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INTRODUCTION 
CASTLE MASTER 

High in one tower of Castle Eternity, time seeps away for your captive 
twin. IT rescue fails, you are both doomed to become spirit slaves of Magister 
the Castle Master, who waits to steal your souls! 

Decipher the clues, open the drawbridge, maintain your strength 
against each and every guardian spirit. Three potions, ten keys and a plague 
of hazards may be encountered as you trespass behind locked doors, explore 
secret tunnels, descend into caverns or stumble upon treasure and terror. But 
should you fail ... fear is forever! 
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Developed by Incentive Software - a subsidiary of New Dimension International Ltd. 
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Story <It Cryptic Clues by: Mel Croucher 

Music by: Teque Software Development 
Cover Artwork by: David Wyatt 

Typography by: Starlight GraphiCS 
Additional contributions by: Andy Tait, Helen Andrew, Mary May, Anita Bradley, 

Ursula Taylor, Kev, Andr~ and Paul 

Pub/is/u-d hy Domark Ltd., Ferry HOllu . 
51-57 Lan-Road. Lolldoll SWJ5 IPR. 

T": 01·780 2224 (081-780 2224 from 1.<1 May '90) 

OilH3I.iIfJU· is a registered trade mark of Incentive Software. 
«:11990 New Dimension International Ltd. The enclosed software product, all 

associated artwork and documentation is copyrighted. All rights are reserved. 
Unauthorised copying, hiring, lending, perfonnance and broadcasting are"strictly 

prohibited. New Dimension International Ltd., Zephyr One, Calleva Park, 
Aldermaston, Berkshire RG'l 4QW 

Thanks also to Domark Ltd . . for all their helpful contributions and assistance. 
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CASTLE ETERNITY BASIC LAYOUT 

rrtle 

Key Rack Shows How 
Many Keys Collecled 

SCREEN INFORMATION 

Cenlre Sights -
Heading This Way 
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Pointer for RocI< 
Throw + Action 

Viewing Window 

Indicator & 
Window 



MOUSE CONTROLS 
(AMIGA, ATARI ST & IBM PC ONLY) 

Either mouse button to operate funtion - unless specified L(Left) or R(Right) 

Face 
Forward 

L. Move Back 
R, UTurn 

MOUSE CONTROLS FOR 
THE INFORMATION SCREEN 

Save Game Position 

Sound Effects 
On/Off 

Shows Run/Walk/ 
Crawl. Click to 
Change 

Quit Game 

Key Rack Shows Collected Keys, 
Click on Key for Description 

Load Game Position 

Return to Game 
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Number of Keys Collected 
and Message Window 

Score 

Current Strength 

Number of Spirits Destroyed 

AMIGA 
LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 
CASTLE MASTER - Place the disk, text upwards, in drive DFO: and reset your computer. 
CASTLE MASTER will now load and run automatically . 
• Leave the disk in the drive at all times during play since it will be required should you 
wish to save or load your game position. 

MOUSE CONTROLS - See page 4 
KEYBOARD CONTROLS 
r----------MOVEMENT---------, m orll2J Move Forward Illn U Turn 

illJ orm Move Backwards W Throw rock 

Il3 orm Turn Left ~ Action (will eat, drink, read, push, 
ret rR7I . move, collect, examine, open, 
C or~ Turn Rlght unlock or use as appropriate) 

Pressingl! SHIFT' withll3 orB Turn left or right 90', 

r--------OTHER CONTROLS -----------, 

~ Look up ~ Run I!SPACE' Centre sights on/off 

m Look down B Walk m Score, Spirit, Key and m Face forward a£I Crawl Strength information 

[E) Halt game illJ Info screen 

Pressing I! SHIFT , with~orm Look straight up or down, 

r------- INFORMATION SCREENillJ -------, 
Your score, streng th, number of keys collected and number of spirits 

destroyed are all displayed here. 

m Save position" ~ Run [[J to W Show key descriptio'ns 

m Load position" B Walk m Sound effects/ music 
~ (Loaded from disk) 
Il2I Quit game a£I Crawl 

Any other key to return to game, 

JOYSTICK simulates Il3 [[J illJ B keys, fire throws a rock. (Port 2) 
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ATARI ST 

LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 

CASTLE MASTER - Place the CASTLE MASTER disk, text upwards, in drive A 
and reset your computer. CASTLE MASTER will now load and run automatically. 

MOUSE CONTROLS - See page 4 

KEYBOARD CONTROLS 
,--------- MOVEMENT ----------, 

W or(i2J Move Forward IillJ U Turn 

IW or IlE1 Move Backwards IlD Throw rock 

ra arm Turn Left ~ Action (will eat, drink, read, push, 

ra 
rFvt move, collect, examine, open, 

or I12SI Turn Right unlock or use as appropriate) 

Pressing Ii SHIFT' with80rra Turn left or right 90 ·. 

,--------OTHER CONTROLS --------, 

[EJ Look up fill) Run 

([J Look down ~ Walk 

(If) Face forward Il£J Crawl 

IiSPACE' Centre sights ani off m Score, Spirit, Key and 
Strength information 

IlEJ Halt game I[J Info screen 

Pressing Ii SHIFT' with [EJ or([J Look straight up or down. 

,------- INFORMATION SCREENI[J --------, 

Your score, strength, number of keys collected and number of spirits 
destroyed are all displayed here. 

m Save position fill) Run !ill to IlD Show key descriptions 

([J Load position ~ Walk (If) Sound effects ani off 

(t9J Quit game Il£J Crawl 

Any other key to return to game. 

JOYSTICK simulates 8W IW ra keys - Action. (Port 1) 
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IBM PC AND COMPATIBLES 

LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 

CASTLE MASTER - Boot up from DOS (V2.0 or later), then insert disk in drive A. 
Type CASTLE, then press return. Select which graphics adapter you have (CGA, 
EGA, Tandy or Hercules) from the menu, and change disks if requested. 

MOUSE CONTROLS - See page 4 
To use a mouse you must have a Microsoft compatible mouse driver installed before 
you start the game. Instructions for doing this will be included with your mouse. 
KEYBOARD CONTROLS 

MOVEMENT -------------, 

War (i2J Move Forward IillJ U Turn 

IW or IlE1 Move Backwards IlD or Keypad~ Throw rock 

8 or m Turn Left ~ Action (will eat, drink, read, push, 

ra 
(Fvt. move, collect, examine, open, unlock 

or ~ Turn Right or use as appropriate) 

Pressing~with80rra Turn left or right 90·(on number pad) 

i!SPACE' toggles between movement and pointer modes ... 

W or(i2JMove pointer up 8 ormMove pointer left 

IW or m Move pointer down ra or~ Move pointer right 

,--------OTHER CONTROLS ----------, 

[EJ Look up 

([J Look down 

(If) Face forward 

I[J Info screen 

fill) Run IiCTRLI + m£J 1r~":,p:ame 
~ Walk Ii SHIFT' + [EJ or ([J Look 
Il£J Crawl .straight up or down 

rr,:t Centre Sights rrst Score, Spirit, Key and 
~ on/ off ~ Strength information 

,------- INFORMATION SCREENI[J --------, 
Your score, strength, number of keys collected and number of spirits 

destroyed are all displayed here. m Save position fill) Run !ill to IlD Show key descriptions 

([J Load position ~ Walk (If) Sound effects ani off 

(t9J Quit game Il£J Crawl 

Any other key to return to game. 

JOYSTICK simuiates81W IW ra keys, fire throws a rock . 
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SPECTRUM 

LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 
TAPE CASTLE MASTER - If you have a Spectrum 128, +2 or +3, select 48K 
mode. Insert tape into tape recorder and rewind to the start of side 1. Type LOAD"" 
and press the ENTER key. Now press PLAY on the tape recorder. 

KEYBOARD CONTROLS 
MOVEMENT -----------, 

lID or Ii2J Move Forward !ill) U Turn m or IiEI Move Backwards [ill) Throw rock 

B or m Turn Left ~ Action (will eat, drink, read, push, 
/'Ell ~ . move, collect, examine, open, unlock 
u;;I or ~ Turn Right or use as appropriate) 

Pressing SymboIlI SHIFT! with [8 or lEI Turn left or right 90'. 

@PACE! toggles between movement and pointer modes ... 

lID orli2JMove pointer up [8 ormMove pointer left m orliEl Move pointer down lEI or~Move pointer right 

r--------- OTHER CONTROLS ----------, 

[EJ Look up Ii:ID Run m Centre sights onl off 

I[) Look down e Walk [ill Info screen 

IlfJ Face forward Il£J Crawl 

Pressing Symbol I! SHIFT! with [EJ or I[) Look straight up or down 

r-------- INFORMATION SCREEN [ill --------, 
Your score, strength, number of keys collected and number of spirits 

destroyed are all displayed here. m Save position I[) Load position Il9J Quit game 

IiEI Show descriptions of keys collected 

Any other key to return to game. 

JOYSTICK simulates [8 lID m lEI keys, fire throws a rock. 
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AMSTRADCPC 

LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 
TAPE CASTLE MASTER - Reset the computer by pressing the CTRL, SHIFT and 
ESC keys at the same time. Put the cassette into the rer.order and rewind to the s tart 
of si?e 1. If you have a disk drive, type I TAPE, then enter (the I character is SHIFf 
and @ at the same time). Press the CTRL and small ENTER keys together and then 
press PLAY on the tape recorder followed by any key. 

DISK CASTLE MASTER - Reset the computer as for tape loading, insert the 
disk, text upwards, into the disk drive and type RUN "DISC", then the ENTER key. 

KEYBOARD CONTROLS 
r------------------MOVEMENT----------------~ 

lID or Ii2J Move Forward !ill) U Thrn 

![JorliEl Move Backwards [leapy! or [ill) Throw rock 

[8 or m Turn Left ~ Action (will eat, drink, read, push, 
f'Fvi move, collect, examine, open, unlock 

lEIor~ Turn Right or use as appropriate) 

Pressingl! SHIFT! with [8 or lEI Turn left or right 90". 

iISPACE! toggles between movement and pointer modes ... 

lID orli2JMove pointer up [8 or mMove pointer left 

m or IiEI Move pointer down ' lEI or~ Move pointer right 

,-------- OTHER CONTROLS -------~ 

[EJ Look up 

I[) Look down 

IlfJ Face forward 

Ii:ID Run rEI Centre sights ani off 

e Walk ![J Info screen 

rrct Crawl "SHIFT! +rrpt or I1lI Look straight 
~ ~ ~ up or down 

.--------- INFORMATION SCREEN![J ------~ 
Your score, strength, number of keys collected and number of spirits 

~ Save 
Il2I position 

destroyed are all displayed here. 

I1lI Loa.d fiQt Quit f1j(t Show descriptions 
~ pOSition ~ game ~ of keys collected 

Any other key to return to game. 

JOYSTICK simulates [8 lID m lEI keys, fire throws a rock. 
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COMMODORE 64 

LOADING INSTRUCTIONS AND KEYBOARD CONTROLS 
TAPE CASTLE MASTER - Insert tape into tape recorder and rewind to the start 
of side 1. Press SHIFT and RUN /STOP at the same time. Now press PLAY on the 
recorder. 
DISK CASTLE MASTER - Insert disk, text upwards, into drive. Type LOAD .. >., 
8,1 and press RETURN. 

KEYBOARD CONTROLS 
MOVEMENT --------~ 

fP.l 1m Move Forward qJl U T 
u.;JI or W ~i~:~n:thdownrordoublc ~ urn 
IEJ Move Backwards [I SHIFT I Throw rock 

m Turn Left ~ Action (will eat, drink, read, push, 
fFvt move, collect, examine, open, unlock 
~ Turn Right or use as appropriate) 

Pressing the COMMODORE key withm or ~ Turn left or right 90 ". 

