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INTRODUCTION

APSHAI'S LEGACY

“You have a destiny 1o AN, the unseen voice whispered from oul of the darkness,

My teeth chattered, my body shoole In the Rickering firelight | could barely see the out-
stretched clow and bony finger, pointing direclly at me, By Geb's beard, was | scared!

It happened so fast. Suddenly, just at dusk this evening, those four huge brutes
pounded on our cottage door, Their leader demanded imy name. When | answered, he
commanded, “Come, Meris wants to see you —MNOW!

Before | could step back ar say anything, the ather three had grabbed me and were
dragging me out the door. Behind me. my widowed mother gasped. then cried:
“Oh—MNO, THEY'VE FINALLY COME!™

| locked back. as [ was rudely thrust on the back of a gigantic stallion. My poor mother
stood in the doorway, her dear lace wet with tears, her right hand reaching oul— as if her
hand could somehow stop them from taking away her onby child,

There was a slap on my mount's flank, The beast leaped forward, | clung Lo the stallion's
rmiane for my dear life. Away we galloped, into the twilight, We rade hour after hour, down
strange roads and through dark forests. Finally, we nushed up a mountain trail and
stopped. To our right a dirm lght glowed from the recks, | was pulled off the horse,

“Go youngster, Merlis waits for you inside the cave”

Frightenad and trembling, now | slood in the center of a huge cavern, Behind me three
ugly witches, shrouded in Black, cackled and danced around a giant cauldron, bubbling
ever a weird fire. Lying on animal skins, in front of me, was a very old man in roughspun
priest's robes.

The robwr's hood hid his face, | could anly see bwo glowing embers where his eves
should be. His extended right arm shock. as if being held up with great efforl.

“Woungsler, know ye of the disaster on our land., how our crops wither..., our flocks
dwindle... our cities are dying?"’

| nodded,

“Know ye how it is written. that anly when we rediscover and reclaim the mighty Temple
of Apshai will our people once again prosper?”

I nedded again.

He continued. “Many, many of cur bravest have entered the dungeens te search for our
lost treasure...to destroy the evil monsters that now inhabit the mazes...to disarm the
perilous traps hidden along the passages..”

His arm shook even more violently, "But sadly...all too sadly, none of tham have ever
returned.”

He paused to let me absorb his words. then continued: ~And do e lavow that it is also
writter, that only the blocd of Apshai's greatest warmior will ever be able to reclaim the
Temple of Apshai...and aet the curse off our land ¥

| knew who the old man meant. Often my companions and | had discussed his fabled
exploits,

“"Has vour mather ever told you, " he suddenly challenged, that vou are the sapling
sprouled from his seed, planted over one scare and eight seasons ago?”

"MEYT

Dumbfounded. | staggered backwards,

SAMND YOU —ONLY YOU CAN SAVE LS. BY FINDING A SAFE WY THROUGH THE
EIGHT LEVELS, MORE THAN A HUMDRED DUNGECMS AMD SEVEN THOUSAMD
ROOMS, TO OMNCE AGAIN OFEM THE GATES OF APSHAIL™

ME, THE DIRECT BLOOD KIN OF APSHAI'S GREATEST WARRIOR ? Hard Lo believe?
Til new, | had enly daydreamed of hemolcs

“Pick up those weapaons,” Merlis said, pointing al the cave floor in front of me, “Turn
around, and go directly East one lkeague, There you will find the pit, Climb down until you
discover the entrance o the first level”

I yoie survivie, you will find, along the way, even more powerful magic weapons o aid
your quest,”



The ald man gave a kang, tired moan, fell back, and said no more. | glanced around the
cave. The witches had vanished. Turning back to Merlis, | watched in horror as his cadaver
and clothes slowly crumbled into dust

“Pick up those weapons.” something whispered in my mind. [ stooped down and
picked up a worn leather armor unic and a short dagaer, The dagaer seemed to emit
an enchanted sparkle. even though the light in the cave was so dim that | could barely
see the dagger’s handle,

“If you survive, you will find, along the way, even maore powerful magic weapons to aid
WORIE cuest.”

