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LOADING

1. Place the cassette in your recorder ensuring that itis fully rewound.

2. Ensure that the MIC socket is disconnected and that the volume and tone controls are set fo the appropriate levels.

3. Ifthe computeris a Spectrum 48K or Spectrum + then lcad as follows. Type LOAD”” (ENTER). (Note there is no space
between the fwo quotes). The ” is obtained by pressing the SYMBOL SHIFT and P keys simultaneously.

4. Press PLAY on your recorder and the game will load automatically. If you have any problems try adjusting the volume and
tone controls and consulting Chapter 6 of the Spectrum manual.

5. Ifthe computer is a Spectrum 128K then follow the loading instructions on-screen or in the accompanying manual.

6. If there is more than one title on either side of the cassette always stop the tape when the first game has loaded. To load
subsequent games reset the machine and follow previous loading insfructions..

SPECTRUM +3 DISK

Set up the system and switch on as described on your instruction manual. Insert disk and press ENTER to choose ‘LOADER’
option. After a short delay a game selection screen will appear.

GAME SELECTION

When the game titles appear on the selection screen type in the relevant number of the game you wish to play.
Once your selection has been made your chosen game will automatically load.

CONTROL NOTE
If there is no Sinclair option, select redefine keyboard option and when prompted move joystick in appropriate direction. Make
sure the keyboard is always selected.



RENEGADE

The Streets aren't safe! . . . Night falls swiftly as you make your way
through the most sinister part of town to collect your girl. So far so
good . . . your train pulls into the subway station, alighting you realise
you are not alone!

The station, and the streets above are infested with thugs and

villains . . . time is short so you must negotiate these areas to meet
your girl as arranged. Quick thinking and martial art skills are the only
abilities you have to depend upon and you disembark knowing that
this is going to be the most dangerous walk of your life!

There are five stages to negotiate, first the tube station, where you will
meet a gang of muggers intent on terminating your journey right
there. The next stage takes you through the pier area, known to be a
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; female gangs stalk the streets in search of
any unwitting male who may try and infringe their territory, Next, is the
street leading up to your meeting place; a vicious gang of razor-
;Nielding thugs have been known to taunt any innocent passer by just
or kicks.

Finally you enter your arranged meeting place, but beware—the last
gang you have subdued had called reinforcements who will be lying
in wait, together with their leader—armed with a gun! Prove that love
can overcome all by conquering these villains in time for vour date!

SPECTRUM + 3

Set up system and switch on as described in you intruction manual.
Insert disc and press ENTER to choose "LOADER' option. After a
short delay the menu screen will appear.

CONTROLS

The game is controlled by Keyboard which is redefinable or
Kempston Joystick (redefine keyboard for Sinclair or Cursor joystick).

JOYSTICK KEYBOARD
uP Q —Up
A —Down
LEFT RIGHT E iE?Sm
Space—Jump/Hit
DOWN
N.B. Fire button is not used
GAMEPLAY

There are five levels: Subway. Pier, Sleezy Street, End Street scene
and Interior. In each of these scenarios you will meet a gang. who are
armed with different weapons. To attain completion of a level the
leader of the gang must be defeated, his status being shown at the
bottom of the screen below your energy bar. Each time the leader is
hit and knocked to the ground his energy will be greatly depleted.
When his bar chart is showing zero energy. you have defeated him or
her and you will move onto the next level. Please note that the leader
will not join the fray until a number of the minions have been defeated
In the first stage you are attacked by a gang of both armed and
unarmed assailants. You must punch, kick or "knee” your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground twice). The first time they are knocked to the ground, however,
you can kneel on top of them and a few swift blows will do the trick.
On the second level you must confront a gang of motoreycle thugs on
the pier. The level starts with four attackers on motorcycles who will try
and run you over. They must be knocked off their bikes to be
subdued. Once the cyclists have been overcome, you will be attacked
by both unarmed and crow bar wielding Hells Angels, and eventually
therr leader.

The third level takes place in the sleezy downtown streets, the
headquarters of a gang of female marauders armed with both clubs
and whips. When a number of these "ladies” have been defeated,
their leader, Big Bad Bertha, is brought into the fray.

* The fourth level comprises of razor-wielding thugs. in previous levels
you can sustain a number of hits before losing a life, but in this stage
one fouchis fatal! Avoid the razors at all costs and watch your back!
Defeat of all the characters on this level brings you into the interior



scene where there are still more of this gang plus their leader—armed
with a gun!

*Spectrum 128K version only.

Completion of this final level will ensure you can keep your date with
Lucy, your gorgeous girlfriend. Unfortunately you will only have a very
short time with her, as the whole process must start again—only this
time more difficult.

There is a time limit for each section and failure to defeat the major
villain on each stage within the allotted time will entail you losing a life,
so continued avoidance of the villains will not be helpful. There are
various ways of attacking your assailant, all of which are shown below.
These are:

1. PUNCHING, 2. BACK KICK, 3. FLYING KICK, 4, KNEEING.

5. PUNCHING A FLOORED ASSAILANT

STATUS AND SCORING

Your energy is indicated by a horizontal bar chart at the bottom of the
screen which will decrease each time you are hit. Beneath that is the
energy bar of the gang leader; this will only come into effect when he

s brought into play(after you have defeated a number of his
henchmen). His energy decreases accordingly with the number of
hits he sustains: The lives remaining and the number of gangs you
have defeated are indicated by the heads at the bottom of the screen.
Points are awarded for successful actions in relation to their
effectiveness—between 50 and 100 paoints, (the more effective the
blow, the higher the points achieved). Extra points are awarded for
each enemy knocked out. Completing the full five rounds will result in
ascore of an extra 10000 points. An extra life is awarded each time
you complete all levels:

HINTS AND TIPS

* Keep on the move.
* [n the first two levels opponents can be forced to fall off the edge of
the playing area— but be careful so can you.
* Kill the most dangerous opponents, i the weapon carriers, first.
* On the third level it is recommended to avoid Big Bertha until you
“have disposed of all of her minions.

RENEGADE

Its program code, graphic representation and artwork are the
copyright of Imagine Software and may not be reproduced, stored,
hired or broadcast in any form whatsoever without the written
permission of Imagine Software. All rights reserved worldwide.
Renegade runs on the Spectrum 48/128 micro computers.

This software product has been carefully developed and
manufactured to the highest quality standards. Please read carefully
the instructions for loading.

CREDITS

Programmed by Mike Lamb.

Graphics by Ronnie Fowles.

Music by Fred Gray.

Produced by DC. Ward.

Licenced from © Taito Corp., 1986 Programmed for the: Spectrum
by Imagine Software. Export outside Europe prohibited.

©1987 Imagine Software.



BARBARIAN

THE STORY SOFAR...

The evil sorcerer Drax desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of the Jewelled City unless she is delivered to him.

However, he has agreed that ifa champion can be found who is able to defeat his demonic guardians,
the princess will be allowed to go free. All seems lost as champion after champion is defeated.

Then, from the forgotten wastelands of the North, comes an unknown barbarian, a mighty warrior,

wielding his broadsword with deadly skill.

Can he vanquish the forces of Darkness and free the Princess?

ONLY YOU CAN SAY...

The game is in two parts which can be loaded in any order.

ONE: Combat practice (one player or
two player). Perfect your swordsmanship
against the finest warriorsin the land.

TWO: Fight to the death.
Fight for the princess against the evil minions
of DRAX and finally face the evil one himself.

BARBARIAN FIGHTING MOVES
The following instructions are for a right-facing character.
For a left-facing character the moves are reversed.

* “JOYSTICK DIRECTIONS
WITHOUT FIRE BUTTON PRESSED

PROTECT Jump PROTECT

HEAD ' BODY
MOVE > MOVE
BACK FORWARD

<t

V4 i N
ROLL
BACK CROUCH

ROLL
FORWARD

JOYSTICK DIRECTIONS
WITH FIRE BUTTON PRESSED

e NECK
CHOP
OF HEAD
DEATH ' BUTT
FLYING
BODY
NECK L
e CHOP
OVERHEAD KIcK
CHOP e
CHOP

STRENGTH

Each character can survive six blows which
are displayed at the top of the screen (player
one on the left).

SCORE

Pointswill be awarded depending on the
fjig)icutty of the move used (player one on the
e

When Tnlaying in two player mode there will
be a time limit for each duel. At this time if
both are still in the game, their strength will be
restored and a new game will commence.

When playing in one player mode there
is no time limit and the time display will be
replaced with the skill level of the opponent
you are facing.

SPECTRUM VERSION
When the game has loaded press to choose
from the following options:

One player options:

(1) START GAME (1) SINCLAIRJOYSTICK

(2) ONE PLAYER  (2) KEMPSTON JOYSTICK
(3) TWO PLAYER (3) KEYBOARD
Player one define

keys: Player two options:

(1) FIRE (1) SINCLAIR

(2) uP (2) SINCLAIR/KEYBOARD
(3) DOWN (3) KEMPSTON/KEYBOARD
(4) LEFT (4) KEYBOARD/KEYBOARD
(5) RIGHT

(6) PAUSE

(7)QuiT

(© PALACE SOFTWARE 1987

BARBARIAN was conceived and designed by
STEVE BROWN

SPECTRUM PROGRAMMING BY: SHAUN
GRIFFITHS

SOUND BY: RICHARD JOSEPH

ASSISTANT ARTIST: GARY CARR
SPECIALTHANKS TO: DANIEL MALONE




INTERNATIONAL
KARATE +

INTRODUCTION
INTERNATIONAL KARATE + TM is a development of the original 1K
game, the main extra feature being that there are three fighting men on
the screen at once Control is referred to throughout as joystick
although keys can be used

There are 17 different moves that can be made all controlled by the
Joystick and with practice all these moves can be executed smoothlyin
a flowing fight sequence without the man pausing momentarily in the
standing stance The joystick system is simple enough for plavers to
learn guickly. but after some experience of how the moves behave much
maore sophisticated control can be achieved

Opponents can be hit in the head, chest, stomach. shins and feet
from in front orbehind although an attacker receives only half the score
for attacking from behind

The game gets progressively harder until about Level 25, and players
are awarded one of six belt colours depending on their score

The computer-controlled men adopt a variety of play strategies For
example, they may fight each other not the human they may not fight
lust avoid attacks: both may fight the human, not bothering to dodge
attacks and so on All behaviourvaries in “viciousness” as the game
gets more advanced

An animated judge appears at the end of each 30-second round to
instruct the players and announce the rankings If a human player is in
third place. he is out of the game So long asa human can stay first or
second, he stays in the match

Every 3rd round there is a bonus round, where the player has to use
asmall hand-held shield to deflect balls bouncing towards him from al|
angles

OPTION SELECTION MOVEMENT CONTROLS

| Player | Up R

2 Player &) Up/Right Il

Music On/Off M UprLeft E

Sound Effect On/Off N LEFT D

2 Player Game is controlled by RIGHT G

| on joystick. | on keyboard DOWN C
DOWN/RIGHT v
DOWN/LEFT X

GAME DISPLAY

The score and game information is displayed at the top of the screen
and comprises three sets of combat points and accumulative score
displays. Human-controlled fighters are indicated by a coloured fist to
the right of the fighter's score The white-jacketed fighter is cantrolled
by loystick | and the red-jacketed fighter is controlled by Joystick 2 in a
two player game

MOVEMENT CONTROLS ?

