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P47

PICK S-U P:

B. B om bs... they  d ro p  fro m  th e  p lan e  each  tim e you fire.
E Spray M issile... they  fly fro m  th e  fro n t o f  your p lan e  as m issiles an d  
they  split in to  sm all p ro jec tiles  (2 to  8 d ep en d in g  on  y o u r energy level) 
fly ing  o u t in fan  fo rm a tio n .

M M ulti-M issile... 2 to  8 m issiles fly from  th e  fro n t o f  your p lane, sp lit 
in to  w ing fo rm a tio n  an d  th en  c o n tin u e  onw ards.
S Speed up... d ep en d in g  u p o n  y o u r energy level, th is will cause  your 
p lan e  to  speed up.

T Directable fire... 2 to  8 bu lle ts are fired on  th e  d irec tio n  you are  c u r­
ren tly  ho ld in g  th e  jo y stick . T he p lan e  will a lso  m ove in th e  sam e d irec ­
tio n , a  dead ly  b u t trick y  m anoeuvre.
1 UP. Extra life... gives you an  extra  life.

LO ADING  IN ST R U C T IO N S:

SP E C T R U M  48K: Type LO A D  th en  press P lay  on  tap e  player. 
SPECTR UM  128K, +2: Press E N T E R  w hen “ L O A D E R ”  is highlighted 
a n d  then  press P lay o n  tap e  player.

S P E C T R U M  + 3 : insert disk  an d  then  press E N T E R  w hen “ L O A D E R ”  
is h igh ligh ted .

Amstrad Tape: press C T R L  & E N T E R  then  press Play on  the  tape player. 
Am strad Disk: type  R U N  “ Disc.
CBM  64 Disk: insert d isk  a n d  th en  type  LO A D  8, 1.
CBM  64 Tape: press S H IF T  & R U N /S T O P  th en  press P lay on  tap e  
player.



LOAD IN G  IN STRU C TIO N S:
SPECTRUM 48 K +
1. Connect the E A R  output o f  the SPEC TRU M  to the E A R  output o f  the cassette.
2. Rewind the tape to the beginning.
3. A d just the volume to Vi o f  the maximum.
4. Type LOAD and press ENTER.
5. Press P L A Y  on the cassette.
6. The program will load automatically.
7. I f  it fa ils to do so, repeat the operation at a different volume.

SPECTRUM +2, +3
1. Select option 48 B A SIC  with the cursor and press ENTER.
2. Then fo llow  the SPECTRU M  48K instructions (remember that the volume has already 

been adjusted in the +2J.

SPECTRUM DISK
1. Connect the SPECTRU M  +3.
2. Insert the disk.
3. Select the loader option.
4. Press ENTER.
5. The program will load automatically.

AMSTRAD CPC 464
1. Rewind the tape to the beginning.
2. Press the CTRL and EN TE R  keys simultaneously and the P L A Y  on the cassette.
3. The program will load automatically.

AMSTRAD CPC 664-6128
1. Type I TAPE and press R E T U R N  (the | is typed by pressing SH IF T  and @ 

simultaneously).
2. Then fo llow  the CPC 464 instructions.



Satan

AMSTRAD CPC DISK
1. Switch on the diskette drive.
2. Switch on the A  m s trad.
3. Insert the diskette in the drive.
4. Type | C PM  and press R E T U R N  (The \ is typed by pressing SH IF T  and @ 

simultaneously).
5. The program will load automatically.

COMMODORE 64
1. M ake sure the cassette cable is connected to the COM M ODORE.
2. Rewind the tape to the beginning.
3. Press the SH IF T  and R U N /STO P  keys simultaneously and P L A Y  on the cassette.
4. The program will load automatically.

COMMODORE 128
1. Select M O D E 64 typing GO 64 and pressing RETU RN.
2. Then follow  the CO M M O D O RE 64 instructions.

COMMODORE 64 DISK
1. M ake sure the diskette drive is connected to the mains.
2. Insert the diskette in the drive.
3. Type LOAD 8, 1 and press RETURN.
4. The program will load automatically.

COMMODORE 128 DISK
1. Select M O D E 64 by typing GO 64 and pressing RETU RN.
2. Then follow  the C O M M O D O RE 64 instructions.

INTRODUCTION
Irr ano ther  world, in a tim e  beyond  the reaches o f  m em ory, the forces o f  ev il have  

submitted the universe The wizards that once ruled the world have fa llen  under the Satanic 
bower.

Only a warrior can p u t an  end  to this nightmare, but first he must cross the frontiers o f  
magic because the task o f  overthrowing the forces o f  evil is reserved to a  wizard.

With magic on yo u r  side, set out to desecrate the walls o f  the Palace o f  the Clouds, the 
Satanic Seat where the D ivinity has been imprisoned, a n d  the scenario o f  the bloodiest battle 
ever to take place.

F X  DOUBLE LOAD
SATAN consists o f  two totally independent loads. To play part two you  must complete part 

one a n d  gain  an  access code.



Satan

F IR ST  LOAD
You become a member o f  the Arm y o f  the D ivinity As a warrior with magic powers you  shall 

become the only one capable o f  driving Satan back to the entrails o f  hell u here he belongs.
Cross the unw onted  Land o f  Lost Magic a n d  during  yo u r jo u rn ey  gather three magical 

papyrus rolls custodied by the fearsom e TAM LIN. This is the only w ay to become a magician

ENEMIES
- TROW, the squire He appears at any  moment a n d  is only dangerous by contact
■ KELPIE, the lumberjack He carries an  axe so it isn 7 safe to get near him.
- NAIRB the gargoyle. She flies a n d  breathes fire  fro m  her mouth
- GLAISTIG the dwarf. She can reproduce instantly. They won  7 disappear until you  get rid 

o f Mother Glaistig.
- TAM LLN, the beast that guards the papyrus rolls. The only w ay to destroy the "Great 

Guardian" as he is know n is by shooting him  in the heart, but first you  have to destroy his 
numerous heads.

