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LOADING INSTRUCTIONS

Insert disk into the disk drive. Type RUN“DISC and then press
ENTER. The selection menu will appear after a short delay.

GAME SELECTION

After following the loading instructions, the game selection
screen will appear. Follow the on-screen instructions to select
the program you wish to use.



DOORS OF DOOM

SCENARIO

“Welcome to the planet of Doom"” resounded in my ears, as | came
to my senses. “What's going on!! Where am 177" | yelled, trying not
to curl up and cry for Mummy. “You have a mighty task before
you." came the disembodied voice, “You, of all the teeming millions
on your planet, have been chosen by us to represent your race.
The Doors of Doom await youl”

“Wait a minute ... what are you talking about ... what doors of
doom??” This couldn't be happening. there I'd been quietly sitting
at home, playing on my Amstrad, when all of a sudden | felt faint.
Next thing | know I'm somewhere north of Watford, having a rather
one sided conversation with some raving lunatic!!

‘The time has come for your race to progress or destroy itself.”
came the voice again, “We can help you to grow in the Galactic
Mind. This planet of Doom has been used for millennia, to test the
courage and resourcefuiness of beings much like yourself. Your
body remains, but your spirit is here. You must defeat our robots
and retrieve the Pieces of The Door.”

Humour it, that’s the best thing so 've heard. “l suppose you
going to give me a multi-function weapon system, that lets me zap
away to my heart's content, gives me the power of flight, paralyses
robots (if there’s a Q in the month), floats things up into the air,
shields me from nasties and when it really gets rough, will teleport
me out of trouble, whilst playing the national anthem and making
cups of tea with both arms tied behind its back, en??” Well if you're
talking to a loonie, why not go a bit O.T.T. yourself?

“The weapon you have specified is now at your disposal.” replied
the bodiless being.

“Unfortunately, at such short notice, there is one minor imperfection.
The weapon systems, are contained in separate modules scattered
around the planet. The teleporter system is malfunctioning and
every time you use a weapon system, it will be tefeported away
from you. We have, however, been able to prevent this from
happening to your laser.”

“Fond as your creatures are of infusions of crushed and dried
vegetable matter, we have disguised a number of energy pods as
cups of teal These have been placed around the planet and may
be used to top up your energy pack,” it continued. “Most of the
robots, have been programmed to guard the Pieces of The Door,
the rest to home in on your energy pack” it said. “They will attempt
to drain you of energy. If they do so, you will have failed and Homo
Sapiens will be left to destroy itself in nuclear conflict.”

“Should you manage to retrieve all the pieces of The Door and
destroy all the robots, then you must go to the base of the Doors
of Doom where the rebirth of your race, into the Golden Age,
awaits you ...”

Now I'm not a particularly brave person, elaborate suicide plans |
could do without. I'm going home!

On the other hand, 'd better start doing something about these
rotgots that have materialised all around me. Now what did it say

PLAYING INSTRUCTIONS
You are now nearly ready to play Doors of Doom. The game can
be played at one of three difficuity levels. The level of play
determines, how many times a robot needs to be fired upon,
betore being destroyed, alsc how much energy is received from a
cup of tea. Level 1 is relatively easy and should be used at first.
However, for more of a challenge, and more of a score, level 2 is
recommended. Level 3 must not, under any circumstances, be
played by anyone under the age of 43, unless accompanied by
four other persons trained as paramedics. If you are 43 or over,
however, you really shouid know betterl! .

Zapping robots may be fun, but to beat this game, you will need
to think hard about your strategy.

You control the gameplay by means of a joystick and/or the
keyboard, the controls are as follows:—

Required Action Keyboard Joystick
Walk left QEOQor@ Left
Walk right W, R, Por| Right
Jump up Aor] Up (away

from you)
Use Weapon Zor Down
System (towards you)
Fire Laser Space bar Fire button
Scroll the scenery Left/Right cursor

keys

Select Weapon Up/Down cursor
System keys
Hold Game H Use

keyboard)
Restart Game Any key Any
(when held)
Abort Game ESC and COPy

together

N.B. When using the ‘Levitate’ Weapon System:-
Up Aor} Up
Down Zorj Down

DOORS OF DOOM SCENERY DESIGNER - INLAY DETAILS
The Doors of Doom, is an arcade adventure with the most detailed
graphics scenery yet seen on the Amstrad. The program is
designed in such a way, that it allows you to choose the scenery
file that it will use, in the game.

The Doors of Doom Scenery Designer program, allows you to
design your own scenery for use in the main game, you can do this
in one of two ways, firstly, you can use the “character set” provided
in the game’s scenery file, or, you can use Amsoft’s Shape and
Sound utility program on this disc.

DOORS OF DOOM SCENERY DESIGNER - OPERATING
INSTRUCTIONS

Screen Layout

Running across the top of the screen is a 17 “character” slice, of

your “character set”. The central ‘‘character” is isolated and will be

referred to as the “active character” from now on.

Immediately above the active character, is a horizontal bar. The
purpose of this bar, is to highlight the position of the active
character.

Below the character display are three numbers. Going from left
to right, these are as follows:—

1. The scene display offset. This number is shown in hexidecimal
and is only there to act as a guide, to your position within
the scenery.

2. The active character number. This gives you the reference
number, of the active character, displayed above.

3. The cursor reference number. This tells you the reference
number, of the character underneath the cursor.

The rest of the screen is taken up by the scenery display area.
Within the display are, you will see a flashing square cursor.

Character Set Manipulation

The character set slice, displayed at the top of the screen, may be
moved to the left or right, by one character or seventeen
characters, at a time. You will need to do this, in order to change
the active character.

To move the slice by one character at a time, press the A key in
conjunction with either the cursor left or cursor right key. Try it out.
Press and hold down the A key, then press the cursor left key four
times. (You must be positive with your key depressions, otherwise
the program may miss them!!) The character slice shou!d have
moved, with the first of the four “skuil” characters now showing as
the active character. The active character number should also
have changed, to show a value of 171.

To move the slice by seventeen characters, you should press
the A key, the TAB key and cursor left or right key, in conjunction.
Try this as well. Press and hold the A key, then press and hold the
TAB key, now press the cursor right key once. You should now see
a grey and magenta piece of stonework, in the active character
position. The active character number should be 013.

There are a total of 175 characters in the character set,
numbered from 000 to 174. The character set slice ‘wraps round’,
s0 to select character 003, as the active character, when the
current active character is number 167 say, you do not need to go
all the way down, but can move up past 174 to 000 and on to 003.

