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0 nee upon a ti.me there was a 1ester caCld Jae"- - JoU:y ]acr.., 
Jester by appoi.ntment to X.i.ryq :M:axi.m of ~Uqori.a. ,oU:y Jacf<., 
!"'aster of wit an<i re11artee, breal<.er of the ice at pa,r ~s with a 
ll's~w~~~'. a tumble f.Mre, a qui.cl<. whacr.. of the P"9 s bla<i<ier 

As Cor-q as 1acr.. was a~ worr.., the Court of X.i.nq 1'1.axi.m was 
a happy pWce . Rowever, thi.s qeneral hi.lari.ty served: on!y as a 
tem11orary respi.te from the sad: truth. Tor, as even the X.i.nq had: 
to a<lmi.t, thei.rs was not a happy l<.i.nq<iom .. . 

Local fou..Lore has i.t that the conti.nued peac!'1 prosperi.ty 
and: happi.ness of the l<.i.nq<iom was 1ue i.n no smau. part to the 
presence, amonq the Crown Jewels, o a certai.n set of enchanted: 
Lanterns, the most revered: of whi.ch was l'<.nown as 'The '.Blacr.. 
Lamp of ALLeq,ori.a' . .And: i.t was certai.nl:y true that an evU: bCi.qht 
had: befaCLen the l<.i.nq<iom ever si.nce the lamps had: been stolen -
whi.sl'<.i<i away i.n I.fig <!ea<i of n\.qht, i.t was sai.<i, by Draqons. 
Si.nee then , the f<.i.nq<iom had: been plaque<i by stranqe and: 
monstrous bei.ngs; si.nce then, ani.mals, bi.r<is and: i.nsects, 
previ.ous[y_ <ioci.Ce, were now , under some evU: i.nfCuence , 
attacr..i.nq f.M i.nnocent popuf.ace . 

.And: so i.t was that JoU:y Jacf<. was worr..i.nq overti.me to 1'<.eep 
spi.ri.ts up at Courtt .Ana: i.t was not easy worr.. for hLm , fo'r 
behi.n<i I.fig faca<ie o the Jester 's smile, there Curr..e<i a pai.n that 
ached: <ieep wi.thi.n i.m - the paln of unreq1.<i.te<i Cove. :Not that 
the object of hi.s aJJecti.on <ii.d not Cove hi.m i.n return. Tar from 
i.t. T~ probCem was that she hapQene<i to be the boss 's <iauqfiter -
tler '.Royal Hi.qhness the 1'ri.ncess Uri.ze!.cia . 

OJ course1 the X.i.nq forba<ie such a marri.aqe at Ji.rst. The 
i.<iea o hi.s bewve<i maiA:ten <iauqhter wi.th that Too[ - i.t was 
vi.rg~n on the ri.d:LcuCous! .And: i.t 's true that Jacr.. was a bi.t short 
on the us...al quali.fi.cati.ons: he wasn 't ri.ch; he wasn't a pri.nce; 
he <ii.<in ' t have a l<.i.nq<iom; he wasn ' t 1wen parti.cuCarCy 
han<isome. However , softened: oy the pleas oJ hi.s <iauqhter, X.i.nq 
1'1.axi.m came uf wi.th a cunni."9 cQmpromise. tLe wouC<i alCow 
the marri.aqe i. . and: ont:y lf, _Jack. couC<i prove hi.s worth by 
~eel<.i.nq out the Draqons, and bri.nqi.nq back. aU: the enchanted 
lamps intact. 1.t was a qoo<i plan - he 'ha<i nothi.nq to Cose i.J i.t 
fau:e<i - except that he'd. have to fi.n<i a new Jester . .And: i. i.t 
succee<ie<i, welt, he'd: have to Let hv; <iauqhter marry thi.s i.<iwt, 
but i.t wouC<i be worth i.t - i.t wouC<i be worth anythi.nq - to 
restore harmony to the l<.i.nq<iom I 

,.... .. 