Itis recommended that sticks with a firm tactile feel (suc h as the original
Atari ones) are used - large wobbly sticks are not as manageable since
they move too far and provide less feedback when their switches have
closed Auto-fire joysticks are useless

Each of the eight joystick positions selects a type of move, and
pressing the button gives a further eight In special cases a further
defensive move is available. as detailed later Fora'man facing right the
joystick controls the character's movements as follows

Note that some movements end with your man facing the opposite
direction Ifthe fighter is facing left. the above movements are reversed
left/right For example. when facing right a front face punch is made by
pressing up and right: but when facing left. the same attack is made by
pressing uprand left

FIRF BUTTON NOT PRESSED FIRE BUTTON PRESSED
1uMP up FLYING LEAP KICK
FRONT
REVERSE FACE FACE DOUBLE HEAD
PUNCH TURN PHNCH FACE KICK BUTT

ARCUND

% WALK BACK STOMACH
(OB BLOCK | FORWARDS FLIP KICK

CROUCHING SHIN REVERSE HIGH
STOMACH KICK FACE KICK FACE
PUNCH TURN AROUND KICK

FOOTSWEER REVERSE

KICK FOOTSWEEP TURN
AROUND

HOLDING AND CANCELLING A MOVE

When making an attacking move, you must hold the joystick in position
until your man has made the attack Releasing the joystick any sooner
will cause your man to return to the standing stance If the selection is
retained then the stance is held until the joystick is released or another
move selected However, the actual hitting action is only effective on the



initial movernent — after all. seasoned opponents are unlikely to run
onto your fist!

SEQUENCES OF MOVES

It is possible to make moves in quick succession without the fighter first
pausing in the standing stance. thus allowing a smoath, free-flowing
sequence: This is done by selecting the first move. holding it until the
attack has occurred, then quickly selecting the next move before the
man returns to the standing position. This will allow such actions as a
series of back flips across the screen (select back flip wait for move to
commence, then select it again and again for Dance-free motion |

BLOCKING MOVE

A blocking move is also available for defensive purposes. If you are
being attacked at close range from in front, and you select the “walk
backwards” action, your man will stand in a blocking posture for the
duration of the attack and deflect all kicks to the head, chest and
stomach. However, it is not possible to block shin kicks and footsweeps
~ the only way to avoid them is to jump out of the way, or return the
attack with move like the flying kick

ATTACKABLE AREAS
FACE HEAD
SCORING
MOVE FRONTALHIT |HIT FROM BEHIND)|
Front Face Punch 800 400
RHEST Shin Kick 400 00
Footsweep: 400 200
STOMACH Crouching Stomach Punch 400 200
Reverse Face Punch 800 400
Flying Kick 800 400
Head Butt 1000 500
SHINS KNEES Sk 0 o
Face Kick 800 400
Reverse Footsweep 400 200
Back-step Face Kick BOO 400
FEET Double Face Kick 1000 1000

GAME OBJECT

A match consists of a sequence of two fight rounds and a bonus round
In the one-player game, there are two computer-controlled opponents
The match ends when the human comes third in a fight round The two-
player game starts with two humans fighting each other and one
computer-controlled opponent. A player who comes last in a fight
round goes out of the game, leaving one player against two computer
men as in the one-player game

The object is to fight on for as long as possible. As the score builds
up, you are awarded one of six belt colours, the highest being the black
belt At the end of the match, you have the chance of entering your
initials, score and belt colour in the Hall of Fame

SCORING

During afight round, if a man successfully hits an opponent while facing
him, he gets two “combat points” (displayed as coloured discs) and a
numerical score Attacking from behind earns one combat point and
half the score A fight round lasts either for 30 seconds. or until one of
the fighters gains six combat points In the latter case the player who
scored the six points is awarded a time bonus of 100 points for each
second left in the round

At the end of each fight round, the |udge decides who is first. second
and third (or equal). initially on the basis of the combat points, and
then, in the case of a tie. on the numerical score obtained during that
round (NOT the accumulated score]

When a player is hit he falls down and is momentarily dazed. as
shown by the stars above his head When these disappear he hadsafew
seconds to wait or make an instant move Otherwise, after a short
waiting period he is forced to stand up anyway

The length of time a fighter is knocked out depends on the type of
blow, and as the game speeds up the wait allowed decreases —but you
can't get hit until you are actually up and fighting again

BONUS ROUND
Ifa p1a?|er stays in for two consecutive fight rounds, he is able to go
through a bonus stage Here you are shown holding a small shield. with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect (otherwise the round
would be impossible!) You may alse duck under some of the high balls
As the game gets more difficult, the maximum speed of the balls
increases. There are also flashing balls whose bounce height alternates
Foreach deflection you score 100 points. and if you survive all the balls
you get a 5000 point score bonus. Since there may be up to 60 balls.
highly skilled players can add over 10,000 points to their score in a
single bonus round and get to black belt status more quickly

HALL OF FAME

At the end of the match. players whose accumulative score is high
enough are given the opportunity to add their inititals. score and belt
colour to the Hall of Fame Up to three initials are permitted for each
one, move the joystick left or right to select the required letter. then
press the fire button to enter the letter



SUPER SPRINT

INTRODUCTION

Just another racing game? No — this is THE racing game. Licensed to Electric Dreams from the
top-selling Atari coin-op, SUPERSPRINT ™ lets one or two players compete head-to-head with
a bird's eye view over eight gruelling tracks. There's plenty of challenge for your driving skills,
with ramps to jump, opening and closing gates, hidden short cuts, over- and underpasses, and
banked turns_ There are random obstacles to avoid. and golden spanners to collect from the
track which can be traded for custom car features to enhance your vehicle's performance

OPTION SELECTION

In all cases the game has loaded when the title page is replaced by the credits. Press the space
bar to move to the Options Menu. While on this screen:

SPECTRUM 48/128K/ +

Press “1” to switch between one- or two-player mode.

Press "2" to cycle through control options for Player 1 (see below)
Press "3 to cycle through control options for Player 2 (see below)
Press “4" 1o start the game

GAME CONTROLS
SPECTRUM
Player 1 Player 2
Sinclair Cursor Kempston el p
Steer left Stick lett Sorg Stick left Q L
Steer right Stick right Borg Stick right A P
Accelerate Fire button 0 Fire button 8 K
THE RACE

Each race consists of a mimmum of four laps. However, if players beat the “drone” cars, the race
continues on a new track, picked at random from the available circuits.

The race is started by a waving, white flag. Steer your vehicle using the left and right controls,
and control its speed with the accelerator. (Brakes are not provided!) Hitting the circuit barriers
at low speeds only causes a delay, but on a high-speed impact your car explodes, and a
replacement is delivered, slung beneath a helicopter

On some tracks there are underpasses where you will be steering "blind”. Other circuits feature
gates which open and close, allowing brief access tu short cuts. Ramps-enable you to leap over
obstacles

Random objects will appear on the track from time to time, to be collected or avoided. These are
as follows

Golden Spanner: Collect three of these in one race 1o earn one custom car bonus at the end
of the race

Bonus Score Pad: This contains a number which is added to the score of the driver passing
over it

8

Oil slicks: These cause the car to spin out of control,
Water slicks: These cause the car to slow down
Tornado: The high wind blows the car off course and into a spin.

Arthe end of the race, the winner's circle is displayed with the rank, score and best lap times
for the first three cars past the chequered flag

Press the space bar to move to the high score table. If your car has won a place on the table,
you will be prompted to enter your initials. Use “left” and “nght” to select the letters, "accelerate”
to enter the initial. You may enter up to three initials.

Should any car collect three or more golden spanners during a race, the driver will be able 1o
choose a custom car feature from the bonus screen, Four features are available, as follows.

Super traction (five levels)
Higher top speed  (five levels)
Turbo acceleration [five levels)
Increased scoring  (one level)

Players choose the feature they require in the same way as tracks are selected at the start of
the game: use left and right to highlight the required option, then press accelerate to add the
feature



RAMPAGE

GAME DETAILS

See proud cities reduced to rubble! Witness acts of primeval savagery!
Gasp at male and female nudity! RAMPAGE — loading soon in a
compi'ter near you!

In-the very best Hollywood tradition. RAMPAGE unleashes monstrous
mayhem on an unsuspecting public. No fewer than three of your
favourite B-movie behemoths are loose among the skyscrapers - and
nothing short of total destruction will satisfy them!

It seemed like any other day at the Greaseburger Fast Food Emporium

- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. If only the company's Research Division hadn't
accidentally shipped some, of the experimental food additives...

Awave of nausea, a foul aftertaste, chronic indigestion: everything was
normal until George, Lizzie and Ralph ripped out of their clothing and
into designer fur and scales. Life isn't fun as a fifty-foot Gorilla, Lizard or
Wolfman - and soon everyone's going to find out how angry they are!

Up to three people can play, each controlling a different monster. In a
desperate battle for survival, you climb the skyscrapers and smash the
walls with your fists, searching for edibles - anything from goldfish
bowls to the occasional tasty human - that appear behind the shattered
windows. Grabbing inedibles such as toasters, TVs, and potted cacti will
inflict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the foundations start to give way - getting trapped in the falling
masonry will weaken you. The nation’s military might is also bent on
your destruction, so try to avoid (or punch) the troops who fire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch - and be punched by - your fellow
monsters. '

If you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off-screen in embarrassment.

When a whole screenful of buildings has been demolished, a new city
block appears, ready to be flattened. There are 50 cities, and the
monsters spend three days in each one, making 150 different screens.

GAME CONTROLS

Players with joysticks use the four stick directions and the fire button to
control their monster. See the table below for the keyboard equivalents.
LEFT and RIGHT cause the monster to walk along the street, or across
the top of buildings. UP and DOWN are used to climb up and down the
sides of buildings. Pressing FIRE on its own makes the monster jump.
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chosen direction. All versions are designed for
three players.

Spectrum Users: Any combination of keyboard and/or joystick.

SPECTRUM

PLAYER 1 Q W 0] K &
PLAYER 2 DEFINABLE

PLAYER 3 DEFINABLE
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LOADING
CPC 464

Place the rewound cassette in the cassette deck type RUN” and then press ENTER key. Follow the instructions as they appear on
screen. If there is o disk drive attached then type | TAPE then press ENTER key. Then type RUN" and press ENTER key, follow the
instructions as they appear on screen.

(The | symbol is obtained by holding shift and pressing the @ key.)

N.B. If there is more than one title on either side of the cassette always stop the tape when the first game has loaded. To load
subsequent games reset the machine and follow previous loading instructions. It is advisable to ensure that the tape counteris
set fo zero at the start of the tape so that the position of the games can be noted for future use.

CPC 664 and 6128

Connect a suitable tape recorder ensuring that the correct leads are attached as difined in the User Instruction Booklet. Place

the rewound tape

in the cassette recorder and type | TAPE then press ENTER key. Then type RUN” and press ENTER key, follow the instructions as they
appear on screen.

N.B. If there is more than one title on either side of the cassette always stop the tape when the first game has loaded. To load
subsequent ?omes. reset the machine and follow previous instructions. Itis advisable to ensure that the tape counter is set to zero
at the start of the tape so that the position of the games can be noted for future use.

DISK

Insert the zrogram disk into the drive with the A side facing upwards.

Type | DISC and press ENTER to make sure the machine can access the disk

drive. Now type | CPM and press ENTER the game will now load automatically, follow the instructions as they appear on
screen.



RENEGADE

The Streets aren't safe! . . . Night falls swiftly as you make your way
through the most sinister part of town to collect your girl. So far so
good . . . your train pulls into the subway station, alighting you realise
you are not alone!

The station, and the streets above are infested with thugs and

villains . . . time is short so you must negotiate these areas to meet
your grrl as arranged. Quick thinking and martial art skills are the only
abilities you have to depend upon and you disembark knowing that
thisis going to be the most dangerous walk of your life!

There are five stages to negotiate. first the tube station, where you wil
meet a gang of muggers intent on terminating your journey right
there. The next stage takes you through the pier area, knownto be a
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; female gangs stalk the streets in search of
any unwitting male who may try and infringe their territory. Next, is the
street leading upto your meeting place; a vicious gang of razor-
wielding thugs have been knowr to taunt any innocent passer by just
for kicks.

Finally you enter your arranged meeting place, but beware—the last
gang you have subdued had called reinforcements who will be lying
in wait, together with their leader—armed with a gun! Prove that love
can overcome all by conquering these villains in time for your date!
NOTE

Or: a 464 of 664 computer, the program loads each new section off
tape/disk. On a 6128 or 464/664 with memory expansion the
program loads all of the sections in at once,

CONTROLS
The game is controlled by Keyboard or Joystick plus keyboard.
KEYBOARD JOYSTICK
LEET A up
RIGHT — D

UP W
DOWN — SPACE

N.B. Fire button is not used.