Scenery Display Manipulation
The same sort of key sequence is used to move the scenery
display. To move the scenery display by one character at a time,
press the D xey and the cursor left or right keys together. Have a
go! Press and hold down the D key, now press the cursor right key
twice. The scenery will have moved, the leftmost two characters
worth will have gone and on the right, two characters worth of
scenery will have appeared. The scene display offset will also have
changed, it should now show 0014. You may also have noticed
that the cursor reference number has changed from 000 to 117.
This is because a new character is now beneath the cursor (a
yellowy piece of sandstone). Verify that this is character 117 by
‘scrolling’ the character set slice until character 117 is at the
active character location. It’s the same as the character beneath
the cursor, isn't it!!

_You can also move the scenery display by a full ‘screenful’ at a
time. This is done by pressing and holding the D key, then the TAB
key and then the cursor left or right key. Go on, try this as well.
Press and hold down the D key, now press and hold the TAB key,-
lastly press the cursor right key four times. The scenery should
now show two sections of water crossed by bridges. The scene
display offset should read 0334 and the cursor reference number
will now be 000.

Just as the character set display wrapped round, so does the
scenery display. There are some 25 and a bit screenfuls,
representing about a mile’s worth of the planet of Doom.

Cursor Movement

Before getting on to scenery creation, there’s one last thing to
cover; moving the cursor around the screen. The cursor is a
flashing orange square, that can move around in the scenery
display area. The cursor keys are used to move it about the
screen. You can use two cursor keys together to move the cursor
diagonally, if you want.

Scenery Amendment and Creation

At last we get down to the nitty-gritty. The relationship between
the active character and the cursor. is that the active character,



can be copied to the cursor position, by simply pressing the C key.
in this way, you can select characters and copy them to the
scenety, to modify the scenery, or create new scenery, to your
heart's content.

You can press the cursor keys in conjunction with the C key, to
ieave a trail of the active character behind the cursor,

This is however, more useful with the B key. Pressing the B key
will ‘blank’ out the character, in the scenery display, beneath the
cursor. Used in conjunction with the cursor keys, it is a much
quicker way to ‘deleting’ unwanted scenery, than selecting
character 000 as the active character, then pressing the C key.

Restrictions on Scenery Amendment/Creation -
You will not be able to copy character 130 to the scenery. This is
the character used to make up the Doors of Doom themselves,
and as such is only allowed to be present in the centre of the
castle, where the doors are assembled during the game.

You will not be able to ‘blank’ out, or overwrite, the .
doors themselves. Should you try to do so, the program will
replace them.

Characters 131 and upwards, are used as “animated” characters.
Each ‘animated’ character is in fact, a group of four characters.
You will only be aliowed to copy the first character of each group
of four, tc the scenery. .

The rules used by the Doors of Doom program, when it scatters
it's cups of tea, super weapon modules and pieces of door, at the
start of each game, are very precise. Each object is placed in a
biank character position, immediately above a non-blank, non-
animated character. Your scenery must allow the program to find
enough such locations {please see below).

Saving the Scenery .
When you have finished your scenery, you may save ittoa
scenery tape of your own. This is done by pressing and holding the
CTRL key, then pressing W. .

The screen will clear and the scenery will be checked to ensure
that sufficient locations exist, for object placement. If the scenery
is all right, the following message will be displayed:-

Scenery O.K. ) .

1§ there are not sufficient such tocations, you will receive the
following warning:—

Doors of Doom will not work with this scenery!!

Whether your scenery is valid, or not, you will now be presented
with a Scene File Name. Amend this to the name that you want,
then press ENTER. The program will respond with:—

Press PLAY then any key:

Ensure that your scenery tape (NOT the Doors of Doom tape) is
in the Datacorder, press PLAY then any key except ESC, CAPS
LOCK, SHIFT or CTRL.

Your scenery file will now be saved to tape. This will take
about 4 minutes. After saving, the screen will change back to the
normal display.

Ink No.0123 4567 8 91011 12131415
Value 0123 6489 18102011 24132615

The border is set to a value of 6. None of the inks flash.

QABBALAH

SCENARIO

Qabbalah is an exciting 3-dimensional arcade adventure game,
where you play the part of an aspiring acolyte, seeking Union with
the Godhead. Qabbalah is the ancient Hebrew esoteric doctrine,
showing how this Union can be achieved. Now you too can join
the seekers of truth in their quest.

The Qabbalistic system is based on the Sepher Yetzirah, or Tree
of Life. The diagram of the Tree of Life, shown opposite,
represents the whole of creation.

In the beginning, the Godhead (Kether) split into two spheres of
light (Chokmah and Binah), representing Male and Female. These
two spheres then split again forming mare spheres, and so on.

The Qabbalist believes that by traversing backwards along the
paths of the Tree of Life, it is possible to once again become one
with the Godhead. One method for doing this, known as
Pathworkin?, is where the acolyte sends out his spirit to walk the
pathways of the Tree. In Pathworking, the acolyte detrmines which
path he is on by use of objects. Each pathway has certain objects
corresponding to it.

In the game, your route atong the Tree, has been pre-ordained
by one of the Higher Beings and each path contains only
one object. This is so that you may grow to Godhead in the wisest
way possible.

Of course for everything that exists, there is an opposite; the
Tree of Life is no exception, it's opposite is called the Qlipthopth.
Walking the paths of the Qlipthopth are negative beings, or
demons. The negative tree occupies the same inter-dimensional
{ocation as the positive Tree. Coming into contact with these
negative beings will drain your psychic energy.

So remember, to attain Godhead you must travel a'f the paths,
passing through alf ten spheres on your way.

PLAYING INSTRUCTIONS

The game of Qabbalah can be played at one of three difficulty
levels. The level of play determines how fast your energy is
drained by the “nasties”, also how intelligent the Demons are.
Level 1 is not too hard and should be used at first. For more of a
challenge, try level 2. Level 3 is the hardest of all: as such your
chances of achieving enlightenment are very slim {but not
impossible)!

All objects are hidden from view, behind pieces of scenery or
within buildings. To pass through the door of a building, you first
have to collect the right key, which must then be selected for use.
You “get” an object, merely by touching it.

To prove that you are worthy, you must collect two keys and a
snorkel, before reaching the first sphere of Malkuth. These objects
will stay with you throughout your search for enlightenment. (What
does a snorkel let you do?7?7?)

To aftain the next sphere, all objects on paths leading to that
sphere, must be collected (see diagram), thus to move to Yesod
only one object is needed, to move on to Hod two further objects
are required, to progress from there to Netzach three more are
required, to move to Tiphareth three more, Geburah two more.
Chesed three, Binah two, Chokmah three and finally to reach
Kether requires a further three objects.

Once you have travelled all paths to the next sphere, collecting
all the objects on your way, you must place them on the altarin
the centre of the pyramid. Only then can you go on to the next
sphere.