I[SPACEI toggles between movement and pointer modes ... m Move pointer up m Move pointer left 

IEJ Move pointer down ~ Move pointer right 

~-------OTHER CONTROLS ----------, o Look up [illJ Run lEI Centre sights onloff 

[J Look down ~ Walk IllJ Info screen 

[[I Face forward rrct Crawl L k . h 
Il:;;,I IFnI rFot 00 stralg t up 

Pressing the COMMODORE key with~ or~ or down 

~------INFORMATION SCREENIllJ ------~ 
Your score, strength, number of keys collected and number of spirits 

destroyed are all displayed here. 

m Save position Ii9J Quit game [[I Music or Sound effects 

~ Show descriptions of keys collected [J Load position 

Any other key to return to game. 

JOYSTICK simulates m IllJ IEJ ~ keys, fire throws a rock. (Port 2) 
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by 
M el Croucher 

DRA W CLOSER FRIEND 

D raw closer friend and harken 
Take hold my outreached claw 
Now anvil clouds do darken 
Now bilious winds do roar 

Take shelter 'neath my garment 
Don't wrinkle up your nose 

Assuming there's some harm meant 
Within my apeskin clothes 

What's this? You wince and struggle 
You wish to shake me free? 

Draw c/ose, my dear, and snuggle 
I'll hold you next to me 

And let me lisp a story 
A saga, from beyond 

The reckoning of wormbrains. 
I'm not hu rting you ... I'm fond! 

Dare 1101 to turn your sneer aside 
I hold no portal yawning wide 

For sibling SCIIIIl 

With dribblillg glllll 
DOII't struggle, 1'111 YOll r Gllidl' 

And you , you are n player ill sOI1lL'llIillg mart' thaN relll 
And I'm the grenlwaylayer wilh ellery card to ef('a/ 

all pardon, gentle persoll 
Did I jllst break YO llr skill? 

Theil stol' YOllr Sill/'id wriggling 
Let me cOllfess your sill 
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I must illsist to hush your voice 
Withill my cloak, you have no choice 
It hurts you more thall I, young pest 

This is 110 fantasy-game quest 
Withill illuminated screens 

Real life reduced to magnet screams 
Sti.fched OlltO tape, slipped into disc 
Don't move your head, I must insist 
Alld if you do I'll break your wrist 

Imbecile! Hold still 
Mortal! I shall test your will 

Watergut! Tum your face towards that hill 
Sweetlless! Calm yourself e'er you fall ill 

0011'/ fret , my pet , I WOII't forget to illtroduce myself before 
I've fully told you of myself, you call1lot shrug my iroll claw 

From your bejewelled hosiery 
Alld all these gaudy clothes I see 

You shall stay and learn a trick 
Or two, greenface, now feeling sick 
I'll make you feel much sicker yet 
Heed ev'ry word and don't forget 

And dOl!'t forgive and don 't get wet 

My name? Not now! it starts with M 
Not Merlin , Mel or Male or Fem 
Not Micky, Mao, select another 
Not Mantovani, Mud or Mother 

My title flashes into view 
Before I've tolled my tail to you 

I'm thirteen thousand years today 
You are my birthday present, play! 

And if you wallt to call me, cur 
'Tis best you call me softly "Sir" 

Now cast ills caste o'er Castle bridge 
I'll speak of what's behind that ridge 

Behind before bestride bedpallned 
Bejasus beta mar bedamned 

Bedevilled beebeecee beknighted 
Be still become bewitched befrighted 

Be! Bop Alulah, What? Insane? 
Not I, who causes you this pain 
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I invented you, dear speck 
A challenge to mine intellect , 

Elldowed with human strength and reason 
Capable of ev'ry treason 

Peek and poke and look to see 
Now tremble 'fore this historie .. . 

HIS TORIE 

Before men learned to scribble and to lie 
Before the likes of you spoke words like princess, pig and pie 

When gods lived not in tawdry chapels, but thunderfooted rode the sky · 
When sabre-tooth made take-away of man, when I 

Was young 

Then earth and fire and air and watery rage 
Then tree and flesh and stone did understand 

Alld know the law of Magister, shaman and sage 
Lord of the Old Time, ruler over beast and man 

See where all lines of natural power fuse upon yon hill 
Where the wars of heaven become captive to the will 

Of He who mastered time itself and 'slaved it for eternity 
There did Magister dwell supreme, none powerful as He 

And then as now did storms erpress His majesty 
And summOIl all to submit homage at His knee 

The rat, the bat, the ghost and poison'd bumbly-bee 

But there was one such creature who made to turn away from Him 
To blob and daub its skin with dye, to dress in cloth instead of skin 

To count to ten and dance and preen and cook 
With fire, and worst of all to scratch the rune that would one day 

be the book 

This creature took on faffing airs and graces 
And grew a leery sneer upon its faces 

It tho~ght itself superior to bear and bug and all things wild 
ThIS creature was a man and woman grown from child 

The pUffed-Up braggart misbehaved 
And Master's creatures then enslaved 

Forgetting natural Old Time Law 
Without respect for that which went before 
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And seaSOns passed until the years 
Became an age that disappeared 

Then ice-cap crept and kissed the lip 
Of wilderness from toe to tip 

And all the while Magister watched 
Amused as human schemes were botched 

They came and went, the stupid tribes 
Whose leaders, warlords, chiefs and scribes 

Flapped banners daft as moths in flame 
Beneath which they did squat, for shame! 

The hunters, fishers , farmers, vermin more or less , wild raiders too 
The redlwir yowzah yellowed tress, the black beard and the shaven blue 

And each pathetic nursery band did occupy this hill in turn 
Believing themselves eternal until diseased, drowned or burned 

First mining dwarves came from the West 
All ratface glowerglum barrel chest 

To dig their shelters in that sloping side 
But never deep enough to bore and scrape and excavate 

Where Magister the Master of the hill did hide .. . 
Are you still wrestling, young maggot? Kindly wait 

Then lowlanders from fen and bog 
With reed and weed and snot and log 

Did build a puny sticky twiglet of a town 
'Til fury's storm blew their erections and protections down 

Next raiders froTn the North drove home 
Through hillskin, moleskin, earth and stone 

A circled camp of sharpened stakes 
, They even built a boating lake 
A hurley pitch and chariot park 
But one moon shortly after dark 

Magister quaked the earth somewhat 
And crumbled up the noxious lot 

Halt! You dare to make to flee 
And leave this vital historie 

Then must I weld you on to me 
Before Castle Eternity 
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Damn your fatted addled head 
You've gone and made me lose my thread 

Was it Nazi bombers next 
Plague rockets loosed from below-decks 

Or are such trifles yet to be 
We've done the dwarves now let me see 

Ah yes, about a thousand years before 
The last believers came ashore 

And made a blockstone circle site 
In homage to Magister's might 

Where leylines crackled magic flux 
That 'tranced the wolves and frit the ducks 

These gentle folk of druid ilk 
Ground up their corn, churned up their milk 

And sat around to talk and think 
Until they all became extinct 

Then Romans conquered here, my dear, 
drained the bogs and drove away their memories 
And stayed upon that hill three hundred year, 

with dogs and poxy gods and fleas 
Upon its crest they raised a home 
A palace built of mud and stone 

For some new warlord chief of men 
Who messed the whole lot up again 

And as their empire fell to bits 
The Saxons boiled their heads on spits 

The Old Time broke though fierce again 
And me1J were famed throug" It_'nr alld 1'0;11 

With sacrifice:? burued illside 
Tire r"illed walls of Roman "rid,' 

Greal Magis ter slt'pl hmg and deep 
In side the hill below Ihe keel' 

The slorms Ihal oTlce ale Ihrough Ihe sky 
Did soo lh,' and calm and fade and die 
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The centuries slipped by once more 
Alld Normalls occupied the shore 

Their architects staked out this site 
And ignorant oldormallt might 

They split the hill from crowlI to base 
Then cut a moat aroulld the place 

Now lislell well and shut your face ... 

They drove foundatiolls at ils heart 
Dressed up their rocks alld made their start 

To raise that castle's earthly powers 
With riddled rooms alld four great towers 

A courtyard wilh a stable shed 
Wh ere warhorses were bed alld fed 

The Normalls made a smithy true 
Alld workshop for the sawyer too 
Alld kilchell for the cooks to scoff 

With hospice whell the food was off 
Five hUlldred years ill peace and quiet 
With just the odd war, plague alld riot 

Now thell the fools became ambitious 
And one such who was overvicious 

Decreed five caverns to be found 
From livillg rock deep ulldergroulld 
With tUllllels hewlI from livillg rocks 
Alld ten grea t keys for ten great locks 
III tell great doors from room to room 

That were secreted ill Ihe gloom 
The cWlllillg ellgilleers devised 

Strange stairways that could fall alld rise 
Bul having passed one way they learned 

To block the passage of relurn 

But such dislurballce did Ihey make 
That Magister had cause to wake 
From deepesl sleep of celliuries 

And he was somewhat less Ihan pleased 
To find his chosell place cut Ihrough 

Wilh cave alld tunnel dug anew 
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Yet he was more than vexed to find 
That ill the intervening time 

Of slumbering to such great length 
His godly powers had fast their strength 

Alld cursing ranting raving on 
His magic too was almost gone 

Where had it gone, his former might? 
In truth, it never left the site 
Because it was a mystic place 

It drained of him from toe to face 
Ulltil there was but one last trace 

Superior to human race 

Where had it gone, Magisler's power? 
In truth , it seeped into each tower 

In every chamber, every cave 
In lunnel, funnel , arch and nave 

The stones Ihemselves had sucked it in 
Ulltil the castle maslered him 

And worse thall this, while he had slepl 
Manlcind's intelligence had leapt 

To heights that he could scarce cOllceive 
To depths that he could scarce believe 

WI.at had once seemed some great magic 
Was now a simple chemist's trick 

Alld even thunderclaps were made 
By gunpowder and cannonade 

The secrets of the stars were wrenched 
By telescope and science bench 

But whal caused the m'ost misery 
Was disrespect for wizardry 

Then Magister crawled on all fours 
Up Ihrough the ground and oul of doors 

Into the wilderness outside 
The castle walls and he did hide 

Inside a ragged wooden hut 
From whence to plot his comeback but 

The people in the castle laughed 
At Magister and called him daft 

Alld called him wizard and buffoon 
And threw old fishguts at the 10011 
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Even little infants teased 
And pulled his hair and kicked his knees 

And sen t their dogs to wet his shoes 
And made him stand at backs of queues 

The wizard's hut became his lair 
And Magister awaited there 

To build his strength and body too 
And practice ways to make anew 

His former power o'er man and beast 
He also brewed some beer with yeast 

Which is irrelevant but shows 
He had a human tongue and nose 

Attention! Or I'll crunch your toes 

He took the leaf and mushroom cap 
From stunted tree he squeezed the sap 
And then with secret oils he brewed 

Those potions which himself renewed 

But still the yokels thought him weird 
And spat his face and tugged his beard 

The children that were tall enough 
Covered his hood with sticky stuff 

The babies puked when he passed by 
The sparrows aimed into his eye 

The priest declared he was insane 
The baker tripped him in the drain 
The baker's wife crow'd at his smell 

Her daughter threw him down the well 

From whence Magister rubbed his bones 
And muttered spells in Old Time tones 

And hatched his retribution plot 
By which he would expunge the lot 

Thus underground where water lapped 
With energy from leylines tapped 

He ruminated water schemes 
By which to conjour up his dreams 
Revenge is sweet but poison's sour 

And so he plucked the cavern flower 
With which to brew one final flask 
And steal the human souls at last 
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Next morn the king woke and tossed off his blanket 
And declared an outrageous and disgusting banquet 

To celebrate nothing whatsoever and at all 
He needed no excuse to throw himself a ball 

Then heralds climbed the four tall towers 
Screamed invitations for four hours 

To South and North and West and East 
That all should come attend the feast 

All, that is, except the fool 
Who festered in the water pool 

The wizard remained uninvited 
The king and queen remained delig?ted 

That night the minstrels raised a din 
The yokels danced the servants grinned 

The great hall's floor with silk was paved 
Tile knights in armour danced and raved 