LEFT RIGHT

DOWN

There are three attack keys:

464/664 6128
Attack Left — FO -—
Attack Right ~— ENTER -
Jump — .

Escape whilst on the title screen will enable/disable the game music.
Escape during the play will pause the game.
Escape again to abort, any movement to continue.

GAMEPLAY

There are five levels; Subway, Pier, Sleezy Street scene, End Street
and Interior. In each of these scenarios you will meet a gang, who are
armed with different weapons. To attain completion of a level the
leader of the gang must be defeated, his status being shown at the
top of the screen below your energy bar. Each time the leader is hit
and knocked to the ground his energy will be greatly depleted. When
his bar chart is showing zero energy, you have defeated him or her
and you will move onto the next level. Please note that the leader will
not join the fray untila number of the minions have been defeated.
Inthe first stage you are attacked by a gang of both armed and
unarmed assailants. You must punch, kick or "knee” your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground twice). The first time they are knocked to the ground, however,
you can kneel on top of them and a few swift blows will do the trick.
Onthe second level you must confront a gang of motorcycle thugs on
the pier. The level starts with four attackers on motorcycles who will try
and run you over. They must be knocked off their bikes to be
subdued. Once the cyclists have been overcome, you will be attacked
by both unarmed and crow bar wielding Hells Angels, and eventually
their leader.

The third level takes place in the sleezy downtown streets, the
headqguarters of a gang of female marauders armed with both clubs
and whips. When a number of these "ladies” have been defeated,
their leader, Big Bad Bertha, is brought into the fray.

The fourth level comprises of razor-wielding thugs. in previous levels
you can sustain a number of hits before losing alife. but in this stage
one touch is fatall Avoid the razors at all costs and watch your back!
Defeat of all the characters on this level brings you into the interior
scene where there are still more of this gang plus their leader—armed
with a gun! 41



Completion of this final level will ensure you can keep your date with
Lucy, your gorgeous girlfriend. Unfortunately you will only have a very
short time with her, as the whole process must start again—only this
time more difficult.

There is a time limit for each section and fallure to defeat the major
villain on each stage within the allotted time will entail you losing a life,
so continued avoidance of the villains will not be helpful. There are
various ways of attacking your assailant, all of which are shown below.
These are:

1. PUNCHING, 2. BACK KICK, 3. FLYING KICK, 4. KNEEING,

5. PUNCHING A FLOORED ASSAILANT.

STATUS AND SCORING

Your energy is indicated by a horizontal bar cnart at the top of the
screen which will decrease each time you are hit, Beneath that is the
energy bar of the gang leader; this will only come into effect when he
1s brought into play(after you have defeated a number of his
henchimen). His energy decreases accordingly with the number of
hits he sustains. The lives remaining and the number of gangs you
have defeated are indicated by the heads at the bottom of the screen.
Points are awarded for successful actions in relation to their
effectiveness—between 50 and 100 points, (the more effective the
blow, the higher the points achieved). Extra points are awarded for

12 each enemy knocked out. Completing the full five rounds will result ir

a score of an extra 10,000 points. An extra life is awarded each time
you complete all levels.

HINTS AND TIPS

* Keep on the move.

* In the first two levels opponents can be forced to fall ofi the edge of
the playing area— but be careful so can you.

w Kill the most dangerous opponents, i e. the weapon carriers, first.

* On the third level it is recommended to avoid Big Bertha until you
have disposed of all of her minions.

RENEGADE

Its program code, graphic representation and artwork are the
copyright of Imagine Software and may not be reproduced, stored,
hired or broadcast in any form whatsoever without the written
permission of Imagine Software. Al rights reserved worldwide.
Renegade runs on the Amstrad CPC 464, 664 and 6128 micro
computers.

CREDITS

Programming by John Brandwood.

Graphics by Mark K. Jones.

Music by Fred Gray.

Produced by D. C. Ward.

Licenced from © Taito Corp., 1986 Programmed for the Amstrad
by Imagine Software. Export outside Europe prohibited.

©1987 Imagine Software.



BARBARIAN

THE STORY SO FAR...

The evil sorcerer Drax desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of the Jewelled City unless she is delivered to him.

However, he has agreed that if a champion can be found who is able to defeat his demonic guardians,
the princess will be allowed to go free. All seems lost as champion after champion is defeated.

Then, from the forgotten wastelands of the North, comes an unknown barbarian, a mighty warrior,
wielding his broadsword with deadly skill.

Can he vanquish the forces of Darkness and free the Princess?

ONLY YOU CAN SAY...

The game is in two parts which can be loaded in any order.

ONE: Combat practice (one player or TWO: Fight to the death.
two player). Perfect your swordsmanship Fight for the princess against the evil minions
against the finest warriorsin the land. of DRAX and finally face the evil one himself.
BARBARIAN FIGHTING MOVES

The following instructions are for a right-facing character.
For a left-facing character the moves are reversed.

JOYSTICK DIRECTIONS JOYSTICK DIRECTIONS
WITHOUT FIRE BUTTON PRESSED WITH FIRE BUTTON PRESSED
WEB 2‘ E{C}I;
H
PROTECT Jump PROTECT OF HEAD
HEAD f BODY DEATH 1 BUTT
/ FLYING
MOVE MOVE BODY
BACK = @ =5 CORWARD 2‘:8‘; - = CHOP
ROLL ROLL OVERHEAD 'l' Kick
BACK CROUCH FORWARD CHOP LEG
CHOP
BARBARIAN was conceived and designed by AMSTRAD PROGRAMMING BY: ANDREW
STEVE BROWN FITTER

AMSTRAD VERSION

EACH SIDE OF THE CASSETTE/DISC CONTAINS
TWO DIFFERENT ACTION SCENES.

TO LOAD THE SCENE OF YOUR CHOICE
FOLLOW THE LOADING INSTRUCTIONS.
When the game has loaded press return to
choose from the following options:

MODE 1= ONE PLAYER JOYSTICK
MODE 2= ONE PLAYER KEYBOARD
MODE 3= TWO PLAYER JOYSTICK/KEYBOARD

SPACE BARTO START GAME
F@ = TO PAUSE A GAME

F1 = TOQUIT A GAME

F2 = MUSICUSOUND EFFECTS
IN KEYBOARD MODE
Q=Uup

A=DOWN

J = RIGHT

H = LEFT

SPACE = FIRE

STRENGTH

Each character can survive six blows which
are displayed at the top of the screen (player
one on the left).

SCORE

Points will be awarded depending on the
difficulty of the move used (player one on the
left)

When playing in two player mode there will
be a time limit for each duel. At this time i
both arestill in the game, their strength will be
restored and a new game will commence.

When playing in one player mode there
is no time limit and the time display will be
replaced with the skill level of the opponent
you are facing.

SOUND BY: RICHARD JOSEPH
ASSISTANT ARTIST: GARY CARR
SPECIALTHANKS TO: DANIEL MALONE
(€ PALACE SOFTWARE 1987
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INTERNATIONAL
KARATE +

INTRODUCTION
INTERNATIONAL KARATE + TM is a development of the original 1K
game, the main extra feature being that there are three fighting men on
the screen at once. Control is referred to throughout as joystick
although keys can be used

Thereare 17 different moves that can be made. all controlled by the
joystick. and with practice all these moves can be executed smoothlyin
a flowing fight sequence without the man pausing momentarily in the
standing stance The joystick system is simple enough for players to
learn quickly, but after some experience of how the moves behave much
more sophisticated control can be achieved

Opponents can be hit in the head, chest, stomach, shins and feet
from in front or behind, although an attacker receives only half the score
for attacking from behind

The game gets progressively harder until about Level 25, and players
are awarded one of six belt colours depending on their score

The computer-controlled men adopt a variety of play strategies For
example, they may fight each other not the human: they may not fight
just avoid attacks: both may fight the human, not bothering to dodge
attacks and so on All behaviour varies in “viciousness' as the game
gets more advanced

An animated judge appears at the énd of each 30-second round to
instruct the players and announce the rankings. If a human player is in
third place. he is out of the game So long as a human can stay first or
second, he stays in the match

Every 3rd round there is a bonus round, where the player has to use

GAME DISPLAY

The score and game information is displayed at the top of the screen
and comprises three sets of combat points and accumulative score
displays. Human-controlled fighters are indicated by a coloured fist to
the right of the fighter's score The white-jacketed fighter is controfied
by Joystick | and the red-jacketed fighter is controlled by loystick 2 in a
two player game

MOVEMENT CONTROLS
Itis recommended that sticks with a firm tactile teel (such as the original
Atari ones) are used - large, wobbly sticks are not as manageable since

_they move too far and provide less feedback when their switches have
closed. Auto-fire joysticks are useles

Each of the eight joystick positions selects a type of move. and
pressing the button gives a further eight In special cases a turther
defensive move is available, as detailed later Foraman facing right the
joystick controls the character's movements as follows

Note that some movements end with your man facing the opposite
direction If the fighter is facing left, the above movements are reversed
left/right. For example, when facing right, a front face punch is made by
pressing up and right but when facing left, the same attack is made by
pressing up and left

FIRE BUTTON NOT PRESSED FIRE BUTTON PRESSED

1UMP UP FLYING LEAP KICK

FRONT
REVERSE FACE ;
PUNCH TURN

ARCUND

HEAD
BUTT

DOUBLE

L
PUNCH FACE KICK

WALK

i ] : BACKWARDS WALK BACK STOMACH
asmall hand-held shield to deflect balls bouncing towards him from all  BGHVARES FORWARDS FLIP KICK
angles
OPTION SELECTION AMSTRAD EROuCHING SHIN REVERSE HIGH

s Plaver same - 3| RS UL KICK FACE KICK FACE
e
Music on/off - M FOOTSWEEP REVERSE
- sffects c FOOTSWEEPTURN
Sound effects on off 5 R

MOVEMENT CONTROLS AMSTRAD
Up DOWMN LEFT
Joystick controlled

RIGHT FIRE
One Player
Two Player
Pause On/Of

—»

i SPACE
ESC

HOLDING AND CANCELLING A MOVE

When making an attacking move. you must hold the joystick in position
until your man has made the attack Releasing the joystick any sooner
will cause your man to return to the standing stance. If the selection is
retained then the stance is held until the joystick is released or another
move selected However, the actual hitting action is only effective on the



initial movement — after all, seasoned opponents are unlikely to run
onto your fist!