You control the gameplay by means of a joystick and/or the
keyboard, the controls are as follows:—

Required Action Keyboard Joystick

Walk left Qre Left

Walk right Wor| Right

Walk away from you Aor] Up (away
from you)

Walk towards you Zor/ Down
(towards you)

Jump (in facing Spacebar Fire button

direction
Scroll the scenery

Select Object

Left/Right cursor (use keyboard)
e

YS
Up/Down cursor (use keyboard)

keys
Hold Game H (use keyboard)
Restart Game Any key Any
{when held)
Abort Game ESC and CTRL (use keyboard)
together

Good luck, seeker for truth, may the Higher Beings guide you on
your quest.

THE SEPHER YETZIRAH OR TREE OF LIFE
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SHAPE & SOUND

AMSOFT SHAPE AND SOUND EFFECT GENERATOR

SECTiON 1 INTRODUCTION AND LOADING INSTRUCTIONS
Introduction ... 1.1

SECTION 2 SHAPE GENERATOR
Option Selection...... ..o
Screen Display .
Cursor Movement.
The Shape Selectio
Setting the Colour of Pixels .
Commands ...............
Shape Generator Files

SECTION 3 SOUND EFFECT GENERATOR
General Information
Screen Display .
The 1V and V commands .
The ITand T commands ......
The Scommand ......
The P command ..
The ! command

SECTION 4 SHAPE GENERATOR
MONSTRATION PROGRAM
Instructlons ..............................
DEMO files ..
The RSXs.... .. . . .
RSXErrors..... ... .

SECTION 1 INTRODUCTION AND LOADING iNSTRUCTIONS

INTRODUCTION

Welcome to Shape & Sound. The programs in this package have
been carefully designed to enable you to produce large multi-
colour sprites and great sound effects for use in your Basic or
machine code programs. Included in the package is a Basic
demonstration program showing you the power of the Shape &
Sound system. The Shape Generator program will produce
hardcopy output of shape definitions on any EPSON or EPSON
compatible printer, such as the AMSTRAD DMP2.

SECTION 2 SHAPE GENERATOR

N.B. “ is used throughout this text to represent the CTRL key.
When you see this symbol, you must press and hold the CTRL key,
then press and release the other specified key, then release the
CTRL key.

OPTION SELECTION
When you run the program, you will be asked:-

MODE 0 OR 17
Press either O or 1 as appropriate. In mode O the program enables
you to design shapes of up to 16 pixels wide by up to 32 pixels
deep. in mode 1 you can have shapes up to 32 pixels wide by up
to 32 pixels deep. You will then be asked:-

DOES PRINTER DO AUTO LINEFEED (N)?
Either press Y, N or ENTER. Some printers will automatically do a
line feed when they receive a carriage return character. Answering
Y to this guestion indicates to the program that your printer does.
An answer of N means that your printer needs to be sent line feed
characters. Pressing ENTER here is the same as pressing N. The
Last Option isi—

DO YOU NEED CONDENSED PRINT (N)?
Yet again press Y, N or ENTER. If your printer can only print 80
normal sized characters to a line you should press Y so that the
program’s Hardcopy output will fit across the paper. Pressing
ENTER is the same as pressing N.

SCREEN DISPLAY

The screen is split up into 5 section (refer to diagram below):—

The Main Shape Definition Grid. This is a grid 16 or 32 cells
wide, depending on mode. by 32 cells deep. In it you can
move a cursor and set the pen of individual cells. You can
also, by means of control commands, do such things as
mirror, rotate, and fill. The main grid, is four times normal size.

2. The Shape Display Area. This secticn of the screen displays
the main grid in normal size. This is what your shapes will
actually look like. Any change made to the main grid, will be
reflected here.

3. The Shape Storage Area. This is where you store shapes
when you have finished working on them. It can store 4 rows
of 4 shapes each. Once a shape is stored here you are free
to work on another shape in the main grid. You can, of
course, retrieve shapes from here and put them back into the
main grid for further modification.

4, The Prompt Area. The computer will communicate with you
through this section of the screen. Whenever a command is
executed, the name of the command will be displayed at the
top of the Prompt Area. The rest of this area is used to issue
prompts, receive your responses and to display any messages,
resulting from command execution.

5. The Palette Line. This section of the screen is used to
display the pen colours available. You may. of course,
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change the inks of any pen, with the PALETTE command.

CURSOR MOVEMENT

The cursor is a flashing bar within the main shape definition grid. It
is used to mark your position within the grid. The cursor is moved
by means of the keys on the numeric key pad, in any of 8
diractions as shown in the diagram:—

8
'~ A L9
4 6
SR

2

The cursor normally moves by one grid cell at a time, however, you
can move the cursor to the edge of the grid, by pressing CTRL and
the required cursor movement key. E.G. * 7 will move the cursor in
an upwards and left direction, as far as it can go. When dealing
with the main grid cursor, you will always have to use the numeric
key pad keys, to control cursor movement

THE SHAPE SELECTION CURSOR

The shape selection is a large flashing square that is used, as it's
name suggests, to select shapes or shape storage areas, in the
storage area at the right of the screen. This cursor is controlled by
means of the ‘normal” cursor control keys. Unlike the main grid
cursor, the shape selection cursor does not stop at the edges of
the shape storage area, but will ‘wrap round’ to the next or
previous, row or column, as required. The shape selection cursor is
used by commands such as ANIMATE and STORE. When dealing
with the shape selection cursor, you will always have to use the 4
‘normal’ cursor keys to control it's movement.

SETTING THE COLOUR OF PIXELS

The colour of individual cells in the main shape definition grid, is
controlled by way of the main keyboard. in mode 0, the keys are
‘0-9" and ‘A-F’, representing the sixteen oens available in that
mode. In mode 1 you are of course limited to four different pens,
and as such only the keys ‘0-3' may be used. As you move around
the main grid, setting the colours of cells, your actions will be
reflected in the small shape display area just to the right of the
main grid. You will notice a single character displayed just above
the shape display area, this character is the pen ‘number’ of the
cell currently holding the cursor.

COMMANDS
N.B. * against a prompt, is used to indicate the last point, within a
command, at which that command can be aborted.

i@ ~ROTATE

This command allows you to rotate the grid by one gquarter turn
clockwise. When in mode 1, an exact rotation will occur, however,
in mode O pixels are not ‘square’ and as such the shape is treated
as being 16 pixels wide, by 16 double pixels deep. (An exact mode
0 half turn rotation can be achieved by a double mirror!!)

Note: 4 consecutive rotations will bring the main grid display back
to what it was originally.

