Titans have imprisoned Neptina, Neptune’s daughter| They’'ve
shattered his magical Trident and scattered its pieces far and wide.
Without his Trident, Neptune is powerless.

Proteus, a member of Neptune’s Court, longs to free the lovely
mermaid. He sets out to find the missing pieces of the Trident.
He roams land and sea, changing from a dolphin to a seagull and
back again in order to deceive the mermaid’s captors. Deadly
trials confront Proteus — octopuses, tangled beds of kelp,
screaming flocks of black birds, even erupting volcanoes]

But he fights on valiantly |




OBJECTIVES

Locate the three missing pieces of Neptune’s Trident and free
Neptune’s daughter 7 times from her prison at the bottom

of the sea.
Switch forms from dolphin to seagull to search the sea and sky

for the three pieces of the Trident.
+ Learn to make magical stars appear in the sky and starfish
appear in the sea. They are your key to finding the

Trident pieces!
» Once you have the Trident, swim to the bottom of the sea and

free the mermaid !
Hurry! Time is ticking down!

GETTING STARTED

Insert cartridge and turn power on.
To begin action: Flip Game Reset Lever.
Time begins ticking down when the

dolphin dives underwater.




DIVING DOLPHIN

You begin every game as a dolphin.
+ To swim, press and hold the red button. Release the button to

stop swimming.
+ Use the joystick to control the direction the dolphin swims.
As you swim, avoid octopuses and strings of seaweed. You lose
valuable points if you touch them.

SEAWEED
DOLPHIN
SEA HORSE
| OCTOPUS
TIMEISCORE
LEVEL
BIRD SYMBOL
FISH SYMBOL TRIDENT

Touch all the SEA HORSES you can.
4 You earn points for every sea horse you touch.
«'1 1+ A starfish may appear if you manage to touch all the sea
©  horses in one section before leaving that section.
- You can acquire a piece or pieces of the Trident by touching
starﬁsh ‘g}t Tndent parts will appear at the bottom of
el h the rig'lt number of sea horses and a bird symbol
E.f‘} “appear;at the, bottom of 'your screen. With it you can turn
= Shinto a mgull' when you surface:
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WINGIN IT

When the dolphin leaps out of the water, you'll become the
seagull, provided you have the bird symbol.

To fly, press the red button once for each flap of your wings.

+ The more often you press, the higher and faster you'll fly.
+ To glide, stop pressing the button.

+ Use the joystick to direct the seagull.

Fly off the screen to the right or left, as well as up into the

clouds. Each time you free Neptina, you can fly farther and
higher than before|

BLACK BIRD
PINK CLOUD

SEAGULL

E—



Touch pink CLOUDS.
+ You earn points for every pink cloud you touch.
* A star may appear if you manage to touch all the clouds in
one section of the sky before leaving that section.
* Remember: stars are your key to finding pieces of the
Trident|
+ You have a limited number of chances to touch pink clouds
before they turn grey.
* Grey clouds can aiso lead to lucky stars, but touching grey
clouds costs you points!
Touch the right number of clouds and a fish symbol appears
at the bottom of the screen. With it you can change back into
a dolphin.
Avoid running into black birds. Collisions subtract points from
your score!

FLYING THE HORIZON

After changing into a seagull, while the dolphin appears on the

screen, you can only fly to the left or right.

Once the dolphin is out of view, you can fly higher.

Similarly, when a volcano appears on screen, you can only fly to

the left or right, not up. Once the volcano is out of view, you can

fly higher.

+ Eerie volcanoes cover the landscape. You cannot pass the first
volcano until you succeed in freeing Neptina for the first time.
After that, you can reach more distant volcanoes each time you

free the mermaid.
'Each time.you free the mermaid, the gods extend the territory

ymu tan_cover by adding one section each of sky, land, and sea
i every direction.

