
rn rf
l't, I I

;ir

fr
I



WE ARE IHE OHIftIPIOilO
BARBARIAN

LOADING
RENEGADE
BARBARIAN
INTERNATIONAL KARATE +
SUPER SPRINT
RAMPAGE

BARBARIAN 13
INTERNATIONAL KARATE + 14
SUPER SPRINT 16
RAMPAGE ............ 17

LOADING 18
RENEGADE 19

21
2
3
5
6
8
9

INTERNATIONAL KARATE + ........22
SUPER SPRINT .... 24
RAMPAGE ............25

CHARGEMENT ..,26
RENEGADE .........27
INTERNATTONAL KARATE + ........29
BARBARIAN ........32
SUPER SPRINT ,,.. 32
RAMPAGE ............33

CARICAMENTO .34
RENEGADE .........35
INTERNATIONAL KARATE + ........ 36
BARBARIAN ........39
supER spRtNT .....i......... ....40



LOADING
I . Ploce the cossetl'e in your recorder ensuring thot it is fully rewound.
2. Ensure thot the MIC socket is disconnected ond thot the volume ond tone controls ore set to the oppropriote levels.
3. lf the computer is o Spectrum 48K or Spectrum + then lccd os iollows. Type LOAD"" (ENTER). (Note there is no spoce
between the two quotes). The " is obtoined by pressing the SYMBOL SHIFT ond P keys simultoneously.
4. Press PLAY on your recorder ond the gome will lood outomoticolly. If you hove ony problems try odiusting ihe volume ond
tone controls ond consulting Chopter 6 of the Spectrum monuol.
5. l{ the compuier is o Spectrum l28K then follow the looding instructions on-screen or in the occomponying monuol.
6. lf there is more thqn one title on either side o{ the cossette olwoys stop the tope when the first gome hqs loqded. To lood
subsequent gomes reset the mqchine ond follow previous looding instructions..

SPECTRUM +3 DISK

Set up the system ond switch on os described on your instruction mo'nuol. lnsert disk ond press ENTER to choose 'LOADER'
option. After o short deloy o gome selection screen will oppeor.

GAME SELECTION

When the gome titles oppeor on ihe selection screen type in the relevont number of the gome you wish to ploy.
Once your selection hos been mode yourchosen gome will outomoticolly lood.

CONTROL NOTE
lf there is no Sinclqir option, select redefine keyboord option ond when prompted move ioystick in oppropriote direction. Moke
sure the keyboord is olwoys selected.



RENEGADE
The Streets aren't safel . . . Niqht falls swiftly as you make your way
through the most sinister part of town to collect your girl. So far so
good . . your train pulls into the subway station, alighting you realise
you are not alone!
The station, and the streets above are infested with thugs and
villains . . . time is shoft so you must negotiate these areas to meet
your girl as arranged. Quick thinking and martial art sktlls are the only
abilities you have to depend upon and you disembark knowing that
this is going to be the most dangerous walk of your lifel
There are f ive stages to negotiate, frrst the tube station, where you wiil
meet a gang of muggers intent on terminating your journey right
there. The next stage takes you through the pier area, known to be a
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; Iemale gangs stalk the streets rn search of
any unwitting male who may try and inlringe their territory. Next, is the
street leading up to your meeting place; a vicrous gang oI razor-
wielding thugs have been known to taunt any innocent passer by lust
for kicks.
Finally you enter your arranged meeting place, but beware-the last
gang you have subdued had calied reinforcements who will be lying
in wait, together with their leader-armed with a gunl Prove that love
can overcome all by conquering these villains in time for vour date!

SPECTRUM + 3
Set up system and switch on as described in you intruction manual.
lnsert disc and press ENTER to choose'LOADER- option. After a
shod delay the menu screen will appear

CONTROLS
The game is controlled by Keyboard which is redefinable or
Kempston Joystick (redefine keyboard for Sinclarr or Cursor joystick).

JOYSTICK KEYBOARD
UP O -UP+ A -DownI _ K -Left

LEFr *-+--_ RIGHr i -h,gh,I Space JJmp/Hit

DOWN
N.B. F re button is not used

GAMEPLAY
There are five levels: Subway, Piel Sleezy Street, End Street scene
and lnterior. ln each of these scenarios you will meet a gang, who are
armed wrth different weapons. To attain completion of a level the
leader of the gang must be deleated, his status being shown at the
bottom of the screen below your energy bar Each time the leader is

hit and knocked to the ground his energy will be greatly depleted.
When hls bar charl is showing zero energy, you have defeated him cr
her and you will move onto the next level. Please note that the leader
will not join the f ray until a number of the minions have been defeated
ln the first stage you are attacked by a gang of both armed and
unarmed assallants. You must punch, kick or "knee' your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground tw ce). The f irst time they are knocked to the ground, howeveri
you can kneel on top of them and a few swift blows will do the trick.
On the second level you must confront a gang of motorcycle thugs on
the pier The level starts with four attackers on motorcycles who will try
and run you over They must be knocked off their bikes to be
subdued. Once the cyclists have been overcome, you will be attacked
by both unarmed and crow bar wielding Hells Angels, and eventually
their leader
The thrrd leveitakes place in the sleezy downtown streets, the
headquarters of a gang of lemale marauders armed with both clubs
and whips. When a number of these "ladies" have been defeated,
their leadef Biq Bad Bertha, is brought into the f ray.
- 
The fourth level comprrses of razor-wielding thugs. in previous levels

you can sustain a number of hits before losing a lile, but in this stage
one touch is fatal! Avoid the razors at all costs and watch your back!
Defeat of allthe characters on this level brings you into the interior



scene where there are still more of this gang plus their leader-armed
with a gun!
-Spectrum 128K version only.
Completion of this final level will ensure you can keep your date with
Lucy, your gorgeous girlfriend. Unfortunately you will only have a very
short time with heri as the whole process must start again-only this
time more difficult.
There is a time limit for each section and failure to de{eat the major
villain on each stage within the allotted time will entail you losing a life,
so continued avoidance of the villains will not be helpful. There are
various ways of attack ng your assailant, all of which are shown beiow
These are:
1. PUNCHING 2. BACK KICK,3. FLYING KICK,4. KNEEING.
5. PUNCHING A FLOORED ASSAILANT

STATUS AND SCORING
Your energy is indicated by a horizontal bar chart at the bottom of the
screen which will decrease each time you are hit. Beneath that is the
energy bar of the gang leader; this will only come rnto effect when he

is brought into play(after you have defeated a number of his
henchmen). His energy decreases accordingly with the number of
hrts he sustains. The I ves rema ninE and the number of gangs you
have de{eated are indicated by the heads at the bottom of the screen
Points are awarded for successful actions in relation to their
effectiveness-between 50 and 100 points, (the more effective the
blow, the hrgher the pornts achieved). Extra points are awarded for
each enemy knocked out. Completing the f ull f ive rounds will result in
a score of an extra 10,000 points. An extra I fe is awarded each t me
you complete all levels.

HINTS AND TIPS
* Keep on the move
* ln the f irst two levels opponents can be forced to fall off the edge of

the playing area- but be careful so can you.
* Kill the most dangerous opponents, i.e. the weapon carriers, first.
* On the third level it is recommended to avoid Big Bertha until you

'have disposed of all ot her minions.

RENEGADE
Its program code, graphic representation and artwork are the
copyright of lmagine Software and may not be reproduced, stored,
hrred or broadcast in any form whatsoever without the written
permission of lmagine Software. All rights reserved worldwide
Renegade runs on the Spectrum 4Bi128 micro computers.
This software product has been carefully developed and
manufactured to the highest quality standards. Please read carefully
the instructions tor loading.

CREDITS
Programmed by Mike Lamb.
Graphics by Ronnie Fowles
Music by Fred Gray.
Produceo by D.C. Ward.
Licenced from @ Taito Corp., 1986 Programmed for the Spectrum
by lmagine Software. Export outside Europe prohibited.
O 1987 lmagine Software.



BARBARIAN
TIIE sToRYSo rAR...

The evil sorcerer Drax desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of the Jewelled City unless she is delivered to him.

However, he has agreed that ifa champion can be found who is able to defeat his demonic guardians,
the princess will be allowed to go free. All seems lost as champion after champion is defeated.

Then, ftom the forgotten wastelands ofthe North, comes an unknown barbarian, a mighty wanior,
wielding his broadsword with deadlyskill.

Can he vanquish the forces ofDarknessand free the Princess?

ONLYYOU CAN SAY...

Thegame is intwopartswhichcan be loaded inanyorder.

STRETTIGTH
Each character can survive six blows which

are displayed atthe top ofthe screen (player
one on the left).

SCORE
Pointswillbe awarded depending on the

difficulty of the move used (ptayer oneon the
left)

When playing in two player modethere will
be a time limit for each duel. At this time if
both are still in the game, their strength will be
restored and a new game will commence.

When playing in one player mode there
is notime limit and the time displaywillbe
replaced with the skill level of the opponent
you are facing.

ONE: Combat practice (one playeror
two player). Perfect your swordsmanship
against the f inest warriors in the land.

TWO: Fighttothedeath.
Fight for the princess aga inst the evil m inions
of DRAX and f inally face the evil one himself .

BARBARIAN FIGHTING MOVES
The following instructions are for a right-facing character.

For a left-facing character the moves are reversed.

JOYSTICK DIRECNONS
WITHOUT FIRE BUTTON PRESSED

JOYSTICK DIRECTIONS
WITH FIRE BUTTON PRESSED

pROTEqT .IUMP pROTEST

;^'t6)L'"****"
*o.,. "Y\ R'LL
BACK CROU6H FORWARD

NECK
WEB CHOP
OF HEAD

d:id)a'l=,,,\-\.rT\
ovERHEAD V KlcK

cHoP tEG
CHOP

BARBARIAil was conceived and designed by
STEVEBROWN

SPECTRUM PROGRAMMING BY: SHAUN

GRIFFIfHS
SOUND BY: RICHARD TOSEPH

ASSISTANT ARTSr : GARY CARR

SPECIAL THANKSTO: DANIEL MALONE

When the game has loaded press to choose
f rom the following options:

One playeroptions:
(1) START GAME (1) STNCLATRJOYSTTCK
(2) ONE PLAYER (2) KEMPSTON JOYSTICK
(3)TWO PLAYER (3) KEYBOARD

Playertwo options:
(1) STNCLATR
(2) SINCLAIRYKEYBOARD
(3) KEMPSTON/KEYBOARD
(4) KEYBOARD/KEYBOARD

SOFTWARE 1987

Player one define
keys:

(1) EIRE
(2) uP
(3) DOWN
(4) LEFr
(s) RrGHT
(6) PAUSE
(7) QUIT



INTERNATIONAL
KARATE +
INTRODUCTION
INTERNATIONAL KARATE + TM is a development of the original lK
game, the main extra feature bei ng that there are three fighti ng men on
the scfeen at once Control is referred to throughout as ioystick
although keys can be used

Thereare lTdifferent movesthatcan be made all controlled bythe
loystick, and with practice all these moves can be executed smoothly in
a flowing f ight sequence without the man pausing momentarily in the
standing stance The ioystick system is simple enough for players to
learn quickly. but after some experience of how the moves behave. much
more sophisticated control can be achieved

Opponentscan be hit in the head, chest, stomach. shins and feet
from i n front or behi nd. although an attacker receives on Iy half the score
for attacking from behind.

Thegamegets progressively harderuntil about Level 25 and players
are awarded one of six belt colours depending on their score

Thecomputer-controlled men adopta varietyof play strategies For
example,theymayfighteachother, notthe human theymaynotfight
iust avoid attacks: both may fight the human, not bothering to dodge
attacks: and so on. All behaviour varies in "viciousness" as the game
gets more advanced

An animated judge appears at the end of each 3O-second roun'd to
instruct the players and announce the rankings. lf a human player is in
third place, he is out of the game So long as a human can stay first or
second he stays in the match.

Every 3rd round there is a bonus round, where the player has to use
a small hand-held sh ield to def lect balls bouncing towards h im f rom a ll
a ngles

GAME DISPLAY
The score and game information is displayed at the top of the screen
and comprises three sets of combat points and accumulative score
displays Human-controlled fighters are indicated by a coloured f rst to
the right of the fighter's score The white-iacketed fighter is controlled
by Joystick I and ihe red-iacketed fighter is contiolled by Ioystick 2 in a
two player game

MOVEMENT CONTROLS
It is recommended that sticks with a firm tactile feel (such as the original
Atari onesl are used - large. wobbly sticks are not as manageable since
they move too far and provide less feedback when their switches have
closed Auto-fire ioysticks are useless

Each of the eight ioystick positions selects a type of move, and
pressing the button gives a further eight ln special cases a further
defensive move is available, asdetailed later Fora'man facing right.the
ioystick controls the character's movements as foilows

Note that some movements end with your man facing the opposite
drrection lf thefighteris facing ieft,theabovemovementsare reversed
left'right Foiexample. when facing right, a frontfacepunch is madeby
pressing up and right, but when facing left. the same attack is.made by
pres(ing up and left

I- RI- t]LJTTON NOT PRTSSFD F RF- BI]]ION PRI-SSED

FLY NC LEAP KICKIIJ\1P UP

RF\TI RSF FACF
Hl\cil TUIt\

AROI]NI)

DOUELE
FACE KICK

BACK
F LIP

I H EAI)
BUI'T

fJACKWARDS
rOR Bl OCK)

WAI.K
I-ORWARDS

STOMAC H
KICK

OPTION SELECTION
I Player I

2 Player O
Music On/Off M
Sound Effect On/Off N
2 Player Came is controlled by
I on ioystick I on keyboard

MOVEMENT CONTROLS
R

T
E
D

RIGHT C
DOWN C
DOWN/RICHT V

.DOWN/LEFT X

Up
Up/Right
Up/Left
LEFT

CROI]CH] NC
STOMACII

PU NCI]

SHIN
KICK

IJOOTSWFF-P
KIC K

REVERSE
FOOTSWEEP-TURN

AROUND

HOLDING AND CANCELLING A MO\/E
When making an attacking move, you must hold the ioystick in position
until your man has made the attack. Releasing the ioystick any sooner
will cause your man to return to the standing stance. If the selection is

retained then the stance is held until the ioystick is released oranother
move selected However, the actual h itting action is only effective on the



initial movement - after all, seasoned opponents are unlikely to run
onto your fistl

SEOUENCES OF MOVES
It is possible to make moves in quick succession without the fighter f irst
pausing in the standing stance, thus allowing a smooth, free-flowing
sequence This is done by selecting the first move, holding it until the
attack has occurred, then qulckly selecting the next move before the
man returns to the standing position Thjs will allow such actions as a
series of back flips across the screen (select back flip wait for move to
commence, then select it again and again for Dance-free motion )

BLOCKING MOVE
A blocking move is also available for defensive purposes. lf you are
being attacked at close range from in front, and you select the "walk

backwards" action your man will stand in a blocking posture for the
duration of the attack and deflect all kicks to the head. chest and
stomach However, it is not posslbleto blockshin kicksand footsweeps
-the only way to avoid them is to jump out of the way or return the
attack with move Irke the flying kick.

ATTACKABLE AREAS

FACE HEAD

CHEST

STOMACH

SHINS KNEES

FEET

GAME OBJECT
A match consists ofa sequence oltwo fight rounds and a bonus round
In the one-player game, there are two computer-co.ntrol led opponents
The match ends when the human comes third in a fight round. The two
player game starts with two humans fighting each other and one
computer-controlled opponent. A player who comes last in a fight
round goes out of the game, Ieaving one player against two computer
men as in the one-player game.

The object is to fight on for as long as possible As the score builds
up, you are awarded one of six belt colours, the highest being the black
belt At the end of the match, you have the chance of entering your
initials. score and belt colcur in the Hall of Fame

SCORING
During a fight round, if a man successfully hits an opponent whi le facing
him, he gets two 'combat points" (displayed as coloured discs)and a

numerical score Attacking from behind earns one combat point and
half the score A fight round lasts either for 30 seconds. or until one of
the fighters gains six combat points ln the latter case the player who
scored the six points is awarded a time bonus of 100 points for each
second left in the round

Attheendof each fight round,the judgedecideswho isFirst second
and third {or equal}. initially on the basis of the combat points and
then in the case of a tie, on the numerical score obtained during that
round ( NOT the accumulated score)

When a player is hit he falls down and is momentarily dazed. as
shown by the stars above h is head. When these disappear he hds a few
seconds to wait or male an instant move Otherwise after a short
warting period he is forced to stand up anyway

The length of time a fighter is knocked out depends on the type of
blow, and as the game speeds up the wait al lowed decreases - but you
can't get hlt until you are actually up and fighting again.