- Your last enem y will be time, don  7 waste it.

ASSISTANCE
-COIN . which increases your points.
- GEM . also increases yo u r  points but much more
- ELIXIR, replenishes you with energy. When you run out you  lose a life
- CLOCK, sent to help you  by Chronos. the god o f  tim e Pick it up and  it will increase the 
time you have fo r  yo u r mission.
- POW  UP. which increases the power o f your  shooting. See fo r  

yourself how effective it is.
- EXTRA LIFE
- SPELLS. Collect them after destroying the TAM LIN a n d  you  will 

become a wizard.
- LIGHTNING. It destroys everything 

on screen when you  p ick it up
SECOND LOAD

Free the wizards who are imprisoned 

in the surroundings o f  the Palace o f  the 

Clouds a n d  forever destroy the forces o f 

evil.

FEATURES OF THE BATTLE AND THE PLACE WHERE IT  TAKES PLACE
Satan in  his infinite evil will adopt different fo rm s to stop his only threat, you.

- SATAN, whose destructive force is brutal, although he can only move on solid ground. When 
you destroy him  he turns into another two diabolical forms:

-CYPHERS, more dangerous ye t because they can fly . Destroy them a n d  prepare fo r  the next 

stage as each o f  them transforms itself into another two wretched beings.
- DAMIENS, aggressive fly ing  creatures that shoot a t you  over a n d  over



Satan

Hach lime you destroy one o f  these Satanic form s you  will receive some coins which you can use to 
buy useful devices a t the shop o f  the w izard BROWNIE. You have to f i n d  this shop yourself 
I f  you  destroy a Satanic fo rm  carrying a w izard to his execution the num ber o f coins y o u  

receive will be m uch greater
E N E R G Y  O F  E A C H  SA T A N IC

N U M B E R  O F  LIV E

THE SH OP OF BRO WNIE THE WIZARD S T A 7 y  O F  Sa t a n i c  f o r m
O  P R E S E N T

Here you  can buy a n y  o f  these devices: •  w i t h  a  c a p t i v e  w i z a r d
♦  D E A D

- TELECARD Each one you  buy will allow you to be teletransported 
one time.

- SATAN SCANNER With this you  can see the position o f  the 
Satanic fo rm  o f  your choice.

- ADVANCED SATAN SCANNER This allows you to locate them  
m uch more precisely.

- ENERGY RECHARGER Use it when you  fee l weak.
- MAGIC AXE Your axe will become a weapon which you can  

throw as m any times as you  wish.
■ SHIELD OF FIRE It allows you to control the direction o f your shooting a nd  increases your 

destructive power.

■ SHIELD OF LIGHT Just like the Shield o f  Fire, it allows you  to direct y u r  shooting a nd  
gives it an  incredible power.

To use any  o f  these elements press PAUSE a n d  you will see the scoreboard. Select the icon o f 
the device you  want to use a n d  press FIRE.

When using the SCANNERS you  m ust choose the Satanic fo rm  you w ant to locate. I f  it is 
carrying a w izard the screen will indicate so.

TELETRANSPORT
When you come to a  place that you  think is important leave yo u r teletransport locator there 

by using the key that you  have previously redefined fo r  the purpose. Later, from  a n y  po in t o f  
the g am e you  can  return  there au tom atica lly  by selecting the teletransport icon on the
scoreboard.

OBJECTIVE
To complete the adventure yo u  must destroy all the Satanic form s and save a t least one 

wizard.

CONTROLS
Redefinable keys a n d  joystick compatible



This may be laid in order to trigger traps, blow away walls, enemies 
and generally do some damage, to allow our hero to continue his 
quest. This also has the added featureof being VERY DANGEROUS 
when lit, so our hero 
must get away 
from it as quickly as 
possible before 
it detonates!

May be used to: M S
.......this fires bullets!
There will be a limit to the number of bullets that this holds. By 
killing a nastie a bonus may be left behind which when collected 
will replenish the supply. This means the player may have to 
go back and put himself yet again in danger.

Use your ammunition wisely remember 
the gun is often a trigger to activate a 

trap, rather than to just
kill the enemy. ...

In avoiding traps be resourceful like Rick.
The traps are devious. You may need your 

stick, gun, dynamite or simply your wits to 
survive, depending on the nature of the trap. There 
are no instructions as to how each trap is triggered 
or avoided so be careful - think ahead, things are 
not always what they seem..........



Rick Dangerous

Loading 
Instructions

Spectrum 48K/128K/+3
Type LOAD"<enter> or select loader

Amstrad 6128
Type RUN"RICK"<enter>

Commodore 64
Type LOAD”*” ,8,1<return> Then type “ RUN”

NOTA: There is no demo. You have to choose Rick 1 or Rick 
1 demo from the menu. To run the game, select the option 
Rick 1 demo.

Joystick Controls
CBM 64 - Spectrum - Amstrad 
Without Fire Button Depressed.

Pushing the Joystick left and right causes Rick to walk left or right 
Pushing the Joystick up causes Rick to jump into the air 
Pushing the Joystick up and to the left or right causes 

Rick to jump in that direction 
Pulling the Joystick down causes Rick to duck down 

Pulling the Joystick down and to the left or right causes Rick to 
crawl along the ground in that direction 

With Fire Button Depressed 
Pushing the Joystick left or right causes Rick to use his short stick. 

