


1.li!eing tbe !l'tor11 of Jack - Joll11 Jack tbe Jester. 
bero of tOis ~ei)id>al mission of i)aring ani) romance; 

tbis courageous crusai)e tbrougb rustle Jani)sraµes ani) <lllotOic interiors; 
tbis aui)acious quest to t'ii) a: k i ngi)om of QJ:\>il; 

l!JfJere tOe rel!Jni) for success is tbe bilni) of a: :t\'lrinccss 
ani) tbe price of Ca:ilure is Zlltatb! 
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0 nc~ upon a tLme them i:vas a Jester called 1 ack - J oUy Jack, Jester &y 
appotntment to '.JGt.ng '.J'taxtm of AUegort.a. JoCTy Jack, master of wi.t cmct. 
repartee, &r~er of the ice at parti.es wi.th a ;o~ hem, a tum&Ce them a 
qui.c;k whack of the pi.g 's &ladder elsewhere. ' 

As Cong as Jc:Jc~ was at w~rk, .the Court of '.JGi.ncJ :J'taxi.m was a happy 
place. However, thLS general htlanty served only as a temporc:Jry rnspi.te 
1,rom the sad: truth . :For, as even the '.JGi.ng had: to ad:mi.t tfIBi.rn was not CJ 
w.ppy ki.ngd:om... ' 

~cc:J( f oCkCorn . has i.t that the conti.nued peace, prosperi.ty c:Jnd: 
happtness of the ktngd:om was d:ue i.n no smc:J[( part to the presence 
among the Crown Jewels, of a cerwi.n set oi enchanted lanterns the most 
rnvernd o J whi.c;h was know~ as . 'The :Black Lamp of Al(egort.a'. · , And: i.t 
was certatnCy true that an evU f>(Lght had: &efaUen the ki.ngclom ever si.nce 
th~ Camps hcid. &een .stolen - whi.sked c:Jway i.n the d:ead: of ni.qht, i.t was 
sai,c(, &y Dragons., Stnce .then, the ki.~gd:om ~c( been plagued &y strnnqe 
ancf'. monstrous &etngs; stnce then , antmaCs, f>Hd:s and: i.nsects, prnvi.ous[y 
d:oc1Je, were now, und:er some evU i.nfCuence, attacki.ng the i.nnocent 
populace. 

And: so i.t wa;s that Jo((y Jack was workt.n,g overti.me to kee~ spi.ri.ts 
up at Cou~t . A'."'d: tt was not easy w?rk for hi.m, for &ehi.nd: the acad:e of 
the Jesters smUe, them lurked a pc:Jtn that ached'. d:eep wi.thi.n t.m - the 
p~i.n . of unrequi.ted: Cove. Not that the object of hi.s afJecti.on c(j,c( not Cove 
htm tn rnturn. :Far from i.t. The problem was that sh.e happened to &e the 
boss 's d:aughter - Her Royal Hi.ghness the '.Pri.ncess Ciri.zeld:a. 

Of cou~se, the '.JGi.ng f orbad:e such a marrt.age at fi.rst. The i,c(ea of hi.s 
beloved mai,c(en d:aughter wi.th that :Foo( - i.t was vi.rgi.n on the ri,c{i.c;u!ous ! 
And: i.t 's true that Jack was a &i.t short on the usua( quali.fi.c;ati.ons: he 
wasn 't ri.ch; he wasn't a pri.nce; he d:i.d:n ' t have a ki.ngd:om; he wasn 't 
even 

s a: 

parti.cufar(y hand:some. However, softened &y the pleas of hi.s d:aughter, 
'.JGi.ng '.J'taxi.m came up wi.th a cunni.ng compromi.se. He wou(c( aUow the 
marriage i.f, and: onCy i.f, 1ack cou(c( prove hi.s worth &y seeki.ng out the 
Dragons, arm &ri.ngi.ng &ac~ aU the enchanted: Camps t.ntact. it was a good: 
pCan - he had: nothi.ng to Cose i.f i.t failed - except that he 'd: have to fi.nd: CJ 
new Jester. And: i.f t.t succeeded:, weU, he'd: have to (et hi.s d:aughter marry 
thi.s td:i.ot, out i.t wou(c( &e worth i.t - i.t wou(c( &e worth c:Jnythi.ng - to 
restore harmony to the ki.ngd:om! 

