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JOYSTICK INSTALLATION & OPERATION

A joystick is required for this game. Connect your joystick to either port
1 or port 2.

TITLE SCREEN

Move the joystick up or down to select START or PASSWORD. Press
the joystick button to start the selected option.

GAME PLAY

Pressing the joystick button will make the hero character (Jason)
jump.

® Pressing the joystick button and moving the joystick up will make the
hero jump higher.

e Moving the joystick left will move the hero left.

® Moving the joystick right will move the hero right.

® Moving the joystick down allows the hero to pick up objects.

GAME PLAY

Your objective is to escape from enemy attack in six underground
areas, and, in the process, collect treasure chests and various valuable
objects.

You will find that there are people in the shrines whose knowledge
includes information invaluable to you in solving the riddles of Aigina’s
Prophecy. You will also need to collect five stones that together form the
Aura Star. Only the power of Aura can defeat the Dark Comet and
save Earth.
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An open dooronthe mapisthe entrance tothe underground. When you
clear the area, the next door will open to let you in. Take Jason to the
door.

e Find an entrance to an oracle’s house on the map. A Shinto priest
gives you a password.

e There are several riddles on the map. You must solve these riddles
before you can go on to the next underground area.
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THE UNDERGROUND

There are six underground areas.
Each area is made up of three types

Treasure box item number
Item for attack

of rooms; rooms where the enemy Aura's treasure
lies in wait, hidden rooms, and

rooms that are full of traps. You will Aura Part ! i

know that you have cleared an area Shrine Shooter block

when you get through Bark's Room
and back to the surface.

Numbers and figures on top of the
screen show Jason's acquisitions.
When the number of beaten enemies
reaches a certain point, the en- O D O
trance to the next room opens with a
buzzing sound.
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FIGHTING THE ENEMY

Jason, an archaeologist, does not possess his own weapons. To fight
the enemy he must use weapons hidden long ago by the ancient
Balbanians.

<Shooter>

A basic weapon. It is buried in a block. Hit the block from below. The
shooter will knock the enemy out within a certain range.

Jump on the shooter and bullets will fly out within a certain range.

The shooter comes out by jumping up and hitting the block from
below.

e The shooter is not the only thing hidden in a block. There are other
objects that are sometimes buried in the blocks. You should try to
locate these other objects.

e Note thatthe shooter can be used only once. An exception is when
you return to a room which you have already cleared.

M Battle Gear

There are several objects that you can use to fight the enemy. They will
be hidden in various rooms. If you find such an object, it will greatly
enhance your ability to do battle and accomplish your objective in the
game.

<Anesthesia>
A secret potion prepared by an ancient Balbanian alchemist-magician.
This potion will temporarily paralyze the enemy.

<Confining Ball>
This ball confines and destroys enemies in its proximity.

<Balba Power>
Balba Power releases an aura from Jason’s body and destroys evil
around it.

The Anesthesia and the Confining Ball can be stored, depending on
Jason’s condition (status check). But you cannot store both of them at the
same time. Use one to take the other. The number of objects that you can
store will increase upon acquiring Parts of Aura.
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OBJECTS

<Gold>
You need gold in order to talk to a person in a shrine. Some enemies
possess gold. Beat them and take the gold. Jason can store up to 99
pieces of gold.

<Key>
The key is needed to open a treasure chest. Some enemies will
have keys.

<Aura Star>
The Aura Star is a star-shaped stone containing the “Aura Power”
placed there by the ancient Balbanians. It is made up of five parts.
There is an Aura Part in a hidden room of each of the five underground
areas. An Aura’s Treasure is required to enter the hidden room.

M Items in treasure chests
(Note: A treasure chest cannot be opened without a key.)

<Ancient Documents>
A document which the ancient Balbanians left behind has an important
message that will help you fulfill your objective. However, Jason is una-
ble to read this document. His only hope is to go to a shrine and ask for
assistance from someone there.

<Stone Monument>
A person in a shrine will have a clue about this.

<Magic Key>
You need this key to return to the ground level.

<0ld Blank Paper>
This looks like an ancient document, but there is nothing on it. You can-
not ask for assistance with the reading in the usual way.