SEQUENCES OF MOVES

Itis possible to make moves in quick succession without the fighter first
pausing in the standing stance, thus allowing a smooth, free-flowing
sequence This is done by selecting the first move, holding it until the
attack has occurred, then quickly selecting the next move before the
man returns to the standing position. This will allow such actions as a
series of back flips across the screen (select back flip wait for move to
commence, then select it again and again for Dance-free motion |

BLOCKING MOVE

A blocking move is also available for defensive purposes If you are
being attacked at close range from in front. and you select the "walk
backwards” action. your man will stand in a blocking posture for the
duration of the attack and deflect all kicks to the head, chest and
stomach However, it is not possible to black shin kicks and footsweeps
— the only way to avoid them is to jump out of the way, or return the
attack with move like the flying kick

ATTACKABLE AREAS
FACE HEAD
SCORING
MOVE FRONTALHIT |HIT FROM BEHIND|
A 3 Ber Front Face Punch 800 400
SN - Shin Kick 400 200
Footsweep 400 200
STOMACH Crouching Stomach Punch 400 200
Reverse Face Punch 800 400
Flying Kick 800 a0
Head Bunt 1000 500
— | R Stomach Kick 200 100
SHINS KNEES A 400 200
Reverse Footsweep a00 200
Buack-step Face Kick 8300 A00
FEET Double Face Kick 1000 1000

GAME OBJECT

Amatch consists of a sequence of two fight rounds and a bonus round
In the one-player game, there are two computer-controlled opponents
The match ends when the human comes third in a fight round The two-
player game starts with two humans fighting each other and one
computer-controlled opponent A player who comes last in a fight
round goes out of the game, leaving one player against two computer

men as in the one-player game

The object is to fight on for as long as posaible As the score builds
up. you are awarded one of six belt colours, the highest being the black
belt Atthe end of the match, you have the chance of entering your
initials, score and belt colour in the Hall of Fame

SCORING

During a fight round. if a man successfully hits an opponent while facing
him. he gets two 'combat points” {displayed as coloured discsjand a
numerical score Attacking from behind earns one combat point and
half the score. A fight round lasts either for 30 seconds. or until one of
the fighters gains six combat points In the latter case, the player who
scored the six points is awarded a time bonus of 100 point% for each
second left in the round

At the end of each fight round. the judge decides who;s first, second
and third (or equal). initially on the basis of the combat points. and
then, in the case of a tie, on the numerical score obtained during that
round (NOT the accumulated score)

When a player is hit he falls down and is momentarily dazed, as
shown by the stars above his head When these disappear he has a few
seconds to wait or make an instant move Otherwise. after a short
waiting period he is forced to stand up anyway

The length of time a fighter is knocked out depends on the type of
blow, and as the game speeds up the wait allowed decreases — but you
can't get hit until you are actually up and fighting again

BONUS ROUND
If a player stays in for two consecutive fight rounds. he is able to go
through abonus stage Here, you are shown holding a small shield with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect (otherwise the round
would beimpossible!| You may also duck under some of the high balls
As the game gets more difficult. the maximum speed of the balls
increases. There are also flashing balls whose bounce height alternates
Foreach deflection you score 100 points. and if you survive all the balls
you get a 5000 point score bonus Since there may be up to 60 balls,
highly skilled players can add over 10,000 points to their score in a
single bonus round and get to black beit status more quickly

HALL OF FAME

At the end of the match, players whose accumulative score is high
enough are given the opportunity to add their inititals. score and belt
colour to the Hall of Fame Up to three initials are permitted for each
ane, move the joystick left or right to select the required letter. then
press the fire button to enter the letter



SUPER SPRINT

INTRODUCTION

Justanother racing game? Mo - thisis THE racing game Licensed to Electoc Dreams trom the

top-sefling Atar coin-op, SUPERSPRINT ' lets ane or two players compete head: to-head with

abud's eye view over eight gruelling tracks  There's plenty of challenge tar your driving skills
with ramps 1o jump, opening and closing gates, hidden shor cuts, over- and underpasses, and
banked tuins. There are random obstacles 1o avoid, and golden spanners to collect fram the
track which can be traded for custom car features to enhance your vehicleé’s performance

OPTION SELECTION

In all cases the game has loaded when the title page is replaced by the credits. Press the space
bar 1o move 1o the Options Menu While on this screen

AMSTRAD CPC
Press “17 1o switch between one-or-two player mode
Press "27 10 start the game

GAME CONTROLS
AMSTRAD CPC
Joystick o] "::_’
Steer left Q ®
Steerright A |
Accelerate S L
THE RACE

Eachrace consists of a mimimum of four laps. However, if players beat the “drone” cars, the race
continies on a new track, picked at random from the available circuits

The race 15 started by a waving, white flag. Steer your vehicle using the left and nght controls,
and control ns speedwith the accelerator (Brakes are not prowided!) Hitting the circun barriers
al low speeds only causes a delay, but on a high-speed impact your car explodes, and a
replacemeant (s delivered, slung bepeath a helicopter

On some tracks there are underpasses where you will be steening “blind” Other circuits feature

gates which open and close, allowing brief access 1o short cuts amps enable you to leap over
abstacles

Random otyects will appear on the track from bme to ime, to be collected or avoided These are
ollows

Golden Spanner: Collect three of these in one race 1o earn one custom car bonus at the end
of the race

Bonus Score Pad: This contains a number which 1s added 1o the score of the driver passing
Over it

Oil slicks: These cause the car 1o spin out of control
Water slicks: 1 hese cause the
Tornado: The high wind blows the car 6 course and into a Spin

1o slow down

At the end of the race,
for the first three ca

the winner's circle s displayed with the rank, score and best lap times
s past the chequered flag

Pre:ss the space par (o move to the high score table. If your car has won a place on the table,
youwill be prompred to enter your initials. Use *left” and “night” 1o select the ietters, “accelerate”
toenter the imibal You may enter up (o three initiaks

Should any car collect three or more golden spanners duning a race, the driver will be able to
choose a custom car feature from the bonus screen. Four features are available; as follows

Super traction (hve levels)

Higher top speed  (five levels)

Turbo acceleration  [five levels)

Increased scoring  (one level]

Players choose the feature they require in the same way as tracks are selected at the start of

the game use left and nght to highlight the required option, then press accelerate to add the
teature




RAMPAGE

GAME DETAILS _

See proud cities reduced to rubble! Witness acts of primeval savagery!
Gasp at male and female nudity! RAMPAGE — loading soon in a
computer near you!

In the very best Hollywood tradition. RAMPAGE unleashes monstrous
mayhem on an unsuspecting public. No fewer than three of your
favourite B-movie behemoths are loose among the skyscrapers - and
nothing short of total destruction will satisfy them!

It seemed like any other day at the Greaseburger Fast Food Emporium

- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. If only the company's Research Division hadn't
accidentally shipped some of the experimental food additives..

Awave of nausea, a foul aftertaste, chronic indigestion: everything was
normal until George, Lizzie and Ralph ripped out of their clothing and
into designer fur and scales. Life isn't fun as a fifty-foot Gorilla, Lizard or
Wolfman - and soon everyone's going to find out how angry they are!

Up to three people can play, each controlling a different monster. In a
desperate battle for survival, you climb the skyscrapersand smash the
walls with your fists, searching for edibles - anything from goldfish
bowls to the occasional tasty human - that appear behind the shattered
windows. Grabbing inedibles such as toasters, TVs, and potted cacti will
inflict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the foundations start 1o give way - getting trapped in the falling
masonry will weaken you. The nation's military might is also bent on
your destruction, so try to avoid (or punch) the troops who fire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch - and be punched by - your fellow
monsters.

If you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off-screen in embarrassment
When a whole screenful of buildings has been demolished, a new city

block appears, ready to be flattened. There are 50 cities, and the
monsters spend three days in each one, making 150 different screens

GAME CONTROLS
Players with joysticks use the four stick directions and the fire button to
control theirmonster. See the table below for the keyboard equivalents

LEFT and RIGHT cause the monster to walk along the street, or across
the top of buildings. UP and DOWN are used to climb up and down the
sides of buildings. Pressing FIRE on its own makes the monster jump
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chasen direction. All versions are designed for
three players.

Amstrad Users: One on joystick, two on keyboards

LEFT RIGHT UP DOWN FIRE

AMSTRAD
1 PLAYER 2] Vv A Z Copy
2PLAYER — — 1 ¥ SMALL
[These are 1he CURSOR KEYS) ENTER
KEY
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LOADING

Position the cassette in your Commodore recorder with the printed side upwards and make sure that it it rewound to the
beginning. Ensure that all leads are connected. Press the SHIFT key and the RUN/STOP simultaneously. Follow the screen
instruction — PRESS PLAY ON TAPE. This program will then load automatically. For C128 loading type GO 64
(RETURN), then follow C64 instruction. Follow the instructions as they appear on screen. Ensure that all peripherals are
removed.

N.B. If there is more than one fitle on either side of the cassette always stop the tape when the first game has loaded. To load
subsequent games reset the machine and follow previous loading instructions. Itis advisable to ensure that the tape counter is
setto zero at the start of the tape so that the position of the games can be noted for future use.

DISK
Select 64 mode. Turn on the disk drive insert the program into the drive with the label facing upwards type LOAD ” *”,8,1
(RETURN) the introductory screen will appear and the program will then load automatically. Follow the instructions as they

appear on screen.



RENEGADE

The Streets aren't safe! . . . Night falls swiitly as you make your way
through the most sinister part of town to collect your girl. So far so
good . . . your train pulls into the subway station, alighting you realise
you are not alone!

The station, and the streets above are infested with thugs and

villains . . . time is short so you must negotiate these areas to meet
your girl as arranged. Quick thinking and martial art skills are the only
abilities you have to depend upon and you disembark knowing that
this is going to be the most dangerous walk of your life!

There are five stages to negotiate, first the tube station, where you will
meet a gang of muggers intent on terminating your journey right
there. The next stage takes you through the pier area, knowntobea
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; female gangs stalk the streets in search of
any unwitting male who may try and infringe their territory. Next, is the
street leading up to your meeting place; a vicious gang of razor-
wielding thugs have been known to taunt any innocent passer by just
for kicks,

Finally you enter your arranged meeting place. but beware—the last
gang you have subdued had called reinforcements who will be lying
inwait, together with their leader—armed with a gun! Prove that love
can overcome all by conquering these villains in time for your date!

CONTROLS JOYSTICK
The game is controlled by Joystick l:.lP
in Port 2 and three attack keys.

ATTACK KEYS RIGHT
ATTACK RIGHT — 2
ATTACK LEFT —=

JUMP =

LEFT

DOWN

RUN/STOP Key pauses the game, press it again to restart.
RUN STOP/RESTORE resets the game.
SPACEBAR music on/off

GAMEPLAY

There are five levels: Subway, Pier, Sleezy Street, End Street and
Intenior. In each of these scenarios you will meet a gang, who are
armed with different weapons. To aftain completion of a level the
leader of the gang must be defeated, his status being shown at the
top of the screen below your energy bar. Each time the leader is hit
and knocked to the ground his energy will be greatly depleted. When
his bar chart is showing zero energy, you have defeated him or her
and you will move onto the next level. Please note that the leader will
not oin the fray until a number of the minions have been defeated.

In the first stage you are attacked by a gang of both armed and
unarmed assallants. You must punck, kick or “knee" your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground twice). The first time they are knicked to the ground, however,
you cam kneel on top of them and a few swift blows will do the trick.
On the second level you must confront a gang of motorcycle thugs on
the pier. The level starts with four attackers on motorcycles whoc will
try and run you over. they must be knocked off their to be subdued.
Once the cyclists have been overcome, you will be attacked by both
unarmed and crow bar wielding Hells Angels, and eventually their
leader:

The third level takes place in the sleezy downtown streets, the
headquarters of a gang of female marauders armed with both clubs
and whips. When a number of these “ladies’ have been defeated,
their leader Big Bad Bertha, is brought into the fray.

The fourth level comprises of razor-wielding thugs. in previous levels
you can sustain a number of hits before losing a life, but in this stage
one touch is fatal! Avoid the razors at all costs and watch your back!
Deteat of all the characters on this level brings you into the interior
scene where there are still more of this gang plus their leader—armed
with a gun!

Completion of this final level will ensure you can keep your date with
Lucy, your gorgeous girifriend. Unfortunately you will only have a very
short time with her, as the whole process must start again—only this
time more difficult,

There is a time limit for each section and failure to defeat the major
villain on each stage within the allotted time will entail you losing a life,
so continued avoidance of the villains will not be helpful. There are

19
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various ways of attacking your assailant, all of which are shown below.
These are:

1. PUNCHING, 2. BACK KICK, 3. FLYING KICK, 4. KNEEING.

5. PUNCHING A FLOGRED ASSAILANT.

STATUS AND SCORING

Your energy is indicated by a horizontal bar chart at the top of the
screen which will decrease each time you are hit. Beneath that is the
energy bar of the gang leader; this will only come into effect when he
is brought into play(after you have defeated a number of his
henchmen). His energy decreases accordingly with the number of
hits he sustains. The lives remaining and the number of gangs you
have defeated are indicated by the heads at the bottomn of the screen.
Points are awarded for successful actions in relation to their
effectiveness—between 50 and 100 points, (the more effective the
blow, the higher the points achieved). Extra points are awarded for
each enemy knocked out. Completing the full five rounds will result in
a score of an extra 10000 points. An extra life is awarded each time
you complete all levels.

HINTS AND TIPS

* Keep on the move,

* In the first two levels opponents can be forced to fall off the edge of
the playing area— but be careful so can you.

* Kill the most dangerous opponents, i.e. the weapon carriers, first.

* Onthe third level it is recommended to avoid Big Bertha until you
have disposed of all of her minions.