1A~ ANIMATE
This command enables you to display a sequence of shapes, with
a fixed time interval between each shape display. You will first
be asked:-
*Same Shape?
You may reply with either Y or No, followed by ENTER, or ENTER
alone to abort the command. A reply of Y indicates that you wiil
use the shapes specified in a previous execution of Animate. A
reply of N means that you wish to specify a new series of shapes.
The next question isi—

What Shapes ...
Move the shape selection cursor to the first shape desired and
press T A. The computer will acknowledge your selection with a
‘beep’. Now move the cursor to each desired shape in turn,
signalling to the computer each time you wish to include the
shape for animation, by pressing TA. Continue in this way untii you
have selected all the required shapes. When you have completed
your shape selection, press ENTER. N.B. You are only allowed to
select up to 128 shapes for animation. Shouid you try to exceed
this limit the program will respond with:~

ONLY 128 ALLOWED!



After completing your shape selection, you will be asked:—

No. of Flys?
The computer is now asking you for the number of frame flybacks
to wait for, between displaying each shape in turn. Reply with a
number between 1 and 255, then press ENTER.
The computer will now start displaying your selected sequence, in
the shape display area, with the message:—

PRESS ENTER. ..
Whilst animation is in progress, you can ‘freeze’ at a particular
point by pressing and holding, the ‘F’ key. Releasing ‘F’, will allow
the computer to continue with your animation. When you have
frzlshed tooking at the animation, press ENTER as requested
above.

1B - BORDER

The border colour can be set to any of the Amstrad’s 27 colurs, by
use of this command. The computer will show you the current
setting of the Border inks and the number 1, will be shown above
the palette line. You can change the border colour by use of the
up and down cursor keys. To obtain a flashing border, press the
COPY Key, which will cause a 2 to be displayed above the palette
line. Whilst the ink indicator is displayed as 1, both border inks will
be changed by the up/down cursor keys. Whilst a 2 is displayed,
only the second border ink will be affected.

1C-COPY QUARTER

Execution of this command will cause the top left quarter of the
grid to be copied to the other three quarters of the grid. This
command is intended for use in situations where you are defining
small shapes and wish to see a block of shapes together.

1D -DISK
This command enables you to save or load shape definition files to
or from disc. You will first be asked:—
*Save or Load?
Reply with either S or L followed by ENTER, or ENTER alone to
abort the command. You will now be asked to:-

Enter File Name
Respond by typing in a legal file name and when you are ready,
press ENTER. N.B. If saving to disc, and no file name extension
has been given, the file will be saved with an extension of ‘SHG'. If
loading from disc, and no file name extension has been given, the
following file name extensions will be tried in turn:-* ", ‘BAS,
‘BIB’, ‘SHG.

Should any error(s) occur whilst saving or loading, you will be
required to press ENTER to proceed with the program.

1F -FILL RECTANGLE
This command-allows you to fill any rectangular area of the main
grid, with pixels in a pen of your choice. You will be asked:—

*Which Pen?
Respond by pressing a ‘pen key' (0-9, A-F for mode 0 or 0-3 for
mode 1), or ENTER to abort the command. The computer will now
ask you to—

Set top left ...
You now have control of the main grid cursor. Move the cursor to
the top left hand corner of the rectangle you wish to fill, then press
ENTER. The computer will next ask you:-

& Bottom right ...
Now move the cursor to the bottom right hand corner of your
rectangle. As soon as you press ENTER, the rectangle you have
specified will be filled in the pen that you have specified. Should
you, by mistake, specify a top left hand corner that is further down
or to the right than your bottom right hand corner, the computer
will return to the ‘Set top left ... prompt and you must try again.

1G - GENERATE DATA
This command enables you to store away shapes in memory {you
will not be able to actually see these shapes) or to write these
stored shapes to disk as a data file suitable for use in your Basic
programs. You are allowed to store 64 shapes maximum. You will
see the prompt:—

Store of Write data?
Respond by pressing S or W followed by ENTER, or Enter alone to
abort the command.

Storing
If you pressed ‘S, you will now see the following:—

*STORE AS DATA

77 stored (64 MAX)

What Shape(s) ...
The ?? in the text is the number of shapes already stored. Move
the shape selection cursor to the desired shape(s) in turn. A shape
will be added to those stored aiready, when you press 1 G, and the
?? above will be changed accordingly. When you have finished
storing shapes, press ENTER.
N.B. If you attempt to store more than 64 shapes, the fcilowing
message wilt be displayed:—

maximum of 64 data

shapes are already

stored!!
and you must press ENTER for the computer to proceed.
Writing
If you chose to ‘write’, you will now see:—

WRITE AS DATA

Disc or Tape?
Displayed. Reply with D or T followed by ENTER, or Enter alone to
abort the command.

You will now be asked to-

Enter File Name

You must now type in a valid file name, followed when you are
ready to write, by ENTER. N.B. If writing to disk, and no file name
extension is given, then the file will be saved with a file name
extension of DAT.

Should any errors occur during writing, you will be required to
press ENTER to proceed with the program.

After you data file has been written to disc or tape, the computer
will display the following:—

HIMPORTANT!

FILE LENGTH &hhhh
The characters ‘hhhh’ in the text, give the length (in hexidecimal)
of the data file just written. This number is very important, it is the
amount by which you will have to reduce HIMEM, in order to use
the shapes in your Basic program.

yH -HARDCOPY

This command produces a printout of the shape in the main grid.
You need not print the whole grid. but can select a rectangle for
printing. You will first be asked to:--

Set top left ...

Using the numeric keypad keys, move the cursor to the cell that
you want to be the top left hand corner of your rectangle, then
press ENTER. You will now see:-

& bottom right ...
displayed. Move the cursor to the cell you want to be the bottom
right hand corner of your rectangle, then press ENTER. Should
you, by mistake, have specified a top left hand corner that is lower
or further to the right than the bottom right hand corner chosen,
the computer will return to the ‘Set top left’ prompt, and you must
try again.

The computer will now print out information in three sections:-
(Please refer aiso to notes at the end of this section.)

The first two lines of printout will consist of pairs of numbers,
one above the other, showing the coiour vaiues of the border and
the pens, as defined on the palette line at the bottom of the
screen.

Next wili be printed a line of information for each row of your
rectangle. Each line will take the following form:- First will be a
series of characters corresponding to the pen of each cell across
your rectangle, these will be followed by the values in hexidecimal
& decimal of the screen memory bytes representing these cells.

The 3rd section of your printout wilt be a ‘screen dump’ of your
rectangle, in dual-density bit image graphics mode. In this section,
the blackness of each pixel, represents the actual grey-scale value
used for the ink of that pixel. Only the first ink for a pen is taken
into account, so a pen defined as flashing between red and green
for example, will be treated as red only.