D1.<ri.nq hi.s ti.me off when not wooL!'-9 the pri.ncess, Jacf<. 
was wont to hanq out i.n tt.e: taverns wi.th 1'ratweezLe, the X.inq 's 
sorcerer. Ever rea<!y to help a pal, 1'ratweezte was able to conj 1.<re 
1.<p two maqi.c spells· the Ji.rst qave Jacr.. the power of 
r~uperati.on1 enabli.119 lii.m to c~eat death a Ci.mLte<i number o 
times; and: me second; 'l'!Ve Jacf<. s belt bucr..Le the power to emi.t 
shatteri.nq bolts of pure ri.aqi.c! 

.And: so Lt was that, havi.nq bac!e a fond: farewelt to 
Clri.zet<ia, Jotcy Jacr.. the Jester set /orthj wi.th purposeful 
expressi.on and: determi.ned: qai.t, on tha fate ut <iay ... 



a ~~U~O IBE OM» 
TKt: QUt:sT 

]acf<. 's quest is to ex.p[ore the f<.i.n9dom of ALLe9od.a i.n order to 
Ji.Yid thi ni.ne Enchanted Lamps and return them to thei.r ri.qhtfuL 
pLace. As he can onCy carry one Lamp at a ti.me. and as he is 
•nevi.tabCtt 9oi.nq to be set upon by evil Enemi.es of one sort or 
another, tM quest i.s CLr..eey to be, at the very Least, CO~. ex.ci.ti.nq 
and dan9erous - or at the worst, c!ead!y! 

. The quest wi.U start i.!" a certai.n part of the fttn9cfo1;ti. ~ere, 
•n that same pLace, you w•U noti.ce an emp!y Chest. chvi.d:ed •nto 
ni.ne compartments, coCored the same as the missi.n9 Lamps. 
There are 20 of these Chests dotted around the )(.i.n9dom. 1.t i.s to 
these Chests that Jacft must return the ni.ne Lamps. 

TKt: LAXPS 

The LamP,s are scattered far and wi.de throughout the fti.nqdom . 
1.Jhen Jacft fi.nds one, he must coU:Ut i.t and i.<me i.t baclo. to any 
one of the Chests . 13ut the 13Lacft Lamp is fi.fferent - tt is aCways 
9uarded cCoseCy by that most fearsome o :t'nemi.est the Dra9on . 
.And the Dragon won't 9i.ve i.t up until rno 's dead! very Dr~on 
wi.U have a JlLacf<. Lamp, so the on(y way for Jach. to return aU 
the Lamps is to fi.9ht every Dr~on he meets! 

TKt: X.1.Nanox 

The fti.n9dom of .AC~orta, for the purposes of Jacf<.'s quest, is 
di.vi.ded i.nto Cot'.s of d~fferent scenes. Some of tl1£se are outdoors , 
the rest i.ndoors. 1.nctoor scenes consi.st of one screen onCy , 
whereas the outdoor scenes, such as woods, Canes or streets, are 
wi.der than one screen, and consequentCy scroLL as Jach. moves 
aLon9. (The Spectrum versi.on does n.a..t. scroU, but i.nstead, the 
screen wi.U fLi.p Left/ri.qht) . 

Outdoor scenes can have ex.i.ts to adjacent scenes at the 
extreme Left or ri.9ht ends, and aCso ~x.i.ts to the rear and to the 
front. Exi.ts to the rear are denoted by such naturaUy occuri.~ 
outdoor features as gates, doors, sti.Les, etc. Ex.i.ts at the front are 
marr..ecl by two marlurs. Thus when Jach. Leaves a scene by a rear 
ex.i.t, sucfi as a 9ate, the same ex.i.t wi.U be then become a front 
::;~~drs ~l.:1''::i.cs;~~~a~nd i.ts Cocati.on wi.U be marr..ed by the 

,.... ... 