Used for pushing buttons or stunning Rick's enemies. 
Pushing the Joystick up causes Rick to fire his gun in 

the direction he is facing 
Pulling the Joystick down causes Rick to light and 

drop a stick of Dynamite



Rick Dangerous

WITHOUT FIRE BUTTON DEPRESSED
C LIM B UP
JUMP UP JUMP u pJUM P UP 

LEFT

W ALK
LEFT

RIGHT

WITH FIRE BUTTON DEPRESSED
SHOOT 

G UN

W ALK JAB WITH 
RIGHT STICK *

CRAW L 1 CRAW L
LEFT CLIM B D O W N  RIGHT 

DUCK

JAB WITH 
'  STICK

LAY
DYNAMITE

Commodore 64.
Pause O N /O FF ............................................................Run/Stop
Quit to S ta r t............................................................... (Up Arrow)
Note: All other controls for the 
Commodore 64 are through the Joystick.
Spectrum, Amstrad
Up or J u m p .................................................................................O
Down or C raw l............................................................................K
Walk Le ft...................................................................................... Z
Walk R igh t...................................................................................X
Fire Spectrum ......................................................................Enter
Fire A m strad .............................................................. Space Bar
Pause Spectrum ON/OFF P
Pause Amstrad O N /O F F ......................................................... H
Quit to Start Spectrum & Am strad.........................................Q



TWINWORLD
C 64

D E S K  T O P

©
INDICATES YOUR 
ACTUAL SCORE.

©
IN DICATES IF ULOPA 
ALREADY HAS THE 
AMULET.

©

T H E  BRIG H T DOT 
INDICATES TH E 
ACTIVE W EA PO N.

CD
NUM BER O F LIVES 
REM AINING.

PENDULUM 
IN DICATIN G TH E 
TIM E REM AINING.

® 001450 ®0 0 0 ®q 
\  SCORE ® D D D  ® LH J

©

INDICATES TH E 
NUM BER OF OBJECTS 
REM AINING.

OBJECTS IN ULOPA’S 
POSSESSION.

NUM BER OF
W EA PO NS
REM AINING.

LOADING INSTRUCTIONS
a) Necessary Equipment
T o  use T W IN W O R L D  C  64, you n e ed  a  C O M M O D O R E  C 64 o r  C  128 
w ith  a 5 ” 1/4 d isk  d rive  o r  a  casse tte  drive  an d  a joystick.

bl Loading the Game 
D isk Version :
•  T u rn  on  y ou r c o m p u te r.
•  In se rt T W IN W O R L D  disk  1 in to  th e  d isk  drive.
•  T ype th e  co m m an d  L O A D  * ,8 ,1  th e n  v a lid a te  it by p ressin g  th e  R E T U R N  
key. T h e n  type R U N  an d  p re ss  R E T U R N .
•  T h e  gam e will load  au tom atically .

Cassette Version :
•  T u rn  o n  y o u r co m p u te r .
In se rt th e  T W IN W O R L D  c asse tte  in to  th e  drive .
•  P ress th e  S H IF T  an d  R U N /S T O P  keys s im u ltan eo u s ly  and  th e n  p ress  
th e  PL A Y  key o f  th e  ca s se tte  drive.
•  T h e  gam e will load  au tom atically .

Ignore the message “ Rewind tape to  the s ta rt o f  side 2”  and let the 
tape run.



Twin World

SPECTRUM
This card tells you how  to u se  TWINWORLD on your SPECTRUM.

I. TO PLAY TWINWORLD, YOU NEED :
•  SPECTRUM + 2 , + 3  or 48Kb
•  Joystick optional

II. LOADING INSTRUCTIONS
A. C assette Version

1. Insert the gam e casse tte  in the cassette  player.
2. C hoose the  “LOAD” option on your com puter.
3. The gam e will load autom atically.

B. Disk Version
1. Insert the disk in your disk drive
2. Choose the  option “LOADER”.
3. The gam e will load autom atically.
4. You will see  a  p resen ta tion  page acco m p an ied  by m usic  ; the gam e is loading.
5. To acc e ss  the  Main M enu, press the fire bu tton  of your joystick.
6. The Main M enu will give you three  options :

1-game This option allow s you to begin the  gam e.
2-keyboard You will play using the keyboard.
3-joystick You will play using the joystick.

SINCLAIR
4-joystick You will play using the joystick.

KENSDOM

III. COMMANDS
KEYBOARD JOYSTICK
MOVE RIGHT X RIGHT
MOVE LEFT Q LEFT
JUMP UP J UP
FIRE K FIRE BUTTON
GO BACK, HIT GROUND W DOWN
PAUSE P P
CHANGE FIRE SPACE BAR SPACE BAR
CALL OF SHOPKEEPER H H

•  Certain options have not b e e n  im plem ented  in the  Spectrum  version : high score, 
p references (page 10 of m anual), and  the  ab an d o n  option (key del).
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AMSTRAD
I. TO PLAY TWINWORLD, YOU NEED :
•  AMSTRAD 464, 664 or 6128
•  Joystick optional

II. LOADING INSTRUCTIONS
A. C assette  Version

1. Insert the gam e casse tte  in your com puter. P ress sim ultaneously  the keys 
CONTROL and  ENTER.

2. A m essage will ask  you to p ress the PLAY bu tton  of your c assette  player. Validate 
this action by pressing any key of the keyboard.