And as the midnight bell was chimed 
And as the drinkers went near blind 

And torches gutted on the walls 
And horses whinnied in the stalls 

The centrepiece of revelrie 
Was borne aloft o'er sagging knee 

There came a giant roasted ox 
So big the king climbed on a box 

In order to be tall enough 
To raise his sword and split the stuff 
From crotch to chin of the great beast 

And loose the contents of the feast 

The castle folk could hardly wait 
Such gossip they'd anticipate 

The kitchen maids had told of how 
Inside this dripping steaming cow 

One dozen sheep wfre stuffed inside 
And within every sheepish hide 

A dozen piglets waited there 
Each one itself filled with a hare 
Inside of which a duck was laid 

Filled by a compressed bird parade 
Each tiny fowl stuffed with a fish 

Each fish itself a complex dish 
Containing twenty garlic snails 

Wrapped round a score of mouses' tails 
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The king's sword fell and split the ox apart 
The celebrating crowd rushed forward to its heart 

Hot grease and gas and meat exploded out 
All mouths grinned wide and inhaled breath to shout 

But even as the yell escapes their lips 
But even as the roar the ceiling rips 

It chokes and stifles and tums to screams 
As from the oxen belly their worst dreams 

Emerge. The uninvited guest stood obscene there 
With thunder in his voice and lightning in his hair 

With eyes as cold and strong as in Old Times 
Magister rose from reeking ox intestines 

Then every soul from king to stable lad 
Did cower and moan before the eyes of mad 

Magister 

THE CASTLE MASTER 

Yet death was not to be their fate 
Because such was his depth of hate 
That Magister made each soul weep 
To hear that they would fall asleep 

Drugged by the brew that was consumed 
And when they woke they would be doomed 

Transformed lis spirits yet unswerving 
Loyalty to bid his serving 

Taking on the form of beasts 
Gone was the rule of kings and priests 

Henceforth Castle Eternity 
Shall have one Castle Master, He! 
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And so it was, the stricken crowd 
Collapsed in deepdrug coma's shroud 

And while they tumbled through their sleep 
Their nightmares spouted tears to weep 
The horrors that they dreamed became 

Real horrors of another name 
As shapes did change and horns did sprout 
And skin grew scales and tails popped out 

And fangs and fur and leather wings 
As well as quite disgusting things 

From nobles and from common knaves 
Transformed into Magister's slaves 

At last a fortress worthy of his name 
From whence to tame man's willful spirit once again 
Magister stretched his sphere and pulsed his brain 

Then woke the rested storms to rise and aim and maim 

But now the souls of common muck were not enough 
As Castle Master longed for extraordinary stuff 

Nothing less than royalty would do 
Which brings us here at length and last to you 

And so, my pet, lest we forget 
Why you have wandereq far and wide 

1 shall now let go of your throat 
And you can honestly confide 

By whispering into my ear 
The circumstance that brought you here 

Why have you come? What do you seek? 
Why are your arms and legs so weak? 

What's that you say, you seek your twin? 
Vour royal sibling rots within 

Imprisoned in one tower of four 
Full banged to wrongs behind locked door 

21 



This story too I know fulwell 
Lwd me your ear and let me tell 
Of how your mirror image came 
One year ago across this plain 
To shel ter in the forest glade 

Where that twin was a captive made 

And in the teeth of blasted gale 
Half froze to death outside the pale 
Was summoned by Magister's call 

And frogmarched there behind the wall 
Where Castle Master's spirits dwell 
Right up the pole left down the well 

No sooner was this twin inside 
Then castled spirits ceased to hide 

They raised the drawbridge, locked the doors 
They screamed through walls they burst t/IYough floors 

They snapped with fangs and wiggled claws 
Until their captive messed its drawers 

The Castle Master then declared 
This pris' ner would only be spared 

If before one year was through 
Another came, and this means you 

To free the can ten ts of the tower 
And wrestle with Magister's power 
Else both twins become spirits too 
Turned into stoats or pots of glue 

You will be let free from my hand 
As soon as you can understand 

That there are some simple rules 
Designed to sort the wise from fools 

In fact before you can begin 
You must decide how to get in 

And judge your way in depth and length 
As well as ways to boost your strength 

Use your ears and use your brain 
And use your eyes for clues to gain 
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And if the ground begins to shake 
It means a spirit is awake 
Yet there will be no liberty 

While one such ghoulie remains free 

Enough! The time for talking's done 
Your greatest challenge has begun 
So now as my claw sets you free 

I'll tell you my identity 

Think you still I am insane? 
My story of your twinsel{'s pain 
The Castle Master all to blame? 

God's teeth! MAGISTER is my /Jame! 
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HINTS AND TIPS 
GEITING STARTED 

1. A well aimed rock will bring the drawbridge down. 
2. Examine the hanging pictures to study the clues. 
3. Spirits can be. exorcised by some accurate rock throwing. 
4. Making a map of your progress will aid orientation. 
5. It is best to walk within enclosed chambers and to run when outside or 

in corridors. 
6. Eating food will boost your strength. 

GENERAL HINTS 
1. Examine locked doors for mOTe infonnation. 
2. Alas, you cannot swim. 
3. The remaining spirits' power increases all the time. You will be 

over-powered if the spirit level reaches maximum. 
4. Examine the keys you collect. 
5. Collecting treasure will boost your score. 
6. Crawl to look under things. 
7. Look ou t for the Magic Potions. 

TARGETS FOR ADVANCED PLAYERS 
1. First day target 1,000,000 points. 
2. Complete the game! 
3. Complete the game playing the alternative character. 
4. Go for maximum score ( at least 7,500,000 points ). 
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INTRODUCTION 
CASTLE MASTER 

En haul . dans une lour du Cast le Eternity, Ie temps s'ecoule pour vOire 
jumeau capt if. Si Ie sauvetage echoue. vallS etes destim!s tous deux a deven ir des 
esprits esclaves de Mag ister. Ie maitre du chateau. qui attend de valeT vas ames! 

Dechiffrez les indices. ouvrez Ie pont-levis. maintenez VolTe force centre 
chacun des esprits gardiens sans exception. Trois porions. dix d es et un fleau de 
ri sques peuvenl etre rencontres lorsque vous vous introduisez sans pennission derriere 
des portes verrouillees, explorez des tunnels secrets. descendez dans des cavernes au 
tombez sur des tresars ou des choses lerrifial1les. Mitis si yO us echouez ... la peuT ne 
VallS abandonnera jamais ! 

REMER ClEMENTS 
CASTLE MASTER avec mmm-
Deveioppe par Incent ive Software - ti liule de New Dimension International Ltd 

Concept el design : 
Programmation : 

Graphismes : 
Histoire & indices cryptiques: 

Musique: 
Illustrations de couverture : 

Typographie : 
Contributions suppl~mentaires : 

Ian Andrew 
Chris Andrew, Paul Gregory et Sean Ellis 
Mike Salmon el l 'Equipe 7 
Mel Croucher 
Teque Software Development 
David Wyan 
Starlight Graphics 
Andy Tait, Helen Andrew, Mary Moy, An ita Bradley, 
Ursula Taylor, Kev, Andr~ et Paul 

Publif par Domark 
Distruhue par Ubisoft. 

J Voie Felix Eboui. 94021 Creteil, 
Fra"ce. 

(c) 1990 New Dimension International Ltd. Le logicieljoint et toutes les illustrations et 
documentation nssoci~es sonl soumis ~ des droits exclusifs. Tous droils r~serv~s. 

Toule reproduction, loute location, tout pret, toule repr~senlation et toute diffusion sonl 
slrictement inlerdits. New Dimension International Ltd, Zephyr One, Calleva Park, 

Aidennnston, Berkshire RG7 4QW 

Nous remercians 6galement Domark LId de toutes ses pr~cieuses contributions et assistance. 
JiiJaliltlne est une marque d~pos~e d ' Inccntive Software 
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PLAN DE BASE DU CASTLE ETERNITY 

COUR 

INFORMATIONS A L'ECRAN 

l 'indieateur des eles 
mantre combien de eles 

ant ete ramassees 

Mire centrale -
allant dans cette 

Pointeur pour action + 
laneement de rochers 

Les hatteres indiquent Indieateur 
votre force actuelle d 'esprits 
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(Maintenez un 
niveau bas) 

Fenetre 
d'affichage 

Indicateur 
d'emplacement 

et fenetre de . 
messages 



COMMANDES A PARTIR DE LA SOURIS 
(Amiga, Atari ST.& IBM PC seulement) 

L'un ou I' autre bouton de souris commandera la fonction­
sauf indication G (gauche) au D (droite) 

CourOI 

Marchol 

Indlque I. force 

1rlllnoz-vou. 

Monuele 
nombredllclafs 
raman". 

Polnteur: 
G LlInCBZIe rochor 
a 

Regardozv8f11le bas: 
GLl6<oIilremanl 
o Tout en bas 

Tournet-vou. 
"Iral'ovenl 

OCplecet·vou. 
vors l'avllnl 

Tournezvera 
ladroite 
G l 6gt!roment 
090' 

Indlque Ie 

Tournalvef. G Reculol 
I. gauche: o Failesdemi'lour 
G U g6remoni 
090' 

COMMANDES A PARTIR DE LA SOURIS POUR 
L'ECRAN D'INFORMATIONS 

L'lndlcelllurdeclilismontrlll .. 
c llhrama,see5.CliqU8I,urla 
tl6 pour 1. descript ion 

Ralourllu jeu 
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Nombred'Hprilsd61rul ll 

AMIGA 

INSTRUCTIONS DE CHARGEMENT ET COMMANDES A PARTIR 
DUCLAVIER 
CASTLE MASTER - MCl1ez In disqucllc. Ie lexle etanl loumt vcrs Ie haUl. dans Ie lecleur OFO; cl 
remellez 'loIre ordinateur ll. zero. CASTLE MASTER se chargern et marcher.! aUlomatiquement. 
.Laissez la disquene dans Ie leclcur II (OUI moment pendanl Ie jeu puisque vous en aurez 
besoin si vous souhaitez sauvcgardcr ou chargcr votre posit ion de Jeu , 

COMMANDES A PARTIR DE LA SOURIS· Voir page 4 

COMMANDES A PARTIR DU CLA VIER 

DEPLACEMENT ------------------, 

~ Avancez 

[gJ Rcculez 

[y) Failcs dcmi-Iour 

rI!I Lunccz un rocher 

[iII Toumez vcrs la gauche ~ Action (vOus mang~rt'1., holr .. " l ir~', I ... 'u ~:_:~' r~·' , 
fFvt vous d~placere7_, ramus~rt'/, t· ... ;n111rl~ rt·I, ,11I \'(lrl.'l, 

uas" Toumez vers In droile devcrrouillere7_ uu ul ilis<'n.'1 St'IIl II ks 1~'s,lin:-) 

Un appui sur "SHIFT I avec 8 ou B Tuumt'l i\ g:1udll' ,IU a drlli ll' ' )(1" 

,--------------- AUTRES COMMANDES -----------------, 

Regardez vcrs Ic haul rmJ 
Rcgardc7, vcrs Ie ba... ~ 

Toume1.-vous vcrs l':lv:Ull ~ 

Arretel. Ie jeu ([J 

Cour~/, 

Man:ht" 

R:mIIX" 

F..l'r:1II d 'ln ful1 n:Ull11 l:o 

lnti,lI'Ill :lIi"1\!o:ourit' !>,' , 'n.' , 

11' !> l'!> p rl!!>, k !>,' it':OI'l la 1'11n.',· 

,---------------~;( 'RA N J) ' IN FOR M ,\ T\ONS [[J -------------, 
V\lII'l.· 1>t:l11'l.·, lillt" ' , Ihl l11 lll'l.' tit- ..11' :0 1~\HI:I!ooM'l' )i I'! Ilt l1l1hl'l.· 

11\','llI'il!> lil'lmi!:o St ili! 111 11:0 a flidWI> i,'I, 

m Sauv\.·gank, 1:1 11oI::OlIIUII lit: Jt'U ~ {'lIurl'l lID :1 

~ Chargt" b 11oI 1.\i lll1l1 tit- jl'U e Man.-h l', 

([gJ OUiIl1" k jell [i£J l{a1l1Ix" 

(i!J Arfid't" 1,' 1> dl'I>I' ripti\ll\:-

[rtJ ~~~,~'~I;:tl1ll""'N1lIU"iIJUI' 
tCh:lrl!,':-:1 p:tl1irdl' 
la d iSlIIlI'IIl' ! 