RENEGADE

Its program code, graphic representation and artwork are the
copyright of Imagine Software and may not be reproduced, stored,
hired or broadcast in any form whatsoever without the written
permission of Imagine Software. Al rights reserved worldwide.
Renegade runs on the Commodore 64/128 micro computers.

This software product has been carefully developed and
manufactured to.the highest quality standards. Please read carefully
the instructions for loading.

CREDITS

Programmed by Max Taylor.

Graphics by Steve Wahid and Jane Lowe.

Produced by D. C. Ward.

Licenced from © Taito Corp., 1986 Programmed for the Commodore
by Imagine Software. Export outside Europe prohibited.

£1987 Imagine Software.



BARBARIAN

THE STORY SO FAR...

The evil sorcerer Drax desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of the Jewelled City unless she is delivered to him.

However, he has agreed that if a champion can be found who is able to defeat his demonic guardians,
the princess will be allowed to go free. All seems lost as champion after champion is defeated.

Then, from the forgotten wastelands of the North, comes an unknown barbarian, a mighty warrior,
wielding his broadsword with deadly skill.

Can he vanquish the forces of Darkness and free the Princess?

ONLY YOU CAN SAY...

The game is in two parts which can be loaded in any order.

TWO: Fight to the death.
Fight for the princess against the evil minions
of DRAX and finally face the evil one himself.

BARBARIAN FIGHTING MOVES
The following instructions are for a right-facing character.
For a left-facing character the moves are reversed.

ONE: Combat practice (one player or
two player). Perfect your swordsmanship
against the finest warriors in the land.

JOYSTICK DIRECTIONS
WITHOUT FIRE BUTTON PRESSED

JOYSTICK DIRECTIONS
WITH FIRE BUTTON PRESSED

. NECK
CHOP
PROTECT Jump PROTECT OF HEAD
HEAD ' BODY DEATH ' BUTT
MOVE MOVE FLYING BODY
BACK = = FORWARD K = CHOP
CHOP
ROLL "' ROLL OVERHEAD l' KicK
BACK CROUCH FORWARD CHOP LEG
CHOP

STRENGTH

Each character can survive six blows which
are displayed at the top of the screen (player
one on the left).

SCORE

Points will be awarded depending on the
di{ftf)iculty of the move used (player one on the
le

When playing in two player mode there will
be a time limit for each duel. At this time if
both are still in the game, their strength will be
restored and a new game will commence.

When playing in one player mode there
is no time limit and the time display will be
replaced with the skill level of the opponent
you are facing.

COMMODORE VERSION

F1 = ONE PLAYER OR TWO PLAYER
F3 = MUSIC/SOUND EFFECTS

F5 = PAUSE

F7 = START GAME

Q=QuIT

BARBARIAN was conceived and designed by
STEVE BROWN

SPECTRUM PROGRAMMING BY: SHAUN
GRIFFITHS

AMSTRAD PROGRAMMING BY: ANDREW
FITTER '
COMMODORE 64 PROGRAMMING BY:
STANLEY SCHEMBRI

SOUND BY: RICHARD JOSEPH

ASSISTANT ARTIST: GARY CARR

SPECIAL THANKS TO: DANIEL MALONE
(©) PALACE SOFTWARE 1987
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INTERNATIONAL

KARATE +

INTRODUCTION
INTERNATIONAL KARATE + TM is a development of the original 1K
game, the main extra feature being that there are three fighting men on
the screen at once (and five in PAUSE mode!|
There are | 7 different moves that can be made, all controlled by the
loystick. and with practice all these moves can be executed smoothly in
a flowing fight sequence without the man' pausing momentarily in the
standing stance The joystick system is simple enough for players to
learn quickly, but after some experience of how the moves behave much
more sophisticated control can be achieved
Opponents can be hit in the head, chest. stomach, shins and feet
from in front or behind. although an attacker receives only halfthe score
for attacking from behind
The game gets progressively harder until about Level 25, and players
are awarded one of six belt colours depending on their score
The computer-controlled men adopt a variety of play strategies For
example, they may fight each other, not the human they may not fight
|ust avoid attacks: both may fight the human. not bothering to dodge
attacks and so on All behaviour varies in “viciousness' as the game
gets more advanced
An animated judge appears at the end of each 30-second round to
instruct the players and announce the rankings If a human player is in
third place, he is out of the game So long as a human can stay first or
second, he stays in the match
Every 3rd round there is a bonus round. where the player has touse
asmall hand-held shield to deflect balls bouncing towards him from all
angles
OPTION SELECTION
FIRE, Joystick port 2  If in demo mode. start a one player game
FIRE. Joystick port |  If in demo mode start atwo-player game
Fl Oine player against two computer men
F3 Two players against one computer man
| These controls work at all times, and so can be
used to quit the current match|
F5 Turn musiconor off
F7 Turn sound effects on or off
SHIFT and 1/2/3/4/5 Varyspeed of play 11 isfast 3 nomal 5 slow)
RUN/STOP Pause mode (during fight round only) Press
RUN/STOP a second time to canti

sethe fight
. Change the colours of the reflected sunset

GAME DISPLAY

The score and game information is displayed at the top of the screen,
and comprises three sets of combat points and accumulative score
displays. Human-controlled fighters are indicated by a coloured fist to
the right of the fighter's score. The white-jacketed fighter is controlled

by Joystick Port 2, while in two-player games, the red-jacketed fighter is
controlled by loystick Port |

MOVEMENT CONTROLS

The game may only be controlled using joysticks It is recommended
that sticks with a firm tactile feel (such as the original Atari ones) are
used — large, wobbly sticks are not as manageable since they move too
far and provide less feedback when their switches have closed Auto-fire
joysticks are useless.

Each of the eight joystick positions selects a type of move, and
pressing the button gives a further eight In special cases a further
defensive move is available, as detailed later Fora man facingright, the
joystick controls the character’s movements as follows
Note that some movements end with your man facing the opposite
direction. Ifthe fighter is facing left. the above movements are reversed
lef/right Forexample, when facing right, a front face punch is made by
pressing up and right: but when facing left, the same attack is made by
pressing up and left

FIRE BUTTON NOT PRESSED FIRE BUTTON PRESSED

1UMP Up FLYING LEAP KICK
REVERSE FACE FRONT
PUNCH TURN FACE DOUBLE HIEIAD
ARDUND PUNCH FACE KICK BuTr
WALK
BACKWARDS. WALK BACK STOMACH
|0 BLOCK! FORWARDS ~ FLIP KICK
CROUCHING SHIN SR Akl
STOMACH KICK SRR i
PUNCH N AROUND C
"OOR:““ REVERSE
FOOTSWEEP TURN

AROUND
HOLDING AND CANCELLING A MOVE
When making an attacking move, you must hold the joystick in position
until your man has made the attack Releasing the joystick any sconer
will cause your man to return to the standing stance If the selection is
retained then the stance is held until the joystick is released oranother
move selected However the actual hitting action is only effective on the
initial movement — after all. seasoned opponents are unlikely to run
onto your fist!

SEQUENCES OF MOVES

Itis possible to make moves in quick succession without the fighter first
pausing in the standing stance, thus allowing a smooth, free-flowing
sequence This is done by selecting the first move, holding it until the
attack has occurred, then quickly selecting the next move before the
man returns to the standing position This will allow such actions as a
series of back flips across the screen (select back flip wait for move to
commence, then select it again and again for Dance-free motion )




BLOCKING MOVE
A blocking move is also available for defensive purposes If you are
being attacked at close range from in front, and you select the "walk
backwards” action, your man will stand in a blocking posture for the
duration of the attack and deflect all kicks to the head, chest and
stomach However, it is not possible to block shin kicks and footsweeps
— the only way to avoid them is to jump out of the way, or return the
attack with move like the flying kick

e

FACE HEAD:

- / ATTACKABLE AREAS
f\-ﬁ CHEST
STOMACH

SHINS KNEES

FEET

= 2o

GAME OBJECT i
A match consists of a sequence of twé fight rounds and a bonus round
Inthe one-piayer game, there are two computer-controlled opponents
The match ends when the human comes third in a fight round The two-
player game starts with two humans fighting each other and one
computer-controlled opponent A player who comes last in a fight
round goes out of the game. leaving one player against two computer
men as in the one-player game

The object is to fight on for as long as possible As the score builds
up. you are awarded one of six belt colours the highest being the black
belt At then end of the match, you have the chance of entering your
initials, score and belt colour in the Hall of Fame

SCORING

During a fight round. if a man successfully hits an opponent while facing
him. he get two "combat points” (displayed as coloured discs) and a
numerical score Attacking from behind earns one combat point and
half the score A fight round lasts either for 30 seconds, or until one of
the fighters gains six combat points In the latter case. the playr who
scored the six points is awarded a time bonus of 100 points for each
second left in the round

At the end of each fight round, the judge decides who Is first. second

and third (or equal), initially on the basis of the combat points, and
then. in the case of a tie 'on the numerical score abtained during that
roung (NOT the accumulated score)

When a player is hit he falls down and i1s momentarily dazed as
shown by the stars above his head When these disappear he has a few
seconds to wait or make an instant move Othemvise after a short
waiting period he is forced 1o stand up anyway

The length of time a highter is knocked out depends on the type of
blow, and as the game speeds up the wait allowed decreases —but you
can't get hit until you are actually up and fighting again

SCORING
MOVE FRONTALHIT |HIT FROM BEHIND

Front Face Punch 800 400
Shin Kick 400 200
Footsweep 400 200
Crouching Stomach Punch 400 200
Reverse Face Punch 800 400
Flying Kick R00 400
Head Butt 1000 500
Stomach Kick 200 100
Face Kick B00 400
Reverse Footsweep 400 200
Back-stepFace Kick 800 400
Double Face Kick 1000 1000

BONUS ROUND
If a player stays in for two consective fight rounds, he is able to go
through a bonus stage Here you are shown holding asmall shield with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect (otherwise the round
would be impossible!) You may also duck under some of the high balls
As the game gets more difficult, the maximum speed of the balls
increases There are also flashing balls whose bounce height alternates
Foreach deflection you score 100 points, and if you survive all the balls
you get a 5000 point socre bonus Since there may be up to 60 balls
highly skilled players can add over 10,000 points to their score ina
single bonus round and get to black belt status more quickly

HALL OF FAME

At the end of the match. players whose accumulative score is high
enough are given the opportunity to add their inititals, score and belt
colour to the Hall of Fame Up to three initials are permitted for each
one move the joystick left or right to select the required letter then
press the fire button to enter the |etter
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SUPER SPRINT

INTRODUCTION

Justanother racing game? No - this 1s THE racing game Licensed ta Electric Dreams from the
top-selling Atari coin-op, SUPERSPRINT ' lets one or two players compete head-to-head with
a bird's eye view over eight gruelling tracks There's plenty of challenge for your driving skills
with ramps ta jump, opening and closing gates, hidden short cuts, over- and underpasses, and
banked turns. There are random obstacles to avoid, and golden spanners to collect from the
track which can be traded for custom car features to enhance your vehicle's performance

OPTION SELECTION

Inall cases the game has loaded when the title page is replaced by the credits Press the space
bar to move 1o the Options Menu While on this screen

COMMODORE 84/128

Select one-or-two player mode by pointing the steering wheel at the left or nght car and pressing
the fire button.

If you have selected two-player mode you will then be asked to select the type of race. You may
race against each other in a “one-on-one” event, or you may have a third competitor controlled
by the computer.

The display changes to show all the possible racing circuits: the current selection will be
flashing, and the central arrow will paint to it. Use the "steer left” and “steer right” controls to
change to the required track layout. To start the race on the selected circuit, push the
“accelerate” control

GAME CONTROLS

COMMODORE 84/128

The game may only be controlled using joysticks. If the ane-player option is selected, the
joystick should be in Port 2

THE RACE

Each race consists of a minimum of four laps. However, if players beat the “drone” cars, the race
continueson a new track, picked at random from the available circuits.