BONUS ROUND
lf a player stays in for two consecutive fight rounds. he is able to €o
throughabonus stage Here,you areshown holdinga small shield, with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect (otheMise the round
wou ld be impossible! ) You may also duck under some of the high balls

As the game gets more difficult, the maximum speed of the balls
increases. There are also flash ing bal ls whose bounce height alternates
For each def lection you score I 00 points, and rf you survive al I the ba I ls
you get a 5000 point score bonus Since there may be up to 60 balls,
highly skilled players can add over 10,000 points to their score in a

single bonus round and get to black belt status more quickly

HALLOF FAME
At the end of the match, players whose accumulative score is high
enough are given the opportunity to add their inititals, score and belt
colour to the Hall of Fame Up to three initials are permltted: for each
one, move the ioystick left or right to select the required. letter, then
press the fr re button to enter the letter

SCUX|NU
rtow I rnonrelttr lxrrnougerrnt

FrontFacePunch

Shin Kick

Crouching Stomach Punch

Reverse FacePunch

Ftying Kicl
Head 8ut

Stomach Kick

Face Kick

Rserse F@tsweep

Back-step Face Kick

bubleFece Ki.I

EM

400

400

400

800

800

r 000

200

800

400

800

200

200

200

400

400

t00
r00

400

200

400

I 000



SUPERSPRINT
tilTnoDucTtolr
Just another racing game? No - this is THE racing game. Licensed to Electric Dreams Irom the
top-selling Atari coin-op, SUPERSPRINTIM lets one or lwo players compete head-to-head wrth
a bird's eye view over eight gruelling tracks. There's plenty of challenge ,or your diiving skills,
with ramps to jump, opening and closing gates, hidden short cuts, over- and underpasses, and
banked turns There are random obstacles to avoid, and golden spanners to collect from the
track which can be iraded for custom car features to enhance your vehicle's performance.

OPTIOil AELEGTIOII
ln all cases the gime has loaded when the title page is replaced by the credits. Press the space
bar to move to the Options Menu. While on this screen:
IPEGTRUT 4all2at0+
Press "'l " to switch between one- or two-player mode.
Press "2" to cycle through control options for Player 1 (see below)
Press "3" to cycle through control options for Player 2 (see below).
Press "4" to stan the game.

GAMEGOTTROLS
SPCGTIUT

Oil sllck.r: These cause the car to spin out of control.

Water sllcks: These cause the car to slow down.

Tornado: The high wind blows the car o{f course and into a spin.

At.rhe end of the race, the winner's circle is displayed wrth the rank. score and best lap times
Ior the first three cars past the chequered llag.

Press the space oar to move to the high score table. lf your car has won a place on the table,
vou will be dromoted to enter your rnitials. Use "left" and'tight" to select the letters, 'accelerate"
io enter the initial. You may enler up to thlee rnitrals

Should anv car collect lhree or more oolden sDanners during a race, the driver will be able to
choose a iustom car feature llom thebonus screen. Four featules are available. as follows

Super traction (five levels)
Higher top speed (live levels)
Turbo acceleration llive levels)
lncreased scoring (one level)

Plavers choose the teature thev require rn the same way as tracks are selected at lhe stan of

it e'gail, ,itretiano rigtrt to h'gniight the requrred opiion, lhen press accelerate lo add the

Ieature.

Sinclah Cursol Kompston

Ste.r l.tt Stick lefr 5orq Stick left 0 L

Sto.rdght Stick right I or0 Stick right P

Accoleralc Fire button 0 Fire button S K

THE RAGE 
_

Each race consists oI a minimum oI four laps. However, iI players beat the "drone" cars, the race
continues on a new track, picked at random from the available circuits.

The race is started by a waving, white flag. Steer your vehicle using the left and right controls,
and control its speed with the accelerator. {Brakes are not provided!) Hitting the circuit barriers
at low speeds only causes a delay, but on a high-speed impact your car explodes, and a
replacement is delivered, slung beneath a helicopter.

On some tracks there are underpasses where you will be.steering "blind". Other circuits feature
gates which open and close, allowing braef access tu short cuts. Ramps€nable you to leap over
obstacles.

Random objects will appear on the track from time to time, to be collected or avoided. These are
as Iollows:

Goldcn Spanner: Collect three of these in one race to earn one custom car bonus at the end
oI the race

Bonu3 Score Pad: This contains a numirer which is added to the score of the driver passing
over it.

8



RAITiPAGE
GAME DETALS
See proud cities reduced to rubble!Wrtness acts of primeval savagery!
Gasp at male and female nudityl RAMPAGE - loading soon in a
complter near youl

ln-the very best Hollywood tradition. RAMPAGE unleashes monstrous
mayhem on an unsuspecting public. No fewer than three of your
favourite B-movie behemoths are loose among the skyscrapers - and
nothing short of total destruction will satisfy theml

It seemed like any other day at the Greaseburger Fast Food Emporium
- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. lf onlythe company's Research Division hadn't
accidentally shipped some.of the experimental food additives...

Awave of nausea, a foul aftertaste, chronic indjgestion: everything was
normal until George, Lizzre and Ralph ripped out of their clothing and
into designer f ur and scales. Life isn't f un as a f ifty-foot Gorilla, Lizard or
Wolfman - and soon everyone's going to find out how angry they arel

Up to three people can play, each controlling a different monster. ln a
desperate battle for survival, you climb the skyscrapgrs and smash the
walls with your fists, searching for edibles - anything from goldfish
bowlsto the occasional tasty human - that appear behind the shattered
windows. Grabbing inedible6 such as toasteii, TVs, and potted cacti will
inflict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the foundations start to give way - getting trapped in the falling
masonry willweaken you. The natron's military might is also bent on
your destructron, so try to avoid (or punch) the troops who fire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch - and be punched by - yourfellow
monsters.

lf you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off-screen in embarrassment.

When a whole screenful of buildings has been demolished, a new city
block appears, ready to be flattened. There are 50 cities, and the
monsters spend three days in each one, making 1 50 different screens.

GAME CO]TTROLS
Players with joysticks use the f our stick directions and the f ire button to
control their monster. See the table below for the keyboard equivalents.
LEFT and RIGHT cause the monster to walk along the street, or across
the top of buildings. UP and DOWN are used to climb up and down the
sides of buildings. Pressing FIRE on its own makes the monster jump.
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chosen direction. All verstons are designed for
three players.

Spectrum Users: Any combination of keyboard and/or joystick.

SPECTRUM
PLAYER 1

PLAYER 2
PLAYER 3

QWOKP
DEFINABLE
DEFINABLE

I



LOADING
cPc464
Ploce the rewound cossette in the cossette deck type R|.-.]N" ond then press ENTER key. Follow the instructions os they oppeor on
screen. lf there is o disk drive ottoched then type I TAPE then press ENTER key. Then type RUN" ond press ENTER key, {ollow the
instructions os ihey oppeor on screen.

(The I symbol is obtoined by holding shift ond pressing the @ key.)

N. B. l{ there is more thon one title on either side of the cossetle olwoys stop the tope when the first gome hos looded. To lood
subsequent gomes reset the mochine ond follow previous looding instructions. lt is odvisoble to ensure thot the tope counter is
setto zero otthe storiof the tope so thotthe position of the gomes con be noied forfuture use.

CPC664 ond 6128
Connect o suitoble tope recorder ensuring thot the correct leods ore ottoched qs difined in the User lnstruction Booklet. Ploce
the rewound tope
in the cossette recorder ond type ITAPE then press ENTER key. Then type RUN" ond press ENTER key, follow the instructions os they
oppeoron screen.

N. B. lf there is more thon one title on either side of the cossette olwoys stop the tope when ihe first gome hos looded. To lood
subsequenl gomes reset the mochine ond foilow previous instructions. lt is odvisoble to ensure thot the tope counter is set to zero
ot the stort of the tope so thot the position of the gomes con be noted for f uture use.

DISK
lnsert the progrom disk into the drive with ihe A side focing upwords.
Type I DISC ond press ENTER to moke sure the mochine con occess the disk
drive. Now type I CPM ond press ENTER the gome will now lood outomoticolly, follow ihe instructions os they oppeor on
screen.



RENEGADE
The Stieets aren't safe! . Night falls swiftly as you make your way
through the most sinister part ol town to collect your girl. So far so
good . . your train pulls into the subway station, alighting you realise
you are not alone!
The station, and the streets above are infested with thugs and
villains . . . time is shorl so you must negotiate these areas to meet
your grri as arranged. Quick thinking and martial art skills are the only
abilit es you have to depend upon and you disembark knowing that
this is going to be the most dangerous walk of your lifel
There are f ive stages to negotiate. f irst the tube station, where you will
meet a gang of muggers intent on terminating your lourney right
there. The next stage takes you through the pier area, known to be a
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; female gangs stalk the streets in search of
any unwitling male who may try and infringe their territory. Next, is the
street leadrng upto your meeting place; a vrcious gang of razor
wield ng thugs have been knownto taunt any innocent passer by JUSI
for kicks.
Finally you enter your arranged meeting place, but beware the last
gang you have subdued had called reinforcements who will be lying
in wait, together with their leader:armed with a gun! Provethat love
can overcome all by conquering these villains in time for your date!
NOTE
an a464 of 664 computer the program loads each new section off
tape/d sk. On a 6128 or 464/664 wlth memory expansion the
program loads all ol the sections n at once.

CONTROLS
The garne is controlled by Keyboard or Joystick plus keyboard.

There are three attack keys:
4641664 6128

Attack Left - FO +
Attack Right - ENTER +Jump +
Escape whilst on the trtle screen will enable/disable the game music.

Escape during the play will pause the game.
Escape again to abort, any movement to continue.

GAMEPLAY
There are five levels: Subway, Pier; Sleezy Street scenq End Street
and lnterior: ln each of these scenarios you will meet a gang, who are
armed with different weapons. To attain completion of a levelthe
leader of the gang must be defeated, his status being shown at the
top of the screen below your energy bar Each time the leader is hit
and knocked to the ground his energy will be greatly depleted When
his bar chart is showing zero energy, you have defeated him or her
and you will move onto the next level. Please note that the leader will
not join the f ray until a number of the minibns have been defeated.
ln the first stage you are attacked by a gang of both armed and
unarmed assailants. You must punch, kick or "knee" your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground twice) The f irst time they are knocked to the ground, howevel
you can kneel on top of them and a few swift blows will do the trick.
On the second level you must conf ront a gang of motorcycle thugs on
the pier The level starts with four attackers on mOtorcycles who will try
and run you over They must be knocked off therr bikes to be
subdued. Once the cyclists have been overcome, you vvill be attacked
by both unarmed and crow bar wielding Hells Angels, and eventually
their leader.
The third level takes place in the sleezy downtown streets, the
headquarlers of a gang of female marauders armed with both clubs
and whips When a number of these "ladies" have been defeated,
their leader Big Bad Bertha, is brought into the lray.
The fourth level comprises of razor-wielding thugs. in previous levels
you can sustain a number ol hits before losing a life, but in this stage
one touch is fatal! Avoid the razors at all costs and watch your back!
Defeat of all the characters on this level bri ngs you i nto the i nterior
scene where there are still nrore of this gang plus their leader-armed
with a gunl

KEYBOARD
LEFT - A
RIGHT D
UPW
DOWN - SPACE

N B Fire button is not used

JOYSTICK
UP

I
LEFT ----{- RTGHT

I
DOWN
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Completion of this final level will ensure you can keep your date with
Lucy, your gorgeous girlfriend. Unfortunately you wrll only have a very
short time with he[ as the whole process must stad again-only this
time more difficult.

There is a time limit for each section and lailure to defeat the major
villain on each stage within the allotted time will entail you losing a life,

so continued avoidance of the villains will not be helpful. There are
various ways of attacking your assailant, all of which are shown below
These are:
1. PUNCHING,2. BACK KICK,3. FLYING KICK,4. KNEEING,
5. PUNCHING A FLOOBED ASSAILANT

STATUS AND SCORING
Your energy is indicated by a horizontal bar cnart at the top of the
screen which will decrease each time you are hit. Beneath that is the
energy bar of the gang leader; this will only come into effect when he
is brought into play(after you have defeated a number of his
henclimen). His energy decreases accordingly with the number of
hits he sustains. The lives remaining and the number of gangs you
have defeated are indicated by the heads at the bottom of the screen.
Points are awarded for successful actions in relation to their
effectiveness-between 50 and 100 points, (the more effectrve the
blow, the higher the.points achieved). Extra points are awarded for
each enemy knocked out. Completing the full five rounds will result irr

a score of an extra 10,000 points. An extra life is awarded each time
you complete all levels.

HINTS AND TIPS
* Keep on the move.
* ln the f irst two levels opponents can be forced to fall ofl the edge of

the playing area- but be carelul so can you.
* Kill the most dangerous opponents, i.e. the weapon carriers, first.
* On the third level it is recommended to avoid Big Bertha until you

have disposed of all of her mrnions

RENEGADE
Its program code, graphic representation and artwork are the
copyright of lmagine Software and may not be reproduced, stored,
hired or broadcast in any lorm whatsoever without the written
permission of lmagine Software. All rights reserved worldwide.
Renegade runs on the Amstrad CPC 464, 664 and 6128 micro
computers.

CREDITS
Programming by John Brandwood.
Graphics by Mark K. Jones.
Music by Fred Gray.
Produced by D C. Ward.
Licenced from O Taito Corp., 1986 Programmed for the Amstrad
by lmagine Software. Export outside Europe prohibited.
@1987 lmagine Software



BARBARIAN
THI sroRY so rAR...

The evil sorcerer Dnx desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of theJewelled Cityunlessshe is delivered to him.

llowever, he has agreed that ifa champion can be found who is able to defeat his demonic guadians,
the princess will be allowed to go free. All seems lost as champion afterchampion is defeated.

Then, ftom the forgotten wastelands ofthe North, comes an unknown barbarian, a mighty wanior,
wielding his broadsword with deadiy skill.

Can he vanquish the forces ofDarknessand free the Princess?

ONTYYOU CAN SAY...

The game is in two parts which can be loaded in any order.
ONE: Combat practice (one player or

two player). Perfect your swordsmanship
aqainst the finest warriors in the land.

TWO: Fighttothedeath.
Fight for the princess against the evil minions
of DRAX and finally face the evil one himself .

AMSTRADVERSIOil
EACH SIDE OFTHE CASSETTE/DISC CONTAINS
TWO DIFFERENTACTION SCENES.

TO LOAD THE SCENE OF YOUR CHOICE
FOLLOW TH E LOADING INSTRUCTIONS.

When the game has loaded press return to
choose from the following options:

MODE I : ONE PLAYER JOYSTICK
MODE2= ONE PLAYER KEYBOARD
MODE 3 = TWO PLAYER JOYSTICK/KEYBOARD

SPACE BAR TO START GAME
Fg: TO PAUSE AGAME
Fl =TOQUITAGAME
F2 = MUSISSOUND EFFECTS

INKEYBOARDMODE
Q: UP
A - DOWN
J: RIGHT
H = LEFT
SPACE = FIRE

BARBARIAN FIGHTING MOVES
The fol lowing instructions are for a right-facing character.

For a left-facing character the moves are reversed.

JOYSTICK DIRECTIONS
WITHOUT FIRE BUTTON PRESSED

PROTECT JUMP PROTECT

*^'t6)L***,
*"* "Y\ R.LL
BACK CROUCH FORWARD

BARBARIAN was conceived and designed by
STEVEBROWN

JOYSTICK DIRECTIONS
WITH FIRE BUTTON PRESSED

NECKWEB CHOPOF HEAD

#ida';-
.r\7\.,l\

oVERHEAD V Krcx
cHoP LEG

CHOP

AMSTRAD PROGRAMMING BY: ANDREW
FITTER

STRENGTH
Each character can survive six blows which

are displayed at the top of the screen (player
one on the left).

SCORE
Pointswillbe awarded depending on the

difficulty of the move used (player one on the
left)

When playing intwo playei modetherewill
be a time iimitfdr each duel. at this t'ime if
both are still in the game, their strength will be
restored and a new game will commence.