3. The gam e will load autom atically.

B. Disk Version
1. Insert the disk in the disk drive. Type the co m m an d  RUN “TWIN” then  validate 

it by pressing ENTER.
2. The gam e will load autom atically.
3. You will see  a p resen ta tion  page accom pan ied  by m usic. To acce ss  the Main 

Menu, p ress the fire bu tton  of the joystick. This will give you th ree  options :
1-game This perm its you to begin the  gam e.
2-keyboard This option allow s you to play w ith  the help of the keyboard.
3-joystick This option allow s you to play w ith the help of the joystick.

III. COMMANDS
KEYBOARD JOYSTICK
MOVE RIGHT X TOWARD THE RIGHT
MOVE LEFT Q TOWARDS THE LEFT
JUMP UP J UP
FIRE K FIRE BUTTON
GO BACK, HIT GROUND W DOWN
PAUSE P P
CHANGE FIRE SPACE BAR SPACE BAR
CALL OF SHOPKEEPER H H

•  Certain options w e re  not im plem ented  in the A m strad version : high score, 
p references (page 10 of m anual), and  the a b an d o n  option (key del).

A) T H E  M E R C H A N T
The player can call a m erchant to buy items which he needs urgently. 
In order to do this, he must possess a flute. Each flute can make the 
merchant appear twice. Afterwards, he must find another flute. Thus
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you should not waste the resources o f a flute unnecessarily. Especially 
as the prices increase each time. As m oney o f exchange, you dispose 
o f the points that you have gained. You must therefore gain as many 
points as possible during the game.
T h e  m erc h an t p ro p o se s  o n ly  item s th a t the  p la y e r  has a lre ad y  
found. For exam ple, you c a n 't  buy an ex tra  life unless you have 
ob tained  one already.
T herefore  it cou ld  be that your desired  sym bol w ill not appear in 
the m erch an t's  list.

B) E N E M IE S
A long the road leading to  M ald u r's  tem ple. U lopa w ill frequen tly  
m ee t M a ld u r ’s m o n s te rs . He can  e ith e r  a v o id  th em  by a d ro it  
m ovem ents o r  destroy  them  w ith his w eapons.
If an e n em y  is k illed , o b jec ts  th a t U lo p a  can  tak e  w ill appear. 
T hese  bonuses d isap p ear fairly  quickly, so the p layer m ust hurry 
and take them .
C onsult the paragraph  "B O N U S E S " to get m ore inform ation.

T H E  G O U L O U  :
The G oulou  loathes hum ans and therefore  p refers to 
live in the desert. It a lso  hates con tact w ith water. 
S in c e  in te l l ig e n c e  is n o t o n e  o f  th e  d o m in a n t  
c h a ra c te r is t ic s  o f  th is  ra c e , th e  g o u lo u  d e p e n d s  
m ain ly  on force.
T h e  l e a d e r s  o f  th e s e  c r e a tu r e s  a re  s o m e tim e s  

cap ab le  of lau n ch in g  b u b b les  o f  sp ittle . M ost o f  the  tim e, they  
overcom e their v ictim  by surprise.

T H E  G R E E N  G O U L O U  :
It is sm alle r than  o rd in ary  G ou lo u . but a lot m ore 
cu n n in g . Y ou 'll fin d  G reen  G o u lo u s  all o v e r  the  
country , and thanks to their w ings, they  can fly for 
short d istances. C on seq u en tly  they  are m uch m ore 
dan g ero u s than the o th er G oulous.
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T H E  A R G O U S :
I t 's  a c re a tu re  re sem b lin g  a b ird  th a t y o u ’ll fin d  
everyw here . Its acu teness o f  sight is excellen t, thus 
it w as p redestined  to becom e a  spy. O ften  trained to 
th is end . m any o f  them  only have passive  reactions. 
B ut th ere  are a lso  fig h tin g  A rg o u s , ren o w n ed  for 
their persistence. N obody know s m uch about them , 

since one se ldom  m ee ts them . A ccord ing  to ru m o u rs, there  m ay 
a lso  be a large  n u m b e r o f  sk illed  sh o o tin g  A rg o u s but n o th in g  
m ore is know n about them .

T H E  G O B E -M O U C H E S  :
T h is  c re a tu re  lie s  h id d e n  a w ay  in a h o le  in th e  
ground. It cap tures its v ictim s by suddenly  em erg ing  
from  its den. L ittle is know n about them , since they 
are hard ly  ever spotted. H ow ever, since M aldur has 
com e to p o w er they  have ap p aren tly  m u ltip lied  in 
num ber.

T H E  B O T H R IA  :
T h e  B o th ria  is a c rea tu re  s im ila r  to  a  d rag o n . It 
gu ard s the ancien t parts o f  the tem ple , v estiges o f  
ancestral tim es... It is the m ost dan g ero u s creatu re  o f 
all G aspary . I t ’s best no t to a ttrac t its a tten tion . If  
you  d istu rb  the B o th ria  w h ile  i t ’s s leep in g , it w ill 
d iv id e  u p  in to  s e v e ra l  s e c t io n s  a n d  a t ta c k  th e  

troublem aker. A part o f  the B othria  leaves the p layer beh ind  and 
aw aits him  later fo r a m erc iless com bat. Be carefu l, in spite o f  its 
nonchalan t air, it is a fearsom e opponent.

T H E  H IB O U S SA
T his p red a to r lives un iquely  in the fo rests o f  A rbous 
a n d  f r e q u e n t ly  a tta c k s  t r a v e lle r s  by  su rp r is e .  It 
leav es  the  tree to p s  to  a ttack  its pray . O nce  it has 
launched  itself, it is im possib le  to avo id  com bat.
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T H E  O T H O U S  :
S trictly  speaking, the O thous is not ev il. But since it 
is co vered  w ith spikes, it p resen ts a d an g er to those  
unw ary travellers w ho touch  it.