The race is started by a waving, white flag. Steer your vehicle using the left and right controls,
and control its speed with the accelerator. {Brakes are not provided!) Hitting the circuit barriers
at low speeds only causes a delay, but on a high-speed impact your car explodes, and a
replacement is delivered, slung beneath a helicopter

On some tracks there are underpasses where you will be steerina “blind”. Other circuits feature
gates which open and close, allowing brief access to short cuts. Ramps enable you to leap over
obstacles

Random objects will appear on the track from time 1o time, to be collected or avaided. These are
as follows

Golden Spanner: Collect three of these in one race to earn one custom car bonus at the end
of the race
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Bonus Score Pad: This contains a number which is added to the srore of the driver passing
over it

Oil slicks: These cause the car 1o spin out of cantrol

Water slicks: These cause the car 1o slow down

Tornado: The high wind blows the car off course and into a spin

At the end of the race, the winner’s circle is displayed with the rank, score and best lap times
for the first three cars past the chequered flag

Press the space bar to move to the high score table. |f your car has won a place on the 1able,
you will be prompted to enter your imhials. Use “left” and “right” to select the letters, "accelerata”
to enter the initial. You may enter up to three initials

Should any car collect three or more golden spanners dunng a race, the driver will be able to
choose a custom car feature from the bonus screen. Four features are available, as follows

Super traction (five levels)

Higher top speed  (five levels)

Turbo acceleration  (five levels)

Increased scoring  (one level)

Players choose the feature they require in the same way as tracks are selected at the stan of

the game: use left and rnight to highlight the required option, then press accelerate to add the
feature.



RAMPAGE

GAME DETAILS

See proud cities reduced ta rubble! Witness acts ot primeval savagery!
Gasp at male and female nudity! RAMPAGE — loading soon in a
computer near you!

In the very best Hollywood tradition. RAMPAGE unleashes monstrous
mayhem on an unsuspecting public. No fewer than three of your
favourite B-movie behemoths are loose among the skyscrapers - and
nothing short of tetal destruction will satisfy them!

It seemed like any other day at the Greaseburger Fast Food Emporium

- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. If only the company's Research Division hadn't
accidentally shipped some of the experimental food additives...

Awave of nausea, a foul aftertaste, chronic indigestion: everything was
normal until George, Lizzie and Ralph ripped out of their clothing and
into designer fur and scales. Life isn't fun as a fifty-foot Gorilla, Lizard or
Wolfman - and soon everyone's going to find out how angry they are!

Up to three people can play, each controlling a different monster. In a
desperate battle for survival, you climb the skyscrapers and smash the
walls with your fists, searching for edibles - anything from goldfish
bowls to the occasional tasty human - that appear behind the shattered
windows. Grabbing inedibles such as toasters, TVs, and potted cacti will
inflict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the foundations start to give way - getting trapped in the falling
masonry will weaken you. The nation’s military might is also bent on
your destruction, so try to avoid (or punch) the troops who fire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch - and be punched by - your fellow
monsters.

If you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off-screen in embarrassment.

When a whole screenful of buildings has been demolished, a new city
block appears, ready to be flattened. There are 50 cities, and the
monsters spend three days in each one, making 150 different screens.

GAME CONTROLS

Players with joysticks use the four stick directions and the fire button to
control their monster. See the table below for the keyboard equivalents.
LEFT and RIGHT cause the monster to walk along the street, or across
the top of buildings. UP and DOWN are used to climb up and down the
sides of buildings. Pressing FIRE on its own makes the monster jump.
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chosen direction. All versions are designed for
three players.

Commodore Users: One on keyboard, two on joysticks.

LEFT RIGHT UP DOWN FIRE
COMMODORE 64/128
1 PLAYER < ? @ 1
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CHARGEMENT

Mettre la cassette dans votre magnétophone Commodore, coté imprimé sur le dessus, tout en s’assurant
qu'elle est bien réeembobinée au début. Vérifier que tous les fils sont bien branchés. Appuyer simultanément
sur la touche SHIFT et sur la touche RUN/STOP. Le message devrait apparaitre sur I'écran dés que vous
aurez appuye sur la touche PLAY de votre magnétophone. Ce programme se chargera automatiquement.
Pour charger un C128, taper GO 64(RETURN), puis suivre les mémes instructions que pour le C64. Une fois
le chargement effectué, appuyer sur le bouton FIRE pour commencer.

N.B. Si plusieurs titres se trouvent sur I'une ou l'autre des faces de la cassette, arrétez toujours la bande apres
que le chargement du premier jeu se soit effectué. Pour procéder au chargement des jeux suivants, remettez
I'ordinateur au point de départ et suivez les instructions de chargement précédentes. Afin de vous permettre
de repérer la position des jeux pour un usage ultérieur, nous vous conseillons de vérifier que le compteur du
magnétophone a été remis a zéro au démarrage de la bande.

DISQUETTE

Sélectionnez mode 64. Mettez le lecteur de disquette sur la position marche, placez le programme dans le lec-
teur, label vers le haut, tapez LOAD "*",8,1 (RETURN), I'écran d'introduction apparaitra et le programme se
chargera automatiquement.



RENEGADE

Les Rues ne sont pas sures! La nuit tombe vite alors que vous
vous acheminez a travers le quartier le plus sinistre de la ville pour
aller chercher votre petite amie. Jusqu'a présent tout va bien . . .
votre métro s'arréte a la station, mais a la descente vous vous
rendez compte que vous n'étes pas seul!

La station et les rues au-dessus sont infestées de voyous et de
mauvais garnements . . . Vous avez peu de temps et vous devez
donc emprunter ces zones pour retrouver votre petite amie
comme convenu. Des décisions rapides et une connaissance des
arts martiaux sont vos seules armes et vous débarquez en
sachant que ce parcours va étre le plus dangeureux de votre vie!
Vous devez passer par cinq stades, d'abord la station de métro ol
vous rencontrerez une bande d'agresseurs qui souhaitent que
votre voyage se termine & cet endroit précis. Le stade suivant vous
ameéne dans la zone de la jetée renommé comme étant le lieu de
rendez-vous desbandes a motos. La troisiéme zone se trouve
dans les ruelles mal famées de la ville qui sont parcourues par des
bandes de femmes a la recherche de tout homme qui tente de
fagon accidentelle de pénétrer dans leur territoire. Ensuite vous
trouverez la rue qui vous conduit & votre lieu de rendez-vous; mais
une dangeureuse bande armée de rasoirs a la réputation
d'attaquer tout passant innocent simplement pour s'amuser.

Vous entrez enfin dans 'endroit de votre rendez-vous mais
attention — la dernjére bande & laquelle vous avez infligé une
defaite a appelé des renforts qui vous attendent en compagnie de
leur chef — armeé d'un pistolet! Prouvez que 'amour se joue de
tous les dangers en triomphant de ces voyous 4 temps pour votre
rendez-vous!

COMMANDES

TOUCHES D’ATTAQUE

ATTAQUEDROITE -2

ATTAQUE GAUCHE —=—

SAUT -1

RUN/STOP — Permet de faire une pause. Appuyez de nouveau
sur cette touche pour recommencer

‘RUN STOP/RESTORE — Permet de recommencer le jeu.
BARRE D’ESPACEMENT — Musique: oui/non

Le jeu se joue avec Levier en Port 2 et les trois touches d'attaque.

LEVIER
HAUT

GAUCHE DROITE
BAS

COMMENT JOUER

Il'y a cing niveaux: Métro, Jetée, Rue mal famée, scéne au Bout de
la rue et Intérieur. Dans chacun de ces scénarios vous
rencontrerez une bande, chacune de ces bandes dispose
d'armes différentes. Pour terminer un niveau, vous devez battre le
chef de la bande. Son statut est affiché en haut de lécran en
dessous de votre barre d'énergie. Chaque fois que le chef est
frappeé et renversé sur le sol, son énergie diminue
considérablement. Quand son tableau de barres affiche un niveau
d'énergie zéro, il ou elle est vaincu(e) et cela vous permet de
passer au niveau suivant. Attention: le chef ne rentre dans la mélée
que lorsqu'un certain nombre de mignons ont déja été vaincus.
Au premier stade du jeu vous étes attaqué par une bande
d'assaillants dont certains seulement sont armés. Pour les vaincre,
il vous faut leur asséner a plusieurs reprises des coups de poing,
de pied ou de genou (d'une maniére générale, chacun doit étre
mis & terre deux fois). Quand ils sont mis a terre vous pouvez
cependant les y maintenir en vous agenouillant sur eux et les
achever grace a quelques coups rapides.

Au second niveau vous devez affronter une bande de voyous a
moto sur la jetée. Au début de ce niveau quatre attaguants a moto
vont essayer de vous écraser. Pour les mettre hors d'état de nuire,
vous devez les faire tomber de leur moto. Une fois débarrassé des
motocyclistes vous serez attaqué par un groupe d'Anges de la
Mort, certains sans armes, d'autres brandissant des
pieds-de-biche et enfin par leur chef.
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Le troisieme niveau se trouve dans les rues mal famées de la ville,
c'est ici que se trouve le quartier général d'une bande de
maraudeuses armees de gourdins et de fouets. Quand un certain
nombre de ces “dames” ont été vaincues leur chef, la grosse
Bertha, descend dans 'aréne.

Le quatriéme niveau est occupé par des voyous armes de rasoirs.
Aux niveaux précédents vous pouvez recevoir un certain nombre
de coups avant de perdre une vie mais a ce niveau un seul vous
est fatal! Essayez & tout prix d'éviter les rasoirs et faites attention

derriére vous! Une fois que vous avez triompheé de tous les
personnages a ce niveau vous passez a la scéne de l'intérieur ou
vous attendent quelgues autres membres de cette bande et leur
chef — arme d'un pistolet!

Aprés avoir terminé ce niveau il vous sera possible d'aller av
rendez-vous de votre superbe petite amie. Vous ne pourrez
malheureusement rester ensemble que trés peu de temps car le
processus tout entier doit recommencer — mais cette fois en plus
difficile.

Dans chaque section vous devez vaincre le principal voyou en un
temps limite et si vous n'y réussissez pas dans le temps imparti
vous perdrez une vie, n‘'essayez donc pas d'éviter les voyous en
permanence. Vous pouvez attaquer votre assaillant de différentes
facons; celles-ci vous sont indiquées ci-dessous:

1. COUP DE POING. 2. COUP DE PIED VERS LARRIERE

3. COUPDE PIED EN HAUTEUR, 4. COUP DE GENOU,

5. COUP DE POING ASSENE A LASSAILLANT A TERRE

SATUT ET SCORE

Votre énergie est indiquée par un tableau de barres horizontal
affiché en haut de I'écran, elle diminue chague fois que vous étes
touché. Le tableau d'énergie du chef de la bande se trouve en
dessous du votre, celui-ci ne fonctionne que lorsque ce
personnage entre en jeu (aprés que vous ayez vaincu un certain
nombre de ses acolytes). Son énergie diminue proportionnellement
au nombre de coups qu'il recoit. Les vies restantes et le nombre
de bandes que vous avez vaincues sont indiquées par les tétes au
bas de I'écran.

Des points sont accordés pour les actions réussies et ce en
fonction de leur efficacite — entre 50 et 100 points (plus le coup
est efficace, plus on obtient de points). Des points
supplémentaires sont accordés pour I'élimination de chaque
ennemi. Terminer les cing rounds complets se traduira par un
score de 100,00 points supplémentaires. Une vie de plus vous est
accordée chaque fois que vous terminez tous les niveaux.

CONSEILS UTILES

* Bougez sans arrét.

* Aux deux premiers niveaux vous pouvez forcer vos adversaires
atomber du rebord du terrain de jeu — mais attention la méme
chose s'applique a vous.

* Tuez vos plus dangereux adversaires (c'est & dire ceux qui sont
armes) en premier.

* Au troisieme niveau, nous vous recommandons d'éviter la.
Grosse Bertha jusqu'a ce que vous ayez éliminé tous ses
mignons.

RENEGADE

Son programme, sa représentation graphique et la conception
artistique sont la propriété de Imagine Software et ils ne peuvent
étre reproduits, stockés, loués ou diffusés sous quelque forme
gue ce soit sans la permission écrite de Imagine Software. Tous
droits réservés dans le monde entier. Renegade passe sur les
micro-ordinateurs Commodore 64/128.