When playing in one player modethere
is no time limit ahd thetime display will be
replaced with the skill level of the opponent
you arefacing.

SOUND BY: n Ct ARDIOSEPH
ASSISTANT ARTIST : GARY CARR

SPECIAL THANKS T O : DANTEL MALONE

@)PALACE SoFTWARE 1987 13



INTERNATIONAT
KARATE +
INTRODUCTION
INTERNATIONAL KARATE + TM is a develop.nent of the original lK
game, the main extra feature being that there are three fighting men on
the screen at once Control is referred to throughout as ioystick
although keys can be used.

There are I 7 different moves that can be made, a I I control I ed by the
joystick and with practice all these moves can be executed smoothly in
a flowing fight sequence without the man pausing momentar.ily in the
standing stance The joystick system is simple enough for players to
learn quickly, but after some experience of how the moves behave, much
more sophisticated control can be achieved

Opponents can be hit in the head, chest, stomach, shins and feet
from in front or behind, although an attacker receives on ly half the score
for attacking from behind.

The game gets progressively harder unti I about Level 25, and players
are awarded one of six belt colours depending on their score.

The computer-controlled men adopt a variety of play strategies For
example, they may fight each other, not the.human: they may not fight.
just avoid attacks: both may fight the human. not bothering to dodge
attacks: and so on AII behaviour varies in "viciousness as the game
gets more advanced

An animated iudge appears at the end of each 30-second round to
instruct the players and announce the rankings. If a human player is in
third place, he is out of the game. So long as a human can stay first or
second, he stays in the match.

Every 3rd round there is a bonus round, where the player has to use
a smal I hand-held shield to deflect balls bounci ng towards h im from al I

angles.

OPTION SELECTION AMSTRAD

GAME DISPI..AY
The score and game information is displayed at the top of the screen
and comprises three sets of combat points and accumulative score
displays. Human-controlled fighters are indicatetl by a coloured f ist to
the iight of the fighter's score The white-jacketed lighter is controlled
by Ioystick I and the red-iacketed fighter is controlled by loystick 2 in a
two player game

MOVEMENT CONTROLS
It is recommended that sticks with a f irm tactile feel (such as the origina I

Atari ones) are used-large wobbly sticks are notas manageable since
they move too far and provide less feedback when their switches have

'closed Auto-fire ioysticks are useless

Each of the eight ioystick positlons selects a typc of move. and
pressrng the button gives a further eight ln special cases a further
hefensiie move is avii lable, as detai led later. For a man facing right. the
ioystick controls the character's movements as follows:

Note that some movements end with your man facing the opposite
direction. lf thefighter is facing left theabove movementsarereversed
left/right For example, when facing right. a f ront face punch is made.by
pressing up and right, but when facing left the same attack is made by
pressing up and left

FIRE BUTTON NOT PRESSED I-IRT: BUTTON PRESSET)

FI YINC LEAP KICK

REVERSE FACE
PUNCH TURN

AROUND

DOU BLT:
FACE KICK

I{EAD
BUTT

WALK
BACKWARDS
IOR BLOCKI

WALK
FORWARDS

STOMAC H
KICK

CROUCHINC
STOMACH

PU NCH

SH IN
KICKOne Player game

Two player game
Music on/off

, Fl.F2
,M FOOTSWEI:P

KIC K
Sound effects on/off - S

MOVEMENT CONTROLS AMSTRAD
UP DOWN LEFT

One Player loystickcontrolled
TwoPlayer t J e

14 PauseOniOff ESC

REVERSE
FOOTSWEEP TU RN

AROU ND

HOLDING AND CANCELLING A MOVE
When making an attacking move, you m ust hold the ioystick in position
until your man has made the attack. Releasing the ioystick any sooner
will cause your man to return to the standrng stance. If the selection is
retained then the stance is held until the ioystick is released oranother
move selected However, the actual h itting action rs only effective on the

RICHT FIRE

+ SPACE



initial movement - after all, seasoned opponents are unlikely to run
onto your [ist!

SEOUENCES OF MOVES
It is possi b I e to make rnoves i n qu ick successi on without the fighter fi rst
pausing,n the standing stance, thus allowing a smooth, free-flowing
sequence This is done by selecting the first move, holding it until the
attack has occurred. then quickly selecting the next move before the
man returns to the standing position This will allow such actions ds a
series of back flips across the screen (select back flip wait for move to
commence then select it again and again for Dance-free motion )

BLOCKING MOVE
A blocking move is also available for defensive purposes If you are
being attacked at close range from in front and you select the 'walk
backwards" action your man wjll stand in a blocking posture for the
duration oF the attack and deflect all kicks to the head chest and
stomach However, it is not possible to block shin kicks and footsweeps
-the onlywaytoavoid them is to lump out of the way or return the
attack with move like the flying kick

ATTACKABLE AREAS

men as in the one-player game.
The object is to fight on for as long as possible. As the score builds

up, you are awarded one of six belt colours. the highest being the black
belt. Afthe end of the match, you have the chance of entering your
nitials. score and belt coloLrr ir the Hall o[ Fame

SCORING
Duringa fight round if a man successfully hitsan opponentwhilefacing
him, he gets two combat points (displayed as coloured discs) and a
numerical score Attacking from behind earns one combat point and
half the score A fight round lasts eithbr for 30 seconds, or until one of
the fighters gajns six combat points. ln the latter case the playerwho
scored the slx points is awarded a time bonus of 100 points for each
second Ieft rn the round

Attheend ofeach light round, the judgedecides who is first, second
and third (or equal), initially on the basis of the combat points, and
then, in the case of a tie, on the numerical score obtained during that
round ( NOT the accumulated score)

When a player is hit he falls down and is momentarily dazed, as
shown by ihe stars above his head. When these disappear he has a few
seconds to wait or make an instant move Otherwise. after a short
waiting period he is forced to stand up anyway.

The length of time a fighter is knocked out depends on the type of
blow, and as the game speeds up the wait allowed decreases - but you
can't get hit until you are actually up and fighting again

BONUS ROUND
If a player stays in for two consecutjve fight rounds, he is able to go
through a bonus stage Here, you are shown holding a small shield. with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect (otherwise the round
would be impossible! ) You may also duck under some of the h igh balls

As the game gets more difficult, the maximum speed of the balls
increases. There are also flash i ng bal ls whose bounce height alternates
For each deflection you score I 00 points, and if you survive al I the bal ls
you get a 5000 point score bonus Since there may be up to 60 balls,
highly skilled players can add over I0,000 points to their score rn a
single bonus round and get to black belt status more quickly

HALLOF FAME
At the end of the match, players whose accumulative scare is high
enough are given the opportunity to add their inititals, score and belt
colour to the Hall of Fame Up to three initials are permitted: for each
one, move the ioystick left or right to select the required letter, then
press the frre button to enter the letter

FACF HFAI)

(HI:ST

STO\4ACII

SHINS KNI.,F,S

FFET

FRONTALHIT

Fron! Face Punch

Shin Krck

Crouching Slomach Punch

Reverse Face Punch

Flyrng Kick

Head Butl

Stomach Kick

Reverse Footsweep

Back-stepFace Kick

GAME OBIECT
A match con si sts of a sequ ence of two fi ght rounds a nd a bon u s rou nd
I n the one-player game, there are two computer-control led opponents
Thematch endswhen the humancomesthird in a iight round Thetwo-
player game starts with two humans fighting each other and one
computer-controlled opponent A player who comes last in a fight
round goes out of the game, leaving one player against two computer

800

400

400

400

600

800

1000

200

800

400

800

400

200

200

200

400

400

500

t00

400

200

400
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SUPERSPRINT
IilTRODUGTIOT
Just another racing game? No - this is THE racrng game. L censed to Eleclnc Dreams lrom the
rop.selling Alail corn op. SUPERSPRINT,M lets one or two players compete head.to head wrth
a brrd's eye vrew over eighi gruelftng tracks There's plenty of challenge lor your dnving skrlls.
wrthrampsioiump,openingandclosinggates,hrddenshortculs over-andunderpasses,and
banked turns There are random obstacles to avord, and golden spanners to collect irom the
lrack whrch can be traded lor custom car lealures 10 enhance your veh(le s perlormance

oPTtoil SELECTIOI|
lnallcasesrhegamehasloadedwhenthetitlepageisreplacedbythecredlts Pressthespace
bar to move tothe Options lvlenu While on this screenl

AMATRADCFC
Press "1 " to swrtch between one or-two player mode
Press "2'to start the game

GAME GOilTROLS

AMS.rRADCPC

Joystlct
Ster left o 3

Ster right

Accele.ete S L

THE RACE
Each .ace conSisis ol a minrmum ol four laps. However, if players beat the "drone" cars, the race
continues on a new track. picked at random from the available circuits
The race rs starled by a waving, white flag. Steer your vehicle using the left arid right controts,
and control ils speed with the accelerator. (Brakes are not provided | ) Hitting the circuit barriers
al low speeds only causes a delay, but on a high,speed impaci your car explodes, and a
replacement is deiivered, slunO beneath a helicopter

Onsometracksthereareunderpasseswhereyouwillbesteering"blind" Otherc[cuiisfeature
gales which open and close, allowing briel access to short cuts. Ramps enable you to leap over
obstacles

Random oblects will appear on the track trom time to time, to be collected or avoided. These are

Golden Spanner: Collect three of these tn one race lo earn one custom car bonus at the end
ol the race

Bonus Score Pad: Thrs contains a number which is added lo the score of the driver passing
over rt

Oil slicts: Ihese cause the car to spin out of control.
Water slicks: -l 

hese cause the car to slow down.
Tornado: The high wrnd blows the car off course and tnto a sptn

At the end of the race, the winner's ciicle is displayed wrth the rank. score and bes.t lap trmes
lor the frst three cars past the chequered flag.

Press the space oar to move to the hrgh score table lf your car has won a place on lhe lable,
you will be prompted to enter your initials. Use 'left" and "right" to select the letters. 'accelerate"
toenterthe nrtral You mayenteruptoihree inilials.

Should any car collect three or more golden spanners dunng a race, the driver wrll be able to
choose a custom car feature lrom the bonus screen. Four features are available, as followsi

Super rraclion (five levels)
Hrgher top speed (five levels)
Turbo acceleration ifive levels)
lncreased scofing (one level)

Players choose the feature they require rn the same way as tracks are selected at the stan of
the game: use lefl and nght to highlight the requtred opton. then press accelerate to add the
feature
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RAMPAGE
GAME DETAILS
See proud cities reduced to rubble!Witness acts of primeval savagery!
Gasp at male and female nudityl RAMPAGE loading soon in a
computer near you I

ln the very best Hollywood tradition. RAMPAGE unleashes monsirous
mayhem on an unsuspecting public. No fewer than three of your
favour ie B-movie behemoths are loose among the skyscrapers - and
nothing short of total destruction will satisfy theml
It seemed like any other day at the Greaseburger Fast Food Emporium
- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. lf only the company's Research Division hadn't
accidentally shipped some of the experimental {ood additives...

A wave of nausea, a foul aftertaste, chronic indigestion: everything was
normal until George, Lizlie and Ralph ripped out of their clothing and
into designer f ur and scales. Life isn't fun as a f ifty-foot Gorilla, Lizard or
Wolfman and soon everyone's going to find out how angry they arel

Up to three people can play, each controlling a different monster. ln a
desperate battle for survival, you climb the skyscrapers and smash the
walls with your fists, searching for edibles - anything from goldfish
bowls to the occasional tasty human - that appear behind the shattered
windows. Grabbing inedibles such as toasters, TVs, and potted cacti will
inf lict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the {oundations start to give way - getting trapped in the talling
masonry will weaken you. The nation's military might is also bent on
your destruction, so try to avoid (or punch) the troops who fire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch and be punched by - your fellow
monsters.

l{ you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off screen in embarrassrnent.

When a whole screenful of buildings has been demolished, a new city
block appears, ready to be flattened. Ther-e are 50 cities, and the
monsters spend three days in each one, making I 50 different screens.

GAME CONTROLS
Players with joysticks use the f our stick directions and the f ire button to
control their monster. See the table below forthe keyboard equivalents.

LEFT and RIGHI cause the monster to walk along the street, or across
the top of buildings. UP and DOWN are used to climb up and down the
sides of buildings. Pressing FIRE on its own makes the monster jump
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chosen drrection. All versions are designed for
three p ayers.

Amstrad Users: One on joystick, two on keyboards.

LEFT RIGHT UP DOWN FIRE

AMSTRAD
1 PLAYER
2 PLAYER

CVAZCOPY
e+IJsMALL

( Ihese aro rhe CURSOR KEYS) FNTEII

KEY
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LOADING
Position the cossette in your Commodore recorder with the printed side upwords ond moke sure thot it it rewound to the
beginning. Ensure thot oll leqds ore connected. Press the SH IFT key ond the RUN/STOP simultoneously. Follow the screen
instruction - PRESS PLAY ON TAPE. This progrom will then lood outomoticolly. For Cl28 looding type GO 64
(RETURN), then follow C64 instruction. Follow the instructions os they oppeor on screen. Ensure thot qll peripherols ore
|.emoved.

N. B. lf there is more thon one title on either side of the cossej-te olwoys siop the tope when the first gome hos looded. To lood
subsequent gomes reset the mochine ond follow previous looding instructions. lt is odvisoble to ensure thot the tope counter is

set to zero otthe stort of the tope so thot the position of the gomes con be noted forfuture use.

DISK
Select 64 mode. Turn on the disk drive insert the progrom into the drive with the lobel focing upwords type IOAD " * " ,B,f
(RETURN) the iniroductory screen will oppeor ond the progrom willthen lood ouiomoticolly. Follow the instructions os they
oppeor on screen.
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RENEGADE
The Streets aren't safe! . . . Night falls swiltly as you make your wdy
through the most sinister part of town to collect your girl, So far so
good . . your train pulls into the subway station, alighting you realise
you are not alonel
The station, and the streets above are infested with thugs and
villains . . . time is short so you must negotiate these areas to meet
your girl as arranged. Quick thinking and martial arl skills are the only
ab lrties you have to depend upon and you disembark knowing that
thrs is going to be the most dangerous walk o,f your ll{el

There are five slages to negotiate, first the tube station, where you wlll
meet a gang of muggers i.ntent on terminating your journey right
there. The next stage takes you through the pier area, known to be a
popular meeting place for motorcycle gangs. The third area is the
sleezy back streets of town; female gangs stalk the streets in search of
any unwitting male who may try and infringe the r territory Next, s the
street leading up to your meeting place; a vicious gang ol razor-
wielding thugs have been known to taunt any innocent passer by just
for kicks
Finally you enter your arranged meeting place, but beware-the last
gang you have subdued had called reinforcements who will be lying
in wait, together with their leader-armed with a gunl Prove that love
can overcome all by conquering these villains in timefor your date!

CONTROLS
The game is controlled lby Joystick
in Port 2 and three attack keys.