T t lll l l ':1I111\'ltllldw\,tlu)i fL'ra rL' lllurllt' Tau jl'u, 
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ATARI ST 
INSTRUCTIONS DE CHARGEMENT ET COMMANDES A PARTIR 
DUCLAVIER 

CASTLE MASTER· Meltez la disqueuc CASTLE MASTER. Ie teXIt (l lan! IOU)."C vcrs Ie haul. 
dans Ie lectcur A et reml!ltcl. VOIrc ordinUlcur a ztro. CASTLE MASTER se chargcra ct toumera 
aUlOm3liqucmcnt . 

COM;\.'IANDE."i A PARTI R DE LA SOU RIS· Voi r page 4 

COMMA NOES A PARTIR DU CLA VIER 

!ill 
m 
IS 
B 

~ Avant cz 

~ Recu lez 

DEPLACEMENT 

~ Failes dcmi-(our 

U!J Lancez un rocher 

rw Toumcz vcrs la gauche (i8J Action (VOllS mangercz. boirez. lirez. pousserez. 
vous dcplllcerez. ramasserez. cxaminerez. ouvri rez. 

~ Toumez vcrs 1a droite devcrrouillerez ou utiliserez scion les besoins) 

Un appu i sur /! SHIFT I avec B ou [8 Toumez A gauche ou i\ droitc 90° 

,.-------- AUTRES COMMANDES ----------, 

Regardcz vcrs Ie haul 

Regardc1. vcrs Ie ba., 

(mJ Courez 

~ Marchez 

Toumc.H'OllS vcn; r avant [[£J. Rampez 

Am!tez Ie jeu m Ecr.m d ' infonnalions 

Mire ccnlrale rnarche/anit 

Infonnations sur Ie score. 
les esprits. les d es CI In fon:e 

Un appui sur II SHI FT I avec [EJ au [g Regardcz lout en haut au en bas 

,.--------ECRAN D' INFORMATIONS m --------, 

U[I 
[[J 

fi9J 

Votre score. force, nombre de cI~s ramassees el nombrc 
d'espri ts detruits sont taus affiches ici. 

Sauvegardez 1:1 position de jeu ~ Courez f[J , II!) Affic hez les descriptions 

19 
dcs clcs 

Chargez In position de jeu Marchcz ([J Effets sonores/anit 

Quillcz Ic jeu [g R::Impez 

Toule autre louche VallS fera retoumer au jeu. 

Le J OYSTICK simule les louches 8 {ill lEI lID ,- Action (Pan I) 
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IBM PC ET COMPA TIBLES IBM 
INSTRUCTIONS DE CHARGEMENT ET COMMANDES A 
PARTIR DU CLA VIER 
CASTLE MASTER - Mellez en roule 11 panir de DOS (V2 .0 ou version ulterieure), puis inlroduisez la 
disquclle dans Ie lecleur A. Tapcz CASTLE, pui s appuyez sur RETURN. Select ionnez I'adaptateur de 
glaphisme que vous avez (eGA. EGA. Tandy ou Hercules) Q panir du menu, el changez les disquellcs si 
besoin CSI, 

COM MAN DES A PARTIR DE LA SOURIS - Voir page 4 
Pour utiliser une souris. vous devez avoir un d river de souris compatible Microsoft avant de commencer Ie 
jeu. Des instructions seronl jointcs II vOlre souris. 

COMMANDES A PARTIR DU CLA VIER 

r------------------ DEPLACEMENT ------------------

!ill 
m 
IS 

~ Avancez 

[(gJ Reculez 

(!QJ Failes demi-Iour 

W ou c lavier numcrique W Lancez un rocher 

B ou 

m Toumez vcrs la gauche [teJ 
~ Toumez vcrs la droite 

Action (vous mangerez, beirez, lirez, pousserez. 
vous deplacerez, ramassercz, examinercz, ouvrirez. 
dcverrouillerez au uli liserez scIon les besoins) 

Un appui sur [Wl avec(8 ou IEJ Toumez It gauche ou Ii droile 90° (sur Ie clavier numerique) 

r----- IISPACE' Barre d 'espact" enlre les modes mouvemem ct pointeur ... 

m ou lIE) DCplacez Ie pointeur vers Ie haUl 8 ou lID Deplncez Ie poinleur vers la gauche 

m ou m DCplncez Ie pointeur vers Ie bas rEI ou ~ Deplacez Ie poinlcur vers la droite 

AUTRES COMMANDES 

m Regardez vers Ie huut Iilll Courcz !lCTRL' ~ Abandonnez lejeu 

[[J Rcgardez vers Ie bas 19 Mllrchez II SHIFT ' +11f) ou ([J Regardez 10UI 

[E) [g 
en haUl ou lout 

Toumcz-vous vers I'avnnt Rampez e n bas 

m Ecran d ' infonnations rID Mire centrale U[I Infonnat ions sur Ie score, 
marche/antl Jesesprits, lesdes ella force 

,------------ ECRAN D'INFORMATlONSm------~ 
VOlre score, force, nombre de des ramliSsees et nombre d'esprits dctruits sont tous affiches ici . 

rw Sauvegardez In position de jeu IrBJ Courez 

m Chargez la position de jeu ~ Marchez 

Il9J Quillez Ie jeu ~ Rampez 

Affichez les descriptions 
des cles 
Effels sonores mart:he/arret 

TOUie nutre louche vous fera retoumer au jeu. 

Le Joystick slmule les touches B m B lID . Ie bouton de tlr lance un rocher. 
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SPECTRUM 
I NSTRUCTIONS DE CHARGEMENT ET COMMANDES A 
PARTIR DU CLAVIER 

BANDE CASTLE MASTER - si vous avez un Spectrum 128. +2 ou +3, ~leclionnez Ie mode 48K. 
lntroduisez la bande dans Ie magn~lophone el rembobinezjusqu 'au d~bul de In face I. Tapez LOAD" 
et nppuyez sur la touche ENTER. Appuyez ensu ite sur PLA Y sur Ie magm!tophone. 

COMMANDES A PARTIR. DU CLAVIER 

r------------------ DEPLACEMENT ----------------~ 

m 
liD 
B 
B 

~ A vancez 

rw Reculez 

([YJ Faites demi-tour 

W Lancez un rocher 

m Toumez vers la gauche ~ Action (vous mangerez. boirez. lirez. pousserez, 
vous dtpJacercz. ramasscrez. examinerez. 

~ Toumez vers la droite ouvrirez. deverrouillerez ou utiliserez selon 
les besoins) 

Un appui sur II SHIFT I ~vec 8 ou B Toumez a gauche ou ~ droite 900 

r-------- !lSPACE' Barre d'espace entre les modes mouvement et pointeur ... 

m ou U§J Oeplacez Ie poinlcur vcrs Ie haUl IB ou lID ~placez Ie poimcur vers In gauche 

lID ou ~ ~placez Ie poimcur vers Ie bas a ou UEJ ~p[acez Ie pointeur vcrs la droi te 

r-------- AUTRES COMMANDES ---------------., 

Regardez vel'S Ie haUl ~ Courez (@J Mire cenlrale marche/arret 

Regardez vers Ie bas ~ Mo.rchez II!) Ecran d 'informations 

Toumez-vous vers I'avarll ~ Rampez 

Un appui sur II SHIFT I avec m ou m Rego.rdez lout en haut ou tout en bas 

r-------- ECRAN D'INFORMATIONS 1iD1------~ 

Votre score, force, nombre de c1es ramassees et nombre d'esprits d~truits SOni lOllS affichb ici. 

Sauvegardez 10. position de jeu ~ Chargez to. position de jeu [QJ Quittez Ie jeu 

Affichez les descriplions des clefs ramos.sees 

Toule autre touche vous fe ra retoumer au jeu. 

Le JOYSTIC K simule les touches IB m rEI m, Ie bouton de lir lance un rocher. 
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AMSTRAD CPC 
INSTRUCTIONS DE CHARGEMENT ET COMMANDES A PARTIR 
DUCLAVIER 
BANDE CASTLE MASTER - Remettet I 'ordinaleur l liro en appuyanl simuhanemenl sur les louches CTRL, SHIFT et 

WA~::sZ ~I:~~t=~el:e ~~~~~~I~~:n:ne!~~~j;:~~~a:l=be~ :e::~~~~~i;;~;:::i~U::~~~'=r 
ggg-J~~~s-iLE~~~~'leu:e~I:uI~~~~~~I~L;\Y~:~~:'~~rhl~nCeh~~n~~~lnli=~~~lae~~che. 
introduisez.la diJqueue dans Ie lecleur, Ie le,;le I!lanllOuml! vel"51e haUl, ellapez RUN "DISC". puis appuyez sur ENTER. 

COMMANDES A PARTIR DU CLAVIER 

raJ 
raJ 

[fJ 
liD 
~ 

m 
W 

DEPLACEMENT ----------------~ 

~ Avancez 

[gJ Reculez 

!ill) Faites demi-tour 

~ ou II!) Lancez un rocher 

m Toumez vcrs la gauche ~ Action (vous mangerez.. boirez. li re:z. pousserez, 
vous deplacerez. ramasserez, examinerez. ouvnrez, 

~ Toumez vers la droite devcrrouillerez ou utilisere:z scion les' besoins) 

Un appui sur II SHI,FTJ- "3\1ec8 ou rEJ Toumez i\ gauche ou n droile 90° 

IISPACE' Barre d 'espace enlre les modes mouvemenl el pointeur... ----, 

lID ~placez Ie pointeur vcrs Ie haul B ou lID Deplacez Ie poinleur veTS Ie bas 

liE) ~placez Ie pointeur vers 18 gauche a ou {IBJ Deplacez Ie poimeur vers la droi te 

AUTRES ·COMMANDES 

Regardez vers Ie haUl ~ Courez B Mire centrale marche/anil 

Regardez vcrs Ie bas ~ Marchez II!) Ecran d'infonnalions 

Toumez-vous vcrs I'avant ~ Rampez 

Ii SHIFT! + [fJ 0 " liD Regaroez tout en haUl ou tout en bas 

ECRAN D'INFORMA TIONS ID-
Votre score. force, nombre de des rama~s et nombre: 

d'cspnts d~truils sont tous affiches ict 

Sauvegardez la position de jeu liD Chargcz la position de jeu [jQJ Quinez Jejeu 

Affichez les descriptions des clefs ramasstes 

Toule autre louche vous fera retoumer au jeu. 

l..e JOYSTICK simule les touches 8 m rEJ m, Ie bouton de (ir lance un rocher. 
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COMMODORE 64 
INSTRUCTIONS DE CHARGEMENT ET COMMANDES A PARTIR 
DUCLAVIER 
BANDE CASTLE MASTER - Introduisez la bande dans Ie mllgnl!lophone c:1 rcmbobinezjusqu'au debut 
de la race 1. Appuyez simultanemenl sur SHIFT el RUN/STOP. Maintenant. appuyez sur PLA Y sur Ie 
magm!tophone. 