N.B. Hardcopy works in units of screen bytes rather than pixels.
The effect of this is that, even though you select your rectangle on
a pixel basis, the printout will be in terms of screen bytes. The left
hand edge of your rectangle will be adjusted (if necessary) to the
ieft-most pixel of a screen byte, The right hand edge will (if
necessary) be adjusted to the right-most pixel of a byte. Printouts
in mode O will always contain pairs of pixels, and mode 1 printouts,
will always be multiples of 4 pixels wide. Basically speaking, your
printout may be wider than the rectangle you originally specified!!
*You can abort a printout at any time after rectangle selection, by
pressing and holding down, the ESC key until the Hardcopy
prompts are cleared from the screen. While the ESC key is held
down, characters that are being sent for printing, do not in fact
reach the printer. This means that if you do not hold down the ESC
key for long enough, the characters that were not sent to the
printer may have included printer control codes, and as a result of
this the printout may be total nonsense.

yi-SPEED INK
This command is exactly the same as its Basic counterpart. It
allows you to specify the amount of time, in 1/60ths of & second,
for which each of a pen’s two inks are displayed. You will be asked
the following question.—

Values?
You should respond by typing in either a number between 0 and
255, or two such numbers separated by a comma, then press
ENTER. (0 is interpreted as 2586). if only one number is given, it is
used for both values.

4yM - MIRROR
Using this command you can mirror the main grid about either a
horizontal or vertical axis. You will be prompted with:-

*Which way?
You can now press any of the 4 normal cursor control keys.
Pressing either up or down will mirror the grid about a horizontal
axis (the top will become the bottom and vice versa). Pressing left
or right witl mirror about a vertical axis (the left will become the
right and vice versa).
N.B. Reference was made in the explanation of Rotate to a double
mirror technique used for a mode O half turn rotate. This is
achieved by first executing a vertical mirror (cursor up or cursor
down), then a horizontal mirror (cursor left or cursor right). it



doesn’t actually matter which mirror is done first, so long as one
vertical and one horizontal are done.

10-OVERPLAY
This command lets you select a stored shape and bring it back
into the main grid, overlaying what is already there. Pixels in the
stored shape that are NOT pen 0, are copied to the main grid.
Where pixels in the selected shape ARE pen 0, the corresponding
maLn grid pixels will remain unchanged. You will be prompted
with:-

*Select Shape ...
Use the ‘normal’ cursor keys to move the shape selection cursor.
When it is over the desired shape, press 10 and the main grid will
be overlayed by the selected shape. To abort this command,
merely press ENTER.

1P~-PALETTE

The ink(s) associated with the 16 mode 0, or 4 mode 1 pens can
be changed with this command. You will see the following in the
prompt area:-

*Pen Ois i1 i2.

Where i1 and i2 are the two ink numbers associated with pen 0.
You will also see a 1 immediately above the 0 in the palette line.
You can now. by using the ‘normal’ cursor keys change the ink(s)
of pen 0.

Pressing the up cursor key will increase the ink number,
pressing down will decrease it. The ink numbers ‘wrap round’ after
26. As you increase or decrease the ink numbers, the values
displayed for i1 and i2 above will reflect the new values, as will all
pixels on screen of that pen.

If you press the COPY key, the 1 above the palette line will
change to a 2. Pressing the up or down keys will now only affect
the 2nd ink associated with the pen; only the i2 value will change -
this is how you set a flashing ink. Pressing the COPY Key will
alternate between 1 - changing both inks and 2 - changing the
2nd ink only.

The left and right cursor keys are used to move from one pen to
the next. When you reach the end of the palette line, the ink
indicator number will ‘wrap round’ to the other end of the line.

When you have finished changing inks, press ENTER to
continue.

N.B. Do not change Pen F {mode 0} or Pen 3 (mode 1) to the same
ink values as Pen 0. This will have the somewhat undesirable
effect, of making all the prompts and messages etc. disappear!!

'R-RETRIEVE
Pressing 1R lets you select a shape in the shape storage area and
copy it to the main grid. This action loses what was in the main
grid. You wilf be prompted with:-

*Select Shape ...
Move the shape selection cursor to the desired shape, then press
1R. The selected shape will now be copied into the main grid
completely erasing what was there before. You can obort this
command by pressing ENTER.

18- STORE

This command is the opposite of 1R. It allows you to store a copy

of the main grid in the shape storage area. The prompt is:—
*Select Location ...

Move the shape selection cursor to the desired location and press

18. The main grid will be copied to the selected location,

destroying anything that was previously there. This command ¢an

be aborted by pressing ENTER.

TU-UNDERPLAY
This command is similar to Overlay, except, the selected shape is
put under the existing main grid shape, not over it. You are
prompted with:—

*Select Shape ...
Move the shape selection cursor to the desired iocation, then
press TU. The main grid is scanned and where pixels ARE pen 0,
the corresponding selected shape pixel is copied to the main grid.
Pixels in the main grid that are NOT pen O, remain unchanged. To
abort this command, press ENTER.

IX-CHANGE PIXELS
This command enables you to change all pixels in a chosen pen,
to a different pen. The fellowing will be displayed:—

in pen
Respond by pressing the pen key of the pixels that you wish to
change, the computer will now display:-

in pen? to pen
where?, is the pen key you just pressed. Now press the pen key
that you want to change the pixels to. This command cannot be,
aborted, however, if you press the same pen both times, nothing in
the grid wilt change.

SHIFT/CURSOR - PIXEL SHIFT

This command will shift the main grid either up, down, left or right.
Press and hold the SHIFT key, then press and release one of the
normal cursor keys, finally release the SHIFT key. The direction in
which the grid pixels are shifted is determined by which cursor key
is pressed. Any pixels at the edge of the grid in the direction of
shift, will be ‘wrapped round’ to the other side of the grid. This
command cannot be aborted.

SHAPE GENERATOR FILES

The Shape Generator program produces 2 different types of files.
It is important that you do not confuse these two different file
types:—

The Shape File

The 1D command produces a fixed length file, containing palette
and shape data, suitable for loading back into the Shape
Generator, by means of the load option of the 1D command.
NOTE: You must not try to load a shape file produced in mode O
when running the Shape Generator in mode 1, or Vice Versa.

The Data File
The 1G write option produces a totally different format file, this
type of file does not contain palette information, has a section of
machine code program appended to the end of it, is not of fixed
length and must not be loaded be means of the ioad option of the
1D command.