GAMEPLAY
There are frve levels: Subway, Pler: Sleezy Street, End Street and
lnterior. ln each ol these scenanos you will meet a gang, who are
armed wrth different weapons. To attain completion of a level the
leader of the gang must be defeated, his status being shown at the
top of the screen below your energy bar Each time the leader is hit
and knocked to the ground h s energy will be greatly depleted. When
h s bar charl is showing zero energy, you have defeated hrm or her
and you will move onto the next level. Please note that the leader will
not orn the f ray until a number of the minions have been defeated.
In the first stage you are attacked by a gang of both armed and
unarmed assa lants. You must punck, kick or "knee' your assailants
repeatedly to defeat them, (typically, each needs to be knocked to the
ground twice) The first time they are knicked to the ground, howeveri
you can kneel on top of them and a few swift blows will do the trick.
On the second level you must confront a gang of motorcycle thugs on
the pier. The level starts with lour attackers on motorcycles whoc will
try and run you over. they must be knocked off their to be subdued
Once the cyclists have been overcome, you will be attacked by both
unarmed and crow bar wielding Hells Angels, and eventually their
leader.
The third level takes place in the sleezy downtown streets, the
headquarters of a gang of female marauders armed wrth both clubs
and whips. When a number of these "ladies" have been defeated,
their leader Big Bad Bertha, is'brought into the fray.
The iourth level comprises ol razor-wielding thugs. in prevrous levels
you can sustain a number ol hits belore losing a lile but in this stage
one touch is fatal! Avoid the razors at all costs and watch your backl
Defeat of all the characters on this level brings you into the inter:ior
scene where there are still more of this gang plus therr leader-armed
with a gunl
Completion of this linal level will ensure you can keep your date with
Lucy, your gorgeous girlfriend. Unfortunately you will only have a very
short time with hel as the whole process must start again-only this
time more difficult.
There is a time limit for each section and larrure to defeat the major
villain on each stage within the allotted time will entail you losing a life,

so continued avoidance of the villains will not be helpful There are

JOYSTICK
UP

ATTACKKEYS LEFT
ATTACK RIGHT - 2
ATTACK LEFT -*JUMP - 1

RUN/STOP Key pauses the game, press it again to restart.
RUN STOP/RESTORE resetsthe game
SPACEBAR music on/off

DOWN
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various ways of attacking your assailant, all of which are shown below
These are:
.I. PUNCHING,2. BACK KICK,3. FLYING KICK,4. KNEEING,
5. PUNCHING A FLOORED ASSAILANI

STATUS AND SCORING
Your energy is indicated by a horizontal bar chart at the top of the
screen which will decrease each time you are hit. Beneath that is the
energy bar of the gang leader; this will only come into effect when he
is brought into play(after you have defeated a number of his
henchmen). His energy decreases accordingly with the number of
hits he sustarns. The lives remaining and the number of gangs you
have defeated are indicated by the heads at the bottom of the screerr
Points are awarded for successful actions in relation to their
effectiveness-between 50 and 100 points, (the more effective ihe
blow the higher the points achieved). Extra points are awarcieJ for
each enemy knocked out. Completing the full five rotrncis will result in

a score of an extra 10,000 points. An extra Iife is awardeC each time
you complete all levels.

HINTS AND TIPS
* Keep on the move.
* ln the f irst two levels opponents can be forced to fall off the edge oI

the playing area- but be careful so can you.
* Kill the most dangerous opponents, i.e. the weapon carriers, first.
* On the third level it is recommended to avoid Big Bertha until you

have disposed of all of her minions.

RENEGADE
Its program code, graphic representatton and artwork are the
copyright of lmagine Software and may not be reproduced, stored,
hired or broadcast in any form whatsoever without the written
permission of lmagine Software All rights reserved worldwide.
Renegade runs on the Commodore641128 micro computers.
lhis software product has been carefully developed and
manufactured tothe highest quality standards. Please read carefully
the rnstructrons for loading.

CREDITS
Programmed by M ax Taylot:

G;phL. by Steve Wahid and Jane Lowe.

Produced by D. C. Ward.
Licenced from O Taito Corp., 1986 Programmed for the Commodore
by lmagine Software. Export outstde Europe prohibited.
01987 lmagine Software.
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BARBARIAN
THE sroRY so rAn...

The evil sorcerer Drax desires Princess Mariana and has swom to wreak an unspeakable doom on the
people of the Jewelled City unless she is delivered to him.

llowever, he has agreed that ifa champion can be found who is able to defeat his demonic guardians,
the princess will be allowed to go free. All seems lostas champion afterchampion is defeated,

Then, fiom the forgotten wastelands ofthe North, comes an unknown barbarian, a mighty warrior,
wielding his broadsword with deadly skill.

Can he vanquish the forces ofDarkness and free the Princess?

ONLYYOU CAN SAY...

Thegame is intwopartswhichcan be loaded inanyorder,

STRENGTH
Each character can survive six blows which

are displayed at the top ofthe screen (player
one on the left).

SCORE
Pointswillbe awarded depending on the

difficulty of the move used (player one on the
left)

When playing in two player modethere will
be a time iimit for each duel. At this time if
both are still in the game, their strength will be
restored and a new game will commence.

When playing inpne player modethere
is no time limii ahdthetime displaywillbe
replaced with the skill level of the opponent
you are facing.ONE: Conibat practice (one player or

two player). Perfect your swordsmanship
against the f inest warriors in the land.

BARBARIAN FIGHTING MOVES
The following instructions are for a right-facing ci,;'a.ter

For a left-facing character the moves are reversed-

TWO: Fight to the oeath.
Fight for the prince;s against the evil minions
of DRAX and f inally face the evil one himself .

JOYSTICK DIRECTIONS
WITH FIRE BUTTON PRESSED

NECKWEB CHOPOF HEAD

#id('l*,*,\-\.,l\
ovERHEAD V KlcK

cHoP tEG
CHOP

COMMODOREVERSIOil
Fl = ONE PLAYER OR TWO PLAYER
F3 = MUSIOSOUND EFFECTS
F5: PAUSE
F7: STARTGAME
Q = QUITJOYSTICK DIRECTIONS

WITHOUT FIRE BUTTON PRESSED

PROTECT JUMP PROTECT

*^"*)dilL' 
'"**r*,

//Y\
R,LL t R.LL
BACK CROUCH FORWARD

was conceived and designed by

STEVEBROWN

SPECTRUM PROGRAMMING BY.. SHAUN

GRIFFITHS

AMSTRAD PROGRAMMING BY: A NDREW

FITTER

COMMODORE 64 PROGRAMMING BY:

STANLEYSCHEMBRI

SOUND BY: RICHARD TOSEPH

ASSISTANT ARr tST : GARY CARR

SPECIAL THANKSTO: DANIEL MALONE

PALACE SOFTWARE 1987
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INTERNATIONAT
KARATE +
INTRODUCTION
INTERNATIONAL KAMTE + TM is a development of the original IK
game. the main extra feature being that there are three fighting men on
the screen at once (and five in PAUSE mode! )

There are I 7 different moves that can be made, all control led by the
ioystick, and with practice al I these moves can be executed smooth ly in
a flowing fight sequence without the man pausing momentarily in the
standing stance. The loystick system is simple enough for players to
learn quickly, but after some experience of how the moves behave. much
more sophisticated control can be achieved

Opponents can be hit in the head, chest, stomach. shins and feet
from i n front or behind, although an attacker receives on ly ha lf the score
for attacking from behind

Thegame gets progressively harderuntil about Level 25 and players
are awarded one of six belt colours depending on their score.

Thecomputer-controlled men adoptavarietyof playstrategies For
example, they may fight each other, not the human: they may not fight
iust avoid attacks, both may fight the human. not bothering to dodge
attacks: and so on. All behaviour va'ries in viciousness as the game
gets more advanced

An animated judge appears at the end of each 3o-second round to
instruct the players and announce the rankings If a human player rs rn
third place, he isout of the game So longasa human can stay first or
second he stays in the match.

Every 3rd round there is a bonus round. where the player has to use
a small hand-held shield to deflect balls bouncing towards him from all
angles
OPTION SELECTION
FIRE, loystlck port 2 If in demo mode :nan a one player game
FIRE. loystlck poil I lf in demo mode staft a rwo-player game

by loystick Port 2, while in two-player games, the red-iacketed fighter is
controlled by loystick Port l.

MOVEMENT CONTROLS
The game may only be controlled using joysticks. lt is recommende..d
that sticks with a firm tactile feel (such as the original Atari ones) are
used - large. wobbly sticks are not as manageable since they move too
far and provide Iess feedback when their switches have closed. Auto-fi re
joysticks are useless.

Each of the eight ioystick positions selects a type of move, and
pressing the button gives a further eight. ln special cases a further
defensive move isavailable, asdetailed later Fora man facing right, the
ioystick controls the character's movements as follows,
Note that some movements end with your man facing the opposite
di rection. lf the fighter is facing Ieft. the above movements are reversed
lefvright. For example, when facing right, a front face punch is made by
pressing up and right, but when facing left, the same attack is made by
pressing up and left.

FIRE BUNON NOT PRESsEO

IUMP UP

REVERSE FACE   FRONT
PUNCHTURN I FcE

aRollND I plrNaHr. l,\t/walx \ I /
'a[[tatPi 5l\----*,"[ii[,./t\

cRoucHrNG I sr,*

'l?xi;' i K c,

F@TSWEEP
KICK

flRE AUTTON PRESSED

DOUBLE
FACE KICN

BACK

HEAD
B!r

SIOMACH
KICK

HICH
FACE
KICK

SHIFI aad I l2Bl1l5 Vary speed of play ( I is fast. I normal. 5 slowl
RUN/STOP Pausemode(duringfightroundonlylPress

RUN/STOPa second time to contjnue the fight
. changethecoloursofthereflectedsunset

GAME DISPI.AY
The score and game information is displayed at the top of the screen,
and comprises three sets of combat points and accumulative score
displays. Human-controlled fighters are indicated by a coloured fist to
the richt of the fighters score. The white-iacketed fighter is controlled

BACK STOP
FACE KICK

IURN AiOUND

REV€R5E
FOOTSWEEPTURN

AROUND

HOLDING AND CANCELLING A MOVE
When making an attacking move you must hold the joystick in position
until your man has made the attack. Releasing the joystick any sooner
will cause your man to return to the standing stance. lf the selection is
retained the:1 the stance is held until the ioystick is released oranother
move selected. However, the actual hitti ng action is on ly effective on the
initial movement - after all seasoned opponents are unlikely to run
onto your fistl

SEOUENCES OF MOVES
It is possible to make moves in quick succession without the fightei first
pausing in the standing stance, thus allowing a smooth, free-flowing
sequence. This is done by selecting the first move, holding it until the
attack has occurred, then quickly selecting the next move before the
man returns to the standing position. This will allow such actions as a
series of back flips across the screen {select back flip wait for move to
commence, then select it again and again for Dance-free motion )

FI
E

F5
F7

One player against two computer men
Two players against one computer man
lThesecontrolswork atall times and socan be
used to quit the cu(ent match )

Turn musicon oroff
Turn sound eflects on or off
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BLOCKING MOVE
Ablocking move is also available for defensive purposes lf you are
being attack€d at close range from in front, and you select the "walk
backwards" actien, your man will stand in a blocking posture for the
duration of the attack and deflect all kicks to the head, chest and
stomach However. it is notpossibletoblockshin kicksand footsweeps

and third (or equall. initiaLly on the basis of the combat points. and
then. in the case of a tie. on the numerical score obtained during that
round ( NOT the accumulated scorel

When a player is hit he falls down and is momentarily dazed, as
shcwn bythe starsabove his head When thesedisappearhehasa few
seconds to wait or make an instant move Otheruise. after a short
waiting period he rs forced to stand up anyway

The length of time a fighter is knocked out depends on the type of
blow. and as the game speeds up the wait allowed decreases - but you
.an t pet hit rrntil vor are aclrrallv lrn and fishtinp apain

BONUS ROUND
If a player stays in for two consective fight rounds he is able to go
through a bonusstage Here,you areshown holdingasmall shield.with
which you must deflect the balls that come bouncing towards you At
any one time you only have one ball to deflect {otheruise the round
wou ld be impossible | ) You may a lso duck u nder some of the h igh ba lls

As the game gets more difficult the maximum speed of the balls
increases There are also flashing balls whose bounce height alternates
Foreach deflection you score l00points and ifyou surviveall theballs
you get a ,000 point socre bonus Sinae there may be up to 60 balls
highly skilled players can add over 10,000 points to their score in a
single bonus round and get to black belt status more quickly

HALL OF FAME
At the end of the match players whose accumulative score is high
enough are given the opportunity to add their inititals. score and belt
colour to the Hall of Fame Up to three in jtials are permitted for each
one move the ioystick left or right to select the required letter. then
press the Fire button to enter the letter

FACE HEAD

ATTACKABLE AREAS

CHEST

STOMACH

SHLNS,KNEES

GAME OBIECT
A match consjsts of a sequence of tw6 fight rou nds a nd a bonus rou nd
In the one-piayer game there are two computer-controlled opponents
Thematch endswhen thehumancomesthird in afight round Thetwo-
player game starts with two humans fighting each other and one
computer-controlled opponent A player who comes last in a f ight
round goes out of the game. leaving one player against two computer
men as rn the one'player game

Theobiect is to fighton foras longas possible As the score builds
u p. you are awarded on e o[ six belt coi ou rs. the h ighest bei ng the black
belt At then end of the match you have the chance oF entering your
initiais score and beit colour in the Hall of Fame

SCORING
During a fight round. if a man successfully hits an opponent while facing
him he get two 'combat points ldisplayed as coloured discs) and a
numerical score Attacking from behjnd earns one combat point and
half the score A fight round lasts either for 30 seconds. or until one of
the fighters gains six combat points ln the latter case, the playr who
scored the six points is awarded a trme bonus of 100 points for each
second left in the round
Attheend of each fight round.the ;udgedecideswho isfirst second

can t get hit until you are actually up and fighting again

SCORING
MovE I rnoxral xrr lHrr rnoM seHrur

Front Face Punch

Shin Kick

Footsweep

Crouching Stomach Punch

Reverse Face Punch

Fiying Kick

Head Butt

Stomach Kick

Face Kick

Reverse Footsweep

Back-step Face Kick

Double Face Kick

800

400

400

400

800

800

l 000

200

800

400

800

I 000

400

200

200

200

400

400

500

t00

400

200

400

I 000
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SUPERSPRINT
ITTRODUCTIOII
Just another racing game? No - this is THE racrng game. Licensed to Electrc Dreams from the
top-selling Atari coin-op, SUPERSPRINTIv lets one or two players compere head,to-head wrth
a bird's eye view over eight gruelling tracks. There s plenry of challenge tor your driving skills.
with rampsto iump, opening and closing gates, hidden short cuts, over and underpasses, and
banked turns. There are random obstacles to avoid, and golden spanners to collect Jrom the
track which can be lraded lor custom car tealures to enhance your ve-6tcle's perlormance

OPTIOilSELEGTION
ln all cases the game has loaded when the title page is replaced by the credits Press the space
bar to move to the Options N/tenu While on rhis screen:

cotmoDoRE o.3/128
Select one-or-two player mode by pointing the steering wheel at the lelr or right car and pressing
the fire button.

lf you have selected two-player mode you will then be asked ro select the type of race. You may
race against each other in a "one on-one" event, or you may have a third competttor controlled
by the computer.

The display changes to show all the possible racing circuits: rhe current selection will be
flashing, and the central arrow will point to it. Use the "steer left" and "steer right" controls to
change to the required track layout. To start the race on the selected crrcuit, Iush the.accelerate" control.

GAMEGOTITNOLA
qouroDonEE4r2a
The game may only be controlled using ioysticks. lf the one player option is selected, the
ioystick should be in Port 2.

THE RACE
Each rac consists of a minimum o, four laps. However, if players beat the "drone" cars, the race
continues(on a'new track, picked ar random lrom the available circuits.

The race is staned by awaving, whate flag. Steer your vehicle using the lelt and right controls,
and conirol its speed with the accelerator. (Brakes are not providedl ) Hitting the circuit barriers
at l6w speeds only causes a delay. but on a high-speed impact your car explodes, and a
replacement is delivered, slung beneath a helimpter.
On some tracks there are underpasses where you will be steering 'blind". Other circuits {eature
gates which operi and close, allowing brief amess to short cuts. Ramps enable you to leap over
obstacles.

Random obircts will appear on the track from time to time, to be collected or avoided. These are
as follows:

Goldon Spanner: Collect three o.f these in one race to earn one custom car bonus at the end
ol the race
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Bonus Score Pad: This contarns a number which IS added to the score of the driver passing
over it.

Oil slicks: These cause the car to sprn out ot control.

Wator slicks: These cause thc car to slow down.

Tornado: The high wrnd blows the car olj coursb and into a spin.

At the end of the race. the winner's circle is displayed with the rank, score and best lap times
for the first three cars past the chequered flag.

Press the space oar to move to the high score table. lI your car has won a place on the table,
you will be prompted to enter your initrals. Use "left" and "right" to select the lelters, "accelerale"
to enier the initial. You may enter up to three initials.

Should any car collect three or more golden spanners during a race, the dflver will be able to
choose a custom car feature from the bonus screen. Four features are available, as follows

Super traction {five levels)
Higher top speed {Iive levels)
Turbo acceleration (Iive levels)
lncreased scoring (one level)

Players choose the leature they requrre in the same way as tracks are selected at the start of
the game: use left and right to highlight the required optron, then press accelerate to add the
,eature.