DlSQUE1TE CASTLE MASTER - Inlroduisez In disqueue dans Ie lecteur, Ie texle i!Utnl toume vcrs Ie 
haul, Tapez LOAD .. • ... 8.1 CI appuyez sur RETURN. 
COMMANDES A PARTIR DU CLA VIER 
,.---------- DEPLACEMENT ----------, 

(8 ou [D Avancez 
Maintenez les deux touches en posnion enfonc~ pour une double distance 

@) Failes dcmi-tour 

Lancez un rocher lEI Reculez II SHIFT , 

m Toumcz vcrs In gauche Il8J 
~ Toumez vcrs la droile 

Action (YOUS mangerez. boirez. li rez, pousserez. YOUS 
depJacerez. rnmnsserez. cxaminerez. ouvrirez. 
deverTQuiUerez ou uliliscrez scion les besoins) 

Un appui sur In touche COMMODORE avec m ou ~ Toumez h gauchc ou h droilc 90° 

[[SPACE' Barre d'espace entre les modes mouvemcnl el poinlcur ... 

m Deplacez Ie poinlcur vers Ie haul m. ~placez Ie poinleur vers la gauche 

B ~placez Ie poinleur vers Ie bas ~ Deplacez Ie poinleur vcrs In droile 

AUTRES COMMANDES 

(lfJ Regardez vers Ie haul ~ Courez 

IKJ Rcgardez vers Ie bas ~ Mard\C1. 

IlfJ Toumcz-vous vers ravaOI [I£J Rnmpez 

Un appui sur la louche COMMODORE avec m ou 

lID Mire centra le marthe/arret 

m Ecmn d'infonnations 

IKJ Regardez IOUI en haul ou lout en bas 

,.-------- ECRAN D'INFORMA TlONS I[J 
Volre score, force, nombre de cles rnmnssees CI nombre 

d 'esprits detruils sonl tous affiches ici. 

rw Snuvegardez la po~ition rm Quillez Ie jeu 

~ Affichcz les descriptions des clefs ramas~es 

[fJ Mu~ique ou eITels sonores 

IKJ Chargez 1a posilion 

TOUle autre touche vous fera retoumer au jeu. 

Le JOYSTICK simule les touches m m ~ B . Ie bouton de lir lance un rocher. (Pon 2) 
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CONSEILS ET TUYAUX 

DEMARRAGE 
I. Un rocher bien lance fera baisser Ie pont-levis. 
2. Examinez les tableaux pendus pour eludicr les indices. 
3. Les esprits peuvenl eire exorcises par un bon lancemenl des rochers . 
4. La rtalisation d'une cane d 'avancement vous aidera 1I vous oriclller. 
5. II est preferable de marcher dans les pieces encloses et de courir lorsque 

vous eles dehors ou dans les couloirs. 
6. Les aliments vous donneroot des forces . 

CONSEILS GENERAUX 
I. Examinez les pones verrou i lh~cs pour plus d ' infonnations. 
2. Heins, vous ne savez pas nager. 
3. Le pouvoir des esprits restants augmente lOut Ie temps. 

Vous serez domine si i'indicalcu( esprits aneinl Ie maximum. 
4. Examinez les des que vous ramassez. 
5. Si vous ramassez des tresors, eels augmentera votre score. 
6. Rampez pour regarder sous les choses. 
7. Soyez a l'affOt des potions magiques . 

OBJECTIFS POUR LES JOUEURS AVANCES 
I. Objeclif pour Ie premier jour: 1.000.000 points. 
2. Finissez Ie jeu ! 
3. Finissez Ie jeu en jouant Ie r61e de I'autre personnage. 
4. Essayez d'obtenir Ie score maximum (au moins 7.500.000 poinls) . 
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EINFUHRUNG 
CASTLE MASTER 

In einem der hoch aufragenden Ttirme von SchloB Ewigkeit zerrinnt fOr Deinen 
gefangenen ZwiUingsbruder aJlmahlich die Zeit. Wenn es niehl gelingt, ihn zu retten. 
seid [hr beide dazu verdammt~ fLir alie Zeit die geisterhaften Sklaven von Magister. 
dem Burgherrn, zu werden, der nur darauf wanet, Euch curer Seelen zu berauben! 

Du muBt die Hinweise entriitse ln. die Zugbrticke herunterlassen, uDd darfst im 
Kampf mit den wachhabenden Geistem Deine Kraft niehl verschwenden. Du wirst 
drei Zaubertrilnke, zehn SchlUssel und eine wahre Gefahrenplage finden, wiihrend Du 
hinter verschlossenen Ttiren in verbotenen Raumcn herumstoberst, geheime Tunnel 
erkundesl, in Hohlen 'herabsteigst und tiber Schatze - aber 3uch Schrecken - stolperst. 
Doch wenn Du scheitem soil test ... droht Grauen ohne Ende! 

QUELLENANGABEN UND AUTOREN 
CASTLEMASTERIBURGHERR verwendet UjIU'IiLID· 

Entwickelt von Incentive Software - eine Tochterfinna von New Dimension International Ltd. 

Konzept und Gestahung von: 
Programmiert von: 

Grafiken von: 
Geschichte und RalSel von: 

Musik von: 
Umschlaggrafik von: 

Typografische Gestahung: 
Zusatzliche Beitriige von: 

Ian Andrew 
Chris Andrew, Paul Gregory und Sean Ellis 
Mike Salmon und Team 7 
Mel Croucher 
Teque Software Development 
David Wyatt 
Starlight Graphics 
Andy Tait, Helen Andrew, Mary May, Anita Bradley, 
Ursula Taylor. Kev, Andre und Paul 

Verol!entllch von Domark LId. 
Vertrieb: Bomico , Elbinger Str. 

6000 Frankfurt m190. 

(c)1990 New Dimension International Ltd. Das beiliegende Softwareprodukt, aile damit 
zusammenhangenden Bilder uod die Dokumentation sind urheberrechtlich geschUtzt. Alle 

Rechte vorbehalten. Unbefugtes Kopieren sowie die Vennietung, der Verleih, die e.ffentliche 
Vorfiihrung oder Ausstrahlung sind strengstens verboten. New Dimension International Ltd., 

Zephyr One. Caileva Park, Aldennaston, Berkshire, Gro8britannien RG74QW 

Unser Dank geht auch an Domark Ltd fur ihre Hilfe und UnterstUtzung. 
OaH",l(;ID. ist ein eingetragenes Warenzeichen von Incentive Software. 
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GRUNDRISS VON SCHLOSS EWIGKEIT 

BURGHOF 

BILDSCHIRMINFORMA TION 

Titelzei le 

Schlusselbrett: 
zeigt SchlusseJsammlung 

Gewichte zeigen Geisteranzeige 
Deine Kraftreserven (so niedrig wie 

moglich halten) 
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Ortsangabe und 
Fenster fUr 

M itte ilungen 

BEDIENUNGSHINWEISE FUR DIE MAUS 
(Nur Amiga, Atari ST & IBM PC) 

Wo nicht ausdriicklich L(Links) oder R (Rechts) angegeben ist, kann jeder der beiden 
Mausknopfe die Funktion ausUben. 

,"formatlon.fenlter 

Kriechen 

Anzeigeder 
Krafireserven 

Normalgehen 

Rennen 

Anllligedar 
gltNmmelutn 
SchlUasel 

GiblZahldef 
vernicillaten 

Vl,ierpunket: 
l - Steinwerfen 
R 

Nech untenschlluen 
l -schrig 
R-Hlntrechtnachunten 

Nechllnb 
l-schrig 
A-90' . 

Gefedllllua 
gucken 

GefadellUS 
gallen 

Neeh fechls 
L -fChriig 
A-gO' 

Punktzahl 

L-ZurUcktrelon 
R - Umkehren 

BEDIENUNGSHINWEISE FUR DIE MAUS 
INFORMA TIONSFENSTER 

AnzeigefOrRennen/ 
Geh,ro/K,iechen. 
Ankllcken.umw 
wel::hseln 

Geriuschaffaicte 
,Inlllu, 

SchlUnelbrettzoJgt 
gesammette SchlOsset. 
FiirBeschreJbung 
Schtiissetlnktlcken 

Spletwieder 
lufnehmen 
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AMIGA 