A File Description follows, for use by machine code programmers:—

File Type - Binary
File Length - As reported by the write option of the 1G command.
File Layout:—
File Offset Description
0-1 Offset to m/c
Entry Point
2-257 Sprite 1
screen data
2-9 Row O data
10-17 Row 1 data
250-257 Row 31 data
258-513 Sprite 2

screen data

(n=1)*256+2  —(n-1)*256+257

Spll'i't'e n
screen data
n*256+2-E.O.F. RSX/M/C

SECTION 3 SOUND EFFECT GENERATOR

GENERAL INFORMATION

This program is designed to help you understand the various
complex interactions of the ENV, ENT and SOUND commands.
With the aid of this program’s graphical displays, you will be able
to see the exact effects of the many parameters of these three
commands in great detail. You are first referred to the relevant
sections of your Amsirad User Manual for an explanation of the
commands.

The only aspects of the three commands not covered by this
program are as follows:—

1. Multi channel sound,
2. Rendezvous,
3. Hold.

Although supported by the program, the foliowing are not taken
into account when drawing the graphica! display, due to their
extreme complexity:—

1. Hardware sound enveloping,
2. Noise.

SCREEN DISPLAY

The screen is divided into 5 sections:~

1. ENV section. At the top left hand side of the screen, you will
see details of the Amplitude Envelope that you have
specified.

2. ENT section. This section of the screen, immediately below
the ENV section, shows details of your Tone Envelope
Command.

3. The graphs of Volume and Tone Period, resulting from your
ENV, ENT and SOUND commands, are displayed here.

4. SOUND section. Near the bottom of the screen, is the
SOUND command you are executing.

5. Prompt line. This line, at the bottom of the screen, is used to
display prompts and for you to respond to question.

Throughout the program, the values contained within the
brackets of a prompt, give the range of legal responses to that

prompt. Two other responses can be made:- you can press teh ‘X’

key foliowed by ENTER, or type nothing and just press ENTER. An

X’ response indicates that you do not wish to provide any more

parameters for the command, whereas an ENTER response

means that you do not want to change the value of that parameter.

The colours used on screen have significance; anything relating
to the ENV command is displayed in red, things relating to ENT are
displayed in green, SOUND information is displayed in yellow.

THE 1V AND VCOMMANDS
These commands enable you to change the ENV command
parameters.
1V command.
The 1V command asks one question, before carrying on as if you
had just pressed V. That question is:—

How many sections (1 to 5)?



Key in the number of ENV sections required. The modified ENV
command wili be displayed and the computer will proceed with:~
V command guestions.

The V command is used to change the parameters of the ENV
command. The first question presented to you is—

Which section {(1tox) ?

The x represents the number of sections you specified with a
previous 1V command (this value is 5, before you do a I\
command). Key in the number of the section you want to change,
then press ENTER.

The relevant section of the ENV command will be highlighted by
being shown in yellow. You will be asked:-

Steps/Hardware (0 to 127/=0t> = 15)?

Respond with either a number of steps, or, a hardware envelope
number. If you respond with a number of steps, you will be asked
the following two questions:—

Step size (-128to 127)7

Pause time {0 to 255)?

Reply, as appropriate, to these. If however, you replied to the
Steps/Hardware question with a hardware envelope, you will be
asked the following question instead:—

Envelope Period (O to 65535)7
Enter the required period. You have now completed the entry/
modification of a section of the ENV command, and the program
wiil again ask you which section you want to modify. Continue as
outlined above, until the ENV command display, is as you want it.
As explained at the beginning of this section, you can exit froma
command, at any time, by keying ‘X'.

When you exit from the 1V or V commands, the graphs of volume
and tone period, will be recalculated and redrawn. This may, if you
have very complicated ENV and ENT commands, take a little time.
The whole of the vertical height of the graph, is used to represent
the volume range of the computer, from O to 15. Displayed in red,
just below the horizontal axis of the graph, is the duration, in
seconds, of your volume envelope. The full width of the graph,
represents the total time duration of the noise effect produced by
your ENV, ENT and SOUND commands. The red line on the graph,
shows how the volume of the noise varies during this time. N.B. If
you have used a hardware envelope in your ENV command, the
effect of this will not be shown on the graph.

The I Tand T COMMANDS

These commands allow you, in similar fashion to the 1V and V
commands, to specify the parameters for your ENT command.

1T command

When you execute this command, you will be asked two questions,
before the program continues as if you had issueda T command.
The first of these gquestions is:—

Repeating Tone Envelope (Y or N)?

Reply as required, the ENT command display will reflect your
answer. You will then be asked:-

How many sections (1 to 5)?

Respond with the number of sections required for your ENT
command. The ENT command display will be updated, and the
computer will carry on with:i- T command quéstions.

The first of these questions is:—

Which section (1 to x)?
where the x in the prompt is the number of sections that you gave
as a reply to the 1T guestion previously (or 5 if you have not
executed a | T command). Reply with the number of the section
you want to change. The relevant section will be highlighted in the
ENT display in yellow. You will now be asked:—

Steps/Périod (0 to 239/=0 to =4095)?

Respond with either a number of steps, or a tone period setting,
for the section.

If you respond with a number of steps, you will be asked the
following two questions:—

Step size (-128t0 127)?

Pause time (0 to 255)?

Type in and enter the appropriate replies. If on the other hand,
your reply was in the form of a tone period setting, you will only be
asked the pause time gquestion. You have now completed data
entry/modification, for one section of the ENT command, and the
computer will ask you again which section to modify. Just as you
did with the ENV command, continue as outlined above. You exit
from the command by replying with X’ to a prompt.

As before, when you exif from the command, the screen display
will be updated to reflect your new ENT command. The numbers in
green at the side of the vertical axis of the graph, show the
maximum and minimum tone period values produced by the
combination of ENV, ENT and SOUND commands. The green
number below the centre of the horizontal axis, shows the duration
in seconds, of your tone envelope. The graph of tone period vs.
time, is in fact upside down; the graph is drawn in this way as it is
easier to visualise the resultant sound in terms of pitch, rather
than tone period. Tone period is inversely proportional to pitch, so
the lower the tone period, the higher the pitch, and the higher the
tone period, the lower the pitch. The graph represents the
variation in tone period across the time taken for the whole noise
effect to play through.

THE S COMMAND

The SOUND command of your Amstrad, has seven parameters.
Using the S key, you can control all aspects of its operation. The

tirst prompt isi—

Status (1 or 129)?
Reply as appropriate. You will next seei—

Period (0 to 4095)?
Enter your initial tone period. Next you will be asked:—

Duration (-32768 to 32767)?
Be warned that if you are using a volume envelope, and reply with
alarge negative value to this prompt, the volume trace on the
graph will take quite some time to calculate and draw; the
resulting graph may be so complicated that, in practical terms, it
loses all sense of meaning. After setting the sound duration you
will be asked:—

Volume (0 to 15)?
Reply by entering your initial volume setting. Next comes:—

Volume Envelope (0 or 1)?
Key in O if you want {o try the sound without a volume envelope,
or 1 if you want the volume envelope used. This question is
followed by:—

Tone Envelope {0 or 1)?
Reply in the same way as you did for the volume envelope. The
last guestion asked by this command is:-

Noise Period (0 to 31)7
You can now specify the noise element of your sound. Basically
speaking, the inclusion of noise in your sound, adds random white
noise elements to the tones produced. Because of its randomness,
the effects of noise on the tone trace of the graph, are not shown.

