked from their lethal
course. As he lands, the armored machine removes
something from his-back — it’s long, almest staff like.
However, with a flick of a switch, energy roars to the
head of the staff and the reality of the weapons vicious-
ness is revealed. It is an ax, tremendous and terrible.
Optimus Prime lunges forward and, with one graceful
swing bisects the coming foe, who falls to the ground in
a spray of now useless electricity...

The truck tears down the road; the street lights

Most of you reading this article have probably already
seen the trailer for Transformers: War for Cybertron,
but just what else does the game have to offer? The
Transformers Collectors’ Club Magazine has.had a
chance to talk with Matt Tieger, Game Director at High
Moon Studios about this upcoming video game, and
just why Transformers fans should be excited about it!

Transformers Collectors’ Club: We have heard that
Transformers: War for Cybertron will'set up the back-
ground for a certain G1 Transformers Universe. How
difficult was it to design a video game around 25 years
of Transformers history?

Matt Tieger: When working on a property with such a
rich history, and one that I have a strong nostalgic con-

nection to, the challenge is how to re-spin some core
ideas without violating the guardrails of the
Transformers.universe. I can’t wait until the fans get to
play, because I believe we have crafted a story which is
brand new and yet familiar at the same time. Was it dif-
ficult? Are you kidding'me? It was a dream come true.

TCC: In the past, Transformers have seen many differ-
ent backgrounds for the war between the Autobots and
the Decepticons. Can you discuss what makes this new

story unique?

MT: I have read, watched and played some great sto-
ries, but I always wanted to do my version of Optimus
and Megatron. Their conflict is ageless, real and I want-
ed a piece of that! For Megatron, we really explored
WHY he does the things that he does. He is the hero of
the story - or at least that is what he would tell.you -
and his motivations are grounded in‘what he thinks is
right. Optimus and his story could not be more differ-
ent. Every Autobot mission is about hope and finding
that hope in some very dark days.- Optimus‘is that
hope personified, even though he doesn’t want the
responsibility. The Autobot story is really Optimus’
story of how he grows and becomes the leader he was
meant to be.

TCC: The fictional Transformers Wars have appar-
ently been going on for as long as 4 to 65 million
years. During what part of this time frame is this
game set? Will we be thrown right into the middle of
the fight, or can we expect to see the rise of the
Decepticons, or maybe even something even earlier
than Autobot and Decepticon?

MT: There was such a
long and brutal history
on Cybertron that we
didn’t think we could do
millions of years of histo-
ry justice, so we boiled it
down to what I believed
was-the most interesting
part. We focued on the
final events of the Civil
‘War where Megatron is
poised to gain everything
he ever wanted and an
untested robot named
Optimus rises to lead the
Autobots.

TCC: What characters
will fans recognize in the
video game? Will there
be any familiar or per-
haps unfamiliar names
and faces?



MT: When we first start-
ed this project, we sat
down with Hasbro and
looked over the list of the
most popular
Transformers characters —
that became the core of
our cast. However, this is
a game and we needed
some lesser known char-
acters to fill in some
gameplay roles. Although
he isn’t a super popular
Transformers character, I
have always liked
Warpath. He blasted his
way into our game, as
much because he was a
fun character as he was a
tank and I wanted an
Autobot tank.

TCC: Previous video
games have struggled to
combine the ability to
transform with engaging levels. You seem to have found
a happy medium, however. What has Activision/High
Moon learned about gameplay and Transformers after
the first two movie games?

MT: L can definitively say that there are no real parallel
gameplay patterns to Transformers. Players can become
their vehicle form whenever they want and cross huge
distances easily. That in itself is challenging, but when
you multiply that by the vehicle types, the design chal-
lenge is staggering. Instead of looking at that as a weak-
ness, we embrace it as a core strength. The only answer
I can give as to how we do it is playtesting, playtesting,
playtesting. Our entire team is composed of rabid
gamers and they play the game everyday, mercilessly.

TCC: Since game play no doubt involves destroying ene-
mies, but it also cannot affect future story lines in the
upcoming cartoon, does this mean that we will see more
cannon fodder drones? Or will there be new characters
just for the video game?

MT: The Civil War was on a grand scale, with an entire
planet at war. As such, both sides had many different
types of troops. No matter who you play you will fight
against a variety of enemy types, some of which are
‘named’ characters. If thosé characters die or escape to
fight another day... well, you will just have to play the
game to find out.

TCC: It seems that providing exclusive play and/or char-
acters to the various platforms has become an industry
standard. What kind of exclusive content can we expect
for Transformers: War for Cybertron?

MT: We do have a lot of characters in our game, but we
have not yet decided if there will be exclusive content on
particular platforms. Stay tuned for more announce-
ments in the near future!