r :.:rll 
1.nd.oor scenes are more complex. i.n that they contai.n suck t.W 

features as tabCes, chai.rs and barre[s that Jach. can jumP. onto 
and from ; tac£ders and stai.rs that Jach. can cLi.mb up and i:lown· 
and platforms that Jach. can waLr.. aCon9 or jump on and off o( 
Li.r..e those outcloors, the i.ncloor scenes can have ex.i.ts to the le ft 
ri.qht, rear and front. ' 

BONUS 013Jt:cTS 

Scattered around the f<.i.n9dom are various 13onus ObJ" ects that 

lacr.. can coCLect a[on9 the way. These tcme the form o 11.usi.caC 
nstruments, l.Jeapons, :Food, and Dri.nf<.. 

AU these 13oi:i-us Objects are worth co[Lecti.n9 f9r thei.r poi.nts 
vaCue, but, more •mportantCy, they atso have ma9.caC P.roperti.es 
that enhance Jacft's abi.Li.ty to stay aCi.ve and fi.9fit hi.s Enemi.es . 
This wi.U be ex.f.Lai.ned over the pa9e, where we fuke a cLoser Coor.. 
at Jach. hi.mseC . 



~~ 
CiobCLn Werewolf 

~ 
~ 

Dragon 

~~ .&fl..: Dragon Jly 
;r-1 <md Was ps 

ote: Some monsters may not exist on certain computers 



Joysti.cf<. contra_[ _i.s recommended, but Spectrum and ,;t d 
o,':':'._~~S can Ut~LSe f<.eyboard contro[s i.nste<u£. CBJ'1. 64 ~stra 
srwu ..... use JOystLCf<. port two. wners 

The 'lJ_Ys)ti.cf<. B'ttton or fi.re r..e'i (Spectrum ancl -'lmstrad 
owners a y are a.ways used to Ji.re the n.a9i.c Bo[ts The 
movement contro[s are a bit more complex... · 

E.XrT REAR I CLIMB UP I 
STANDING JUMP 

LEFT OOWN STAIRS AIGKT OOWN STAIRS 

E.Xrr FRONT /CLIMB OOWN 

-'lmstI::C.. JGeyooard contro[s are clefi.nao[e on the Spectrum ancl 

11 &: .. 

..:ta these vari.ati.ons mean that lacr.. responds to your 
contra[ in di.fJerent ways at di.fJeren ti.mes . liowever. the 
contra[ system is i.nteLL~ent enou9h to worf<. out the c£esi.rec£ 
response accordi.n9 to Jacfo; s posi.ti.on on the screen. 

t:N t::R.a 1J 
Thanf<.s to the spe([s a J Pratweez.Le, J acr.. has fi.ve Li.ves ( Lucf<.y 
C'.lll't. 64 users 9et seven!). These are 9overnec£ b'!_his '.Enerqy LeveC. 
As soon as his Ener9y drops betow zero, he wui. Lose a Li.Je. His 
'.Energy is deP,[eted as a resu[t of dama9e sustai.ned while 

f i.ghtL~ '.Enemi.es. He can also Lose :Energy by fa[[i.ng or jumpi.!'9 
rom too qreat a hei,ght. liowever, '.Ener9y can be rE9ai.ned bt.t 

coaecti.n9 the bonus :F'ood and Dri.nf<. objects that can be found. 
aLang the way. 

BONUS O'.llJt:cTS 

The other Bonus Objects have different effects: every ti.me 1acf<. 
co[Lects a shi.e[cl he is 11ndowec£ with n;i<¥.!LCaL .Armour maki.~ 
hi.m i.nvu[nerab[e to the. onsLau9hts of his '.Enemies. However, 
this i.nvu[nerabi.[Lt_y Lasts for on[y twenty direct hits. But he can 
always go on to collect another sh:i.eLc£ ... 

Li.f<.ewise, co[Lecti.ng a musi.ca[ i.nstrument gives hi.m 
i.ncreasec£ 'Bounc11 :F'actor , renc£eri.n9 him i.mmune to c£ama9e 
(and cons_equent loss a f '.Energy) caused by f a[[j,~ too far. ThLS 
wi.[[ only help Jacf<. for up to fwe hi.gh jumps . 