T H E  B O A  :
T his is a  g igan tic  serpen t w hich on ly  lives in the fo rests o f  A rbus. 
It is not a boa constric to r, but the b ites it inflic ts p itilessly  on  its 
v ictim s are fatal since its fangs are po isonous.

T here  cou ld  w ell be o th e r c rea tu res  in the a rea  a round  M a ld u r's  
tem ple. But w e c a n 't  tell you anyth ing  else as all th is su rpasses our 
experience  and we have no  recent report on th is subject.

p / “*X T¥ T O I7 C

ST A R S : T hey  increase your score (pick them  up  to get as m uch 
m oney  as possib le  fo r the m erchant).
S P R IN G S  : T hey  enab le  U lopa to ju m p  higher.
E X T R A  L IF E  : G ain  an ex tra  life.
D E A T H ’S -H E A D  : U lopa loses a  life if  he to u ch es it.
T IM E  B O N U S  : Y our tim e is ex ten ted .
F L U T E  : T h is flute is essen tia l for calling  the m agician .
T h e re  a re  e v e n  m o re  k in d s  o f  b o n u s e s .  W e ’ll le a v e  y o u  th e  
p leasure  o f  d iscovering  them .
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PLAYING

A) T H E  D E SK  T O P
T he d esk -top  con ta ins useful inform ation  about U lo p a 's  situation . 
P resen tation  o f  the d esk -top  :

B) T H E  M E N U
To select one  o f  th is m e n u ’s op tions, m ove your jo y stick  upw ards 
o r  d o w n w ard s to  p osition  the c u rso r o p posite  the  chosen  op tion . 
P ress the firing  button  on your jo y stick  to confirm  your choice. 
PLAY : T h is op tion  en ab les you to beg in  the gam e at the first level 
and begin  upon y o u r m ission.
H I S C O R E  : T h is  o p tio n  in fo rm s you  ab o u t y o u r p e rfo rm an ce  
uptil now  (your n u m b er o f  poin ts and level reached). 
P R E F E R E N C E S : T h is option  enab les you to choose a gam e for 
one  o r tw o  p lay e rs . M o reo v er, y o u  can  d e te rm in e  the  m u sica l 
volum e and sound  effects.
In a tw o -p lay er m ode, one p layer co n tro ls  the ch arac te r from  the 
h ig h er w o rld  w ith  a jo y stic k  co n n ec ted  to  Port 2, and the  o th er 
con tro ls the ch arac te r in the low er w orld  w ith a jo y stick  connected  
to Port 1.

V

/

C ) C O N T R O L

T H E  J O Y ST IC K
U se  a jo y s t ic k  to  c o n tro l U lo p a . C o n n e c t it to  P o rt 2 o f  y o u r
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co m puter and begin  p laying...
- To m ove U lopa to the righ t, shift the jo y stick  to the  right.
- I f  you shift the jo y s tick  to the left, U lopa  w ill m ove to the left.
- To m ake U lopa ju m p  around , sim ply  m ove the jo y stick  upw ards.
- If  you m ove the jo y stick  dow nw ards, U lopa  w ill c ro u ch  dow n.
- W hen  you p ress the  firing  b u tton  o f  y o u r jo y s tic k , U lo p a  w ill 
throw  a bubble.
- You can  d e s tro y  so m e  f lo o rs , by m o v in g  y o u r  jo y s t ic k  v e ry  
briefly  dow nw ards.
- W atch out! To cross doorw ays, sim ply  p osition  y o u rse lf opposite  
the doorw ay  and m ove the  jo y stick  very qu ick ly  dow nw ards.

H O W  T O  D IR E C T  U L O PA ’S F IR IN G
U lopa has three types o f  bubbles, w hose range and force  vary  (the 
tw o  rig h t-h an d  b u b b les reb o u n d  ag a in st the  w a lls ). In a d d itio n , 
there are several b onuses w hich influence the firing . To restock  in 
bubbles, U lopa  m ust take the m agical po tions to  be found  on every  
level. D ep en d in g  on the  p a rticu la r  p o tio n  c o n su m ed , one o f  the 
three bubble  reserves w ill be restocked . If it is ex trem ely  urgent, he 
w ill a lso  be able to  call the m erchant, but th is w ill be expensive . If  
he restocks from  the m erchant, all the reserves o f  d ifferen t bubbles 
w ill be re s to ck e d , d e p en d in g  on  the  fo rce  o f  the  b u b b les , w ith  
e ithes 15, 5 o r 3 new  bubbles.
T he bu b b les a lw ays m o v e  in the d irec tio n  o f  U lo p a ’s gaze. T he 
b u b b les’ trajec to ry  dep en d s on his m ovem ents . In o th er w ords, the 

bubbles will fly in a d ifferen t m anner if  U lopa is im m obile , if  he is 
running, ju m p in g  or crouching .
I f  U lopa is c ro u ch in g , the bubb les will fly c lose  to  g round  level 
and their trajectory  w ill be straight.
If  U pola  is stand ing  up, the trajectory  is h igher and it will thus be 
m ore difficult for him  to reach his nearest enem ies.
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If  U lopa ju m p s , the tra jec to ry  will depend  on the height o f  the leap. 
The nearer he is to the sum m it, the m ore abrupt the trajectory  will 
be. To sh o o t d o w n w a rd s , you  m u st ju m p  an d  w a it till U lo p a  
descends before firing.