TCC: How closely has Hasbro worked with
Activision/High Moon to establish the look, feel and his-
tory of the new story line? Have they helped with any of
the character models outside of those present in the car-
toon?

"War of Cybertron”

Bumblebee toy in vehicle mode

MT: We have worked side-by-side with Hasbro on this
one, I am pleased to say. The fusion of our creative intel-
lect, love of Transformers and gamer attitude are what
makes this project so very special.

TCC: Since the new cartoon.and toy line are the inspira-
tion for the video game, will we see any galleries/concept
art of either as Easter eggs or unlockables? Transformers
fans love their Easter eggs!

MT: We redesigned everything from the ground up
(story, character designs, environments, etc) and then
worked closely with Hasbro to shape those initial designs
into the characters and world that you see in the game. 1
am very proud to say that many of our designs were
accepted outright by Hasbro.

TCC: Will we be seeing any video game exclusive char-
acters on the toy shelves like we did with characters from
the game based on the 2007 Transformers movie?

MT: We talk with Hasbro constantly and there are a lot
of cool things we’re doing with them that we’re just not
ready to talk about yet, but I can say that there is a
Bumblebee figure which the Collector's Club is getting a
first look at in this issue... so stay tuned!

TCC: Lastly, there have been rumors that Activision is
aiming towards making Transformers an annual
release. Is this something that you are looking at mak-
ing a reality?

MT: The fans are going to love this game. I will be the
first one up at Activision HQ

screaming to make
another one!




DECEPTICON®

% RUNABOUT

- SHOCK TROOPER

“Beauty is fleeting...
especially when I’'m
around.”

BIO
Runabout tries to pass himself off as a
suave connoisseur of fine things. It's not
a facade he can really maintain for long,
less because of his generally low intelli-
gence, and more because his interest in
beautiful objects starts and ends with
“blow them up.” A good-looking sports
car will instantly turn his head, and quickly
draw his fire. His drive to seem sophisti-
cated is in direct conflict with his urge to
always be active and his love of explosions, and the
I former is losing. He’s not interested in the
\ Decepticons’ plans for conquest; he's just with
- them because of the greater opportunities for
\ his kind of fun. He's always on the move, look-
ing to create a bigger fireball, a larger bomb
crater, and generally cram every microsec-
ond with action.

Now partnered with the hyperactive
Runamuck, Runabout has never had more
fun in his life. He's only marginally
smarter than his partner, but he has
better self control, giving the pairing
just enough focus to present a
real danger to most robots they
gang up on. For his part,
» Runamuck doesn't really under-
stand why Runabout is so fasci-
nated with blowing up pretty things, but
doesn’t mind because explosions are cool, and there are always
some of those around when the Battlechargers are in town.

WEAPONS / ABILITIES

The experimental Battlecharger frame gives Runabout an almost instantaneous vehicle-to-robot

transformation, capable of making the shift in 0.4 seconds. He can convert back to vehicle

mode in 0.7 seconds, enabling him to change between forms rapidly. The wheels on his feet
allow him to maintain an incredibly high
movement speed in robot mode, zipping
along at 110 mph, boosting to 185 mph in
vehicle mode. He uses a high energy particle
beam rifle that can easily punch holes
through Autobot armor, though he hits more
targets through blind luck than actual skill.

WEAKNESSES

Runabout’s aversion to boredom borders on
the psychotic, leading him to be easily dis-
tracted. He'll often take stupid risks just
because it seems more interesting than
whatever he’s currently doing. His transfor-
mation mechanisms are very delicate, and

SHADOWY SEDAN even light damage can result in misalign-

ments that can lock him into a single mode.




DECEPTICON®

JETSTORM"

TACTICAL COORDINATOR

“Revenge is a dish
best served often.”

BIO

A tyrannical bully, Jetstorm demands nothing less
than absolute control over every situation. He is
loathed by his fellow soldiers, mistrusted by the
Decepticon leadership, and feared by all who fall
under his command. He seeks disproportion-
ately harsh revenge against anyone who

dares question his orders. These traits

would have sealed his fate ages ago if

not for his raw talent as a

strategic coordinator.

Jetstorm’s successful mili-

tary strategy helped liberate

the Decepticon leadership

from exile on the planet

Char, and secured a number

of strategic outposts beyond the reach of

the Autobots and their allies. This, com-

bined with his unwillingness to strike at
Decepticon high commanders, kept him
functional.

In recent years, Jetstorm has been
deployed less frequently on the ground.
Rumor has it that the Decepticon spy
network has him stationed on the out-
skirts of New Iacon, planning heists
instead of battles, though what they
intend to steal is anyone’s guess.