Once again, | looked slowly around.. then, | ook a deep breath, wrned around, and
walked aut inte the marning sunlighi.

OBJECTIVE

GATEWAY TO APSHAL is a one-player action-adventure, You, the heir of Apshai's
greatest warricr, are trying to find and reclaim a safe passageway through an under-
ground labyrinth to the fabled, lost Termple of Apshai.

Your objective is lo successfully complete all eight levels, scoring as many points
as you can. You complete each lavel by moving your figure on the sereen with your
contral stick, through a dungeon maze, fighting off monsters and avoiding traps,
while picking up treasures in order (o score points.

AL the start of the garme, you have 5 lves 1o complete the game, You have approx-
imately six and one-half minute’s time to explore as much of each level as you can.
Alter six and cne-half minutes, you are automatically telepored to the start of the
next deeper level

GETTING STARTED

® Zel up your ColecoVision™ or Adam™ Computer System as shawn in the
Chwrver’'s Manual,

* Plug the GATEWAY TO APSHAI™ cartridge into the cartridge slot of your system.

® (Ise the Keypad controller in Port # 1. Tum QN the computer and press the
RESET BUTTOMN.

® Always remember to um the power switch OFF before inserting or remaving
your canridoe.

MNow, you will see the GATEMWAY TO APSHAL™ Title Screan, Press either side button
o proceed 1o the next screen, and get ready to fight the unknown |

STARTING PLAY

Welcome to the realms of the Gateway to Apshai. The game is played using your
controd stick, either side buttcn, and the ten keypad buttons. You move on the screen
by pushing your control stick in the direction you wish 1o go. The keypad butlons
supply various options and are selected by either side bulton.

Al the start of the game, the computer prompts you through two information screens.



This is your STATUS SCREEM. Your G ™

health is the sum of your three charac-
tenstics: strength, agility, and luck, SCORE: 001385 LEVEL:4 TIME: 72
Cruring the course of play, the computer
may award Bonus Points o your strength, YOUR CHARACTERISTICS
agility, or luck; and in wrn. the same
numbrer of points will be added ta your STREMGTH: 3
heealth, AGILITY: 3
LUCK: 3
HEALTH: 9
LIVES: 5
If @ manster or trap wounds you, then
points will be deducted rom your health, PUSH BUTTON TO GO ON
but not from your characteristics. fyaur | 5/ l
health falls to zers, you lose your current
life. If you lose 5 lives, the game is over. STATUS SCREEN J
o~ ™,
This Is your WEAPOM SCREEM. The
aquipment listed are the weapons and
armaor you have in your hands at any
giveen time, ready to use, When you start YOUR EQUIPMENT IS:
the garme, you are equipped with only a '
dagger and leather armar, It is essential DAGGER

to vour survival that, on each level, you LEATHER ARMOR

seek out and plek up all the mare power.
ful weapons and armor vou can. You will SELECT A DUMGEON
need them lo sumnive the even greater
dangers vou will encounter on the next
level down.

WEAPON SCREEN

At the start of the game, and each tirme

you travel from level to level, you will be

askesd 1o choose which of the 99 dunageons you wish to enter on that level. Each of
the B levels of the GATEWAY TO APSHAI has 99 dungeons. Each dungeon has
approximately 60 rooms, for a total of over 40,000 different rooms for you 1o explore,
Each of the 792 dungeons has a diferent floor plan, Be especially alert wheaen you
enter a new dungecn. The inhabitants and chjects will not be where you might
expect them.

Choose your dungean by pushing your contral stick one push forward at a time. I
The screen will cycle through the numbers 1-95. (To back up, pull down en your
central stick ) When you have decided which dungean to enter, press aither side ,I

hutton, and you will automatically be transported fo the dungeon entrance roam.
The adjoining rooms will be imdsible. Displayed across the top of the screen will be
wour current score, the level you are on, and the time you have remaining to explone
that level. which counts down as you play. The boftam of the screen will start blank,
but will contain information later used in play.