T H E  K E Y B O A R D
< SPA C E  > : You have three types o f  bubbles at your d isposal. To 
select the one you w ant to fire, p ress the space bar.
< P > : T his key  enab les you pause during  a gam e. By pressing  this 
key again  you w ill con tinue w ith the gam e.
<  D E L  > : E nab les you to  leave a gam e : re turn  to the m enu.
<  E SC  > : U lopa m ay be im prisoned, in w hich case  the only w ay 
to con tinue  the  gam e is to p ress the key "E S C ” (U lopa  will lose 
one life and you will con tinue  the gam e in an o th er area).
<  H > : T his key en ab les you to call the m erchan t. (C onsult the 
parag raph  “ T H E  M E R C H A N T " to o b ta in  ad d itio n al in fo rm ation  
abou t th is option).



PICK’N PILE
NOTE: AMSTRAD 464 and 6128, Commodore 64, SPECTRUM +2, +3,:
Use the joystick to move the objects.To exchange two objects, move the cursor onto 
the object that you wish to move, press the button 1 on your joystick ( a rectangle 
around that object means that it has been chosen). Then move the cursor onto the 
second object and press the button 1 on your joystick again: the first will take the 
place of the second and vice-versa.
To make more objects appear, press the button 2 on your joystick.

AMSTRAD 464, 6128 REFERENCE CARD
I. L O A D IN G  IN ST R U C T IO N S:

Disk version:
- Turn off your computer.
- Insert the Pick’n Pile diskette into disk drive .
- Turn on your computer.
- Type RUN «D1SC» THEN press RETURN. The game will load automatically.
- To go directly to the menu during the presentation page, press the button 1 on your 
joystick.
Tape version:
■ Turn off your computer.
- Insert the Pick’n Pile tape into the tape drive.
- Turn on your computer.
- Type RUN «»then press RETURN. A message will ask you to press the key PLAY 
of your tape drive. The game will load automatically.
- To go directly to the menu during the presentation page, press the button 1 on your 
joystick.

II. M EN U :

1 : 1 or 2 PLAYER(S)
Game for 1 or 2 players.
For two players, when one player finishes a screen or loses a life, the other player 
begins.

2: Level EASY/HARD
This is the level of difficulty.
EASY begins at level 1.
HARD begins at level 50.
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3 : JOYSTICK/KEYBOARD
Choice of control: Joystick or Keyboard.

The Keyboard commands (QWERTY):

UP:
DOWN:
RIGHT:
LEFT:

, Q „

'A"
,p„

O"
Additional balls: SPACE bar 
Validation: RETURN

4 : TICTAC ON/OFF
Sound of the clock on/off.

I. LOADING INSTRUCTIONS FOR C64-128:
Disk version:
- Turn off your computer.
- Insert the Pick’n Pile diskette into disk drive.
- Turn on your computer.
- Type LOAD «*»,8,1 then press RETURN. The game will load automatically.
- To go directlly to the menu during the presentation page, press the button 1 on your 
joystick.
Tape version:
- Turn off your computer.
- Insert the Pick’n Pile tape into the tape drive.
- Turn on your computer.
- Simultaneously press the keys RUN/STOP and SHIFT. A message will ask you to 
press the key PLAY of your tape drive. The game will load automatically.
- To go directly to the menu during the presentation page, press the button 1 on your 
joystick.

n . MENU:
1: 1 or 2 PLAYER(S)
Game for 1 or 2 players.
For two players, when one player finishes a screen or loses a life, the other player 
begins.
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2: Level EASY/HARD
This is the level o f difficulty.
EASY begins a t level 1.
H ARD begins at level 50.

3: JOYSTICK/KEYBOARD
Choice o f control: Joystick or Keyboard.
The Keyboard com m ands:
UP: "A"
DOWN: "Z"
RIGHT:
LEFT:
PAUSE:
A dditional balls: SPAC E bar 
Validation: RETURN

4 : TICTAC ON/OFF
Sound o f the clock on/off.

SPECTRUM +2, +3 REFERENCE CARD 

I. L O A D IN G  IN S T R U C T IO N S  :

Disk version:
- Turn o ff your com puter.
- Insert the P ick ’n P ile diskette into disk drive .
- Turn on your com puter.
- Use the option LO A D ER in the menu to load the gam e. T he gam e w ill load 
autom atically.
- T o go directly to the m enu during the presentation page, press the button 1 on your 
joystick.

Tape version:
- Turn off your com puter.
- Insert the P ick’n Pile tape into the tape drive.
- Turn on your com puter.
- Use the option LO A D ER  in the menu to load the gam e. The gam e w ill load 
autom atically.
- To go directly to the m enu during the presentation page, p ress the button 2 on the 
joystick.
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II. MENU:
1 : 1 or 2 PLAYER(S)
Game for 1 or 2 players.
For two players, when one player finishes a screen or loses a life, the other player 
begins.

2: Level EASY/HARD
This is the level of difficulty.
EASY begins at level 1.
HARD begins at level 50.

3: JOYSTICK/KEYBOARD
Choice of control: Joystick or Keyboard.

The Keyboard commands (QWERTY):

UP:
DOWN:
RIGHT:

"A"
„0"

LEFT: "I"
Additional balls: SPACE bar 
Validation: RETURN

The Joystick commands (AZERTY):

UP:
DOWN:
RIGHT:
LEFT:

"A’
„ Q ,

"O'
” 1"

Additional balls: SPACE bar 
Validation: RETURN

4: TICTAC ON/OFF
Sound of the clock on/off.



PUFFYS SAGA
PUFFY’S SAGA works on the Amstrad CPC 464, 
664, and 6128.
* D isk : Insert the disk in the disk drive. Switch 
on your computer. Type the following instructions : 
RUN “PUFFY” and validate. The game loads 
automatically.
* For the 64K versions (CPC 464 and 664), type 
RUN “PUFFY 64”.
* Cassette: Insert the cassette in the cassette recorder. 
Switch on your computer. While pressing the 
“ CTRL” key, press the “ ENTER” key on the 
numerical keyboard. Press the “ PLAY” key on the 
cassette recorder. Don’t pay attention to the 
dialogues, press the fire button on the joystick so 
the game will go on loading. Puffy can be controll­
ed through the joystick or the keyboard.