L ADEHINWEISE UND BEDIENUNG UBER DIE TASTATUR 

~~~!;;n~~~EM~~~~~ lli~~ ~fc~ ~~~~i~~aj!z~~~~~a~s:Laufwl:rk einlegen und Computer 

:e~!~~~~i;:~S;i~l~~:n~P~f~~en:~:~Sn~~~a:t:~':j~~.emfemen; sic wiro gcbrouchl. wenn Du Deinen 
BEDIENUNG M IT DER MAUS - Siehe Seile 4 

BEDIENUNG UBER DIE TAST A TUR 

[[J 
[[J 

Ii3 
ra 

~ 
liD 
[f) 
fiE) 

oder IlQJ vorwlins 

oder ~ rilckwHns 

odor rw oaeh links 

odor ~ naChrehlS 

BEWEGUNG ---------~ 

~ 180o -Wendung 

(i!J Slein werfen 

~ Aklion (fUr essen. trinken. lesen , 
schieben. bewegen. einsammeln. 
untersuchen. Mfnen. aufschlieBen. 
oder anderes oaeh Bedarf) 

II SHIFT I TllSle zusammen mitB oderB 9Qo-Wcndung naeh links oder rechls. 

ANDERE FUNKTIONEN 

Nach aben schauen IWJ Rennen I!sPAcEI L...aufrichlung ein/aus 

Nach untcn schauen e Gehen m Informal ion fiber Punklzah l. 

[g 
Geisler. SchlUssel und Kraft 

Nach vom schauen Kriechen 

Spie l anhalten [[J Infofenstc:: r 

~ T.ste zus.mmen mit ~ odor liD 50nkrecht n.ch obcn od" unten sch.ucn 

INFORMA TIONSFENSTER [[J --------, 
Hier wird Dcinc Punktzahl. Kraftreserve, die Zahl der gesammcllcn 

SchlUssel und der besiegtcn Geisler angezeigl 

Spie lsland sichem* rIm m his [i!J SchlUsselbeschreibungcn 

Spie lsland laden· 

Spiel beenden 

~ gehen 

(i£J kriechen 

[fJ Gernuschefft kte/Musik 
(von Diskeuc geladen) 

Mil jeder anderen Taste kehrst Du z.urn Spiel zurUck 

Der JOYSTICK libem imml die Funktion der Taste fB m rEI m. Fcucrknopf wirfl. Ste in (pon 2) 
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ATARI ST 

L ADEHINWEISE UND BEDIENUNG UBER DIE T ASTATUR 

CASTLE MASTER - CASTLE MASTER - Disk~lte m it Eliket~ naeh oben in Laufwerk A tinlegtn 
und Computer rOcksc:tzen. CASll.E MASTER l1idt sieh und IHuft JelZI aUlomatisch. 

BEDIENUNG MIT DER MAUS - Siehe Seile 4 

BEDIENUNG UBER DIE TASTATUR 

[[J 
[[J 

Ii3 
ra 

oder rm yorwans 

oder [gJ rUckwlirts 

oder W naChlink5 

od" ~ nachreht!! 

BEWEGUNG -------_---, 

UQJ 180o-Wendung 

(i!J Stcin werfen 

~ Aktion (rur essen. trinken. lesen. 
schieben. hewegen . e immmmein . 
un!e rsuchen. 5ffn en, aufschliel3en. 
oder anderes nach SedarO 

!! SHIFT I Taste z.usammen mit B oder fEJ 90o. Wendung nach links oder rcchl!!. 

r---------------- ANDEREFUNKTIONEN----------------~ 

~ Nach oben schauen (WJ Rennen I!sPAcEI Laufrichlung c in/au!! 

liD Nach unlen schaue n ~ Gehc:n m Informal ion Ober Punktzahl. 

[f) Nach yom schauen [g 
Geisler. SchlOsse l und Kraft 

Kric:chen 

fiE) Spiel anhalten [[J Infnfensler 

Ii SHIFT' T .... e zusammo" mit ~ ode< liD " "k«cht oach obcn odcr u"te" ""h,,,,,,, 

r------- INFORMA TIONSFENSTER [[J ---------, 
Hier wird Deine Punkl7..ahl. Kraftreserve. die Zl.Lhl de r ges'111lt111.'1!"'!1 

SchlUs!lC l und der besiegh.:n GeiSler angC: l.eigl 

Spielstand sichem* (WJ rennen 

Spielsland laden. ~ gehen 

Spiel beenden (l£J krit'chen 

III his II!) Sdl l {lss\.· I Ix·s.: hIVih\ln ~1.' 1I 

[f) (jl'r. im,~· h\'rk)..I\'/M IlS iJ" 
1\'\111 Dr sl.."'lIl'gdmknl 

Mit jeder andcren TaslC: kc:hrsl Du l um Spid luriid 

JOYSTICK libemimmt dil.' Fun)..t iun dc:rTlIsll·n B m B m. Aktiun (Pon I ) 
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IBM PC UNO KOMPATIBLE 

LADEHINWEISE UND BEDlENlIN(; llH~:R DIE TASTATUR 
CASTLE MASTER - MS.DOS ];ldl.'l1 (V.!.O utkr .~p;i[l·rl. dann Diskette in Laufwerk A einlegen. 
CASTLE einlip~n, dann Eing:llxl;lsll' dri1l'kl'lI. I\\lf IIl'lll Ml.'nij den i'.utrcffcndcn Grafikadaple r anwlihlen 
(eGA. EGA. Tandy odcr Hcn:uksl Ullt] ~c~t'I""'llt'nra lis Diskl.' lIC wcchseln. 

BEDIENUNG MIT DER MALIS - Sidl ... • ."i,,-ill' 4 
Urn eine Muus zu vc:rwcmJc=n. muU vur Spidlx'!!inlll'in Mit:msofl-komp3Iibler Mauslreibcr inslallien 
werden. Installierung.shinweiM: wl.'nkn mil Ill-I" Maw_ milgl.'liden. 

BEDIENUNG UOER DIE TASTATl lR 

IlEWEGUNG 

!ill od" ~ vorwHrl s [([I IXO°·Wendung 

m 
ode, rrEI ruck "-'lins W oder ZiITc=mblock Stein werftn 

Ii3 od" W nachlinks IIeI Aklion (fUr essen. lrinken. lesen. 
~hieben. bewc:gen. einsammeln, 

fEJ od" ((2SJ nach rl.'dll s unlcrsuchen, offnen. aufschlieBen. 
oder anderes nach 8edarf) 

~ Tasle zU~!n!nen !niS odeS 9Oo-Wendung nach links oder rechLS (ZifTernbloek). 

.--____ IISPACEI we1:hselt zwischen Bewegungs- und Visierpunklrnodus 

m oder UEJ Visierpunkl noeh oben (8 oder m Visierpunkl nnch links 

m oder [g) Visierpunkt nach umen B oder II8J Visierpunkl nach rechls 

.--------ANDERE FUNKTIONEN --------, 

[fJ Nach ohen schouen 

«1l Nach unten schauen 

[fJ Nach vorn schauen 

rill Infofensler 

[WJ Rennen 

~ Gehen 

f1£I Kriechen 

H CTAll +~ Spiel abbrechen 

" SHIFT I + [fJ oder'([I stnkrecht nach 
oben oder 
unten schauen 

m Laufrichtungs 
anzeige ein/ous 

m Infonnation Uber Punktznhl, 
Geister, SchlUssel und Kro.ft 

.--------INFORMATIONSFENSTER m -------, 
Hier wird Deine Punklzahl, Krafireserve. die Zahl der gesammelten 

SchlUssel und der besicgten Geisler angezeigt 

Spielstand sichern'" ~ rw bis f1!J SchlUsselbeschreibungen 

Spielstand laden'" 

Spiel beenden 

~ gehen 

(I£I kriechen 

[[J Oer1l.uscheffekle/Musik 
(von Diskette geladen) 

Mit jeder anderen Taste kehrst Du zum Spiel zurtick 

JOYSTICK Ubemimmt die Funktlon der Tasten B lID lEI W· Feuerknopf wirft Stem 

42 

SPECTRUM 

LADEHINWEISE UND BEDIENUNG UBER DIE TASTATUR 

BANDKASSElTE zu CASTLE MASTER - Seim Spectrum 128, +2 oder +3 den 48K­
Selriebsmodus anwllhlen. Kassette in Bandgertil einlegen und auf Anfang der 
Seite I zurtickspulen. LOAD .... tippen und ENTER-Taste drOcken . dann SPIEL-
Tasle des Bandger1l.ts drticken. 

SEDIENUNG USER DIE TASTATUR 

,---------- BEWEGUNG -----------, 

!ill ode, ~ vorwlirts ~ 180O-Wendung 

m ode, ~ rlICkWl1rts W Stein werfen 

Ii3 oder W nachlinks ~ ~~~o~~~~~~~~r~~~~;:n::~: umersuchen. 

fEJ ode, ~ nachrechts Mfnen . aufschlieBen. oder anderes nach Sedarf) 

!rSHIFT I Taste zusammen mil 8 oder B 9OO-Wendung nach linksoderrechts. 

.------ l!sPAce' wechselt zwischen Bewegungs- und Visierpunklmodus 

m oder UQJ Visierpunkt noeh oben (8 oder m Visierpunkl nach links 

m oder [g) Visierpunkt nach unten B oder II8J Visierpunkt nach rechls 

.-------- ANDERE FUNKTIONEN --------, 

((fJ Nach oben schouen ~ Rennen (W Lnufrichrung ein/aus 

r!!l Nach unten schauen ~ Gehen (OJ Infofenster 

IlfJ Nach vorn schouen (I£I Kriechen 

II SHIFT I Taste zusammen mit [EJ oder rg senkrecht nach oben oder unten schauen 

INFORMATlONSFENSTERm -------, 

Hier wird Deine Punktzahl. Kraftreserve. d ie Zahl der gesamme lten 
Schlilssel und der be.siegten Geister angezeigt 

Spielstand sichem ([J Spieistand laden ([gJ Spiel beenden 

Zeigt Beschreibungen der gesammelien Schlussel 

Mit jeder anderen Taste kehrst Du zum Spiel zurllck 

JOYSTICK Ubernimrpt die Funktion der Tasten . Feuerknopf wirft Stein 
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AMSTRAD CPC 
LADEIDNWEISE UND BEDIENUNG UBER DIE T ASTATUR 
KASSETTE zu CASTLE MASTER - Compul!:r durch gleichzeiliges DrUcken tier CfRL. SHIFT und 
ESC-Tasten rilcitsclzen. Kasselle in das BllndgeEiiI tinlegtn und bis zurn Anfang von Seite 1 
zuriickspu len. Wenn Du e in Diskellcn laufwerk hasi. rrAPE eintippen. dann Eingabe (fUr I drllckt man 
SHIfT und@ gleichzeitig) Gleichzeilig CTRL und die kle inen ENTER - Tasten drtlcken und dann Iluf 
dem BandgerlU die PLAY·Taste betiitigen: danach cine belicbige Taste drilcken. DlSKETffi fUr CASTLE 
MASTER - Wie fUr die Kassellc den Computer rUcksctzen. die Diskelte mil dem Etikett oach aben ins 

~;~~;~~~~gO~~~d ~1~N;~~C;:;~~ppen. danach die ENTER-Taste drllcken. 

r------------------BEWEGUNG------------------, 

m od" IrgJ vorwiirts ~ 1800-Wendung 

m od" [g) rOckwtirts U!J oder m Slein werfen 

Ii3 od" W nachlinks ~ Aktion (flir essen, lrioken . lesen. schieben, 
bewcgen. einsarnrneln. oder nnderes nnch BedarO 

Ii3 odor ~ naehreehts 

II SHIFT' Taste zusarnmen mit [8 oder B 90"-Wendung nnch links oder reeht!>. 

m oder 

[lSPACE' weehseh zwischen Bewegungs- und Visierpunktrnodus 

(lQJ Visierpunkt nach obcn 8 oder m Visierpunkt nneh links 

m Visierpunkl naeh unlen IEJ oder IIEJ Visierpunkt nneh rechts m oder 

r--------------- ANDERE FUNKTIONEN ---------------, 

[EJ Nach abcn schnuen [W Rennen ri!J Laufrichlung ein/aus 

[g Nach unten schnuen ~ Gehen fill Infofenster 

[ill Nach vom schauen ~ Kriechen 

II SHIFT' Tasle zusnmmen mit (lfJ oder ([J Senkrecht naeh obcn oder unlen schauen 

INFORMATIONSFENSTERm -------------, 

Hier wird Oeine Punklzah l. Kraftre~rve . die Zahl der gesammeilen 
Sch lUssel und der besieglen Geisler angezeigt 

Spielstand sichem rl1J Spie lsland laden IIQJ Spiel bcenden 

Beschreibung der gesammellen Sehl Ussel 

Mit jeder anderen Taste kehrst Du zurn Spiel zurilck 

JOYSTICK Ubemimmt die Funktion der Taslen ra m lEI lID . Feuerknopfwirft Stein 
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COMMODORE 64 
LADEHINWEISE UND SEDIENUNG USER DIE T AST ATUR 

KASSETfE rur CASTLE MASTER - Kassclle in das Bandgertit ein legen und an den 
Anfang von Seile 1 zuriickspulen. Gleichzeilig SHiFf und RUN/STOP drUcken. 
)etn PLAY-Taste auf dem 8andgerlU drUeken. 
DISKElTE fUr CASTLE MASTER - Diskeue mil dem Etikcl1 naeh oben in das Laufwe rk 
einlegen. LOAD .. • ... 8. 1 ei ncippen und RETURN drUcken. 

BEDIENUNG UBER DIE TASTATUR 

--------------------BEWEGUNG --------------------, 

[!] oder m vorwarts 
FUr doppelte Entfemung be~ fcsthalten 

riickwilrt .~ 

nach [inks 

Stein wcrfcn 

Akt illll (fU r essen. trinken. [e!icn. schieben. bewcgen. einsammcln . 
unlcrsuchcn. Mfnen. aufschlie/len. oder anderes nneh Bcdart) 

nach rechts 

COMMODORE-Ta.~ lC 'l.Usammen mit m odcr ~90"-wendung nneh links odcr I"l.'l·h ts. 

USPACE ' wc:chsc: 1I 7.wi!iChen Bewegungs- und Visierpunktmoc.lus 

Visierpunkl noeh oben m Visierpunkt nal'h 1i nl..s 

Visierpunkl nach uncen ~ Visierpunkl nadl I\.'dll s 

ANDERE FUNKTIONEN -------------~ 

[fJ Nach oben ~huuen [W Rl.'nnl'l\ B l.aufridnung l'in/aus 

~ Nach unten schuul.'n ~ (khl'n fill [nfnl';nSll·r 

[EJ Nach vtlm .~c/mUl'n Ir£J Kril'dwn 

COMMODORE-T;I.~ll' ulI~1 [fJ I~kr ([J Sl·lll..l\;dll nal"llllh!.'n lll.kr umen schaucn. 

INFORMATIONSFENSTER m 

Il k'r win.[ I k' in~' I'unkl/ahl. Kr.tftl\.·Sl·I"\·e. die Zahl def I!esammclicn 
Sdl [(i :-.~· I \Jlld ~k'r hcsil'!!tl'n Geister angeleigt 

[EJ Musik oder Ger'Juschd)'ckll' 

[g Spiclsland luden 

Mil jl'tlcr anderen Tasle kchrsl Du zum Spiel ... urlick 

JOYSTICK lIbc:mimmllfi~ Funktion dcr Tasten m m ~ B. Fl'Ul'rl..tlllpf \\ irf! SIl'iIl(I'I'1"l ~l 
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TIPS UND HINWEISE 

SPIELBEGINN 
1 Ein gut gczieller Stei n holt die Zugbrucke hcrunter. 
2 Untersuche die an der Wand hangc ndcn Bilder oach Hinwei sen. 
3 Geister lassen sich durch gezieltes Steinewerfen auslreibc:n. 

Mach zur besseren Oricnlierung dnen Lageplan. 
In Zimmem sollie man gehcn. dmuBen und in den Gangen empfichlt c=s sich zu rennen. 
Essen gibl Kraft . 

ALLGEMEINE HINWEISE 
Vcrschlossene TUrcn genuuer unu::rsuchen. 
Schwimmen kannst Du leider nich!. 
Die Macht der verbtcilxnden GeiSler nimml silindig Zll. Wenn die Geislcranzcige den 
HochSlSland erreichl. werden sic Dich uberwiiltigen! 
Untersuche die SchlUsse l. die Du einsnmmelst. 
Schlitze snmmeln erMht die Punklzshl. 
Urn unler etwas IU schaucn. muBt Du kricchen. 
Halt Ausschau onch den Zaubertrllnken. 

ZIELE FUR FORTGESCHRITTENE 
1.000,000 PunklC am erslen Tag. 
03$ Spiel erfolgreich abschlieBen! 
Das Spiel als Altemtuivfigu( erfolgreich abschlieBen. 
Die maximale Punktzahl elTeichen (mindeslens 7.500,000 Punkte) 
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INTRODUZIONE 