Just as you could with the V and T commands, pressing ENTER
alone in response to a prompt, will leave the value of that
parameter unchanged. You can also reply with ‘X’ to terminate
data entry/modification. When you have finished with the S
command, the screen dispiay will be updated and the duration in
seconds, of the sound will be displayed to the right of the ENV and
ENT durations.

THE P COMMANDS

This command enables you to hear the noise effect you have
created. Merely press the P key, and you will hear the resutt of
your labours. Whilst the sound is playing, a yellow line will be
drawn across the top of the ENV and ENT graphs. This line follows
the sound as it plays, enabling you to see clearly, what tone and
volume settings are in effect at any point in time. If you have
specified a sound status of 129, you will be able to press the P key
again, before the sound has finished, to restart the sound from the
beginning. Pressing any of the other command keys will flush the
sound, taking you into the relevant command.

The ! COMMAND

This command will return you to Basic. The purpose of this
command is that you can ‘break out’ of the program to perform
calculations etc., then return to where you were by entering CONT.
N.B. If you try to RUN the program after using the ! command, any
changes you have made to the ENV, ENT and SOUND commands,
will be lost. Should you try to modify the program you will not be
able to CONTinue. You must not use any of the program’s
variables whilst in Basic; if you need to set variables, try using
such variable names asi— XXX, ZZZ, ABC, XYZ and the like. You are
free 1o issue ENV, ENT and SOUND commands when in Basic, the
program reestablishes these when you CONTinue.

SECTION 4 SHAPE GENERATOR
DEMONSTRATION PROGRAM

INSTRUCTIONS
This demonstration program has been written to show you what
sort of things can be done, using the Shape & Sound package.

You have control of a crossbow, that can be moved left and right,
across the bottom of the screen by means of the feft and right
cursor keys.

In the crossbow is a crossbow bolt. You can fire this boit by
pressing the space bar. The crossbow will re-cock itself when the
bolt either hits a target, or, when it travels off the screen.

From time to time various different types of target will move
across the screen. Your job is to try to hit them. The smaller the
target and the faster it is moving, the more points you score for
hitting it.

When the game is finished, the screen will clear and the
program will be listed. A careful study of the listing will help you
understand the method involved, in using each of the RSX
commands supplied.

Happy Huntingt!

DEMO FILES
One of the first things the program does, is to lower HIMEM
sufficiently to fit the data file into the memory. This is the purpose
of the message given to you at the end of the 1G command in the
Shape Generator program, the length of the demonstration
program’s data file, is & 15D3 bytes.

To work out the correct value for a MEMORY command, do the
following:-
1. Switch the computer off, then on again,
2. Key ini- PRINT HIMEM-&hhhh (where &hhhh is the

hexidecimal number reported by 1 G).

3. The value printed, let's call it mmmmm, is what you use ina



MEMORY statement, before loading a data file.
To load a data file,
MEMORY mmmmm
y ini— LOAD “filename”, mmmmm+1 (where “fiiename” is
the name of your data file & ‘mmmmm’ is the value worked
out above).
To activate the RSXs,
8, Key ini= CALL mmmmm+1+PEEK (mmmmm-+1)}+256*PEEK
(mmmmm-+2)
This CALL serves two purposes, first it relocates the machine
code section contained in the data file, second it activates
the sprite system RSXs.
To check what you have done,
Key in'- SPROFF.(Y
If the computer responds with:— Bad Command, then
something has gone wrong and you will have to start again
from point 1 above. Otherwise the RSXs are correctly
installed and the data is ready for use.
Last, but by no means, least,
8. Load (or write) your Basic program!!
N.B. You can, of course, include the above in your program. The
Demonstratlon program does just this. You are advised to use the
techniques shown by the demonstration program.
The demonstration program’s data file was created using
two shape flles These files are named DEMO 1.8HG and
DEMO2. S
The data file was created by first loading in the DEMO1 shape
file with a 1D command, then storing all the shapes using the G
command, the DEMO2 shape file was then loaded with a iD
command, then the shapes from the DEMO2 file were stored
using the 1G command. Finally, the write option of the 1G
command was used to create the DEMODAT.DAT data file.

THE RSXs
The machine code contained in your data file, contains the code of
3 RSXs. These are- SPRSIZE, SPRITE AND SPROFF.

SPRSIZE
Even though you defined your sprite shapes in a grid that was 8
bytes wide by 32 pixels deep, you do not have to use the full width
and depth when you display a sprite. The SPRSIZE RSX, sets the
size that you wish for later execution of the SPRITE and SPROFF
RSXs. E.G.—

SPRSIZE, 5,19
will set the RSXs such that any subsequent use of SPRSIZE and
SPROFF will deal with sprites 5 screen bytes wide, by 19 pixel
lines deep.

The format required for this RSX is:—

SPRSIZE, width, depth
where ‘width’ is the width in bytes of sprites, and ‘depth’ is the
depth of sprites in pixel lines. The * * character is a shifted '@’
character — next to ‘P’ on the keyboard. The 2 commas are
compulsory. The range of legal values for ‘width’ is from 1 to 8,
‘depth’ must be in the range 1 to 32.

SPRITE
This is the command that activates a sprite. With this RSX, you
control the position and shape, of the sprites on screen. E.G.:-

SPRITE,3,100,200,12
The sprite command does two things, first if the sprite is already
displayed on the screen, the SPRITE command turns it off: second
the sprite is drawn at the position specified in the command, with
the shape specified. The above example command would place, or
move, the 4th sprite, to a position of 100,200, the sprite would be
displayed using the 13th shape stored in the data file.

The format required by this RSX is:—
SPRITE,numberxy,shape

where:= number is the sprite number in the range O to 15, or, 128
to 143. By adding 128 to your sprite number, you can
have your sprite drawn at frame flyback time. This will
help to stop your sprites from flickering.

x is the graphics x coord. of the top left corner of the
sprite,
y is the graphics y coord. of the top left corner of the
sprite,
shape is the shape number to be used.

SPROFF

The RSXs give you control of up to 16 sprites at a time. This
command will remove a sprite from the screen. Be sure that the
RSXs are working with the correct sprite size, before using
SPROFF. To turn a sprite off, you could, for example key in:—
SPROFF,7
The format required by this RSX is:—
SPROFF,number
where ‘number’ is a value between 0 and 15, specifying which
sprite to turn off. Initially, all sprites are off; turning off a sprite that
is not ‘on’ has no effect whatsoever.

