HOUSE OF USHER

Having travelled many long and wearying hours
through a gaim_ forbedding landscape. you finally
a1 rve a1 1he legendary House of Usher  ancestral
home for generations of deranged madmen,
whose warped lnd twisted minds have devised
many & 1o tof ment
and frusirate the umunp-mmg wisitor Dare you
enter?  lron-nerve.  lotal  concentration  and
‘manual dexterdty sre necessary sl you ever hope
10 leave

On ) the house you ! fin 8 vast
reception hail (Room One) wiich QIVes aCcCess 10
alurther nine rooms Behind each closed door an
acton packed uud! adveniure awais you The
the varous
obstacies nm chlll.non et vou s diftterant in
each case H
factor Yout 1ask must be w:r.nwlullv completed
o you wish fo leave ahve

There are two rooms (X and Y1 winch cannot be
entered unti all others have been successtully
negotated

Loading - Press CTRL key and small ENTER
Press PLAY and then any key
CONTROLS: Jovstck only

P.?.nﬁul‘ ;‘I. :.maln“lo“:l'::.ﬂ:‘::l::'?‘!

will pause Ihe achon Press any key 10 restart the
game

Instructions See Reverse



HOUSE OF USHER
Playng Instructions

You beg room
¥ou MuS! $1and i the doofway Dush the jovMICK
forward and press the hee button The door used
10 enter Cannol be ubed 1o leave

From 1ime 10 1ime Hasiung red heai s will appeat
an the sciesn These can be collecied for bonus
poany.

To help you play (e game and grve you an slea of
WAt 10 €RpECT INere follows & O vl Besr plion of
e challenge Contasned in each 1aam

Room 2 (The HIGH ROOM)

To (each the ead Good on the lowed level you
Must caatully 1iMe your juMps onto the Lectons
ot wall It appear and disappe s AbOUT You

Room 3 (The STAIRCASE)
Take cate 1o avodd The cannon balls a3 you
ALend 10 e el

Room 4 (The GREENHOUSE)|

You can only leave the foom when afl
31 awbersoh have Deen collecied An ability fn
acheve 1he Mporidie may be usetui

Room § (The MONSTER PARTY)

Yout eul m Dared Dy wARGRING WiOnIeis

Agaw teang A Cforal A advantagie T e

ine by Qranpeng une of s fangang mansi

ﬁo-m B1(Tha DAH-IGED EEI.Llll

boaras 1
gy
silas raags o ik i ol

Room 7 (The PRESSURE ROOM)

You MusT jump 0016 S10ne blocks 18kINg care 10
avond Ihe loathsome nhabra room A
mowng platiorm carnes vou 1o @ ladder which
leads 10 & higher level Avosd the moving prstons

Room 8 (The HORROR ROOM)
Open 1he 1rapdoot and Do prepated 1o e
quickly

Room § (The TUMBLE DOWN SHANTY)
Sieady relenileis rockialis make vour Toute to
e wnd ERtramely Nazs dous.

Room X (The TREASURE CHAMBER)

This 100m can only be enlered once all oifers
e heen successfully Negotated Lise the
0410 That vou will hind It e 10 catapull yoursel!
00 Room ¥

Room ¥ (The FINAL ROOM|

Trin 1oom contams ihe seciel of the House of
Ustier #ach e you enober you tave the chance
1o selw i a letter of the sipnabel and Gacove’
ettt 8 Rl Wt ecret ¢ orte word