RI\TI,IPAGE
GAME DETAILS
See proud cities reduced to rubblelWitness acts ot primeval savagery!
Gasp at male and female nudity.! RAMPAGE - loading soon in a
computer near you !

ln the very best Hollywood tradition. RAMPAGE unleashes monstrous
mayhem on an unsuspecting public. No fewer than three of your
favourite B-movie behemoths are loose among the skyscrapers - and
nothing short of total destruction will satisfy them!

It seemed like any other day atthe Greaseburger Fast Food Emporium
- but three unlucky customers were to get something even nastier than
usual in their Big Mucks. lf only the company's Research Division hadn't
accidentally shipped some of the experimental food additives...

Awave of nausea, a foul aftertaste, chronic indigestion:everything was
normal until George, Lizzie and Ralph ripped out of their clothing and
into designer fur and scales. Life isn'tfun as a fifty-foot Gorilla, Lizard or
Wolfman - and soon everyone's going to find out how angry they are!

Up to three people can play, each controlling a different monster. ln a
desperate battle for survival, you climb the skyscrapers and smash the
walls with your fists, searching for edibles - anything from goldfish
bowls to the occasional tasty human - that appear behind the shattered
windows. Grabbing inedibles such as toasters, TVs, and potted cacti will
inf lict some damage on you, though. Each player's stamina is indicated
by the energy bars at the top of the screen.

Damaged buildings will eventually collapse into rubble, but leap off
when the foundations start to give way - getting trapped in the falling
masonry willweaken you. The nation's military might is also bent on
your destruction, so tryto avoid (or punch)the troops whofire from the
windows, and the gunship helicopters that are constantly circling
overhead. You can also punch - and be punched by - your fellow
monsters.

lf you lose all you energy, you revert back to human form and, hiding
your nakedness as best you can, shuffle off-screen in embarrassment.

When a whole screenful of buildings has been demolished, a new city
block appears, ready to be flattened. There are 50 cities, and the
monsters spend three days in each one, making 150 different screens.

GAME GONTRGLS
Players with joysticks use the four stick directions and the f ire button to
control their monster. See the table below for the keyboard equivalents.
LEFT and RIGHT cause the monstertowalk along the street, Qr across
the top of buildings. UP and DOWN are used to climb up and down the
srdes of buildings. Pressing FIRE on its own makes the monster jump.
Pressing FIRE while pressing a direction key, then FIRE, throws a punch
or makes a grab in the chosen direction. All versions are designed for
three players.
Commodore Users: One on keyboard, two on ioysticks.

LEFT RIGHT UP DOWN FIRE

coMMoDoRE64/128
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CHARGEMENT
Mettre la cassette dans votre magn6tophone Commodore, cOt6 imprime sur le dessus, tout en s'assurant
qu'elle est bien r6embobin6e au d6but. V6rifier que tous les fils sont bien branch6s. Appuyer simultanement
sur la touche SHIFT et sur la touche RUN/STOP. Le message devrait apparaitre sur l'6cran dds que vous

aurez appuy6 sur la touche PLAY de votre magn6tophone. Ce programme se chargera automatiquement.
Pour charger un C1 28,laper GO 64(RETURN), puis suivre les m6mes instructions que pour le C64. Une fois
le chargement effectu6, appuyer sur le bouton FIRE pour commencer.

N.B. Si plusieurs titres se trouvent sur l'une ou l'autre des faces de la cassette, arr6tez toujours la bande aprds
que le chargement du premier jeu se soit effectu6. Pour proc6der au chargement des jeux suivants, remettez
I'ordinateur au point de d6part et suivez les instructions de chargement pr6c6dentes. Afin de vous permettre

de rep6rer la position des jeux pour un usage ult6rieur, nous vous conseillons de v6rifier que le compteur du

magn6tophone a 6t6 remis a z6ro au d6marrage de la bande.

DISQUETTE
S6lectionnez mode 64. Mettez le lecteur de disquette sur la position marche, placez le programme dans le lec-

teur, labelvers le haut, tapez LOAD "*",8,1 (RETURN), l'6cran d'introduction apparaitra et le prbgramme se

chargera automatiquement,
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RENEGADE
Les Rues ne sont pas sures! La nuit tombe vite alors que vous
vous acheminez a travers le quartier le plus sinistre de la ville pour
aller chercher votre petite amie. Jusqu'd pr6sent tout va bien . . .

votre metro s'arrete d la station, mais d la descente vous vous
rendez compte que vous n'6tes pas seul!
La station et les rues au-dessus sont infest6es de voyous et de
mauvais garnements . . . Vous avez peu de temps et vous devez
donc emprunter ces zones pour retrouver votre petite amie
comme convenu. Des decisions rapides et une connaissance des
arts martiaux sont vos seules armes et vous d6barquez en
sachant que ce parcours va Ctre le plus dangeureux de votre vie!
Vous devez passer par cinq stades, d'abord la station de m6tro orr
vous rencontrerez une bande d'agresseurs qui souhaitent que
votre voyage se termine a cet endroit pr6cis. Le stade suivant vous
amdne dans la zone de la iet6e renomme comme 6tant le lieu de
rendez-vous des%anOes i motos. La troisieme zone se trouve
dans les ruelles mal tamees.de la ville qui sont parcourues par des
bandes de femmes d la recherche de tout homme quitente de
fagon accidentelle de p6netrer dans leur territoire. Ensuite vous
trouverez la rue qui vous conduit d votre lieu de rendez-vous; mais
une dangeureuse bande arm6e de rasoirs a la r6putation
d'attaquer tout passant innocent simplement pour s amuser.
Vous entrez enfin dans l'endroit de votre rendez-vous mais
attention - la dernidre bande i laquelle vous avez inllig6 une
d6faite a appel6 des renforts qui vous attendent en compagnie de
lepr chef - arm6 d'un pistolet! Prouvez que l'amour se joue de
tous les dangers en triomphant de ces voyous a temps pour votre
rendez-vousl

COMMANDES
TOUCHES D'ATTAOUE
ATTAQUE DROITE _2
AITAQUEGAUCHE _+
SAUT _1
RUN/STOP - Permet de faire une pause, Appuyez de nouveau
sur cette touche pour recommencer

RUN STOP/RESTORE - Permet de recommencer le jeu.

BARRE D'ESPACEMENT - Musique: oui/non

Le jeu se joue avec Levier en Port 2 et les trois touches d'attaque.
LEVIER
HAUT

GAUCHE DROITE

COMMENTJOUER
ll y a cinq niveaux: Metro, Jetee, Rue mal fam6e, scCne au Bout de
la rue et lntdrieur. Dans chacun de ces scdnarios vous
rencontrerez une bande, chacune de ces bandes dispose
d'armes diff€rentes. Pour terminer un niveau, vous devez battre le
chef de la bande. Son statut est atfiche en haut de l'6cran en
dessous de votre barre d'6nergie. Chaque fois que le chel est
frappe et renverse sur le sol, son energie diminue
consid6rablement. Quand son tableau de barres affiche un niveau
d'6nergie z6ro, il ou elle est vaincu(e) et cela vous permet de
passer au niveau suivant. Attention: le chef ne rentre dans la mel6e
que lorsqu'un certain nombre de mignons ont deja ete vaincus.
Au premier stade du jeu vous etes attaqi.E par une bande
d'assaillants dont certains seulement sont arm6s. Pour les vaincre,
il vous taut leur ass6ner A plusieurs reprises des coups de poing,
de pied ou de genou (d'une maniere generab, chacun doit €tre
mis d terre deux fois). Quand ils sont mis i terre vous pouvez
cependant les y maintenir en vous agenouillant sur eux et les
achever grace a quelques coups rapides.
Au second niveau vous devez affronter une bande de voyous d
moto sur la jet6e. Au debut de ce niveau quatre attaquants a moto
vont essayer de vous 6craser. Pour les mettre hors d'etat de nuire,
vous devez les faire tomber de leur moto. Une fois d6barrasse des
motocyclistes vous serez attaqu6 par un groupe d'Anges de la
Mort, certains sans armes, d'autres brandissant des
pieds-de-biche et enfin par leur chef.

BAS
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Le troisieme niveau se trouve dans les rues mal fam6es de la ville,
c'est ici que se trouve le quartier g6n6ral d'une bande de
maraudeuses armees de gourdins et de fouets. Quand un certain
nombre de ces "dames' ont 6te vaincues leur chef, la grosse
Bertha, descend dans l'ar6ne.
Le quatridme niveau est occupe par des voyous arm6s de rasoirs.
Aux niveaux pr€cddents vous pouvez recevoir un certain nombre
de coups avant de perdre une vie mais a ce niveau un seul vous
est fatal! Essayez a toul prix d'6viter les rasoirs et faites attention

derridre vousl une fois que vous avez triomphe de tous les
personnages d ce niveau vous passez A la scene de l'intdrieur ou
vous attendent quelques autres membres de cette bande et leur
chef - arm6 d'un pistolet!
Apres avoir termine ce niveau ilvous sera possible d'aller aur

rendez-vous de votre superbe petite amie. Vous ne pourrez
malheureusement rester ensemble que trds peu de ternps car le
processus tout entier doit recommencer - mais cette fois en plus
ditficile.
Dans chaque section vous devez vaincre le principal voyou en un
temps limite el si vous n'y r€ussissez pas dans le temps imparti
vous perdrez une vie, n'essayez donc pas d'6viter les voyous en
permanence. Vous pouvez attaquer votre assaillant de differentes
fagons; celles-ci vous sont indiqu6es ci-dessous:
1. COI]P DE POING, 2. COUP DE PIED VERS LARRIERE.

3. COUP Dt PIED EN HAUTEUR, 4. COUP DE GENOU,
5. COUP DE POING ASSENE A LASSAILLANT A TERRE

SATUT ETSCORE
Votre energie est indiquee par un tableau de barres horizontal
affich6 en haut de l'6cran, elle diminue chaque fois que vous 6tes
touch6. Le tableau d'dnergie du chef de la bande se trouve en
dessous du votre, celui-ci ne fonctionne que lorsque ce
personnage entre en jeu @prds que vous ayez vaincu un certain
nombre de ses acotytes). Son 6nergie diminue proportionnellemenl
au nombre de coups qu'il reqoit. Les vies restantes et le nombre
de bandes que vous avez vaincues sont indiquees par les t6tes au
bas de l'6cran.
Des points sont accordes pour les actions r6ussies et ce en
fonction de leur etficacite - entre 50 et 100 polnts (plus le coup
est efficace, plus on obtient de points). Des points
suppleinentaires sont accordes pour l'elimination de chaque
ennemi. Terminer les cinq rounds complets se traduira par un
soore de 100,00 points supplBmentaires. Une vie de plus vous est
accordee chaque fois que vous terminez tous les niveaux.

CONSEILS UTILES
* Bougez sans arr6t-
* Aux deux premiers niveaux vous pouvez forcer vos adversaires

d tomber du rebord du terrain de jeu - mais attention la mOme
chose s'applique a vous.

* Tuez vos plus dangereux adversaires (c'est d dire ceux qui sont
arm6s) en premier.

* Au troisi6me niveau, nous vous recommandons d'6viter la
Grosse Bertha jusqu'a ce que vous ayez 6limin6 tous ses 

'

mignons.

RENEGADE
Son programme, sa repr6sentation graphique et la conception
artistique sont la propriete de lrnagine Software et ils ne peuvent
Ctre reproduits, stockesi loues ou diffusds sous quelque forme
que ce soit sans la permission 6crite de lmagine Software. Tous
droits reserves dans le monde entier. Renegade passe sur les
micro-ordinateurs Comrnodore 64 / 1 28.
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INTERNATIONAL KARATE +
INTERNATIONAL KARATETM est une version perfectionn6e du jeu
lK original. Cette nouvelle version permet maintenant d'avoir trois
lutteurs en m6me lemps sur l'6cran (et cinq en mode pAUSE).

ll existe 17 coupF diff6rents qui se contr6lent tous a la manette de
jeu. Avec un peu de piatique, vous arriverez.d les ex6cuter sans que
votre lutteur s'interrompe provisoirement entre chacun d'entre eux.
Le contr6le a la manette de jeu est extr6mement simple et
s'apiprend rapidement, mais vous obtiendrez des r6sultats plus
sophistiqu6s avec un peu d'entrainement aux diff6rents coups.
Vous pouvez frapper vos adversaires a la t6te. a la poitrine, a
l'estomac, au mollet et au pied en les.attaquants par devant ou par
derridre, bien que le score soit r6duit de moitie lorsque vous
attaquez par derridre.

Le jeu devient progressivement plus difficile jusqu'au niveau 25 et
les joueurs regoivent une ceinture portant une des six couleurs
disponibles selon leur score.
Les lutteurs contr6l6s par l'ordinateur adoptent diff6rentes
strat6gies. lls peuvent par exemple se battre entre eux, sans
s'occuper de vous, ou ne pas attaquer et 6viter tout simplement les
attaques. Dans certains cas, ils vous attaquent tous deux sans se
d6fendre, etc. Leur comdortement devient de plus en plus ,vicieux,

au fil du jeu.

Un luge anim6 appara?t A la fin de chaque r6und de 30 secondes
pour donner ses instructions aux joueurs et annoncer le classe,ent.
Si votre lutteur est en troisidme position, il est disqualifi6. pour
poursuivre le jeu, vous devez donc vous assurer qu'il demeure en
premidre ou en deuxidme position.
Tous les trois rounds, vous participez d un round de bonus au cdurs
duquel le joueur reQoit un bouclier portatif pour laire rebondir les
balles qui lui sont lanc6es A des angles diff6rents.

SELECTION DES OPTIONS
BOUTON DE TlR, manette de jeu connect6e au port 2
En mode de d6monstration, ce bouton active une partie a un joueur.
BOUTON DE TlR, manette de jeu connect6e au port 1

En mode de d6monstration, ce bouton active une partie i deux
joueurs.
F1 Partie d un joueur contre deux joueurs informatiques.
F3 Partie A deux jouegrs contre un joueur informatique. (Ces
commandes peuvent 6tre utilis6es a tout moment et per, nettent
donc de mettre fin au malch en cours).
F5 Active/d6sactive les effets musicaux.
F7 Active/d6sactive les effets sonores.
1l2l3l4l5 s6lectionne la vitesse du jeu (1 6tant la plus rapide, 3 la
vitesse normale, 5 la,plus ii'ible).
RUN/STOP suspend la pa-iie (pendant un round de lutte
uniquement). Pour la reprendre,lrappez une nouvelle fois cette
touche.
* change la couleur du coucher de soleil.
AFFICHAGE
Les informations sur le score et le jeu s'affichent au sommet de
l'6cran. Cette section de l'6cran contient trois s6ries d'affichages
pour les points de combat et le total. Les.lutteurs que vous contr6lez
sont signal6s par un poing jaune A droite de leur score. Le lutteur
portant le kimono blanc est contr6l6 par la manette de jeu connect6e
au port 2 tandis qu'en version d deux joueurs, le lutteur en kimono
rouge est contr6l6 par la manette de jeu connect6e au port 1.

CONTROLE DU MOUVEMENT
Le jeu doit obligatoirement 6tre contr6l6 d la manette de.jeu. ll est
recommand6 de choisir une manette ayant un contr6le pr6cis (telle
que les manettes Atari originales). Les manettes relativement
grandes et peu precises ne sont pas conseill6es car elles ne
permettent pas de contr6ler le mouvement assez pr6cis6ment. Les
manettes de jeu A tir automatique ne sont d'aucune utilit6.
Chacune des huit positions de la manette de jeu s6lectionne un type
de mouvement. En appuyant en meme temps sur le bouton de tir,
vous acc6dez a huit mouvements suppl6mentaires. Dans certains
cas, il existe aussi des mouvements de d6fense suppl6mentaires
qui sont d6taill6s par la suite. Lorsqu'un lutteur es.t tourn6 vers la
droite, il se contrOle de la manidre suivante i la manette de jeu :
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A noter qu'aprds certains mouvements, votre lutteur est tourne en
direction opposde. S'il est tourne vers la gauche les mouvements
sont inverses. Ainsi donc, lorsque votre lutteur est tourne vers la
droite, vous devez diriger la manette de jeu vers le haut et la droite
pour donner un coup de poing dans le visage, alors que lorsqu'il est
tourne vers la gauche, vous devez la diriger vers le haul et la
gauche.