"‘ AWith “more territory 'to cover, €ach level becomes more
h@lfﬁcultl Findingyatlucky star.on- higher levels will take a lot of
‘f"gdl'l and danngl Good uck!
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SCORING

The Level number appears at the bottom left of the screen.
All games begin at Level 1.
If you free Neptina, the points you earned on that Level are
stored in a point bank.
Whenever you free Neptina, you automatically advance to the
next Level {2, 3 etc.). Your score for the new Level returns to 50.
When you free Neptina, the points you earn on that Level are
added to the point bank with the total number of points earned
on all previous Levels.
The points you earn are multiplied by the Level number you are
on. Example: Earn 50 points on Level 2 and 100 points are stored
in the point bank {50 x 2 = 100).
For a high scors,
+ Run into all the sea horses and pink clouds you can.
They're worth points.
+ Avoid obstacles — black birds, grey clouds, octopuses, seaweed
and volcanoes. They cost you points!
Time freezes when the dolphin and the seagull appear on screen
together. Otherwise you lose precious points as the seconds
tick away.
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SURVIVING LEVEL ONEI

Here's how to fin and fly through Level 1. After that you're on
your own!

As the dolphin swims down, octopuses and two sea horses appear.
Touch both sea horses. Then touch the starfish that appears. A piece
of the Trident now shows at the bottom of the screen. Note: You
must reach both sea horses and the starfish without leaving that
section of the sea. If you don’t, return to the surface and try again.

Next dive through lines of seaweed. More sea horses appear.
Touch one and a bird symbol shows at the bottom of your screen.
Return to the surface now, or try to reach other sea horses for
additional points.

Jump out of the water when you reach the surface. Fly to the left
or right. Land appears. Flap your wings hard and fly up. Touch
two pink clouds in that section of sky and a star appears. Touch it.
You'll have another piece of the Trident. Return to the doiphin. Fly
until you reach land on the other side. Repeat the game of tag with
pink clouds. Touch one pink cloud and acquire a fish symbol; touch
the other and a star appears. Touch the star and the third piece of
the Trident is yours. Return to the dolphin, change forms and dive
for the bottom. When you arrive, the mermaid’s prison will dissolve.
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IMAGIC
VIDEO GAME CARTRIDGE
TWO YEAR LIMITED WARRANTY

imagic warrants to the original consumer purchaser of this Imagic video game cartridge
that it will be free from defects in materials and workmanship for TWO YEARS from the date
of purchase. If this cartridge is discovered to be defective within the warranty period, Imagic,
at its option, will either repair or replace this cartridge free of charge, upon receipt of the
carntridge, postage prepaid, with proof of date of purchase, at the following location:

IMAGIC
Consumer Affairs
981 University Avenue
Los Gatos, CA 95030

This warranty is limited to electronic and mechanical parts contained within the cartridge.
It is not applicable to normal wear and tear and is not applicable and shall be void If the
defect has arisen through, or the cartridge shows signs of, misuse, excessive wear,
madifications, or tampering.

THIS WARRANTY IS IN LIEU OF ALL OTHER EXPRESS WARRANTIES OR REPRESENTATIONS.
ANY APPLICABLE IMPLIED WARRANTIES, INCLUDING WARRANTIES OF MERCHAN-
TABILITY AND FITNESS, ARE LIMITED TO A PERIOD OF TWO YEARS FROM THE DATE OF
PURCHASE. IMAGIC IS NOT LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL

DAMAGES RESULTING FROM BREACH OF ANY EXPRESS OR IMPLIED WARRANTIES ON THIS
CARTRIDGE.

Some states do not allow limitations on how long an implied warranty lasts or the
exclusion or limitation of incidental or consequential damages, so the [imitations or

exclusions set forth above may not apply to you. This warranty gives you specific legal rights,
and you may also have other rights which vary from state to state.

IMAGIC
Consumer Affairs
Kathleen Boothe
P.O. Box 31001

Los Gatos, CA 95031
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