SPECTRUM

1) SPECTRUM +2 or +3
2) Color monitor
3) one joystick (optional)

A - Disk version :
1) Switch off your computer.
2) Insert the PUFFY’S SAGA disk into the disk drive.
3) Switch on your computer.
4) Validate the “ LOADER” option while pressing the RETURN key. 
The game will load automatically.
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B - Cassette version :
1) Switch off your computer.
2) Insert the PUFFV’S SAGA cassette into the cassette player.
3) Switch on your computer.
4) Validate the “ LOADER” option while pressing the RETURN key. 
The game will load automatically.

TO PLAY PUFFY’S SAGA, YOU NEED :

1) COMMODORE 64 o r COMMODORE 128 (m o d e  C64)
2) 1 joystick  c o n n e c te d  to p o rt 2

LOADING INSTRUCTIONS
A) DISK

1) SWITCH OFF YOUR COMPUTER.
2) in se rt th e  d isk  in to  th e  d isk  drive.
3) S w itch  o n  y o u r c o m p u te r  a n d  d isk  drive.
4) W h e n  a n  im a g e  a p p e a rs  o n  th e  s c re e n , m a k e  th e  c o m m a n d  : 

LOAD 8, 1 a n d  th e n  p re ss  RETURN. T h e  g a m e  w ill load  
au to m atica lly .

5) You w ill th e n  s e e  a  p re se n ta tio n  p ag e . To c o n tin u e  load ing , 
p re s s  th e  fire b u tto n  of th e  joystick.

6) T h e  lo ad in g  w ill c o n tin u e  un til th e  se le c tio n  p ag e , w h e re  
you  c h o o se  b e tw e e n  PUFFY a n d  PUFFYN (you  c a n  a lso  get 
in fo rm a tio n  a b o u t  th e  e n e m ie s  a n d  o th e r  o b je c ts ) . To c h o o se  
PUFFY, p re ss  key  < F 1 > .

T o c h o o se  PUFFYN, p re ss  th e  key < F 3 > .

B) CASSETTE
1) SWITCH OFF YOUR COMPUTER.
2) Insert th e  c a s se t te  in th e  c a s se t te  player.
3) S w itch  o n  y o u r c o m p u te r.
4) W h e n  a n  im a g e  a p p e a rs  o n  th e  s c re e n , s im u lta n eo u s ly  p re ss  

SHIFT a n d  RUN/STOP.
5) P re ss  th e  play  b u tto n  of th e  c a s se t te  player.
6) T he g a m e  w ill lo ad  au to m atica lly .
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CONTROLS
Move th e  joystick  in any  d irec tio n  a n d  y o u r c h a ra c te r  will m ove  

in that d irec tio n . To sh o o t, p re ss  th e  fire b u tto n  o f your joystick.

KEYBOARD CONTROLS
P : p a u se /re s ta r t.
M : re d u c e s  th e  s p e e d  of Puffy a n d  th e  m o n ste rs .
F5 : m a p  of th e  level (n e e d  m ag ic  g o m ).
F7 : load  o n e  p a rt th a t h a s  b e e n  sav ed  (th is c a n  only b e  d o n e  

du rin g  th e  p re se n ta tio n  s c re e n  w h e n  you c h o o se  b e tw e e n  
Puffy a n d  Puffyn).

F7 : p re ss  this key  du rin g  th e  g a m e  to  sa v e  o n e  part.
Q  : a llo w s you to  a b a n d o n  th e  g a m e  -  g a m e  o v er (PRESS 

PAUSE FIRST).

LOADING AND SAVING A GAME
P ress F7 du rin g  th e  g a m e  to sav e  o n e  part. T he save  will be  

m a d e  o n  g a m e  d isk  F a c e  1 (m a k e  su re  th a t th e  d isk  is no t w rite  
p ro tec te d ) .

During th e  p re se n ta tio n , w h e n  you m u st c h o o se  b e tw e e n  Puffy 
a n d  Puffyn, p re ss  F7 to  a c c e s s  a  part th a t h a s  a lre ad y  b e e n  saved .

B - MENU
Press the key “ 1” to play with the keyboard.

“Z” to go left 
“X" to go right 
“ J” to go up 
“ N” to go down 
“ K” to fire

Press the key “ 2” to play with a KEMPTON joystick.
Press the key “3” to play with a SINCLAIR joystick.
To play with PUFFY, press “4".
To play with PUFFYN, press “5” .
To begin, press the SPACE BAR.
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If you have two magic goms (dots larger than the others), press “ M” 
and you will have a map of the level in progress.
If you have three magic goms, you can have extra fire power by 
pressing “ F” .
To pause the game, press “ P” .
Press “ P” to resume the game.
You will be able to find different objects throughout the game, 
which will help you complete a level.
One of the presentation screens of the game shows these objects. 
There are :
FLAMES which give the fire power option.
TRANSPORTABILITY which permits you to pass over walls. 
SUPERSHOTS which increase the force of the shots.
INVISIBILITY which allows you to keep from losing energy when an 
enemy touches you.

Note: In the Spectrum version, the Grrs, Hurricanes, and flying 
Dragons are not represented in the game.