WEAPONS / ABILITIES

Jetstorm’s primary weapon is his aquarifle. This weapon draws moisture from the

atmosphere and contaminates the liquid with radioactive isotopes, producing a

scalding blast that is toxic to organic or machine life. His ultimate weapon, however, is his posi-
tion. As a troop coordinator, Jetstorm can send Decepticons that cross him on the most dangerous
or unpleasant missions available. As such, despite the contempt his fellows carry for him, he is
well protected and obeyed by the Decepticon rank-and-file.

WEAKNESSES

As long as Jetstorm is functional, no ALTERNATE MODE / /
Decepticon outside the leadership ranks

dares cross him. He cannot, however, count

on any Decepticon to save his life if his

deactivation appears certain. Nearly every

known Decepticon hates him, and if his

power were to wane he would not be long

for this universe.

Jetstorm’s sociopathic nature prevents him

from understanding the emotions of other

beings. Any emotion beyond fear, hate or

humiliation is foreign to him and he reacts

to all acts of charity or compassion with RADICAL RACER

paranoia and psychotic mistrust.




Transformers: 2010 - part 1
by Jim Sorenson

Way back in 1986, the year 2010
seemed a long, long way off. The
third season of the original Trans-
formers series was first airing, and
the cast of Transformers was about
to start having adventures in the

season took place in the not-too-
distant future of 2006. In the
Japanese dub, though, the action
took place in the year 2010. In
fact, the whole toyline was given
the 2010 branding, beginning the
frend of new sub-titles for each
year of toys and stories in Japan.
Now that the year 2010 is actually
here, it seemed apropos to revisit
the first time the Transformers
brand explored this era.

Since "2010" was a more or less straight
dub of season three, there are few direct
changes. One glitch introduced was
Daniel's age. In The Transformers: The
Movie, which takes place in 2005, Daniel
is presented as a pre-teen. :
However, the movie didn't

hit Japan until 1989, so when

the “2010" series debuted

two years earlier no one at

the time thought it odd that

Daniel was still about 12

years old in 2010. This would

eventually be explained, albeit

not until twenty years later.

According to a recently

published timeline, he was in

suspended animation.

While the cartoon itself was

basically the same as the English version,
the supplementary material was
anything but! Two monthly publications,
TV Magazine and Comic Bom-Bom,
produced a wealth of extra information.
Since the "2010" series debuted long
before the actual movie did in Japan, it

was these magazines that first explained
the absence of Convoy, better known in
the west as Optimus Prime, and the
origin of Galvatron to the Japanese
audience. Rivalries were expanded
upon, new characters invented, and
much more.

One part of ‘and much more' that | have
a particular passion for is the super-
detailed designs of a company called
Studio Ox. Every month, a few images
such as this Ultra Magnus were published.
The level of detail is just phenomenal. For
the next few issues, we will explore a few
pieces of art from this era that have
never before seen print in the U.S.




BOTCON CUSTOM CLASS RETROSPECTIVE!

2006-
INFERNO

2006-
RUMBLE

ith all the BotCon 2010
announcements on the horizon, we
will be taking a look back at some

of the events that have been a part of
BotCon over the last 5 years.

This issue: the Customization Class hosted
by Shawn Tessman.

This event has become a staple of BotCon.
On the Wednesday and Thursday before the
the convention begins, class pre-registrants
get a shot at creating there own unique
Transformers figure, actually building it
from unpainted, unassembled factory parts. 2007-
Participants go through all the steps of OVERKILL
painting and assembling the toy. Shawn
Tessman gives each class member direction
and ideas on how to create a great cus-
tomized Transformer! With help from
Transfans Stogie, Stay Puft and Rayvn, this
class is always a blast for fans of all ages!

Here is a complete look at the finished
BotCon Custom Class toys from past years.

. ) 2008-
SHATTERED
CLASS

NIGHTBEAT

2009-

SHATTERED

CLASS

THUNDERCLASH % 9
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ONE OF THE ORIGINAL CREW;
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SINCE WAY BACK WHEN

N XL

L
BUT SOMETHING HAPPENED AND
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THO<E THAT PUSH THROUGH THE PARK THOUGH,
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WAY INTO THEIR GRASF, I
THE PAMAGE WOULY BE

CATACLYSMIC.



MY REBIRTH MEANS SOMETHING IS THAT, AQUARIUS,
COMING. EVEN NOW IT LOOMS OVER | B8 [ T HAVE NO IPEA.

US UKE A SHADOW. THAT'S WHY J ! - 1S g ACYBER-NEEDLEINA |}
WE'RE HERE. WHY WEVE BEEN TO  [= ' ~ 7 (e HAYSTACK, BUT FINDING AN
AL THOSE CYBERTRO 2 b g S G UNIPENTIFIED OBJECT IN

g = Ay )y : THE HAYSTACK. HEAVY.