INTERNATIONAL

INTERNATIONAL KARATE™ est une version perfectionnée du jeu
IK original. Cetté nouvelle version permet maintenant d'avoir trois
lutteurs en méme temps sur I'écran (et cing en mode PAUSE).

Il existe 17 coups différents qui se contrélent tous a la manette ge
jeu. Avec un peu de pratique, vous arriverez a les exécuter sans que
votre lutteur s'interrompe provisoirement entre chacun d'entre eusx.
Le contr6le a la manette de jeu est extremement simple et
s'apprend rapidement, mais vous obtiendrez des résultats plus
sophistiqués avec un peu d'entrainement aux différents coups.

Vous pouvez frapper vos adversaires a la téte, a la poitrine, a
I'estomac, au mollet et au pied en les attaquants par devant ou par
derriére, bien que le score soit réduit de moitié lorsque vous
attaquez par derriére.

Le jeu devient progressivement plus difficile jusqu'au niveau 25 et
les joueurs regoivent une ceinture portant une des six couleurs
disponibles selon leur score.

Les lutteurs contrélés par l'ordinateur adoptent différentes
stratégies. lls peuvent par exemple se battre entre eux, sans
s'occuper de vous, ou ne pas attaguer et éviter tout simplement les
attaques. Dans certains cas, ils vous attaquent tous deux sans se
defendre, etc. Leur.comportement devient de plus en plus 'vicieux'
au fil du jeu.

Un juge animé apparait 4 la fin de chaque round de 30 secondes
pour donner ses instructions aux joueurs et annoncer le classe,ent.
Si votre lutteur est en troisieme position, il est disqualifie. Pour
poursuivre le jeu, vous devez donc vous assurer qu'il demeure en
premiére ou en deuxiéme position.

Tous les trois rounds, vous participez & un round de bonus au cours
duquel le joueur regoit un bouclier portatif pour faire rebondir les
balles qui lui sont lancées a des angles différents.

SELECTION DES OPTIONS

BOUTON DE TIR, manette de jeu connectée au port 2

En mode de démonstration, ce bouton active une partie a un joueur.
BOUTON DE TIR, manette de jeu connectée au port 1

KARATE +

En mode de démonstration, ce bouton active une partie & deux
joueurs.

F1 Partie a un joueur contre deux joueurs informatiques.

F3 Partie a deux joueurs contre un joueur informatique. (Ces
commandes peuvent étre utilisées a tout moment et per, nettent
donc de mettre fin au match en cours).

F5 Active/désactive les effets musicaux.

F7 Active/désactive les effets sonores.

1/2/3/4/5 sélectionne la vitesse du jeu (1 étant la plus rapide, 3 la
vitesse normale, 5 la plus faible).

RUN/STOP suspend la partie (pendant un round de lutte
uniguement). Pour la reprendre, frappez une nouvelle fois cette
touche.

* change la couleur du coucher de soleil.

AFFICHAGE
Les informations sur le score et le jeu s'affichent au sommet de
I'ecran. Cette section de I'écran contient trois séries d'affichages
pour les points de combat et le total. Les lutteurs que vous contrélez
sont signalés par un poing jaune a droite de leur score. Le lutteur
portant le kimono blanc est contrélé par la manette de jeu connectée
au port 2 tandis qu'en version a deux joueurs, le lutteur en kimono
rouge est contrélé par la manette de jeu connectée au port 1.
CONTROLE DU MOUVEMENT
Le jeu doit obligatoirement étre contrélé a la manette de jeu. Il est
recommandé de choisir une manette ayant un controle précis (telle
que les manettes Atari originales). Les manettes relativement
grandes et peu précises ne sont pas conseillées car elles ne
permettent pas de contréler le mouvement assez précisément. Les
manettes de jeu a tir automatique ne sont d'aucune utilité.
Chacune des huit positions de la manette de jeu sélectionne un type
de mouvement. En appuyant en méme temps sur le bouton de tir,
vous accédez a huit mouvements supplémentaires. Dans certains
cas, il existe aussi des mouvements de défense supplémentaires
qui sont deétaillés par la suite. Lorsqu'un lutteur est tourné vers la
droite, il se contréle de la maniére suivante & la manette de jeu :
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Sans appuyer sur le bouton de tir En appuyant sir le bouton de tir

Pour sauter

Tobi Geri
Ashy
GynboazuboMunay Tiuki Jodan BaraiMawan Coup de téte
Four reculer Pour marcher droit  [Nrauette _
(ou bloquer) b Py Geri Chudan

arrere

Dshira Geri Gers Jodan

Coup de pued Jndan/Mawat

dans l'estomac

Coup de pued au
mallet

‘..l

Ashi Barai
Ger/Mawati

Asku Barss Gen

A noler qu'aprés certains mouvements, votre lutteur est tourné en
direction opposee. S'il est tourné vers la gauche les mouvements
sont inverses. Ainsi donc, lorsque votre lutteur est tourné vers la
droite, vous devez diriger la manette de jeu vers le haut et |a droite
pour donner un coup de poing dans le visage, alors que lorsqu'il est
tourné vers la gauche, vous devez la diriger vers le haut et la
gauche.,

MAINTIEN ET ANNULATION D'UN MOUVEMENT

Lorsque vous attaguez, vous devez maintenir la manette de jeu en
position jusqu'a ce votre lutteur ait exécute l'attague, sinen il va se
remeltre en position d'attente. Lorsque 1a sélection est retenue, la
position est conservee jusqu'a ce que la manette de jeu soit
relachée ou que vous sélectionniez un autre mouvement.
Cependant, un coup n'est n'est efficace que la premiére fois - aprés
cela, vos adversaires ne restent pas attendre vos coups.

SEQUENCES DE MOUVEMENTS

Il est possible d'effectuer plusieurs mouvements de suite sans que
le |lutteur reprenne la position d'attente entre chacun d'entre eux afin
d'obtenir une sequence continue et reguliere. Il suffit pour cela de
selectionner le premier mouvement et de le maintenir jusqu'a ce
que l'attaque ait eu lieu, et de sélectionner rapidement le
mouvement suivant avant que le lutteur n'ait le temps de reprendre
sa position d'attente. Cette technique permet donc d'exécuter, par
exemple, une série de pirouettes arriéres sur toute la surface de

I'ecran (selectionner une pirouette arriére, attendez le
commencement du mouvement, et sélectionnez-le encore une fois,
et encore une fois, pour une motion réguliére).

MOUVEMENT DE BLOCAGE

Il existe un mouvement de blocage a des fins défensives. Si vous
étes attaqué a faible distance de face et que vous choisissez de
‘reculer’, votre lutteur se met en position de blocage pour toute la
durée de l'attaque et pare tous les coups portés & la téte, a la
poitrine et a l'estomac. |l n'est cependant pas possible de bloguer
les coups au mollet ou les coups latéraux - la seule fagon de les
eviter est de sauter ou de répondre & l'attaque par un coup de pied
en extension par exemple.

PARTIES ATTAQUABLES

VISAGE/TETE

POITRINE
ESTOMAC

MOLLET/- GENOU

PIED

BUT DU JEU

Un match se compose de deux rounds de lutte suivi d'un round de
bonus. En version a un joueur, deux des lutteurs sont contrélés par
l'ordinateur. Le match se termine lorsque votre joueur se classe
troisiéme dans un round de lutte. Au début d'une partie a deux



joueurs, les deux lutteurs sont opposés I'un & l'autre ainsi qu'au
lutteur contrdlé par I'ordinateur. Le joueur se classant dernier dans
un round de lutte est éliminé. Il ne reste donc plus qu'un joueur
contre deux lutteurs contrélés par ordinateur, comme dans la
Version a un joueur.

Le but de jeu est de lutter le plus longtemps possible. Lorsque votre
score augmente, vous recevez une des six couleurs de ceinture, la
plus élevée étant la noire. A la fin de chaque match, vous avez la
possibilité d'inscrire vos initjales, votre score et votre couleur de
ceinture au tableau d'honneur 'Hall of Fame'.

SCORE

Lorsqu'un joueur parvient a frapper son adversaire en lui faisant
face pendant un round de lutte, il obtient deux points de combat. Si
vous attaquez par l'drriere, vous n'obtenez qu'un point de combat et
la moitié du score. Un round de lutte dure 30 secondes, ou jusqu'a
ce qu'un des concurrents obtienne six points de combat. Dans ce
cas, le joueur ayant marqué six points regoit un bonus de temps de
100 points pour chaque seconde avant la fin du round.

A la fin de chaque round de lutte, le juge décide qui est le premier,
qui est le second et qui est le troisiéme (il peut y avoir des ex-
aequos) en se basant sur les points de combat. En cas d'égalité, il
se base sur le score obtenu au cours du round (et non par sur le
total).

SCORE
Mouvement en face par l'arriere
Tzuki Jodan 800 400
Coup de pied au mollet 400 200
Ashi barai geri 400 200
Coup de pied dans l'estomac 400 200
Gyakazuki 800 400
Tobi Geri 800 400
Coup de téte 1000 500
Geri Chudan 200 100
Geri Jodan 800 400
Ashi Barai 400 200
Oshiro Geri 800 400
Ashi Barai 1000 500

Lorsqu'un joueur est touché, il tombe au sol et est momentanément
hors de combat, comme le montre les étoiles autour de sa téte.
Lorsqu'elles disparaissent, il dispose de quelques secondes pour

attendre ou faire un mouvement instantané. Autrement, il est forcé a
se relever au terme d'une courte période.

La longueur de la période pendant laguelle le joueur est horsde
combat depend du type de coup qu'il a regu. Lorsque Ia vitesse du
jeu accelere, la période d'attente diminue - mais vous ne pouvez
pas étre frappé une nouvelle fois avant de vous étre relevé pour
lutter.

ROUND DE BONUS

Lorsque vous remportez deux rounds de lutte consécutifs, vous
accedez a un round de bonus. Vous tenez & la main un petit bouclier
avec lequel vous devez renvoyer les balles qui vous sont lancées.
Vous ne devez naturellement renvoyer qu'une seule balle 4 la fois
(autrement le jeu serait impossible). Vous pouvez aussi plonaer
pour esquiver les balles particulierement élevées.

Lorsque le jeu devient plus difficile, la vitesse maximale des balles
augmente. Il existe aussi des balles clignotantes dont la hauteur de
rebondissement varie. A chaque fois que vous renvoyez une balle,
vous marquez 100 points. Si vous arrivez a survivre a toutes les
balles, vous obtenez un bonus de 5000 points. Un joueur peut ainsi
renvoyer jusqu'a 60 balles, ce qui ajoute un bonus de plus de 10 000
points a son score et lui permet d'obtenir plus rapidement sa
ceinture noire.

HALL OF FAME

A la fin d'un match, les joueurs dont le score total est assez éleve ont
la possibilité d'inscrire leurs initiales, leur score et leur ceinture au
tableau d'honneur, 'Hall of Fame'. Pour chacun d'entre eux,
manoeuvrez la manette de jeux vers la gauche ou la droite afin de
sélectionner |a lettre requise, puis appuyez sur le bouton de tir pour
l'inscrire.
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BARBARIAN

RESUME DE UHISTOIRE. ..

Le vilain sorcier Drax désire la Princesse Manana et a juré de jeter un sort indescriptible sur les habitants
de Jewelled City a moins qu'elle ne lui soit livrée.

Cependant. il a consenti a accorder sa liberte a la princesse, si Fon peut trouver un champion capable de
vaincre ses gardes diaboliques. Tout semble perdu a mesure que les champions, I'un apres Fautre. sont
vaincus.

Alors, des terres incultes oubliées du Nord. arrive un barbare inconnu, guerrier puissant. qui manie le
sabre avec une dexténté ftale.

Pourra-t-il vaincre les forces des Tenebres et libérer la Princesse?

C'ESTA VOUS DE LE DIRE...

d o

Le jeu comp parties quip
PREMIERE FACE: Exercice de combat (un
foueur ou deux joueurs). Perfectionnez votre
escrime contre fes plus habiles guerners du
pays.

étre chargées dans n'importe quel ordre.
DEUXIEME FACE: Battez vous jusqu'ala
maort.