.And for every weapon co[[ectec£,iacr.. 9ets Super :Fi.re Power 
- maf<.i~ hi.m able, for his next Ji teen shots, to f<.j,[[ strong 
'.Enemies with just one oo[t from his dt buckle! liowever. these 
'Super Shots' wi.[[ not affect I.he dra9on. 



:j. ~&'> F.N.:: .. 
'.£.v".ry cr.eature that Jacf<. will meet, whether humanoid, animaL, 
or b•ri£, •s an Enemy . The d.iJferent Enemies wi.U try to in.ftict 
~am<1<je ~an<! res~tan~ toss of 1:nerqy) on Jacf<., so he must Ji.qflt 
uacf<. vat.antl11 w•th h•s l't.<UJi.c 1lotts. 1lut, d.iscretion bein9 the 
b~tter part OJ vator, there may be times when it is better to 
s•mpty 9et thi hell out! 

. l't.!'st of the Enemies wi.il attacf<. by Launchi"CJ some sort of 
proJ"f.:·~~ at Jacf<., whether it be :FirebaU, Li<jhtninn 1lott, Spear...,....., or whatever. · . ., 

The various ~Yf".S of Enemy. d.iffer in the amount of 
c!a1) ma9e they can •n ti.ct Qn Jacf<. •n one 90 . For i?l.tance, a 

ra9on can cause .a tdt. of d.am<UJe. wrn:reas a WerewoL wi.U not 
~~_':'Se so much. Li.kew•se, some Enem.es witL be har er to f<.i.il 
...-~n others. Thus it wi.il take more hits to f<.i.U a Dr<1<jon than 
say , a Werewotf . ' 

the As a d.9eneraL rute, the more evil and. vicious an Enemy_ i.s 
~\~ f<.Utmi~e it wi.il c!o to Jacf<. , an<! the more hi.ts wi.U be 

the E,1;:~l,,';.~t, i.n ascenc!inq orc!er of evilness an<! viciousness, 

IJE1lt:IJOLVES 

Once iust ord.inary forest-d.w~inq wotves these poor creatures 
ha11e been turnec! •nto man-eat•nq Werewolves. Extraord.inarily 
~w•ft on the attacf<.,they hurt themselves at their victim tearinq 
•nto his bod.y i.n a f.ash until, satiate<! , they themselves cl:i.e. 
About the only 9ood. thinq one can say about l.ierewotves is that 
they only appear outc!oors. 

CROIJS 

As befits b~rd.s of the ai~, the ~rows are found. onty outc!oors. 
!hey i!rol'... •nnocent toof<.•nq th•stlec!owns - which exptoc!e on 
•~!?_act! (Jhese creatures c!o not appear in the C1l1't. 64 version of 
13.....,r.. Lamp) . 

1luzz..utns 
1luzzard.s too are outc!oor creatures. flyiryq h~h in the sf<.y they 
are a d.ifficut~ tar9et for Jacf<. 's 1't.a9ic 1lotts. 'ln their tato..S they 
~v;:i~~xpwd.•nq sf<....Us which they d.rop ti.ke bombs at their 

13•..... ..... ..... ..... ... 

Taf<.in9 the form of ;;word.smen, archers, or spear men the 
(iobtin Warriors are a J orce to be recf<.onec! with. W•th the archers, 
evil arrows are the preferred. form of weapon; whereas the 
sworc!smen fire baUs of f•re from the centre of the•r shi.e!c!s ; an<! 
the spearmen flave spearhecids that suc!c!enL'y d.etach and. hurt 
themsetves at the vi.cti.m. (Spectrum an<! Amstrad. owners wi.U 
only flave to confront the spear men). 

SL 'll"tE IJ'LTCKEll 

The Stime Witch i.s an u9ty otd. crone who attacf<.s her haptess 
victim by spittinq out 9reat 9tobs of revottinq 9ooey 9reen sti.me. 