MAINTIEN ET ANNULATION D'UN MOUVEMENT
Lorsque vous attaquez, vous devez maintenir la manette de jeu en
position jusqu'd ce votre lutteur art ex6cut6 l'attaque, sinon il va se
remettre en position d'attente. Lorsque la s6lection est retenue, la
position est conservee jusqu'd ce que la manette de jeu soit
reiAchee ou que vous selectronniez un autre mouvement.
Cependant, un coup n'est n'est efficace que la premiere fois - aprds
cela, vos adversaires ne restent pas attendre vos coups.

SEQUENCES DE MOUVEMENTS
ll est possible d'elf ectuer plusieurs mouvements de suite sans que
le lutteur reprenne la position d'attente entre chacun d'entre eux afin
d'obtenir une sequence continue et regulrere. ll suffit pour cela de
selectionner le premier mouvement et de le maintenir jusqu'd ce
que I'attaque ait eu lieu, et de Selectionner rapidement le
mouvement suivant avani que le.lutteur n'art le temps de reprendre
sa position d'attente. Cette technique permet donc d'ex6cuter, par
exemple, une serie de pirouettes arridres sur toute a surface de

l'6cran (s6lectionner une pirouette arridre, attendez le
commencement du mouvement, et selectionnez-le encore une fois,
et encore une fois, pour une motion reguliere).
MOUVEMENT DE BLOCAGE
ll existe un mouvement de blocage d des fins d6fensives. Si vous
6tes attaqu6 a faible distance de face et que vous choisissez de
'reculer', votre lutteur se met en position de blocage pour toute la
duree de l'attaque et pare tous les coups portos,l la tete, al'la
poitrine et a I'estomac. ll n'est cependant pas possible de bloquer
les coups au mollet ou les coups lat6raux - la seule fagon de les
6viter est de sauter ou de r6pondre a I'attaque par un coup de pied
en extension par exemple.
PARTIES ATTAOUABLES

VISAGE/TETE

G
POITRINE

ESTOMAC

MOLLET/. GENOU

PIED

BUT DU JEU
Un match se compose de deux rounds de Iutte suivi d'un round de
bonus. En version A un.ioueur, deux des lutteurs sont contr6l6s par
I'u!'dinateur. Le match se termine lorsque votre joueur se classe
troisidme dans un round de lutte. Au d6but d'une partie a deux

Srn. appuycr .ur lG boulor dc tir

P"-. ..-L.

En appuyant gur le bouton de tir

Tobi Ceri

Oshiro Oeri

Coup de tite

Pour tt|.Eh.r drcn l)irou€tte
d.v6t atiare
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.ioiJeurs, les deux lutteurs sont oppos6s l'un a I'autre ainsi qu'au
lutteur contr0l6 par l'ordinateur. Le joueur se classant dernier dans
un round de lutte est 6limin6. ll ne reste donc plus qu'un.joueur
contre deux lutteurs contr6l6s par ordinateur, comme dans !a
version A un loueur.
Le but de jeu est de lutter le plus longtemps possible. Lorsque volre
score augmente, vous recevez une des six couleurs de ceinture, la
plus 6lev6e 6tant la noire. A lafin de chaque match, vous avez la
possibilite d'inscrire vos initiales, votre score et votre couleur de
ceinture au tableau d'honneur 'Hall of Fame'.
SCORE
Lorsqu'un joueur parvient a frapper son adversaire en lui laisant
face pendant un round de lutte, il obtient deux points de'combat. Si
vous attaquez par l'arriere, vous n'obtenez qu'un point de combat et
la moiti6 du score. Un round de lutte dure 30 secondes, ou jusqu'2r
ce qu'un des concurrents obtienne six points de combat. Dans ce
cas, le joueur ayant marqu6 six points reQoit un bonus de temps de
'I 00 points pour chaque seconde avant la fin du round.
A la fin de chaque round de lutte, le juge decide qui est le premier,
qui est le second et qui est le troisi6me (il peut y avoir des ex-
aequos) en se basant sur les points de combat. En cas d'6galit6, il
se base sur le score obtenu au cours du round (et non par sur le
total).

SCORE
Mouvement en face par I'arridre
Tzuki Jodan 800 400
Coup de pied au mollet 400 200
Ashi barai geri 400 2O0
Coup de pied dans I'eslomac 400 200
Gyakazuki
Tobi Geri
Coup de t6te
Geri Chudan
Geri Jodan
Ashi Barai
Oshiro Geri
Ashi Barai

attendre ou laire un mouvement instanlan6. Autrement, il est torc6 a
se relever au terme d'une courte p6riode.

La longueur de la p6riode pendant laquelle le .joueur est horsde
combat d6pend du type de coup qu'il a regu. Lorsque la vitesse du
jeu acc6ldre, la p6riode d'attente diminue - mais vous ne pouvez
pas 6tre frapp6 une nouvelle fois avant de vous 6tre relev6 pour
lutter.
ROUND DE BONUS
Lorsque vous remportez deux rounds de lutte consecutifs, vous
accedez d un round de bonus. Vous tenez ir la main un petit bouclier
avec lequel vous devez renvoyer les balles qui vous sont ldnc6es.
Vous ne devez naturellement renvoyer qu'une seule balle A la lois
(autrement le jeu serait irrpossible). Vous pouvez aussi plonoer
pour esquiver les balles !,articuli6rement 6lev6es.
Lorsque le jeu devient pl'rs difficile, la vitesse maximale des balles
augmente. ll existe aussi des balles clignoiantes dont la hauteur de
rebondissement varie. A chaque fois que vous renvoyez une balle,
vous marquez 100 points. Si vous arrivez d survivre e toules les
balles, vous obtenez un bonus de 5000 points. Un joueur peut ainsi
renvoyerjusqu'A 60 balles, ce qui ajoute un bonus de plus de 10 000
points A son score et lui permet d'obtenir plus rapidement sa
ceinture noire.

HALL OF FAME
A la lin d'un match, les joueurs dont le score total est assez 6levd ont
la possibilit6 d'inscrire leurs initiales, leur score et leur ceinture au
tableau d'honneur, 'Hall ol Fame'. Pour chacun d'entre eux,
manoeuvrez la manette de.jeux vers la gauche ou la droite afin de
s6lectionner la lettre requise, puis appuyez sur le bouton de tir pour
l'inscrire.

800 400
800 400
1 000 500
200 100
800 400
400 200
800 400
1 000 500

Lorsqu'un joueur est touch6, il tombe au sol et est momentanement
hors de combat, comme le montre les 6toiles autour de sa t6te.
Lorsqu'elles disparaissent, il dispose de quelques secondes pour
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BARBARIAN
n[,suirE DE ufi rsronE...

lf,vilainercierDrud6ircIaftincesllariametajuredejet€runsdind$riptiblesur16habit nts
deJewelled City a moins qu elle ne lui eil livree.

C.pendant ilacon*ntiiaccorderelib€rtdilaprinces,sil'onpeutttowerunchampion@pabled€
vaincre sgardes diaboliques. Tout*mble p€rdu i m6ure que les champions, l'un apras l?utre, ent
Eincus.
Alos, d6ter6incultBoubliesdu Nord, aEiveur baftare inconnu, gueEierpuisnt, quimni€ le
Ebre avec une dcrtlrite htale.

Poum-t-il Eincre 16 forc€s d6 T€nabreset lib€rer la Pnncffi?
CIST A VOUS DE LE DIBD...

Le jeu comprcnd deux partiesqui peuvent etre chargdes dans n'importe quel ordre,
PaEMERE FACE: Exer(i(e de combat (un DEUXIEME FACE: Batez-vous jusqu'i la

SUPERSPRINT
un ieu de @urse @mme bus les aures? - Nof, il s'agil du
VEnIASLE jeu de @urse.
Prdul par ElEric Orcams sus licence. bse sur le c6l$r€ i€u de
cala pur Arari. SUPERSPRINF phce su h ligne de d6Fd un ou
deut adversatres qui coureillale a lele avec une vue en plong& sur
hu( prsles oprouvanies. vosElenis de pibte de6urs sercnt mis a
dure epreuve: vous a!,ez des rampes a sauter. des barigles qui
souvrenl el qur se,ermenl, des racourcis dissimul6s. des
enlambemenis, des passgBs soulefiains el des viages,€l€v€s Les
prsres comprennenl egaEmenl des obslacles suPriss qus rcus
devez Aviler ainsi que des clelsdoras que vous devoz ramsser sur
la pEte et &hanger@ntedes adessoires de voiture ho6 s6rie qui
ameloreront les oedormances de vore voiicule.

SELECT|OX DES OmOrS
Oans lous les es,leie 6sr charc6loqu€ laFgodu lilr6 6sr
r€mplac6e par le g€nedqu€ Appuyez sur la Mre d'6$eemsnt FUr
passor au 6enu d6s oflions. Lohque cel &ran esl affichd:

Chorsrssez enke le mode a un joeu/ et le mode a deux €n pontari le
volanl vers la voiture gaucheou la voilure droile et en apuyani le

Sivous choisissez la mdo a deux joueu6. le pr€tilme vous
d€fiandera de selehnner l€ t/Fdoieu de 6urss. Vous jouez a
delt ou bEn conte uns roisiame rclure, qui sea@nr6be par

Lafrichage cnange pur represenler lous les ctrcu[s d0 6urse
pssibl€s: la Sledion @u.ante clignolera et la ll$e centale sera
rourn6e su.celle-ci. PourFsserau raddepisle d6si6. uliliser les
com@ndes de airer a gaude' d afer a do[€'. Pour @mmencer h
@urs€ sur le ctcul s6l6dionn6, ryuy€z sur la@mmnde

psrmexenl ds sauter au'd6ssus des obshcles.

De lemps a aure. des obpE pparailronl au head sur la pisle: vous
devre2 lds ramasser ou les 6v[er ll s agil des ouels suivanls

Cld do6: Ram6ss 3 & @s d€ls au mrs d'une 6ursa pur
gagn€r une voiure hors s6rb& bul d€ la6ur$.

Zoo daa polnlt tuppLmnElrc!: cefle rone rndique un nombre
qur esr apur6 au score du pilors qurrcse dessus.

1.. tich* d'huit.: elles provoqueni des derapagss incoot6l6s.

Fl.qu8 d'.au: elles provoquonr le alenlissemgnt d€ la vo[ure.

L.a Tatala3 * snl: les ven6 loG lont sodt wtre voiiure ds piste
en la laisnt dr@r .

au but de h @urs, 16 cercb du drcuour esl allid6 d@ I ph@,
son scor€ el les meill€uG l6mps auiourd6s ircis promidE dtur6
qui passent sous le drapeau a€iieux.
Appuy€z sur h baiiodi€sEemerr pur vous poner su.le 6laau
d6s s@res 6lsv6s. Sivotrg witure aobtenu un€ placb sur l€ deu,
on vous dsmmdeE d'indiqusrrcs initialgs. Utilisez la@mman@ a
"Suche" el a "droile" purcfoisi les lef,res et'u6l6ref pur intro-
dute les initiales. Vous p!ve, intduire troas iniiaales au maimum.

Lorsqu un'e wilure ramsse 166 clels ou dava.rag€ au @uc dun€
@urse, le onducleur sora en resure de ddstr un a@sr€ da
voilure hors s€ria sur l'&and6prims G dispsdesquate
acces$res suavanlsl

SuFr tadaon (5 niveaur)
Vil€ss€ de pints plus 6l€v& 15 nivsaux)
Ae6ldrdion turb (5 niveaux)
Augmeniation du scors (1 niveau)

Lesiouelc choistonl l'aEeseare qu ilsdstsnl selon los mam6
IMli6squ6pour las6mbn d6s pist6, au d6bul du jeui ulilisar
"gauds" ou 'doild pur menc en vdete l elbn ctuBie, puas

@uyez sur a@61&er pur inrdio la6es$te

COTIIANDES DU JEU
Leteu neFu ate @mmaiide quave t6 pystds. S ton choBil'
ropnon a un joueur. leiqsnd d€vra se rouverdans le Frnt &
conneion 2.

LA COURSE
Ch4u€ @rs6 ss ffi@ d un minimum & quak€ tours. Touebis
d k ioutuG Mnsl les 6for6'ciu€'. la @uM @n$nu6 su uno
@uvoll6 !*rs tuds au tlad @i 16 circuB diry.bbs

b @uM cmmm f l4ihh dun d.4ru ilm. Pdr h
@dutu & wto srdrlo ms diss &s ommanlos do !6rrdlo
el & drcila Ssi @e do l'adeu Fu. r6sld e d6s (d3
l6quiFffil n.6mrsd E 6 kdnsr). Sircus hd@z ls
hi'ar6s du circutr A ldd6 $@a, 6G no subsz qu'un reM,
rots 6n 6 d'itrpd a hauo vlBe, ure rcture oxp@ d un€
rciluro & rdqe rcus €st livde Fr un hali4lare
Ceunm prsrx omgennatdes passges suterains dans
l€wds wus duir.: dre 6ure a lav€uolsns Daures cncuils
@mi6nndt d6 bildrG qui s'ouwent et qui s6 lormenl 6n
fmtuil un ads Effo adE@undrcuns Oes amFs ws

joueuroudeuxioueurr).Perfedionnezvotre mod.
escrime contre 16 plur habi les g uerriers du Bane2 vous pou r la pr i n.esse (ontre les
payt. ddlocuB de DRAX et affrontez enfin le vi lain

I.ES MOYE]'IS DE COMBAT DE BANBARIAI{
Lesdiredivessuivantessont destin6esi un personnagetournd ve6 la droite. Pour un personnage

tourn6 vers la gauche, leimouvements sont inver56s.

DIRECTIONS DU MANCHE DIRECTIONS DU MANCHE
A BALAI SANS APPUYER sUR LE BOUTON FEU A EALAI EN APPUYANT SUR LE BOUTON fEU

5AUr couPAU

MOTEOON MOIEOOil TOILEO'AMKNEE COU 
COUP DE

"-, idl :-" ..^,r"*-i5l;;-
.r*r* /-f-\ .r*r* couPAU,DEssus /-f-\.orr*
ARBTERE V avaNT DE urflE V nED

FORCE
Chaque persnnage peutsurvivre six coupr

qui sontaffr(h6ren hautde l'ecran (loueur un
5 gauche)

SCORE
De3 porntsSeront ac(ordas selon la

difficulte de la demar(he employde (oueur un
A gauche)

Lorsqu'on loue en mode deuxjoueur, il y a
une hmite de temp5 pour (haque duel. A ce
moment-la, si tou5 deux sont enaore enjeu,
leur forae sera restaur6e et un nouveauieu

Lo6qu'onloue en mode unjoueur, il.n'y a
pas de limitede tempt et l'affichaqe de temps
6t renpla<6 par le niveau d'habiletdde
l'adve6aire auquel on faitface.

COUPAUX 
'AMBES

VENSrcNCOMMODORE
FI = UN ]OUEUR/DEUXJOUEURS
F3 = MUSIQUE/BRUITAGES
F5 = POUR UN ARRETTEMPORAIRE OU ]EU
F7 = POURcOMMENCERAJOUER
Q = POURABANDONNER LEJEU

BARBAiIAN a 6ta (on(u et <r€6 pa r
SIEVE BROWN

AMSTRAD PROGRAMMATION r ATTDREW

HTIER
COMMODORE 64 PROGRAMMATION :

SIANLEY SCHEMARI

SONI RTCHARD IOSEPH

ARTI5TE AOJOINT: GAnTCARR
SINCERES REMERCIEMENTSA: DArvrEl
MALONE

@) PA|-ACE SOFTWARE 1987
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R/N[,IPAGE
DESCRIPTION DU JEU

De lidres cit6s r6duites en poussidre, des actes de sauvagerie primitive, la
nudit6 au naturel! Voici RAMPAGE cpi envahit d'ores et d6ja tous les
ordinateurs.

Dans la meilleure tradition holywoodienne, RAMPAGE sdme une panique
monstrueuse dans un public .conliant. Trois de vos 6normes monstres
pr6f6r6s se promdnent en toute liberte.parmi les gratte-ciels. Rien ne saurait
les satisfaire, si ce n'est une destruction compldte.

Une journ6e comme les autres commence au Greaseburger Fast Food
Emporium - mais trois clients malchanceux vont d6couvrir quelque chose de
plus dego0tant que d'habitude dans leur Big Mucks. Si seulement le service
des recherches de la soci6t6 n'avait pas accidentellement envoy6s des
additifs alimentaires encore au stade de l'6xp6rience.