POINTS TO REMEMBER ABOUT THE RSXs
Sprite number is in the range 0 to 15, NOT 1 to 16. In the
case of the SPRITE command only, you can refer to sprites
using 128 to 143.

2. Sprite shapes start at 0, NOT 1. They are all 8 bytes wide by
32 pixel lines deep. The SPRSIZE command determines how
much of this data is to be used.

3. Sprite coordinates are expressed in terms of normatl

graphics coordinates; 0,0 is the bottom ieft hand corner of
the screen.

4. You must have the correct sprite size set, when you use
SPROFF or SPRITE. !f you don't, corruption of your screen
will oceur.

5. You MUST turn all active sprites off, before clearing the
screen. If you don't, screen corruption will occur.

6. You must not, PRINT, DRAW, PLOT Etc. over a sprite,
UNLESS this is done in XOR mode. (Sprites are drawn by the
RSXs in XOR mode.)

RSX ERRORS
The following will cause a SYNTAX error—

Missing out the * ' preceding the command name, misspelling
the command name, missing out the comma between the
command name and the parameters, missing out the commal(s)
between parameters.

The foilowing will cause a Bad Command message to be
displayed:-

Incorrect no. of parameters, incorrect parameter value.

Errors resulting from the incorrect use of the RSX commands,
are not reported as such. It is up to your skill as a programmer, to
deal with these.

With a little imagination and skill, the programs in the Shape &
Sound package will help you produce great games. We would
however, remind you that the code contained In the programs, is
copyrlghted You are completely free to use the programs in this
package for you own pleasure, but should you wish to use the
RSXs in a commercial program, you will first need the written
permission of either AMSTRAD or GEM SOFTWARE.



ROLAND IN TIME

SCENARIO

Poor Roland has been stranded on Earth by the evil Maestro. The
crystals that power the special drive of his brand new Anti-Matter
Space-Time Run-A-Round, have been scattered through Earth’s
past and future.

Your task is to guide Roland through Earth’s ages, searching
for the crystals so that he can return home to confront his
arch enemy.

As you move from scene to scene, you must beware of the many
creatures and objects out to destroy you. it will take all your skill
and nerve, to search the 53 scenes in which the crystals
are hidden.

You are lucky enough to have regeneration tanks in your craft,
but these can only be used 9 times.

Good luck!! May the Lords of Time help you in your task!!

CONTROLS

Action - Keyboard Joystick-1
Left -Qor@ Left
Right -Wor[ Right
Jump — Spacebar Fire
Music On/Off -Large Enter

Hold -

Restart —Any key

Abort Game - Copy Key

TUBARUBA

SCENARIO

At school you have an infamous reputation for truanting, never
doing homework, getting into fights, and sticking gum in all sorts of
strange places. For some curious reason, you have acquired the
nickname, Tubaruba, and whenever the teachers come across the
slightest bit of trouble, you can bet that Tubaruba will be behind it.

Up untit now, you have been quite lucky in avoiding the
teachers, but getting caught smashing a window by the
headmaster means trouble!

The headmaster has given you an option: either you collect £50
to cover the cost of repairing the window, or you will be expeiled.
He also says that your end of term grade will now be based on the
amount of money you do collect, and then feeling very confident
with himself, the headmaster bets you his Ferrari sports car that
you will not coflect all the money in time!

Features
The game contains many varied creatures, and focations. It has
continuous music, and speech with the SSA1.

There is a special Hi-score table with bouncing sprites, and the
graphics and explosions are quite realistic.

Score
The amount collected in pounds/pence, plus a grade from A to E.

Energy
The game commences with a full supply of energy (40 units), and
when this runs out, you die and the funeral march is played.
Note: When energy is low, the music will change to warn you.
Use the energy line to judge our current status:
GREEN + Okay YELLOW + Be careful RED + Danger
Energy is affected in the following ways:

Hit a moving creature or golden ball —lose 4 units
Kill a moving creature —gain 2 units
Fire a super elastic piece of gum —jose 1 unit
Get food, drink or money —gain 1 unit
Touch deadly objects - lose 1 unit
Jump out a window —lose 3 units
Collect a red hammer - energy
replenished
Drive an electric car —energy

replenished

THE PRIZE

SCENARIO )
You are in charge of spaceship Almazoon fully armed with laser
pulse torpedoes. Your mission, to discover the mystery of the
maze. Many people have tried, many people have failed. Some
perish on the first level, their debris scattered throughout all
eternity, whilst others fail on the very threshold of the chamber of
Midas where the secret is held. .

Guardians are strewn throughout the maze and fall into four
categories:
Mutants .
These are Guardians that shoot at will and have no regard for self
preservation. These can be killed and advance your score by 100
points. You can also destroy them on contact, but there is the
danger of one of the mutants firing at you.

Crushers .

Avoid them at all costs. Passing through a passage occupied by
these crushers entails careful planning and lightning reflexes, so
beware, you have been warned!

Death Drones

These are designed to make passage through tight corridors very
difficult indeed. Experimentation will show you the best course

of action.

Messengers

The messengers of the maze rush about in certain locations,
relaying information to the Mutants as to your whereabouts and
progress through the maze.

PLAYING INSTRUCTIONS

On each level of the maze there are energy bases. These give you
the required energy to become immune to the effects of the
Guardians, a very useful feature. Once activated, a random time
immunity factor is given to your craft. The ship aiso activates it's
forcefield so there is no mistaking it's current condition. in this
period you can either destroy mutants or search for code pods
that aids your passage to the next level. To progress to the next
ievel you must collect these code pods in numerical order, code B
is the transporter base.

On screen at all times, there is a text window that displays your
current condition. One of these features includes the amount of
laser pulse torpedoes you have. If stocks are low then you may
re-arm at a Power Plant situated somewhere on each level. The
Plant will allow you to take as many as 75 on board at any one time.

On level four you are confronted with a special screen, and
hence you have discovered the secret of the maze.

CONTROLS
You can either use the Cursor keys for eight directional movement
and the TAB key to fire. Joystick option is also available.



CREDITS

DOORS OF DOOM

© Gem Software Ltd
Licensed by Amstrad pic

QABBALAH

© Gem Software Ltd
Licensed by Amstrad plc

ROLAND IN TIME

© Gem Software Ltd
Licensed by Amstrad plc

SHAPE & SOUND

© Gem Software Ltd
Licensed by Amstrad plc

TUBARUBA
© Advanced Software Ltd

THE PRIZE
© Amstrad plc



	Page 01
	Page 02
	Page 03
	Page 04
	Page 05
	Page 06
	Page 07
	Page 08
	Page 09
	Page 10
	Page 11