ARTIFACT. PIECES OF IT COULP
BE ANYWHERE AND IT TOO

BRAN'S STILL ALL HELTER [N
Y skeLTer up THeRe. WHAT gl
YOU CAN REMEMBER NOW 15
R AL THesE PieceS, AND LIKE, STILL JUST.... WOW, MAN.
COUECT THEMZ WHAT DO -
THEY LOOK. UKE?

RN LA ™ et s sTILL AL W
ALL T KNOW IS THAT T HAVE- THIS : _ O <0 eRITATING. T KNOW
FEELING THAT COMES AND GIOES, 0l Yk THAT T KNOW IT, BUT T g

IT'S UKE I'M TELLING MyseLF IF TM [TR O | JusT cAN'T PICTURE IT.
GETTING CLOSER OR FARTHER S . A T CAVT NAVE T IT'S
FROM MY MISSION. @l - S \ "ol JUST A BLANK.
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| YOU'RE CATCHIN' VIBES? | LATE TO THE PARTY... SUCH
TRIPPY, PUPE. A DRAG. SO THAT MEANS
WERE FACIN' ANOTHER
VEAD END CYBERTRON?

(Y
—

THIS PLACE SEEMS _

IMPORTANT...BUT NOT IMPORTANT. |

IT SHINES BUT TS UGHT 1S ZM.  [I
ALMOST LIKE WERE TOO LATE.

— T
IT JUST SEEMED LIKE THERE WAS TG
A CLUE, A HINT, SOMEIHERE HERE. |
T CAN'T EXPLAIN IT.




{oure, You knew |
THAT BOX?

e
" HUHZ NO. BUT WE WERE MEANT TO BE
HERE, AQUARIUS. THIS UNIVERSE, IT'S
IN MY PROCESSOR. ITS MULTIVERSAL
COORPINATES PART OF THE CODE TO
DEFRAGMENT MY MIND.

WML M’z‘!’

~ BUT THOSE THAT LEFT THEM, AND |

g N W OTHERS THAT CAN HELP US, ARE STILL

S0...JUST BEING HERE i =

FUPPED SOME SWITCH IN |8
YOUR HEAD?

-
OUT THERE. IN OTHER POSSIBIUTIES. / R

<N [ AND MY—WHAT DI YOU CALL IT7—
k‘{g%ﬁ“fé;”% : VIBE IS TELLING ME WHERE WE
: HERE: CAN START LOOKING.

.. YOU DON'T
HAVE FEET.

TWITCHIN'! LET'S GET
OUR BEAT FEET ON/

a\

YER YOU SEE, THAT BOX.
VBl THAT SYMBOL. THEY'RE JUST
2l MEMORIES. TRINKETS FROM A
PAST THAT FAILED 1O LIVE UP
O THE PRESENT.

AND THEN WE LAIP A JET-TRAIL.
WE HAD A MESS OF ANSWERS TO
UNCOVER AND THE COOL CAT
FINALLY HAD A CHOICE LEAD.

IF T WASN'T COPASETIC WALKIN' THE ROAD WE WERE ON, TP
BE TOTALLY STOKED TO FIND OUT WHAT THEIR STORY WAS.

HEY, KUP! THE SOONER YOU MOVE
THOSE BOXES THE SOONER WE

TOO BAD NONE OF THE
¥ BROTHERS WITH THE FUNKY SidilL
H  FROM THIS CYBERTRON WERE
STILL TEAMED UP; THEY COULDA |- 7
LA SOME FAB HISTORY ON US. —

Ny

Produced by Fun Pub Comics exclusively for the Hasbro Transformers Collectors’ Club.



THE RETURN OF FAN ART!

Each month, we will be highlighting fan art as part of our
back page feature. So, if you want YOUR art to be seen by
all of your fellow club members, please submit your entries
as 300 dpi JPEGs to: pete@botcon.com.

If you need to mail your entry, please email Pete for mailing
instructions.

Dinobot Il versus Depth Charge
by Jeffrey Witty

COP-TUR

. FUNCTION : Mechanical Engineer

Han]l among the AUTOBOT forces consider COP TUR to be sn-elting ofa
gade. With his p t slouch, g ly voice, g h chuckle, and
| crude sense of lnml, many take ll- Un be Ihﬁa more than a dim- Iﬂllh
hug and wonder why he's allowed to work alongside the ELITE GUARD. His

d look his p lity flaws b there's the brain of a
mechanical genius rhltring auar inside that smirking bullet head. He's an
expert in customizing Cybert tomy, as well as designing more

powerful, adept and e‘l’lltiut ELITE GUARD combat bodyforms to counter
| the escalating DECEPTICON threat. Top command figures it's better to keep
| him around, annoyances and all, than risk him turning to the DECEPTICONS.
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