GAME PLAY

You are now ready 1o begin play, Move -
vaur contral stick to start the game. FPick
up reasures, weapaons, spells, and other
itermns by moving your warricr directly over
the item. The item you have picked up will
e briefly listed on the bottam of the game
sereen before being stored in your
magical "bag”.

As you pick up various spells. healing

aids, and other usable items, these items
will appear an your Supplies Screen. This
screen always lists what you are presenthy

YO ARE CARRYIMNG:

STUN SPELL
BOW

CHAIN ARMOR
MAF

carrying in vour “bag”. (Mote that trea-
sures da not appear on your Supples
Screen.)

SUPPLIES SCREEN

HOW TO USE THE KEYPAD

BUTTONS

During play you will continually use the numbered buttons (0-2) on the keypad
contraller, At the start of the game, the infermation section on the bottam of the
game screen is blank. When you press a numbered keypad button, you will be
offered a cholee of either aclion ar infermation, When your choice is shown, press

gither side button to proceed.

' ™
a i
FIGHT SELECT DROP
ITEM ITEM
| 5 i
KEYS SEARCH DCATE
SPELL TRAP
B 0
CHELCHK CHECHK CHECHK
STATUS | SUPPLIES | WEAPONS
0
NEXT
EV
\ LEVEL )




m FIGHT: As you move swiltly through each dungean's hidden mazes and dan

gerous passageways, you'll always need to be alert and ready 1o do baltle with
any nasty creature that may suddenly attack you. In order to fight with vour
dagger or sword, "FIGHT™ must appear on the boltom of the game screen.

Anytime you press any of the olbwer numbered keys, far any reason, you must
press KEY 1 again in order to use your weapens. Otherwise, you will be unarm-
ed. If you have mare than one WEAPON 0N YOLr Wr_-amn Screen, WO st use
KEY 1 ta choose between weapans. IF "FIGHT is listed, then you may swing
your dagger or sword. To select your bow and amows, press KEY 1 a second
time, If you have magic arrows. press KEY 1 a third time o select this weapon,
To utilize any weapon. press either side button for each arrow shol or swing of
the sword, Be certain you are facing in the right direction! Move away lrom the
monster and then use your weapon as you walk toward it. The screen will flash
red or green depending on who struck a hit. Red, when the monster struck you,
and green when you've struck the monster. Various monsters take repeated hits
by lestrony,

SELECT ITEM: When you press this key. it will display all lerms you have picked
up (one at a time) an the ballom of the screen except for treasures. The items
are Supplies held in your magical “bag” which are shown on your Supplies
Screen. When you beqin play, your "bag” (Supplies List) is empty and KEY 2
will not functicon urtil you pick up a usable item.

SPELLS To use any spell you have picked up, press KEY 2 until the spell
you wish o use appears on the batiom of the screen. Then press either side
button and the spell will immediately be used up. Once used, it will no longer
appear on your Supplies Screen. Therefore, only use therm when nesded

WEAPONS To use any weapon picked up. you must take it out of your “bag”
in order to use it To do this you press KEY 2 until the weapon you want s
shown on the bottar of the screen, then press either side button. The
weapon will disappear from the battom of the screen. It will then appear on
the Weapon Screen and can be used at any time. Depending an the type of
weapon, it will be added 1o the list (such as baws and arraws) ar replace
previous items (i.e., chain armaor will replace your leather armor ). Such
weapons will be used in combat when you are in the Fight Mode, attained by
pressing KEY 1.