<Gold Statue>
Look for a shrine where you can exchange it for gold.

<Aura’s Treasure>
An Aura’s Treasure plays a key role in getting you into a hidden room
where an Aura Part is located. The treasure is not necessarily used in
the same underground area. Take five treasures to enter all five hid-
den rooms.

<Life Star>
Each Life Star you possess allows you to come back to life. You can re-
trieve a star from its room over and over (up to a certain limit) simply by
leaving the room and then re-entering.

STORING THE LIFE STAR

Initially, you will have two Life Stars. Look for Life Stars and store them!
The maximum number that you can store is four until you obtain an Aura
Part. The number will increase accordingly as you find the Aura Parts.
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RIDDLES FROM THE SHRINES

The advice you gain from some very
special people in a shrine will help you
solve the riddles and, hence, the five
Aura Parts.

B Getting the most out of your conversation

(1) Ifyou have questions, select “Talk” in the Talk Window. When you have
objects in your possession, the ltem Window will be displayed on the
screen. Select an item.

(2) The answer to your question will be on the comment board.

(3) Every time you ask about an item, you will be asked if a yes/no response
is satisfactory.

(4) When you have no further questions, select “End”. This will take you
out of the shrine.

e Each person in the shrine has a different character. The answers for
an object may be different. When you get an undesirable answer, go
to another shrine for a question.

e Jason can only hold in his possession a maximum of six objects.
Unnecessary objects should be left behind or sold to the person in
the shrine. That will give you space to store other objects.

® You need to store gold before going into a shrine since a personin a
shrine sometimes requests payment in gold for services rendered.

PASSWORD

There is an oracle’s house on the map. If you input a password given to
you by a shinto priest in the house, you can restart the game from that
point.

Input the password at the title screen
when you restart.

Move the cursor up/down/left/right by
moving the joystick up/down/left/right
and input by pressing the fire button.

*An incorrect password will not restart the game. Carefully copy the
password on your memo pad and do not lose it!
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CONTINUE AND RETRY

® By selecting continue when the game is over, you can restart the
game from the beginning of the area.

® |f you select retry, you will start from the very beginning of the
game.

NOTICES

Copyright

Copyright 1988 by VIC TOKAI, INC. All rights reserved. No part of this publication
may be reproduced, transcribed, copied, translated or reduced to any electronic
medium or machine readable form without prior written permission of VIC TOKAI,
INC. 370 Amapola Avenue, Suite 104, Torrance, California 90501.

Disclaimer

VIC TOKAI, INC. makes no representations or warranties with respect to this
publication or its contents and specifically disclaims any implied warranties or
merchantability or fitness for any particular purpose. In addition, VIC TOKAI, INC.
reserves the right to revise this publication and to make changes in its contents
without obligation of VIC TOKAI, INC. to notify any person of such revisions or
changes.

Trademarks
ChesterField™ is a trademark of VIC TOKAI, INC.
Commodore is a trademark of Commodore Business Machines. Inc.

Limited Warranty for Disk Media

VIC TOKAL, INC. warrants to the original purchaser of this computer software prod-
uct that the recording medium on which the software programs are recorded will be
free from defects in materials and workmanship for ninety days from the date of
purchase. Defective media that has not been subjected to misuse, excessive wear,
or damage due to carelessness and that is returned during that ninety day period
will be replaced without charge.

Following the initial ninety day warranty period, defective media will be replaced for
afee of $10.00. In Canada, you may obtain a replacement for $15.00 U.S. currency.
California residents add 7% sales tax.

Note: To speed up processing, please return only the disk, not the packaging.
Return to:

VIC TOKAI, INC.
370 Amapola Avenue, Suite 104
Torrance, CA 90501

Software Copyright

The enclosed software program is copyrighted. It is against the law to copy any
portion of the software on disk, cassette tape, oranother medium forany pur-
pose. It is against the law to give away or resell copies of any part of this software.
Any unauthorized distribution of this product deprives VIC TOKAI, INC. and its
authors of their deserved profits and royalties. VIC TOKAI, INC. will seek full legal
recourse against violators.
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