Battez-vouspour la princesse contre les
defenseurs de DRAX et affrontez enfin le vilain
lui-méme.

LES MOYENS DE COMBAT DE BARBARIAN
Les directives suivantes sont destinées a un personnage tourne vers la droite. Pour un persannage.
tourne versla gauche, les mouvements sont inverses,

DIRECTIONS DU MANCHE
ABALAISANS APPUYER SUR LE BOUTON FEU

SAUT
PROTECTION PROTECTION
DE LA TETE DU CORPS
RECUL @ - AVANCE
CULBUTE CULBUTE
ARRIERE AVANT
ACCROUPISSEMENT
— e ——
FORCE

Chague personnage peut survivre six coups
qui sont atfiches en haut de I'écran (joueur un
agauche)

SCORE
Des points seront accordes selon la
difficulte de la démarche employee (joueur un
| agauche)
Lorsgu'on joue en mode deux joueurs, ily a
une I.mute de temps pour chaque duel. A ce
deux sont encore en jeu,
' leur for{e sera restaurée etun nouveau jeu
cornmen(era
Larsqu'on joue en mode un joueur, in'ya
I pas de limite de temps et I'affichage de temps
est renplace par le niveau d’habileté de

| ladversaire auquel on fait face,

DIRECTIONS DU MANCHE
ABALAI EN APPUYANT SUR LE BOUTON FEU
COUP AL
cou

ot

COUP VOLANT o,
A LATETE

TOILE D' ARAIGNEE
DE LA MORT

COUP DE
TETE

— COUP AU
CORPS

COUP AU-DESSUS COUP DE
DE LA TETE PIED
COUP AUX JAMBES

VERSION COMMODORE

F1 = UN JOUEUR/DEUX JOUEURS

F3 = MUSIQUE/BRUITAGES

F5 = POUR UN ARRET TEMPORAIRE DU JEU
F7 = POUR COMMENCER A JOUER

Q = POUR ABANDONNER LE JEU

BARBARIAN a été congu et créé par
STEVE BROWN

AMSTRAD PROGRAMMATION: ANDREW
FITTER

COMMODORE 64 PROGRAMMATION
STANLEY SCHEMBRI

SON: RICHARD JOSEPH

ARTISTE ADJOINT: GARY CARR
SINCERES REMERCIEMENTS A: DANIEL
MALONE

(& PALACE SOFTWARE 1987

SUPER SPRINT

LIN jeU Of COUTSE COMME 10us es autres? . Non - il sagn du
VERITABLE pu de Courser
Produit par Electric Dreams sous keence, basé sur la céidbre jeu de
cati: pour Atan. SUPERSPRINT™ place sur la ligne de départ un ou
deux adversanes qui courant 1816 3 1ile avec une vue en plongée sur
huit pistes éprouvantes. Vios talents de pilole de course sesont mis &
dure épreuve vOus aurer oes rampes A sauter, des barnéfes qui
Souvient el qui s berment. des raccourcs deasamulés, des

| des ] ot des virages relevies. Les
Duslcﬁ des SUMPrSe quE VOus
devir ewler ansi gue ﬂea clets dorées que vous devez ramasser sur
la prste o1 échanger contre des accessoires de voiture hors série qu
amehoreront les perlormances oe volre vahicule

SELECTION DES OPTIONS

Dians tous les cas, e jeu est chargé lorsque (a page du titre st
rempiacéa par je généngue. Appuyez sur a barre despacement pour
Ppassar au menu des ophons. Lorsque cel écran est affiché:

Chalssses anira o mode 4 un joeur et 16 mode @ deux en PoiNk ke
wolant vers |a voiture gauche ou la voituse droite et en appuyant ie

bauton de feu

S vous cholsssez fa mode & deux joueurs, le programme vous
démandera de salectionner ke fype oe jeu de course. Vous jouez 4
deux ou bien contre une roiskme voilure, qui sera conirbiée par
lordnateur.

Lalichage cnange pour représenter lous les ccuds de course
possibles: [ sélection courante chgnotera et ka iche centrale sera
loutnée sur cefie-ci. Pour passer au rach do piste désird, utiiser los
commandes de “vwer 3 gaucha” al “virer & droite”. Pour commancey la
CONMSE SUF I Circus . Appuyez suf la

“accilérer

permetient de Sauter au dessus des obslacles

Ow 18mps 4 autre, des objets apparaitront au hasard sur i piste; vous
devres les ramasser ou les dviter. 1| Sagh des objets sunvants

Clef dorée: Rarmasser 3 de ces cels au cours d'une course pour
gagner une voilure hors sore au boul de fa course.

Zone des points supplémentaires: cefte 2one indique un nambre
Qui &5t ajouti au Scoe du plolte qui passe dessus

Les thches d'huile: alles p des

Flagues d'sau: alies provoquent e ralentssement de la vosture

Les rafales de vent: ies vents lorts font sortir votre voiture de piste
en la faisant déraper

Ay bout de ia course, le cercie du vainqueur est affiché avec sa place,
son score et les meilieurs temps audour des iroes premidres voitures
qui passent 0us lo drapeau & camedux

Wll suf la barre despacemern: pou voUuS portes sur ke tableau
des SCofes deves. SIWU!MUNIDNM u una place sur le tableau.
on vous demandora dindiquer vos initiales. Utilisez la commands &
ha” et & “droite” pour choisi les lottres of *) pour infro-
i g inibakis. Vous pouves introduire ingis indiales au masimoem.

Lersqu'unie voture ramasse trois cels ou davaniage au mrsn‘m
course, e coNduCeur SO¢a BN MasLNe de Chasir un accessosre
wvoiture hors séne sur Nicran des pames. On dispose des uualrt
ACCRSSOINGS Suvants:

Supar tract S AivEELL)
Vitasso de ouﬂ!o plus dlevie is nivedux)
Aczldral S Al
A uu score n nnvia)

Les pusurs chossiron! Faccessoire quiils désirent selon les mémes

qQue pour 2 selection des pistes. au débul du jey: ubliser
“gauche™ ou “drodle” pour metire en vedefie foplion choisie, puts
BpPUYEZ Sur BCclarer pour inroduing Faccessoing

COMH!NDES DU JEU

Lo jeu ne peut dtre commancs qu o5 joysticks. Si 'on chodsit
'Waun Jousur, le joystick mi&.lf@uw ﬂamllmoe

conngoen 2

LA COURSE
Chague course s& compose d'un minimum de quatre tours. Toutelos
5i das bartent les voitures “cible”, la course continue sur une
mm”mmmmmarmmm.

La course com par Fagitation d'un drapeau blanc. Pour la.
wmﬂmrlmmmsmmmmmm
at de droite amsl que de Macodlérateur pour sa vilbssa (mais
m wwmﬂms': Sl vous heurtez les

du circuit & taible vitesse, vous neuulxsmm ‘un retard,
mais #n cas Fimpact & haute vilesse, volre voilure explose et une
mmrmmmwwmnum

Cananes psws dans
lesquels vous conduirez volre vonuru A fan Dautres circuits
comprennant des baméres qui s'ouvrent el qui S8 lerment an
permetant un accds ripede 4 des court-circuits. Des rampes vous



RAMPAGE

DESCRIPTION DU JEU

De fiéres cités réduites en poussiére, des actes de sauvagerie primitive, la
nudité au naturel! Voici RAMPAGE qui envahit d'ores et déja tous les
ordinateurs.

Dans la meilleure tradition holywoodienne, RAMPAGE séme une panigue
monstrueuse dans un public .confiant. Trois de vos énormes monstres
préférés se proménent en toute liberté parmi les gratte-ciels. Rien ne saurait
les satisfaire, si ce n'est une destruction compléte.

Une journée comme les autres commence au Greaseburger Fast Food
Emporium — mais trois clients malchanceux vont découvrir quelque chose de
plus dégoltant que d'habitude dans leur Big Mucks. Si seulement le service
des recherches de la société n'avait pas accidentellement envoyés des
additifs alimentaires encore au stade de I'éxpérience.

Une vague de renvoi, un arriere-golt épouvantable et une indigestion
chronique: tout allait bien jusqu'a ce que George, Lizzie et Ralph arrachent
leurs vétements et enfilent des fourrures de création. La vie n'est pas toujours
marrante pour Gorilla, Lizard et Wolfman du haut de leurs quinze métres, et
personne ne va tarder & s'apercevoir a quel point ils sont en colére.

RAMPAGE peut se jouer a trois joueurs, chacun d'entre eux contrélant un
monstre différent. Dans une lutte désespérée pour survivre, vous escaladez
les gratte-ciels et fracassez les murs de vos poings, & la recherche de
nourriture. Tous les produits comestibles - des aquariums de poissons rouges
aux savoureux humains - que dévoilent les fenétres fracassées sont bons
mais les autres articles, tels que les grille-pains, les postes de telévision et les
cactus en pot vous poseront des problémes de digestion. La résistance de
chague joueur est signalée par les barres d'énergie au sommet de |'écran.

Les batiments endommagés finissent par s'écrouler. |l est conseillé de s'en
echapper avant que les fondations ne commencent a s'effondrer - car vous
perdrez des forces si vous étes retenu prisonnier par les brigques s'écroulant.
Toutes les armées du pays sont aussi a votre poursuite, et vous devez donc
éviter (ou détruire) les troupes tirant des fenétres et les hélicoptéres qui
circulent constamment sur vos tétes. Vous pouvez également vous en
prendre aux autres monstres qui peuvent aussi vous attaquer.

En perdant toute votre énergie, vous reprenez votre forme humaine et
disparaissez de I'écran rouge de géne en cachant de votre mieux votre nudité.

Lorsqu'un écran de batiments a été détruit, un nouveau bloc de cités apparait,
prét a étre réduit en poussiére. |l existe 50 cités et les monstres passent trois
jours dans chacune d'entre elles donnant ainsi un total de 150 écrans.

COMMANDES DU JEU

Si vous vous servez d'une manette de jeu, manoeuvrez-la dans les guatre
directions et appuyez sur le bouton de tir pour contréler votre monstre. Les
commandes équivalentes au clavier sont données au tableau suivant. En
manoeuvrant la manette de jeu vers la GAUCHE ou la DROITE, vous obligez
le monstre & marcher dans les rues et sur le toit des batiments. Pour le faire
escalader et descendre les batiments, poussez et tirez la. manette. lorsque
vous appuyez sur le bouton de tir, le monstre saute, & moins gque vous ne
pressiez en méme temps une touche de direction, auquel cas le monstre
donne un coup de poing ou saisit quelque chose dans la direction en question.

Toutes les versions ont été congues pour trois joueurs.

Sur Commodore: un joueur au clavier, deux & la manette de jeux.
GAUCHE DROITE HAUT BAS FEU
COMMODORE64/128
1 JOUEUR < ? @ =
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CARICAMENTO

Inserire la cassetta nel registratore del Commodore con la parte stampata verso I'alto, facendo attenzione che
il nastro si trovi all'inizio. Controllare che tutti i cavi siano collegati. Schiacciare contemporaneamente il tasto
SHIFT ed il tasto STOP/RUN. Seguire le istruzioni che appaiono sullo schermo - SCHIACCIARE IL TASTO
PLAY del registratore, Questo programma verra caiicato automaticamente. Per il C128, scrivere GO64 (RE-
TURN), poi seguire le istruzioni del C64. Quando il programma & stato completamente caricato, schiacciare il
tasto FIRE per iniziare.

N.B. Se su uno dei lati della cassetta c'é piu di un titolo, arrestare sempre il nastro quando & stato caricato il
primo gioco. Per caricare gli altri giochi, ripristinare la macchina e seguire le istruzioni gia date per il caricamen-
to. E' consigliabile assicurarsi che il contatore del nastro sia stato azzerato all'inizio del nastro, in modo che la
posizione dei giochi possa essere annotata per il futuro.

DISCO

Scegliere il modo 64. Accendere il disc drive ed inserire il programma nel drive con I'etichetta rivolta verso
I'alto. Scrivere LOAD"*",8,1(RETURN) per fare apparire il videata d'introduzione, il programma carichera poi
automaticamente.







