Une vague de renvoi, un arridre-go0t 6pouvantable et une indigestion
chronique: tout allait bien jusqu'd ce que George, Lizzie et Ralph arrachent
leurs vatements et enfilent des fourrures de crdation. La vie n'est pas toujours
marrante pour Gorilla, Lizard et Wolfman du haut de leurs quinze mdtres, et
personne ne va tarder d s'apercevoir d quel point ils sont en colCre.

RAMPAGE peut se jouer ir trois joueurs, chacun d'entre eux controlant un
monstre diff6rent. Dans une lutte d6sesp6r6e pour survivre, vous escaladez
les gratte-ciels et fracassez les murs de vos poings, a la recherche de
nourriture. Tous les produits comestibles - des aquariums de poissons rouges
aux savoureux humains - que d6voilent les fenetres fracass6es sont bons
mais ies autres articles, tels que les gnle-pains, les postes de tel6vision et les
caclus en pot vous poseront des probldmes de digestion. La resistance de
chaque joueur est signal6e par les barres d'6nergie au sommet de l'6cran.

Les batiments endommag6s finissent par s'6crouler. ll est conseill6 de s'en
echapper avant que les fondations ne commencent d s'effondrer - car vous
perdrez des ,orces si vous 6tes retenu prisonnier par les briques s'6croulanl.
Toutes les arm6es du pays sont aussi a votre poursuite, et vous devez donc
6viter (ou d6truire) les troupes tirant des lenOtres et les h6licoptdres qui
circulent constamment sur vos t6tes. Vous pouvez 6galement vous en
prendre aux autres monstres qui peuvent aussi vous attaquer.

En perdant toute votre 6nergie, vous reprenez votre lorme humaine et
disparaissez de l'6cran rouge de g6ne en cachant de votre mieux votre nudit6.

Lorsqu'un 6cran de batiments a 6t6 d6truit, un nouveau btoc de cit6s apparait,
pr6t a 6tre r6duit en poussidre. ll existe 50 cit6s et les m6nstres passent trois
jours dans chacune d'entre elles donnant ainsi un total de 1 50 6crans.

COMMANDES DU JEU

Si vous vous seruez d'une manette de jeu, manoeuvrez-la dans les quatre
directions et appuyez sur le bouton qe tir pour contr6ler votre monstre. Les
commandes equivalentes au clavier sont donn6es au tableau suivant. En

manoeuvranl la manette de jeu vers Ia.GAUCHE ou la DROITE, vous obligez
Ie monstre d marcher dans les rues et sur le loit des batiments. Pour le faire
escalader et descendre les batiments, poussez et tirez la.mahette. lorsque
vous appuyez sur le bouton de tir, le monslre saute, a moins que vous ne
pressiez en m6me temps une touche de direction, auquel cas le monslre
donne un coup de poing ou saisit quelque chose dans la direction en question.

Toutes les versions ont 6t6 conQues pour trois ioueurs.

Sur Commodore: un joueur au clavier, deux e b manette de ieux.
GAUCHE DROITE HAUT BAS FEU

coMMoDoRE64/128
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CARICAMENTO
lnserire la cassetta nel registratore del Commodore con la parte stampata verso l'alto, facendo attenzione che
il nastro sitrovi all'inizio, Controllare che tutti icavi siano collegati. Schiacciare contemporaneamente iltasto
SHIFT ed iltasto STOP/RUN. Seguire le istruzioniche appaiono sullo schermo - SCHIACCIARE lL TASTO
PLAY del registratore, Questo programma verrd caricato automaticamente. Per il C128, scrivere GO64 (RE-
TURN), poiseguire le istruzioni del C64. Quando il programma d stato completamente caricato, schiacciare il

tasto FIRE per iniziare.

N.B. Se su uno dei latidella cassetta c'd piu di un titolo, arrestare sempre il nastro quando d stato caricato il

primo gioco. Per caricare gli altrigiochi, ripristinare la macchina e seguire le istruzioni gid date per il caricamen-
to. E'consigliabile assicurarsiche ilcontatore del nastro sia stato azzeralo all'inizio del nastro, in modo che la
posizione deigiochi possa essere annotata per ilfuturo.

DISCO
Scegliere il modo 64. Accendere il disc drive ed inserire il programma neldrive con I'etichetta rivolta verso
I'alto. Scrivere LOAD"*",8,1(RETURN) per fare apparire ilvideata d'introduzione, il programma caricherd poi

automaticamente.
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RENEGADE
Le slrode non sono pi0 sicure,.. Lo notte colo velocemente menlre comminote
nello porte peggiore dello cittd per ondore o prendere lo vostro rogozzo.
Fino od odesso d ondoto tutto bene... il vostro lreno orrivo ollo stozione dello
ferrovio sotterroneo, e menlre stoie per scendere yi occorgele di non essere
solo!
Lo stozione e le strode sono infestole di criminoli e molviventi... ovete
pochissimo iempo, perch6 dovete incontrore io vostro rogozzo. L'unico
moniero in cui riscirete o forcelo d usondo le orti morzioli, e sopete bene che
queslo sord lo posseggiote piir pericoloso dello voslro vito!l
Ci sono cinque porti do possore, per primo lo siozione dello ferrovio
sotterroneo, dove inconlrerete uno bondo di scippotori. Poi dovrele possore
vicino ol molo, dove sopele bene che si riunisce uno bondo di motociclisli. ln
seguito copitole nelle strode di un brutto quortiere dello cittd, dove vi sono
bonde di donne ormole che cercono di uccidere tutti gli uomini. Poi uno
sirodo vicino o dove vi sieti doli oppuntomento, e dovl vi sono molvivenli
ormoti di rosoi che desiderono togliorvi lo golo.
lnfine orrivote ol punto di inconlro, mo fote ottenzione, l'ultimo bqndo con lo
quole vi siele scontrqlo ho chiomqio dei rinforzi, che si opposleronno per
otiendervi ol vorcol Provote dunque che I'omore pud {orvi vincere questi
criminolil

COMANDI
ll gioco viene conirolloto tromite Joystick nel Portello 2 e tre tosti di ottocco.

per ierro, lo suo riservo di energio diminuisce notevolmente. Quondo lo
sborretto orrivo o zero, lo ovete sconfitio, e possote ol livello seguenie.
Notote che il copobondo non opporird finchd non verronno sconfifii olcuni
dei suoi seguoci. Nel primo livello verrete otloccolo do uno bondo di
ovyersori ormoli e non. Dovrete colpirli usondo i pugni, i colci o i colpi di
ginocchio (ognuno deve finire o terro olmeno due volie per essere sconfitto).
Ferd lo primo volto che finiscono o terro, boslerd oppoggiorgli un ginocchio
oddosso e colpirli,
Nel secondo livello, vi troverele o dover lottore contro uno bondo di
motociclisti. lnizierete con quoltro motociclisti che cercheronno di venirvi
oddosso, dovrete forli codere dolle molo. Uno volto che sono stoti sconfifii,
verrette otloccoti do Hells Angels olcuni non ormoti ed oltri ormoti di sborre
di ferro, ed in{ine dol loro copobondo. ll ierzo livello si svolge in uno
Strodoccio, dove 6 il quorlier generole di uno bondo di donne, ormole di
bosloni e di fruste. Dopo che olcune di questg molviventi sono siote scon{iite,
oppclre il loro copobondo, Big Bod Bertho.
Nel quorto livello vi sono criminoli ormoti di rosoi. Nei livelli precedenti potete
essere colpito olcune vohe senzo perdere lo vito, mo qui ogni voho che venite
toccoto morile! Eviioie i rosoi o tutti i costi e guordoievi Ie spolle! Dopo over
sconfitto tutti i personoggi pqssote cosi oll'ultimo livello, dove oppoiono ohri
criminoli, il cui copo 6 ormoto di pistolo!
Uno volto complelolo onche questo livello potrele Iinolmenle incontrorvi con
lo vostro Lucy, Sfortunotomente polrete possore con lei solo poco tempo,
perchd I'intero processo ricomincerd doccopo - soltonio in moniero pi0
difficile.
C'6 un tempo limite per ogni sezione, pertonto non potrete sempre evilore i

molviventi, e se non sconfiggete il copobondo perdele uno vito.Vi sono
diversi modi di otloccore i nemici, e cio6:,I. 

COLPENDOLI CON UN PUGNO
2. SCALCIANDO ALI]INDIETRO
3. SCALCIANDO MENTRE SALTATE
4. COTPENDOLI CON IL GINOCCHIO
5. COLPENDO CON UN PUGNO UN AWERSARIO ATERRA

JOYSTICK

SINISTRA

ALTO

t
*--+----------

I

I
BASSO

llTosto RUN/ STOP fermo il gioco momentoneomente, per ricominciore lo
porlitd bosterd rischiocciorlo.
RUN STOP/RESTORE fo iniziore lo portilo do copo
BARRA SPAZIATRICE occende o spegne lo musico

rtGroco
Ci sono cinque livelli: Stozione dello Ferrovio Sotterroneo, Molo, Strodoccio,
Strodo Finole ed lnlerno. ln ogni scenorio inconlrerete uno bondo diverso, con
ormi differenti. Per completore un livello, il copobondo deve essere sconfiito, e
lo suo posizione opporird in olto sullo schermo sotto ollo sborretto che indico
il voslro livello di energio. Ogni volto che il copobondo viene colpito e code

TASTI DI ATTACCO
ATTACCARE A DESTRA _2
ATTACCARE A SINISTRA
SALTARE - I

DESTRA
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POSIZIONE E PUNTEGGIO
Lo voslro energio viere indicoto & uno sborrelio orizzontoie in olio sulo
schermo che diminuirce ogni volto che venite colpito. Sotio Gquesto c'A lo
sborretlo dell'energio del copobondo, che registro sohonlo quondo il
copobondo oppore nel gioco (e cio6 dopo che ovete sconfiilo olcuni dei srci
seguoci). Lo suo energio diminuire ogni volto che vime colpifo. Le vite che vi
rimongono ed il numero delle bonde che ovete sconfitto vengono indicote
suio porle inferiore dello schermo.Vengono ossegrcti dei punti per ozioni
posilive - tro i 50 ed i I 00 punti (piir eflicoce d il colpo, piO punti vengono
ossegnoli).Vengono ossegnoti dei punti exlro per ogni nemico che viene
colpito. Quondo si completono lutli i cinque rounds, vi vengono ossegnoti oltri
1 0.000 punti. Quondo finite tutti i cinque livelli ovreie uno vito extro.
SUGGERIMENTI
O Conlinuote o muovervi
O Nei primi due livelli potrele forzore gli owersori o codere fuori dollo zono

di gioco, mo fote oitenzione, che potrete finire fuori onche voi.
O Uccidete I'owersorio pii pericoloso per primo, e cio6 quello ormolo..
tD Sul terzo livello forete bene od evitore Big Bertho finch6 non ovete ucciso

le sue seguoci

RENEGADE
ll progrommo, lo roppresentozione grofico e lo porte ortistico del gioco sono
il copyright di lmogine Softwore e non possono essere riprodotti, tenuti in
memorio o lrosmessi sotto quolsiosi formo, senzo il permesso scrifio di
lmogine Softwore.Tutti i dirilli sono riservoli in tutlo il mondo. Renegode
iunziono con i microcomputers Commodore 64l I 28.

INTERNATIONAT
I(ARATE +
INTRODUZIONE
INTERNATIONAL KARATE [fM) derivo dol gioco originole di lnternotionol
Korote, lo differenzo principole 6 che ci sono lre lotlotori sullo schermo (e
cinque duronte lo PAUSA).
Ci sono I 7 mosse diverse che si possono eseguire con il ioystick, senzo dover
loscior riposore il lotiotore. ll sistemo di ioystick 6 semplice e si imporo
focilmente, e con un po'di esperienzo si pu6 ottenere un controllo piir
sofisticoto delle mosse.
Si possono colpire gli owersori in testo, in petto, nello stomoco, negli stinchi e
nei piedi, do dovonti o do dietro, perd un otlocconte riceve solo metd
punteggio nel coso ottocchi do dietro.
ll gioco divento sempre pit difficile fino ol Livello 25, ed i giocotori ricevono
uno cinturo di uno dei sei colori o secondo del punteggio.
I personoggi controlloti dol computer usono diverse strotegie di gioco. Per
esempio, possono lottore uno contro I'ohro invece di loitore conlro
l'owersorio; possono evitore gli ottocchi; polsono lofiore conlro l'owersorio
invece di evilore gli ottocchi.Tutti gli ottocchi sono diversi ed honno un grodo
diverso di "cotliverio'vio vio che il gioco progredisce.
Allo fine di un periodo di lotto di 30 secondi oppore un giudice onimolo che
porlo oi giocotori ed onnuncio le posizioni degli stessi. Se un giocoiore 6 ol
terzo posto, perde. Se ungiocotore rimone ol primo od ol secondo poslo
conlinuo o giocore.
Ogni 3 rounds c'6 un round exlro, dove il giocoiore deve usore uno scudo per
rilonciore le polle che gli vengono tirote oddosso do direzioni diverse.

SCETTA DEttE OPZIONI
FlRE,Joyslick portello 2 se nel modo di dimostrozione, inizio uno

portito per un giocotore
FlRE,Joystick portello I se nel modo di dimoslrozione, inizio uno

Fr 3;iilL:,"#:".*:;x1,oJi,o,rnr
conlrolloti dol computer

F3 due giocotori contro un uomo
conlrolloto dol computer
Questi tosli funzionono sempre e
possono usoti in quolsiosi momento per
obbondonore lo portiio in corso)
Spegnere od occenderb lo musico
Spegnere od occendere gli effetti sonori
Voriore lo velocild del gioco (l 6 veloce,
3normolee5lento)

CREDITI
Progrommoto do Mox Toylor
Porte Grofico di Steve Wohid e Jone Lowe
Prodotto do D.C.Word
Su licenzo dello g Toito Corp. 1985 Progrommoto per il Commodore do
lmogine Softwore. Ne 6 proibilo I'esportozione fuori doll'Europo.
O 1987 lmogine Softwore

F5
t7
SHIFT e 1t2t3tAt5
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Pouso (solo duronle i round di lotto).
Schiocciore RUN/ STOP uno secondo
volto per coniinuore lo lotto,
Combio i colori del tromonto riflesso.

ll punteggio ed i doti relotivi ollo portito oppoiono sullo schermo in oho, e
comprendono tre gruppi di punteggi di combottimento e di videoto di
punteggio cumulotivo. I lottotori conlrolloti doi giocotori sono indicoti do un
pugno colorolo che oppore sullo destro del punteggio del lottotore. ll
lottotore con lo giocco bionco viene conlrolloto tromite Joystick nel portello 2,
quondo si gioco in due giocolori il lottotore con lo giocc r rosso viene
conirolloto dol Joystick nel podello 1.

CONTROLTO DEI MOVIME NT!
ll gioco pud essere conlrollolo solo lromile Joysticks. Si roccomondo di usore
dei joysticks che honno un buon controllo tottile (come gli Atori originoli) -dei
loysticks lroppo grondi si spostono lroppo e non consentono un controllo
sufficienle. I ioysticks con Aulofire non soo odoiti.
Le otto posizioni diverse del ioystick deterniinono un tipo di mosso e
schiociondo il tosto se ne honno oltre otto, in cosi specioli si pud ottnere
un'oltro.mosso difensivo, come spiegoto pi0 tordi. Per un peisonoggio che si
trovi volloto verso destro, i comondi del ioystick sono come seguel
Notore che olcuni movimenti ierminono con il vostro lottore rivoho verso lq
direzione controriq. Nel coso in cui si trovi rivoho verso sinistro, le mosse
vengono eseguile ol controrio. Per esempio quondo ci si lrovi rivolti verso
destro, un pugno in foccio si esegue schiocciondo verso l'oho e verso destro;
mo se ci si irovo rivolii verso sinislro, lo siesso ottocco owiene schiocciondo
verso I'olto e sinistro.