Her frienc! 1 the flyi.nq Sti.me Wi.tch, fti.es arounc! on a broomsticf<. 
tflat fires me sti.me out of the end. of the hanc!te! 

TROLLS 

These u9ty 9reen creatures have a novel. way of attacf<.i.n9 the 
unsuspect•n9 travel.ter. They bang the 9round. [erociousty with 
thei.r hammers until sparf<.s of Ji.re fty out a thei.r intenc!ec! 
victi.m . 

'Ll"tPll 

Second. ont4 to the Draqons i.n nastiness are the 'lmP,s. 
Resembti.n9 1.i.ttte tri.d.ent-toti.nq <!evils , they prefer the subf.Ler 
forms of attacf<. - none of this weapon-wavi.n9 or 
qrounc!-ban9i.ryq for them - they merely unleasi-> ftashi.nq flames 
of Evil from the ti.ps of thei.r tr\.d.ents!"(Spectrum and. -'lmstrad. 
owners i£o not have to confront these evil d.emons) . 

DR.AaONll 

The Draqons are i.nc!eec! the most fearsome of Jacf<. 's opponents. 
There wa! atways be one Draqon 9uard.i.n9 tlie 1ltacr.. Lamp. 1lut 
there may be others turf<.i.n9 around., often btocf<.i.nq some vi.taL 
entrance or pathway. 

A Dra9on's form of attacf<. i.s to breathe out fi.rebaits which are 
ai.med. at the victim wi.th a hi.<jh d.eqree of accuracy . Jacf<. can 
shoot these or try to avoi.d. them, but aU the ti.me he must be 
tryi.n9 to f<.i.U the Dr<1<JOn i.tsetf. 

Jacf<. 's 11g<ji.c 1lotts wil( on(11 d.amaqe a Draqon i.f they hi.t certai.n 
vutnerabte parts of i.ts boci"y. The Dra9on wi.U 9i.ve up i.ts 1ltacf<. 
Lamp on i.ts <Leath. 



To pCay BCacli.. U.mp you wilt need: 

Spectrum Owne.rs: Spectrum 48X.,128X.,+2 or a +3. 
CBM. 64 Owne.rs: CB:n. 64/ 128 
Amstrcu! Owne.rs: CPC 464 , 664 or a 6128. 

LO.Ul'l.Na TK£ PJlOajt..\X 

Commoc!ore 6.f./128 tGps 
Koc td: do~n 8K'Lf'T arui press JlUN/8TOP. Press PL..ly on tape. 

ommod.ore 64/128 d:i;sr.. 
Type LO..ul "*",8,l arui press Jlt:TURN . 

~ectrult'_ 48X. 
Type LO..uJ"" arui yress t:NTl:Jl. Press PL..ly on tape. 
SP,ectrum 128/+2 +lJ 
Select the tape locu!er option arui press £NT£Jl. Press PL.o\y on 
tape. 

Amstrad: CPC 464 tape 
~f~u~:'~P~~NTJlo.c; arui press the sm4Lt £NT£Jl f<.ey . Press 
Amsfrcu! CPC 6128 and: CPC 664 tGpe 
tt:otd: down 8K'L1'T and press the @ 11.ey . Type TAP£ arui then 
pres s Jlt:TUR.N. Kole£ d.own CONTJlO.L and press the smatt 
ENTt:R. f<.ett . Press PL.o\U on tape. 
Amstrac£ CPC 6128,66.f anct ~64 d:t.srt. 
Type R.UN "Camp" or JlUN "d:t.sc" and press R.ETUR.N . 

at:TT'LNa 8T..ul.T£D 

CBl't 64 
To start pCay , press 1'1.R.t: on Joysti.cf<. in port two. 

8pectrum/Amstrad: 
Press ' l ' to start game or '2' to c£efine. f<.eys . 

