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LIGNYA HAWi

By Bill Dunlevy
Harry Lafnear

Time Ba
Stake your claim in WESTERN WORLD seek the riches of
FANTASY WORLD, and explore the bizarre future in SPACE
WORLD! But beware, Bandit, strange creatures guard the
precious loot of time!
TRAVEL:
You begin each leg of your venture from your grass hut at the
TIMEGATES". From there, you must get a key (you may
have to search for it) and then get the lock. Then make your
way to the map of your choice (one of more than twenty!) by
ering a pulsating “GATE". Each GATE represents a
erent map. When each new map appears, you “PHASE IN
This will show you exactly where your Bandit is. You will
encounter one-way doors in some maps, represented as a
thin white wall with a green arrow pointing in the direction it
allows you to travel. In some cases, you may run off the top
of the map and reappear on the bottom (or vise-versa) if a
passage permits. This is known as “WARPING". The enemy
creatures must obey one-way doors, but cannot WARP.
OBJECTIVES:
Once inside a map, you are trapped. In order to escape, you
must take the “KEYS” (shown on the screen as a white
skeleton key) to the “LOCKS" (shown as keyholes)
O one KEY can be carried at a time and it only unlocks the
OCK you reach. When all LOCKS are opened, you can
1 the exit (shown as a GATE). A picture of the object that
dit is searching for will be at the top of the screen
v your score. For example, you will see "GET” followed
a picture of a KEY if that's what you need, or a picture of a
CK if you have a KEY already, or a"TIMEGATE" when all
e LOCKS have been opened. The name of the map you are
the top of the screen) is followed by a code (1A for
le) showing what phase the map is at. The higher the
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phase, the higher the complexity and more locks blocking
the exit. If you successfully reach phase 4D, a special
MYSTERY MESSAGE will appear on the screen!

Collect treasures (shown on the title page of the game) - The
Bandit's main source of “POWER". The first treasure in each
map is worth 100 points, the second 200, the next 300, etc.
The treasure value indicator is near your score.

Shooting the Evil Guardians is always fun! Not only do they
crackle and sizzle, but you get 30 points!

Regeneration is vital to the Bandits survival. For every 100
points of score you earn, one (1) point will be added to your
POWER (described below)

HAZARDS

POWER is the life essence of the Bandit. It will begin at 100
(the maximum), but due to damage by creatures and exceeded
time limits, will slowly decrease. Your POWER strip is located
on the right side of the screen during play. Use the strip for a
quick glance. but the exact POWER value is above the strip
when it gets below (10), the whole screen will pulsate as a
warning. If your POWER goes below zero (0), you are DEAD!
Time is another obstacle the Bandit faces. Time travellers are
unstable and can only remain in a map for a limited period of
time. If your TIME (shown at the top of the screen) expires,
your POWER will decrease very rapidly.

A large and colourful array of creatures will assail you on your
adventure. They make their appearance through spinning
PORTALS located generously about each map. Just before
one of the Evil Guardians come out, you may notice strange
activity inside the PORTAL. BEWARE running by one!

(A creature may wait to ambush you! If a creature

touches (clobbers!) you, it will cause five (5) points damage
to your POWER.

CONTROLS:

ARROWS Moves you in the desired direction
(if possible)

SPACEBAR Fires horizontally the way you
are facing.

OPTIONAL CONTROLS:
P Pauses the game. Hit (ENTER)
to resume
Z Fires left
/ Fires right
JOYSTICK Moves you in the desired direction.

Use the button to fire.
LOADING INSTRUCTIONS:

After the program loads follow the instructions on the screen
to set the color (make the pictures on the screen look the way
you want them to look!). Then press (SPACE), examine the
Title Page and identify the pictures, and then press (J) for
(joystick) or (K) (for keyboard) to PLAY!

Game and Documentation created by Bill Dunlevy and Harry
Lafnear.

COPYRIGHT. This program is the copyright of Microdeal Limited
St Austell, Comwall. No copying permitted. Sold subject 1o the condition that this cassette
may not be rented or re-sold
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