CASTLE MASTER 

In cima ad una delle torri di Castello Etemita al tua gemello imprigionato rimane 
poco tempo. Se dovessi faUire neI tua tentativo di liberarlo sarete entrambi destinati a 
divenire spiriti schiavi di Magister, il Padrone del Castello, che e pronto ad impa-
dronirsi delle vostre anime. . 

Decifra gli indizi, apri it ponte levatoio. mantieni Ie tue forze nel confrontare 
ognuno degli spiriti che stanno a guardia del castello. Avventurandoti a1 di iA delle 
porte incontrerai tre pozioni. dieci chiavi ed un flagella di calamilA. Potrai esplorare Ie 
gaUene segrete, scendere nelle caveme ed imbatterti in tesori nascosti e terrificanti 
situazioni. Se dovessi fallire nel tuo tentativo ... il terrore rimarra sempre con te! 

ELENCO DEI COLLABORATORI 
CASTLE MASTER con la partecipazione di {jjJj[jftiJ;mo 

Creato dalla Incentive Software· consociata della New Dimension International Ltd. [ ] 

Conceno C! design: 
Programmazione : 

Arte grafica: 
Storia e lndizi Enigmatici: 

Musica: 
1I1ustrazioni in sovraccoperta: 

Tipografia: 
Altri collaboratori: 

Ian Andrews 
Chris Andrew, Paul Gregory e Sean Ellis 
Mike Salmon e Team 7 
Mel Croucher 
Teque Software Development 
David Wyatt 
Starlight Graphics 
Andy Tait, Helen Andrew, Mary Moy, Anita Bradley, 
Ursula Taylor, Kev , Andre e Paul. 

Pubblicato daUa Domark Ltd. 
Distribuito doUa Leader Distributio" S.d., 

Via Ma:.zini 15, 21020 Casciago (VA). 
Italy 

© 1990 New Dimension International Ltd. Questo prodotto di software, tulta la grafica ed i 
documenti allegati sono protetti da diritti d'autore. Tutti i diritti sana riservati. Ne sana proibiri 

la copialura, il noleggio, il prestito, la trasmissione e la rappresentazione senza previa 
autorizzazione. New Dimension International Ltd. Zephyr One, Calleva Park, Aldennaston, 

Berkshire RG7 4QW, Inghilterra. 

Ringraziamo anche la Domark Ltd. per illoro contributo e la lora assistenza. 
{jjJj[jftiJ;me ~ un marchio deposilaro della Incentive Software 
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CONFIGURAZIONE DI BASE DI CASTELLO ETERNITA' 

TORRE 
SUD 

OVEST 

TORRE 
SUD 
EST 

INFORMAZIONI SU SCHERMO 

Titolo 

Ganeetti per Ie ehiavi 
ehe indieano quante 

ehiavi hai 

Manubri ehe 
indica no qu.anta 
forta ti rimane 
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Livello di spiriti 
(mantenere Indicatore di posizione e 

basso) finestrella messaggi 



COMANDI PER L'USO DEL TOPO 
(Solo per Amiga, Atari ST & IBM PC) 

Uno qualU'nque dei due la'it i pt:r 3zionare 10 funzione - a meno che non venga specificato r uso 
di quello siniSlro (L) 0 destro (R ) 

Lancetla: 
l - Per glltlare le pillfe 
R - Arione 

Sguardovllrsol'allo: 
L-legQllrme nle 
R- Direllirnenle verso I'alto 

Indiuilnumero 
dichllvichehll l 

Perguerdllre ln bauo 
L- Ieggermente 
R- direnernentll verso if bnso 

Per volgerai a.inl.lre: 
L.Lenlamenlll 
R. 90 gfedi 

Pergu. fdafe 
Inayanti 

Pervoigefsi 
adMire: 
L- Lentamente 
R- SOgred! 

Indl~1I 

punleggio 

L- per sposu,.. l lndlalro 
R-Per Invertire Ie 

direzionedimarc'-

COMANDI DEL TOPO PER LO SCHERMO INFORMAZIONI 

Position. di memorizzazione Usert. dal 
del gioco 

Peracc::endefllO 
'pegnefe Oli effetti 
sonorl 

Indlucorrere/ 
cammlnlre/camminar. ___ ~_ 
e qUIttro tempe. 
Click per c.mbJere. 

Ganeettiperchievl 
l "dJ~nQqu.ntechlavl 

sonostateotlenute 
Cllcksullachfe ve per 
averneuna 
descrilione 

Rflamo,1 
.I~ 
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Numero d i chillvi ottenulll III 
f1nestrellamelleggi 

Punteggio 

Atlualeforu 

Numefod ispiritidistrutti 

AMIGA 

ISTRUZIONI PER IL CARICAMENTO ED I COMANDI DELLA TASTIERA 

CASTLE MASTER - Inserire il disco. testa verso rallo. nell ' unitlt d isco DFO: cd eseguire In procedurn d i 
ripristino. CASTLE MASTER vem cnricato e funzionern automaticamente . Lasciate il disco nell ' uoi ta 
disco per In dunna del gioco data che vi servirll qualora desideriate memoril.l.llI't= 0 caricare la ... astra 
posizione nel gieeo. 

COMANDI PER L'USO DEL TOPO - v. pagiml 4 

COMANDI PER L'USO DELLA T ASTIERA 

~ ________ MOVIMENTO ________ ---, 

lID a ppure rJ2J in avanti 

m oppure ~ indietro 

f8 appure m verso siniSlrll 

8 oppure ~ verso deslra 

((QJ inversione d i marcia 

IT!J per getlare In pietro 

~ azione (per mangiare. ben:, leggere. spingere. 
sposlarsi . raccogliere. esaminare, aprire, 
apri re con la chiave, 0 usare come necessario) 

Premendo i1 taslO delle maiuscole II SHIFT I ed illasto [8 oppure B ci si pull vollare di 90 gradi a 
sinistrnoadeslra. 

AL TRI COMANDI 

m per guardare in aim IiID per correre I!SPACEI accenderelspegnere I'obiellivo 

W per guardare in basso ~ per camminare rw Infonnazioni sui punteggio, gli 
spiriti. Ie chiavi c la fo rza. 

([J per guardare in avanti ~ per camminare a qualtro zampe 

(IEJ per fennare il giooo W schenno informazioni 

PJt:mendo illaslo de Ue maiuscole II SHIFT I ed illasto m oppure m 10 sguardo si vo lge 
d ireltOmenle Vtrw I'allo 0 verso il basso. 

,-------- SHERMO INFORMAZIONI -------..., 

Queslo schermo ind ica il vostro punteggio, la vOSlra forza , il numero di chinvi raccolte ed iI nume ro d i 
spirili distruui. 

rw memorizzare In posizione (WI correre a W 
([J 

esporre descrizione chiavi 

~ caricare In posiz ione 

(i9J uscire dal giaco 

~camminare Effeui sonorilmusica 
(Caricali dal disco) 

(rEJ comminare a quallro zampe 

Qualsiasi nitro tasto per ritom are al gioco 

IlJOYSTICK Slmulale dlrezlom(8 m B [!) Il 111.!)[0 FIRE geua laplttTU (Por1 2) 
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ATARIST 

"ISTRUZIONI PER IL CARICAMENTO E PER I COMANDI 
DELLA TASTIERA 

CASTLE MASTER - Inserin: il disco CASTLE MASTER. testa verso I'allo. nell 'unit il disco A ed 
esegui~ I'opernzione di ripristino. CASTLE MASTER vem cancalQ e funz ioncrb. aUlomalicamente. 

COMANDI PER L' USO DEL TOPO - v. pagina 4 

COMANOf PER L' USO DELLA TASTIERA 

~--------- MOVIMENTO -----------, 

fill 
f[J 

oppUrt 1m in avant i 

appure ~ indietro 

ffYJ inversionc d i marcia 

W per geuare In pictm 

B appure W verso sinislm I18J azione (per mangiare. bere, [eggert. spingere. 
spostarsi, raccoglicre. csaminare . aprire . ra appure ~ verso destra aprire con In chiave, 0 U5DI'C come necessaria) 

Premendo il UlStO delle mniuscole [! SHIFT ' Cd iI [as ia (8 a ppure IE) ci 5i pub vallate di 
90 gradi a sinistrn 0 a dcstrn. 

AL TRI COMANDI 

(if) per guardare in alto ~ per correre /!SPACE' accenderelspegnere I'obienivo 

W per guardare in basso ~ per camminare W Informazioni sui punlcggio, m per guardare in avaOli rI£J per camminare a quallro zamr:
1i 

spiriti. Ie chiavi e la rona. 

!ill) per rennare il gioco m schem10 inronnazioni 

Premendo il tasto de lle maiuscole II SHIFT I ed ill3.SlO[fJ oppure ~ 10 sguardo si 
volge diretlamenle verso I'allo 0 verso il basso. 

~------ SCHERMO INFORMAZIONI f[J ------
Questo schenno indica il vostro pUnleggio, la vOSlra rorza. il numero di chiavi raccolte ed 

il numero di spiri ti distrutl i. 

W memorizzare la posizione (WJ correre 

~ caricare la posizione 

((QJ uscire dal gioco 

~ cnmminare 

rI£J camminare a quauro zampe 

esporre descrizione chiavi 

Erretti sonori/musica 
(Caricali dal disco) 

Qualsiasi altro taslo per ri tomare 81 gioco 

II JOYSTICK simulaledirezion i ·8 m rEI m - Azione(Pon I) 
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IBM PC E COMPATIBILI 
JSTRUZIONI PER IL CARICAMENTO E PER I COMANDI 
DELLA TASTIERA 
clSfLE MASTE~ - Caric~r: da DOS (V2.0 0 ~\Jccessive), poi inscrire il disco neU' uniu\ A. Bauere 
C}STLE. premere II taslO d. Olomo al margine. Selezionare il tipo di sistema grafico che avele (CGA, 
EGA, Tandy. Hercules) dnU'elenco e cambinre disco qualora vi vtngn richiesfo. 
COMANDI PER L' USO DEL TOPO - v. paginn 4 
Per utilizzare un 10PO dovette insfaJ]are un sistema di geslione deltopo che sin com palibile con il sistema 
MicCOSOfl . Troverete Ie istruzioni per I'installazione assieme al topo. 
COMANDf PER L' USO DELLA TASTfERA 

MOVIMENTO m oppure ll2J in avaOl i I1Yl inversione di marcia 

m oppure (W indietro ~ tastierino m per geuare la pielrn 

(8 oppure m verso sinislra (teJ azione (pcr mnng i~, bere, ~ eggere, spingere: 
spostarsl, rnccoghere, esnmtnare, aprtre, apnre con rEI oppure ~ verso destra la chiave, 0 usare come neccessurio) 

Prtmendo il l3510 delle muiuscoie II SHIFT I ed il tasto [8 oppure B ci si pub vollare di 90 grndi 
a sinislra 0 a destra (su laslierino numeri) 

LA BARRA SPAZIATRICE IISPACE' per sposlnrsi dalla runzione movimenlo alia runzione lancetta ... 

m oppure (fQJ Per spostare 121 lancelta verso I' al lO B oppure lID ~;~~i~~7r~a [ancella 

m oppure (i!J Per sposlare la lancetta verso il basSe oppure 1m Per sposlare [a [nncella 
verso deslra 

per guardare in alto 

per guardnre in basso 

per guardare in avanti 

schenno inronnazioni 

AL TRI COMANDI 

(WJ per correre I! CTRU + ~ uscita dul gioco 

II SHIFT ,+ [fJoppurerrp per ~ per camminare 
~ guardare 

~ 
lEI 

per camminare a quattro zampe direttmento in 
allO 0 in basso 

accenderelspegnere I'obiettivo W inronnazioni sui 
punteggo. gli spiri li , 
Ie chinvi e 10. rorza. 

SCHERMO INFORMAZIONl[[) 
Questo schenno indica it vOSlro punlcggio. In vostra rorza, i1 numero di chinvi rnccolte 

ed i1 numero di spiriti dislruui. 

memorizzare [a posizione rmJ correre m a ~ esporre descrizionc chiavi 

CMCate la posiz.ione ~ cnmminare m Erfelti sonori/musica 
(Carieali dal disco) 

uscire dal gioco (i£J camminare a quanro zampe 

Qualsiasi al1ro tasto per ritomare al gioco 

II JOYSTICK simula Ie direzioni ra m lEI m illaslO ARE gella la pietra 
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SPECTRUM 
ISTRUZIONI PER IL CARICAMENTO E PER I COMANDI DELLA 
TASTIERA 

CASSE1TA CASTLE MASTER - SI: :lvete uno Spectrum 128, -1-2 0 +3, selezionate In funzione 48K. 
Inserite In cassetta nel registratore e riavvolgetc il naslro fino all'inizio del primo lalo. Btlttcle LOAD .... e 
premete il taste ENTER. Premele it taste PLAY del registralOrt. 

COMANDI PER L'USO DELLA TASTIERA 

MOVIMENTO 

m appure ~ in avanti 

m appure [gJ indielro 

(0 inversione di marcia 

m per gellate In pie,lra 

8 e ppure: m verso sinislra n8J ~:~:~r~~:ng~::: ~i~~~e~ris!~n;;:~ 
lEI a ppure ~ verso destra con In chiave. 0 usare come necessaria) 

Premendo i1 taste delle maiuscole II SHIFT led iltasto 8 eppure rr=I ci si puO vohare di 90 gradi a 
sinistra 0 a deslra. (su lastu::nno nume~ 

LA BARRA SPAZIATRICE /IsPAce ' per sposlarsl daUa funzlone movlmenlO aUa (unzlOne lancello ... 

I~ 
oppurelIQ) Per sposlare la In,Reena verso r allO B oppure m ~:~~j~~s7~a lancelt& 

oppure~ Per sposlare In lanceua verso il basso [8 appure ~ ~;~~:~~ la lancella 

ALTRI COMANDI 

[if) per guardare in nlto ImI per correre IW nccendere/spegnere 
I'obienivo 

liD per gunrdnre in basso ~ per camminare II!) schemlO informazioni 

[f) P'" guardare in ."nli ~ p" camminare a qu.ltro zampe 

Premendo illaslo delle maiuscole SHIFT cd il laslO ([fJ oppure [g 10 sguardo si volge 
direuamenle verso i'allo 0 verso il basso. 

SCHERMO INFORMAZIONI ([) 

Questo schenno indica i1 vostro punteggio. 1a voslra fona, il numero di chinvi raccolte ed il 
numero di spiriti dislruui. 

W memorizzare la posizione [bJ caricare In posizione IlQJ uscire dnl gioco 

~ esporre descrizione chinvi raccolle 

Qualsinsi altro tasto per ritomme al gioco 

11 JOYSTICK simula Ie direzioni (8 m IEJ lID illaslo RRE getln la pIetro. 
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AMSTRAD CPC 
ISTRUZIONI PER IL CARICAMENTO E PER I COMANDI 
p ELLA TASTIERA 