TK£ SCR.t:t:N 

Di.spCayed: arourui the mai.n pCaying area of the screen are 
varwus counters and indicators .. . 

LA11.P 'LND:tCATOR. - At Bottom Centre . 'Lndi.cates which color 
U.mp Jach. is currently carryi.ng. 

... -'...-..<~---__.~...._--~--~---'...-..<---__.....__.... ... :t!i 
SCORE - .At Bottom .Lejt. :K.eeps track. oJ your player 's current -· 
sc:ore. 

BONUS OBJECT syn.BOLS - At Top of screen . The Shi.el:d. symbol 
stanc£s for Armour , qai.ned: b_tt coL!.ecting a Shi.de£; the tl:arp 
symbol (An Aura Cloud on the CBM. 64) stand:s for Bounce J"actor 
- gained: by cottecting a 11.usical 'Lnstrument; and: the AX£/Sworc£ 
s4mboL stan.c£s for Super J"ire Power - ga•ned: by coUe.cting a 
Weapon. 

'The symbol wilt start fCashing to warn you a few seconds before 
the extra power runs out. 

i:;N:E:Jlliy BAR. - At the Bottom JUght. 

L 1.V'.ES - ,At the Bottom JU9ht of the screen, iruiicated: by the 
Baubles (those cute Li.ttle Jester 's-){ead:s-on.-Sticf<.s ). The number 
of Baubles iruiicates the number of Lives Left after the current 
one.. 

:E'XTR...l X.'.EyllO..lJln CONTR.O.LS 

Pause 
~g~tuse 

SCOR.'LNa 

~/IDJ!um 
fire 
f:3REAK 
(when paused:) 

..lmstrcu! 
II 
~'S~r..ey 

your obiective in pCayi.ng Blach. U.mp i.s to score as many P,Oin.ts 
as possible before you run. out of Li.ves. Uou start with five Lives, 
but an extra one. Ls awarc£ed: every f00,000 poi.nts. you are 
aUowed: no more than seven (i.ves (i.nc(uc£i.ng the current one.) at 
any one. ti.me. you score points for ... 

I. R.eturni.ng U.mps safely to a Chest . 
2. X.i.Ui.ng :Ene.mi.es. 
3. Shooti.nq the various enemy Projecti.Les. 
4. Cottecti.n.g Bonus Objects. 

K'La K SCOR.£ T All.Lt: 

The tl:igh Score table appears after each game . 'Lf you get 
su fficient points you can enter your name. 



;~,, .. 
Score i.s 9i.ven when a Lamp i.s returned: to a Chest .. . 

Spectrum/..\mstrad: 
BLUE L.A11.:PS 3, 100 poi.nts 
RED L.A11.:PS 3 ,20 O poi.nts 
:PURPLE L.A11.:PS 3 ,300 poi.nts 
Ci'.REEN L.A11.:PS 3 ,400 poi.nts 
CUAN L.'U't:PS 3 ,500 poi.nts 
U:ELLOIJ L.A11.:PS 3,600 poi.nts 
QH1.IB L.'U't:PS 3,700 poi.nts 
BLAC:K. L.'U't:PS 3 , 800 poi.nts 

CB:M. 64 
3 , 000 :Poi.nts are 9ai.ned: for the fi.rst CamP. returned, 3, 100 for the 
second Camp returned arm so on up to 3,800 :Poi.nts for the: ni.nth 
Camp return.ed. 

ENE:M.U:s 

:Poi.nts are scorec! for f<.i.l(i.n9 Enemi.es, an.c! for hi.tti.n9 the 
projecti.Ces that most of them fi.re ... . 