CON ILTASTO FIRE NON SCHIACCIATO

COI.PO DI PIEDE CON GIRO
AtI]INDIETRO

COME MANTENERE E CQME CANCEttARE UNA MOSSA
Quondo effettuote uno mctjo di ottocco, dovete monlenere il ioyslick in
posizione finch6 il vostro lol otore non ho finilo. Se losciole ondore il ioystick,
il lottotore ritornerd in posizione di fermo, finch6 non si sceglie un'oltro mosso.
Mo il colpo 6 efficoce solo con l'ozione iniziole. I vostri ovversori non vengono
o cercorsi i colpi!!
SEAUENZE DI MOSSE
6 possibile effefiuore dei movimenti in successi6ne veloce, senzo loscior
ritornore il lottoiore nello posizione di fermo. Dovele scegliere lo mosso,
montenerlo finchd non viene efffiuolo, poi scegliere lo mosso seguente
velocemenle primo che il lottolore ritorni in posizione di fermo. Questo
coneniird di effettuore uno serie di movimenli oll'indietro (scegliere
m6vimenio oll'indietro, ottendere che lo mosso inizi, e scegiierli
continuomente).
MOSSA DI BLOCCO
6 onche possibile eseguire uno mosso di blocco o scopo di difesd. Se venite
otloccolo do vicino, e scegliele di sposlorvi oll'indietro, il vosiro lottotore
rimorrd in posizione di blocco duronte I'ottocco e bloccherd tutti i colpi ollo
testo, ol petto ed ollo slomoco.Tutlovio non 6 possibile bloccore i colpi ogli
stichi ed i colpi di piede con giro - per evitorli dovrele soltdre vio, o ritornore
I'oilocco con movimenli come il colcio volonte.

RUN/STOP

VIDEATADELGIOCO

PUGNO IN FACCIA
DA DIETRO GIRANDOSI

CAMMINARE ALTINDIETRO
(O BLOCCARE}

PUGNO NELLO STOMACO

SALTO IN ALTO

COLPO DI PIEDE
CON GIRO

PUGNO IN FACCIA

CAMMINARE IN AVANTI

CALCIO NEGLI STINCHI

CON ITTASTO FIRE SCHIACCIATO

cAtcto tN
FACCIA DOPPIO

MOVIMENTO
ALIINDIETRO

FERMATA CATCIO
IN FACCIA GIRO

ALL'INDIETRO

COTPO DITESTA

CATCIO NELLO
STOMACO

CALCIO ALTO
IN FACCIA

FACCIA/TESTA

PETTO

STOMACO

STINCHI/GINOCCHIA

PIEDI

CALCIOVOTANTE

DA PIEGATI
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scoPo DErGtoco
Uno portito 6 composlo di uno sequenzo di due rounds di lotto e di un round
extro. Nello portilo con un solo giocoiore ci sono due lottotori controlloti dol
computer. Lo portito finisce quondo il giocotore orrivo lerzo. Nello porlito con
due giocotori questi loilono I'uno contro I'oltro e contro un owersorio
conlrolloto dol computer. ll giocotore che orrivo ultimo nello lotto perde, e
cosi rimone un giocolore contro due owersori conlrolloti dol computer.
Lo scopo 6 di conlinuore o lottore per quonlo possibile.Vio vio che il
punteggio oumenlo vi viene doto uno cinturo di uno di sei colori, con il colore
pi0 oho il nero. Allo fine dello portito potrete inserire le vostre inizioli
nell'Elenco dei Giocotori Migliori, se il vosiro punteggio 6 sufficientemente
elevoio.

PUNTEGGIO
Duronle un round di lotio, se un giocotore colpisce un owersorio mentre gli
slo dovonti, ottiene due "punti di comboitimento' (un disco colorcto) ed un
punteggio numerico. Se invece si otlocco do dielro si ottiene un punto di
combottimento e metd punteggio. Un round di loito duro circo 30 secondi, o
finchd uno dei lottotori ofliene sei punli di combottimento. ln queslo coso, il
giocolore che ho oltenuio i sei punti ottiene un buono di 1 00 punti per ogni
secondo in cui rimone nello lotto-
Allo fine di ogni round di loito, il giudice decide il livello dei lotiotori, oll'inizio
usondo come bose i punti di combottimento, e poi, nel coso di un poreggio,
usondo il punleggio numerico ottenulo duronte quel round (NON il
punteggio occum!lolo).
Quondo un giocotore viene colpito code o terro, e rimone
momenioneomente conf uso, delle slelle oppoiono sullo suo testo. Quondo
quesie scompoiono, hg quolche secondo per ospetlore o per iniziore lo mosso
successivo. Altrimenti, deve ritornore in piedi in ogni coso.
Lo duroto del periodo di confusione del giocotore dipende dol tipo di colpb
che riceve, e vio vio che il gioco prosegue, queslo periodo diminuisce - mo
non verrele colpito finch6 non vi riolzote.

ROUND EXTRA
Nel coso in cui un giocotore rimongo o lotlore per due rounds consecutivi, si

verificherd uno siluozione exlro, nello quole il giocotore ovrd uno scudo con il
quole polrd rilonciore le polle che gli vengono tirote oddosso. Ne dovrd
rilonciore uno solo ollo volio (oltrimenti sorebbe impossibile!) Potrd onche
obbossorsi per forle possore sopro.di lui.
Lo velocitd delle polle oumento con lo difficoltd dello portito.Vi sono onche
delle polle lompeggionti con un'oltezzo voriobile. Per ogni riloncio vi vengono
ossegnoii 1 00 punti, e se soprowivele otterrete 5000 punti. Siccome ci sono
f ino o 60 polle, un giocolore obile sord in grodo di ottenere piO di '10.000

punli in un solo round exlrq, e polrd diventore ciniuro nero pi0 in frelto.

ETENCO DEI GIOCAIORI MIGTIOR!
Allo fine dello porlito, i giocotori il cui punteggio 6 sufficientemente elevoto,
potronno oggiungere le proprie inizioli, il proprio punleggio e il colore dello
cinluro oll'Elenco dei Giocotori Migliori. Polrete inserire fino o lre inizioli,
sposiondo il ioystick verso sinislro o verso destro per scegliere lo letlero
desideroto, poi schiocciondo il tosto fire per inserirlo.

PUNTEGG!O
MOSSATCOLPOTCOLPO

I rnoNmLr I on orrrno

Pugno {rontole
Colcio negli stinchi

Colpo di piede con giro
Pugno nello stomoco do piegoli

Pugno in foccio do dieiro
Colcio volonle
Colpo di testo

Colcio nello siomoco
Colcio in foccio

Colpo di piede con giro oll'indietro
Colcio in foccio con posso indielro

Colcio in foccio doppio

800
400
400
400
800
800

1 000
200
800
400
800

r 000

400
200
200
200
400
400
s00
100
400
200
400
r 000
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BARBARIAN
LA STORIA FINO AD ADESSO....
ll mogo molvogio Drox desidero lo Principesso Moriono ed ho giuroto di for
codeie sugli otiitonti dello Cittd lngioelloto uno moledizione lerribile, o meno
che lo principesso gli vengo doto.
Tutlovio, ho deciso che se si riesce o lrovore un compione in grodo di
sconfiggere i suoi guordioni demonioci, lo principesso potrd essere libero.
Tutlo sembro perduto, perch6 tutti i compioni vengono sconfitti.
Finch6 dolle terre perdute del Nord, orrivo un borboro sconosciulo, un
guerriero polente, in grodo di lottore con ogilitd mortole.
Sord in grodo di vincere le forze dello Notte e liberore lo Principesso?

SOLO VOI POTRETE DECIDERE...
ll gioco 6 diviso in due porti che possono essere coricote in quolsiosi ordine si

desideri.
PARTE PRIMA: Addestromento ol comboiiimenlo (uno o due giocotori).
Perfezionote lo vostre copocitd di spodoccino contro i migliori guerrieri del
poese.
PARTE SECONDA: lottote fino ollo morte. Lotlote per lo principesso contro i

servitori molvogi di DRAX e poi lottole contro il mogo molvogio.

tE MOSSE DI COMBAITIMENTO DETBARBARO
Le istruzioni seguenli sono per un personoggio che si trovi di fronte sul loto
destro. Per un personoggio che si trovo di fronte mo sul lolo sinistro, le mosse
vonno eseguite ol controrio.

DIREZIONI DEL JOYSTICK
SENZA SCIACCIARE IL TASTO FIRE

PROTEGGERE
IL CORPO

SPORTARSI
IN DIETRO

DIREZIONI OEL JOYSTICK
CON IL TASTO FIRE SCHIACCIATO

COLPO SUL
CORPO

COLPO SOPBA
LA TESTA

COLPO SULLE GAMBE

Fl =UN GIOCATORE O DUE GIOCATORI
F3 = MUSICA/ EFFETTI SONORI
F5 = PAUSA
F7= INIZIARE LA PARTITA
Q:FINIRE LA PARTITA

POTENZA
Ogni personoggio pud soprovvivere sei colpi, ed il numero dei colpi oppore
sullo schermo in olto (Quello del giocotore numero uno si trovo sullo sinislro).

PUNTEGGIO
ll punteggio verrd ossegnoto o secondo dello difficolta dello mosso usoto (ll
punteggio relolivo ol giocotore uno si lrovo sullo sinisiro dello schermo).
buoniS si gioco in dlL giocoiori, ci sord un tempo limite per ogni duellb. Se

enlrombi i giocolori slonno oncoro duellondo, lo loro polenzo verrd risloroio,
e si inizierd uno nuovo portilo.
Quondo c'6 un solo giocotore, non c'6 limite di tempo, e sullo schermo
opporird il livello di obilit6 del vostro owersorio.
BARBARIAN 6 storo ideoto e progetloto do
STEVE BROWN
IT PROGRAMMA PER IT COMMODORE 64 6 DI:
STANLEYSCHEMBRI
GLI EFFETTI SONORI SONO Dl: RICHARD JOSEPH
ARTISTA ASSISTENTE : GARY CARR
RINGRAZIAMENTI SPECIALI A: DANI Et MATON E

@PALACE SOFTWARE 1987

cALCtO

ABBASABSI
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SUPERSPRINT
StIS?Y',1?i::"co di corse in mocchino. sUPERsPRINI un sioco ceduto in
licenzo od Electrii Dreom dollo Atori, fo concorrere uno o due giocotori su

otto circuiti difficilissimi. Ci sono rompe do sohore, concelli do oprire e
chiudere, scorcioloie noscoste, sottopossoggi segreti e curve poroboliche. Ci
sono ostocoli do evitore, e chiovi inglesi d'oro do roccogliere e che possono
essere scombiote con orticoli odotli o migliorore il rendimento del vostro
veicolo.
Scegliere se si desidero giocore in uno o in due giocoiori puntondo il volonte
verso lo vetturo di desiro o verso quello di sisnistrc, e schiocciondo il tosto di
fire.
Se ovete scelio di giocore in due, dovrete scegliere il tipo di goro che
preferile. Potrele goreggiore I'uno contro I'ohro, o contro un terzo piloto
conlrolloto dol computer.
ll videoto combio 6d oppoiono tutti i circuiti possibili: quello scelto opporird
lompeggiondo indicoto dollo freccio centrole, Usole i controlli girore o linistro
e giroore o destro per combiore il circuito. Per iniziore lo goro, schiocciore
l'occellerotore.

COMANDI DELGIOCO
lt gioco polrd essere conlrolloto soltonto usondo il ioystick. Nel coso si giochi
con un solo giocotore, il ioystick dovrd essere nel Portello 2.
LA GARA
Ogni goro 6 composto di un minimo di quottro giri.Tutiovio,se il giocotore
botte le vetture 'fontosmo', lo goro conlinuo su di un oltro circuilo, scelto o
coso.
Lo goro inizio con uno bondiero bionco. Monovrote il voslro veicolo usondo i
comondi desiro e sinistro, e controllote lo velocitd con I'ocdellerotore. (l freni
non ci sono!) Se sbottete coniro lo borriero del circuito o velocild bosso,
ritorderele un po', mo se sbofiete o velocitd elevolo, lo voslro vetturo esplode,
e ve ne viene dolo uno nuovo, consegnotovi do un elicotlero.
Su olcuni circuiti ci sono dei sotlopossoggi dove dovrele giudore do'cieco'. Su
ohri circuiti ci sono concelli che si oprono e si chiudono, consenlendovi di
prendere uno scorcioloio. Ci sono delle rompe che vi conesntono di sohore
degli ostocoli.
Sul circuito opporironno degli oggelti o coso che ondronno roccolti od evitoli,
quesli sono:
Chiove lnglese D'Oro: Roccoglielene tre in uno solo goro ed otlerrete un
velturo exlro ollo fine dello qoro.
Piostro di Punteggio Extro: 6uesto conliene un numero che viene oggiunto ol
punteggio del guidotore che ci pclsso sopro.
Mocchie d'olio: Quesle {onno perdere controllo dello vetturo,
Pozzonghere: Queste fono rollenlore lo vetluro.
Tornodo: I venti fonno uscire lo mocchino di strodo.
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Allo fine dello goro,oppoiono itempi migliori delle prime tre vetiure
clossificole.
Schiocciote lo borro spoziotrice per possore oll'elenco dei giocotori col
punleggio piO elevolo. Se lo vostro vetturo si 6 conquisloto un poslo in
quest'elenco, potrete inserire le vostre inizioli. Us;te'destro'e'sinistro'per
scegliere le letere, ed'occellerore'per inserire le inizioli. Potrete inserire fino o
tre inizioli.



RAMPAGE
COME GIOCARE
Nello migliore trodizione dei film di Hollywood in RAMPAGE siverificono
situozioni terribili in uno citld.Tre enormi moslri stonno posseggiondo tro i
groitocieli- e I'unico coso che li soddisferd.sord lq distruzione completo!
Ogni giocotore ossume il ruolo di un cittodino che, dopo over ingeriio degli
odditivi sperimentoli, si lrosformo in un mostro terribile. Si pud giocore in uno,
due o lre giocotori, usondo lo tostiero o il ioystick per controllore George il
Gorillo Gigonle, tizzie lo Lucertolo o Rolph I'Uomo Lupo.
ln uno boitoglio disperoto per soprowivere, dovrete possore ottroverso le
poreti di diversi edifici ollo ricerco di cibo (edibtes). ll cibo fo oumentore il
vostro livello di energio, che viene indicoto do uno sborretlo sullo schermo ii.
olto; e comprende di tutto, do uno voschetto con dentro un pesce rosso o
possonti innocenii.Tutlovio, fote ottenzione ogli elettrodomestici, come
lostopone o televisioni, che vi riseruono delle sorprese spiocevoli.
Scolondo i grottocieli e colpendoli li forete crollore. Mo ricordotevi di sohore
vio, perchd se rimonete introppoloii nelle fondomenlo soronno guoi. I soldoti
dello Guordio Nozionole o gli elicotteri che volono sopro di voi vi sporeronno
oddosso, ed ogni colpo vi indebolird..
Se perdete tutto I'energio, ritornerete ollo sloto umono e, noscondendo le
vostre nuditd come meglio potete, dovrete scoppore imborozzoti.
Quondo ovrete dislrutlo un intero videoto di edifici, ne oppore un oltro, con
edifici pronti per essere distrutti. Ci sono 50 cittd ed i mostri possono 3 giorni
in ognuno, un lotole cosi di 'l 

50 videoto.

COMANDI DEI.GIOCO
I giocolori con il ioysiick usono le quottro direzioni dello stesso ed il toslo fire
'per controllore il mostro.Vedere lo tobello qui di seguito per usore lo losliero.
SINISTRA e DESTRA fonno comminore il mostro nelle strode dello ciitd, o
sopro ogli edifici. ALTO e BASSO vengono r.lsoli per orrompicorsi su e giO
dogli edifici.Se si schioccio il iosto fire, il mostro solterd, se si schioccio il tosto
menire si schioccio un toslo di direzione, il moitro sferrerd un pugno o
cercherd di offerrore I'oggetto nello direzione indicoto. Polrele sferrore pugni
coniro gli oliri mosiri ed essere colpiti dogli stessi.
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This softwore product hos been corefully developed ond monu{octured to the highest quolity
stondords. Pleose reod corefully the insiruciions for looding.

IF FOR ANY REASON YOU HAVE DIFFICULTY IN RUNNING THE PROGRAM,
AND BELIEVE THAT THE PRODUCT IS DEFECTIVE, PLEASE RETURN IT DIRECT TO:

MR. YATES, OCEAN SOFTWARE LIMITED,6 CENTRAL STREEI MANCHESTER M2 5NS.
Our quolity control deportment will tesl the product ond supply on immediole replocemenl
if we find o foult. lf we connol find o foult ihe product will be relurned io you ol no chorge.

Pleose note thot ihis does not offect your slotutory righis.