DROF ITEM: To drop an itern from your “bag’, press KEY 3, then press

either side button. Your Supplies Screen will appear with a prompt at the
Bottam. Pull your control stick back until the arrow points o 1he ikem you wish
to discard, then press either side button. If you do not wish to discard an item,
pull your control stick back until the arrow disappears, and then press your side
Buttcn. This will retum you into the dungeon. Mote: You must have supplies
shown an your Supples Screen inorder to drop an iterm,

KEYS: You always have the key in your hand to each closed, visible door in
the dungeon, ready to use. These doors are shown as dashes wilhin the wall,
To apen a closed. visible door, position your character directly in front of and
fecing the door, Press KEY 4, then press elther side button and the daor

will apen,



= SEARCH SPELL: This action chaice allows you 1o search a room for secret
doors. To use your "SEARCH SPELL™. press KEY 5. then press either side
butten. A door will appear iF there was one hidden: if there is none, nothing
will coour.
6] LOCATE TRAP: This action chaice reveals invisible traps most often found
under treasure chests, When you run into a trap, the type of trap will appear on
the bottam of the game screen and points may be subtracted from your health,
Itis up o you to decide to get a treasure or to avoid it completely when you are
low an health. The location of a trap may be revealed by pressing KEY 6, then
press either side button. Only one trap will be revealed at a time.

=

CHECK STATUS: Brings up the Status Screen. Press either side button 1o
return inte the dungeon,

CHECK SUPPLIES: Brings up the Supplies Screen. Press either side button to
return inte the dungeon.

o] [+

CHECK WEAPOMS: Brings up the Weapon Screen. Press elther side button
to return inta the dungeon.

E]

MEXT LEVEL: Ta go ta the next level, press KEY O, then either side bulton, A
prompt " PUSH TO COMFIEM” will appear. If you wish 1o continue to the next
level, press either side buttan again, If you do not wish to go on to the nest
level, press any numbered key.

SCORING

Yo score points by picking up treasures. The bypes of treasures are: necklaces.
chests, coffers, chalices, sceptres, crowns, and plagues. The number of paints you
score is determined propomionally by what material the reasure is made out of,
multiplied by the number of the level where vou found the treasure,

Far example: if you found a gold crown on Level Sik and gold treasures have a
basic point value of 100, then 600 points would be added to your score,
(100 = 6=600)

BASIC POINT VALUES OF MATERIALS

Lead = () Points Silver = 50 Points
Iron = 10 Points Gold = 100 Paints
Bronge = 25 Ponts Jeweled = 1000 Paints

You pick up treasures, or any other object, by meving vour figure directly over the
item, As soon as yvou pick the treasure up, ils name is briefly listed, and the points
are automatically added to your current score. Remember: the more treasures you
pick up, the more bonus points may be awarded 1o your strength, agility, luck and
health,



PLAYING AGAIN

To play GATEWAY TO APSHAI again, simply press the RESET bulton and a new
game will beqin. Scon, you will find yourself at the entrance Lo the dungeon you
chose. on Level One.

HELPFUL HINTS

Make a map of each dungecn's maze the first couple of limes that you play. Write on
the map the locations of objects, mansters, and traps. Thus, wour Il find whal you
need faster, and avoid dangers in subsequent games.

1.

MONSTERS & TRAPS: When you meet a moneter you have ane of two chaices:
either to run away fram it as fast as you can, or fight, || you fight, be sure and
check your health after the battle. When you're wounded, points are deducted
from your health, I they fall to zera; you will die.

Health points are also deducted when you are caught by many of the traps;
although some, such as the Freeze or Teleport traps have different results.

. WEAPONS, MAGIC & HEALING POTIONS: A wea pon's power will be

suggested by its name, as will a spell's power. Other magic, such as the Luck
Charm and the Agility Amulet, will add points to your luck and agility, respectively.
When your health points fall low, use a healing salve or pation, in arder to restone
your health,

- TREASURES: The deeper the level where you find treasure, the more paints it

will score for you, And. the mare valuable the Ireasure, the greater the gk,
However, build up vour characteristics {with bonus points) early in the game
1o Survive,

Good luck in your quest !
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