ENE:M.Y X.1.LL PROJttTILE 
Draqon 2,500 :Poi.nts Ti.rebaCCs 100 
1.m!l 800 :Poi.nts 11ames of Evi.l 100 

Ja~ne IJi.tch m ~gt~~~ ~~~S(i.me I gg 
~~'tW~ ~~:J.~rlJi.tch m ~gt~~~ ~r":o~~ci.me 188 
agg~t~ ~f:,~iZ~n ~gg ~gt~~~ ~;~!!u.eac! 188 

:Poi.n.ts 
:Poi.n.ts 
:Poi.nts 
:Poi.nts 
:Poi.nts 
:Poi.n.ts 
:Poi.nts 
:Poi.nts 

IJerewoCf 300 
Buzzarc! 300 Poi.nts Sf<.u.CC Bombs I 00 :Poi.nts 
Crow 225 :Poi.nts Thi.stlec!own.s I 00 :Poi.nts 

BONUS OBJttTS 

1'tUS1.CA.L 1.NSTRU1'1.ENTS: Harp, Bu.9Ce. Score 2,000 to 2,500 
poi.nts each. 
JJ:EA.'.PONS: 1'1.ace & Chai.n., Axe, 1la99er. Score 1 , 500 to 2,000 
poi.nts each. 
TOOD: Leq of :Porf<., Boar 's H.ead, Roast Turf<.ey. Score 950 to 1,000 
poi.nts each - p(u.s Ener9y. 
DR1.:N:K.: Ciob!.it of IJi.ne, Horn of Ale , :Ftaqon of Ci.c!er. Score 850 
to 900 poi.nts eacfi - p(u.s Ener9y. 

17 ... ,.... ,.... ,.... 

Lamps and Bonu.s Objects are coCCectec! si.mP,Cy by w~i.n9 _ov~r 
tfiem. Only one Lamp can be carri.ec! at once, bu.t there is no limit 
to the nu.mber of Bonu.s Objects that can be coCCected. 

1.f you. are carryi.n.q one Lamp. and you. come a.cross an.o.ther, you. 
can swap the on.e you. are carryi.n9 for the new one simp•y ~/1 
wa(f<.i.n9 over the new one. 1.f you. cion.'t want. to s':"ap, you. 
have to avoi.c! waCki.n.q over tfM< new one by iumpin9 over it 
i.nstea.c! . 

To return. a Lamp to an.tj Chest, si.mp(y walf<., wh~Ce carryi.";'!~the 
Lamp, i.n front of the. Chest. Tfie . app~opnate(y coi.vr 
compartment of the Chest wi!C fun. be fi.lCe<t. in. accorc!in.qLy . 
the other Chests wi.lL a!so reflect the new status. 

SPEED ..\ND D1.ff1.CULTY LEVELS 

1Juri.ng each 9ame of :BCacf<. Lamp, the a.cti.on. wi.lL 9et faster and 
more franti.c as the 9ame pro9resses. 

The fi.rst ti.me you play BCacf<. Lamp you '¥i.(( automati.ca.CCy sta:rt 
on the easi.est di.ffi.cu.Cly CeveL. A Ch<ist wi.lC a.Cways b!-1- Cocaie<i in 
tfie starti.f}q scene. The coCors of the compartmei:ts in. the Chest 
teCC you. wfii.ch Lamps yo~ have to fi.nd. There wi!C a.Cways be at 
least one :B(a.cf<. Lamp to find. 

Later (eveCs 9et pro9ressi.veLy more c!i.ffi.cu.(t: the speecl of the 
ame wi.(( i.ncrease, anc! the n.u.mber of :B(acf<. Lamv.s may 

~ncrease thu.s i.ncreasi.n9 the n.u.mber of 'Draqons thou. have to 
encou.nt..'.r! 1.f you. a.ctu.aCCy su.cceec! i.n retu.rn.i.n.q !'-(( e La~psn!" 
tf-ie Cf-ies ts you. can. conti.nue the 9ame, startin.q at a iq r 
d.i. ff i.cu.Cty teveL. 

:No two 9ames of :BCacf<. Lamp wi.lL ever be exactly the same. There 
can never be a set pattern. for su.ccess_, ~ecau.se fobr ea~.;ie.w 
9e<me, the Lamps, :En.erni.es and Bon.us ubiects wlil e p in 
new Locations . 
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