~~~c~fnS;;~ ~~.~~ ~e~:~t~:;~~~~~~I:~;Pi7~:~~:~,~~~~!eckIT=~~Q~~~~~ ~~t; 
un'unili disco, battete: I TAPE, e poi cancate (ilsimbolo I: si oltiene prcmendo contempomnel1men\e illaslo delle 
rnai11lCoie cd il lMto@). Premere conlemporaneamente iltasto CTRL cd iI piccolo IMIO ENTER e poi il IulO PLAY '-.. 

~t~t~~IM~SIrE~i~ ~u~~~ proccdul'J di ripriwnocome. per il earieamento della cassetta. inscrirc il disco. 
IeIIO verso rallo. nell'unitl disco e b3tterc RUN "DISC~, e preme.re il W IO ENTER> 

COMANDJ PER L'USO DELLA TASTIERA 

MOVIMENTO 

(iYJ invcrsione di marc in m oppure (l2J in avanti 

rID oppure W indietro ~ oppure fI!J per genom: 101 pietro 

ra oppure m verso sinistra ~ :~:~:~r;d~~~t::: :are~i~~~e::~~i~~~~per~~ ~.lln 
lEI oppure ~ verso deSlrn In chiuve, 0 uS:lre comt' nel·esSllrill) 

Premenda il tasla delle maiuscole[[ SHIFT I e.d illa.'ito 8 "ppurc B d si pu~) \'lllt;tTl' Iii 9(} g,r.tdi:1 

SlntStrd () a dCslr"d. 

LA BARRA SPAZIATRICE IISPACEI per sJXlll tarsi d,ll la J"UllI'illlll' Illm'iU1l'lI!ll alIa I"un/ l\llll' lalll"l'tt:l ..•. 

m oppure [§) Per spostare 101 lancetta vcrsul· .11t1l (8 11PPIH\.' [II 
m appure ~ Per spostare 101 lanceu;! versu iI h:l'i.~11 B nprW\.· ~ 

AL TRI COMANDI 

Pl'rSI~ISI:trl'I;II:1Ill·l·WI 

wrSllsinislr.1 
Pl'r s)l(ISltlTl' 101 h1lll't'lta 
YeI"Sl.I dt'slr.1 

[fJ per guardare in alto 

~ per guardarc in hassn 

[fJ per guanJan' in :want i 

ImJ f"II.'r l"Ilrrl'rl' ra :tl·cl·mk'n'/sp,.'gttl'n' l·ohil.'ltivll 

~ P'l'r l"i1l11l1linafl· 1W Si."lll.'l"Illll infunnal.iuni 

((£J I-""r t·;ltluninan' ;1 4u:U1ru 1~lInPl' 

II SHIFT I + ([fJ ltD [X'r !!Il;mlarl' dirctl :nnenln in alto 11 inO:\K~n 

SC HERMO INFORMAZIONI I[}-t--------, 
QUt's tl ' M·hl'nnll iudit-;I il vustru pu tltl·!!l!in. 1:1 \"(l!o- lr.I rura l. iI nUllIen) di ch iav i mCl·oltc ed 

i) lIUlIll'm di spirit i distnlll i. 

1Il~·1Il0rill:tn.· la PU!o- i/ill lll· [bJ l'ark"art' la pnsil. iune 

Qlml!o-iasi .. 11m 1:I!o- IIl per ri ltlrll;U\' nl giUl·U 

1I.10YSTI(,K ~i l11l1l ;1 it'lli l\'/ioni B m rEJ !ill . ,llasllI FIRE gl'U:t 1:1 Pll'lr.I. 



COMMODORE 64 
ISTRUZIONI PER IL CARICAMENTO E PER I COMANDI DELLA 
TASTIERA 
CASSEIT A CASTLE MASTER - Inscore la cassella nel rcgistnllore e riavvolgere il naslro fi no 
all ' ioizlo dellato I. Premere cOnlemporaneamenle iltasto di rllama 81 margi~e ~ i~ tasta RUN/STO: , 
?remere iI tasla PLA Y del regislralore. DISCO CASTLE MASTER - [nscnre II disco. teste verso I alto, 
nell ' unit! disco. Battcre LOAD ...... 8 1 e prcmcre iI taste di ri tomo a1 margine. 

COMANDI PER L;USO DELLA TASTIER A 

MOVIMENTO 

B oppun:: in avant i. ?remere conlemporaneamentc 
i due lasli per sposlarsi il dappio della dislanza 

inversione di marcia 

ind ielro per geltare In pietra 

verso sinistra azione (per mangiare, bere, leggere, spingere. sposlarsi. 
raccogliere. esaminare. apri rc. aprire con la chiavc. 

~ verso deslra 0 usare come necessaria) . . .. 

Premendo il tasla COMMODORE ed il taste m oppure~CI 51 pub vohare dl 90 grudl a 
sinislra 0 a deslra. 

LA BARRA SPAZIATRICE USPACE' per SpoSt:m1 dalla funztone mOVlmento alia funzlone lancella. 

r m Per spostare la lancelta verso \' allo m Per sposlare la lancella verso Slnlstrn j 
I B Per spostare 13 lancetta verso II basso ~ Pcr spostare la lanceHa verso destra 

AL TRI COMANDI 

per guarclare in alto lIB) per correre II!) accenderelspegnere \' obietlivo 

per guarclare in basso I8t per camminare !W schenno infonnazioni 

per guardare in avanti ~ per camminare a quallro zampe 

Premendo il tas to COMMODORE ed iltasto [fJ oppure m 10 sguardo si volge 
d irenamente verso I'alto 0 verso il basso. 

SCHERMO INFORMAZIONI ([) 

Questo sche nno indica it VOSI.ro punleggio. la vostrn fona. il numero di chiav i racco lte cd il 
numl!ro d i spiri ti d istruui . 

IW mcmoriZ-LafC la posizione II9J usci re dal giaco 

[gJ esporre descrizione chiavi OlienUle 

I1EI Effelli sonoriJmusica 
(Caricali dal d isco) rg Posizione Ca ricamento 

Quals iasi a ll ro taslo per rilomare al g iaco 

II JOYSTIC K s imula Ie d irezioni m m ~ !EJ . il tasto FIRE gella In piwu, 
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SUGGERIMENTI E CONSIGLI 

PER INIZIARE 
I. Una pietra ben mirala fam caden: il ponte levato io 
2. Esamina Ie ill ustrnzioni appese per analizzare gli ind izi 
3, Gli spiriti possono essere esorcizzati geuandogli de lle pietre ben mimle. 
4. E' oonsig liabilie disegnare una mappa dei tuoi spostamenti per aiutart i nel],.orien.ta~enlo. 
5. E' meglio camm inare all ' intcmo de lle camere e correre all 'este mo e lungo I COrTIdOl, 
6. Mangiando potrai riacquistarc Ie tue fone. 

SUGGERIMENTI GENERAL! 
I. Esamina Ie pon e chiuse a chiave per ulteriori info nnllZioni 
2. Pun oppo non puoi nuotare . 
3. La potenza degli spiri ti che ri mangono aumenta COSlaniCmenle. Sami sopr.tffnno se II 

livello di spirit i mggiunge iI punto massimo. 
4, Esamina Ie chiavi gi~ rnccolte 
5, La mccolta di lesor; ~ un modo d i far aumentart= it tuo pUnle~io 
6, Cammina 8 qu:m ro zampe per guardart= souo aile cose 
7. Fai attenzionc aile pozioni magiche 

OBIETTIVI PER GIOCATORI PIU' ESPERTI 
I. Obicui vQ per il primo g iomo 1.000.000 di pUllIi 
2. Complelare il giaco 
3. Complelnrt= il g iaco prcndcndo I" p:ln l." lid (ll' rS\lI1ag.g.il) ;I IIl'mal in l 
4. Mimle ad oltcnerc \1 puntcggio mas: .. imll O.:"OI.l.IM) pUlll i\ 
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