To finish a level, the player must collect all the “PAD GOMS" (pastilles) scattered 
around a level.
He must avoid various enemies along the way. To do this, he can use the objects 
spread around the levels.
Don’t forget, PUFFY’S SAGA is a game in which you’ll need to be not only skilful 
but also shrewd. In fact, certain enemies appearing unavoidable at first sight can be 
tricked : observe certain passageways carefully before entering them and don’t let 
yourself be tem pted by bait th a t’s too enticing !!!
The characters’ energy diminishes with time (also, of course, because of the enemies), 
so you should remember to feed your character. To do this, take the joints of lamb 
on the floor. You can also find these in certain chests.
You have the choice between two characters : PUFFY (the male) and PUFYN (the 
female).
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II) THE ENEMIES

* THE GHOSTS

These are definitely the enemies that you’ll meet most often.

Each time they touch you, these enemies take 5 energy points off you.

The most efficient weapon to destroy them is “F IR E ”. You can nevertheless kill them 
using a normal weapon (but you’ll have to shoot several times). They are immobilized 
for about a second with the first shot, so you'll have the time to kill them by shooting 
again. 6
You can avoid them thanks to the following options : "REPELLENCY” and “IN­
VISIBILITY

* THE ACID PUDDLES

Almost as numerous as the ghosts, they are certainly as fearsome.
If these acid puddles touch you, they take 30 energy points off you.
They cannot be destroyed. The “F IR E ”option immobilizes them for a few seconds. 
Normal firing won’t affect them.
The puddles die after having touched your character.

You can avoid them thanks to the following options : “REPELLENCY” or “INVI­
SIB ILIT Y ”.

* THE DRAGONS

They always stay in the same place, so don’t provoke them, simply seek another 
passageway.

Only the flames that they spit are dangerous. They’ll take 50 life points off you if 
they touch you.
Their bodies are harmless. WATCH O U T for the flames, they can cross walls and 
touch you.

* THE SNAKES

You’ll often meet them in groups. They move around either vertically or horizontally. 
They take 10 energy points off you each time they touch you.
No weapon can harm them or even immobilize them.

* THE EYES

These enemies stick by your side : once an eye has spotted you, it won’t leave you 
alone. You’ll have to be patient to get rid of them.
They will also take 10 energy points off you each time that they touch you.

The eyes cannot be killed. The most you can do is to immobilize them for one or 
two seconds by shooting them.
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III) BONUSES

* EXTRA SPEED

This option increases your speed when moving around. It lasts for a limited time 
only.

* FIRE POWER

This option enables you to exhale fire for a few seconds. It lasts only for a limited 
time.

* SUPER SHOTS

Each rod entitles you to extremely powerful shots. Its duration is also limited.

* REPELLENCY

This option enables you to frighten certain enemies.

* INVISIBILITY

This very useful option makes you invisible to almost all your enemies.
However, if an enemy touches you by accident, you’ll lose as much energy as if you 
were visible.

* TRANSPORT

This is a very powerful option. In fact, it enables you to pass through certain walls.

* INSENSIBILITY

This option is definitely the most powerful in the game. In fact, it makes you insensible 
to all your enemies.

* MAGIC GOMS

These blue pastilles enable you to gain access to the map of a level if you press the 
“?” key. Two "M AGIC GOM S” will then be used up.

* THE PAD GOMS

These are the pastilles that you must collect in order to finish a level.
DO N ’T FO R G ET : Sometimes a “Pad gom" will appear under a chest or a destructible 
w a ll; it is essential to take it in order to finish the level.

* THE KEYS

They enable you to open the doors and the chests.
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» THE CHESTS

They can only be opened with the keys. Examples of what you might find inside these 
chests are : a roast lamb, a key, a pad gom, another chest, a magic gom or nothing 
at all.

* THE DOORS

They can only be opened with the keys. However, if you wait long enough, all the 
doors of a level will open up simultaneously (this could be rather dangerous, if the 
doors were imprisoning enemies).

* THE TRAP DOORS

They enable you to open certain doors, secret passageways or invisible walls.
Be very careful though, as you might free enemies by passing over a trick trap door.

* THE “STUNS” (SLOW ING-DOW N TILES)

These slabs will immobilize you for a few seconds when you pass over them. They 
disappear after you’ve passed by.

Watch out, the ghosts are not hampered by these tiles.

IV) CONTROLS

Press the “F I” key to select Puffy and press “F2” to select Pufyn.

You can use a joystick to move your character around. Press the firing button to use 
the shots at your disposition.

Use the arrows on the keyboard to move Puffy and press the space bar to fire.

If you wish to abandon a game, press the “ESC” key.

Press the “F I” key to continue this game.

The “?” key enables you to see the map of a level (you need to have at least two 
“M AGIC GOM S” to do this).



P47 © Firebird/M icroprose, jaleco licensed from © Jaleco . TWIN WORLD  
© B lu e  Byte © U B I SOFT. PUFF’Y SAGA, PICK ’N PILE © U B I SOFT. 
SATAN © M ISO FT SA  DINAMIC. RICK D A N G E R O U S G am e copyright 
© C O R E  DESIG N Ltd, M anual copyright © M icroprose software.

CODES MASTERS:
P47: CPCC:63016 C64D:42010 C64C:43005 SPECC: 53002 
PICK ’N PILE: CPCC:63002 C64D:42005 C64C:43003 SPECC:53001 
PUFFY: CPCC:63014 C46D:42011 C64C:43006 SPECC:53003 
RICK: CPCC:63012 C64D:42008 C64C:43007 SPECC:53004 
SATAN: CPCC:63003 C64D:42003 C64C:43008 SPECC:53005 
TWIN WORLD: CPCC:63018 C64D:42006 C64C:43004 SPECC:52012

5036806___I UBI SOFT I___
Entertainment Software