Jack, however, was not such an i,c{i,ot as the '.JGi.ng &elt.eved. Spurred 
on &y Cove, he accepted: the chaUenge eagerly. '.But not f>(i.nd:Cy, for he was 
f uUy awarn that wi.thout help, the quest wou(c( &e tantamount to sui.c;i,c{e. 
Luckily, he knew who to turn: to ... 

Duri.ng hi.s ti.me off, when not wooi.ng the pri.ncess, Jack was wont to 
hang out t.n the taverns wi.th '.Pratweez1e, the '.JGt.ng 's sorcerer. '.Ever rnad:y 
to hclp a pa[, '.Pratwee:zLe was af>[e to conjurn up two magi.c; spells; the ft.rst 
gave Jack the power of recuperati.on, ena&Ci.ng ht.m to cheat d:ec:Jth a 
[i.mi.tid number of ti.mes; and: the second: gave Jack's belt buckle the power 
to emi.t shatteri.ng f>o(ts of purn '.J'tagt.c;! 

And: so i.t was that, havi.ng oc:Jd:e a fond: f arnwelC to Ciri.zeld:a, JoUy 
Jack the Jester set forth, wi.th purposef u[ expressi.on and: d:etermi.ned gc:Ji.t, 
on that fateful d:ay ... 
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PLdlJlNG. THE Cidn.E 

THE QUEST 

JacR. 's quest is to explore the R.i.n9ciom of dC!e<Jorta i.n orc!er to fi.ncl t!W 
ni.ne '.Enchanted Lamps ancl return them to thei.r rtghtfut place. ds he can 
only carry one Lamp at a ti.me, ancl as IW is i.nevi.taf>Ly 9oi.n9 to be set 
uyon by evU: Enemi.es o J one sort or another, the quest is Ltke!y to be, at 
the very Least, Cong, exct.ti.ng ancl clangerous - or at the worst, cleadLy! 

The quest wUL start i.n a certai.n part of the R.i.ngclom. There, i.n that 
same place, you wU:( noti.ce an empt~ Chest, cli.vi.clecl i.nto ni.ne 
compartments, co(orecl the same as the mt.ssi.n9 Lamps. T!Wre are 20 of 
these Chests clotted aro-uncl the X.i.ngciom. 'Lt is to these Chests that Ja& 
must return the ni.ne Lamps. 

TH:E: Ldn.P8 

The Lamps are scatterecl far ancl wi.c!e throt«Jhout the R.i.n9ciom. W!Wn JacR. 
fi.ncls one, IW must coUect i.t ancl taR.e i.t bacR. to any one of the Chests. :But 
t!W :BCacR. Lamp is cli.fferent - i.t is always 9uarclid closely by that most 
fearsome of :E:nemi.es, the Drt1.9on. dncl tfie Dragon won't 9i.ve i.t up until 
he 's cleacll tvery Dr™_Jon wUL nave a Lamp of some coCor, so the only way 
for JacR. to return aU the Lamps is to fi.ght every Dragon IW meets! 

TH:E: X.'l.NG.DO:M. 

The R.i.n9ciom of daegorta, for the/urposes of JacR. 's quest, is cli.vi.ded Lnto 
Cots of iii.fferent scenes. Some o these are outcioors, the rest i.ncioors. 
'\.ncioor scenes consist of one screen only, w!Wreas the outcioor scenes, such 
as woocls, Lanes or streets, are wi.d:er than one screen, ancl consequently 
scroU as JacR. moves along. 

Outcloor scenes can have ex.i.ts to acljacent scenes at the extreme Left or 
ri.ght encls, ancl also ex.i.ts to the rear ancl to the front. '.Exi.ts to the rear are 

7 .. 

denoted by .u<h noW•oUy oom<Ln<J ou<doo. j~tu•~ ~ 9otu , Mm, :a~ 
stHes, etc. '.Exi.ts at the front are marR.ecl by two whi.te marR.ers. Thus 
w!Wn JacR. Leaves a scene by a rear exi.t, such as a gate, the same exi.t will 
be then become a front exi.t of the new scene, ancl i.ts (ocatLon wi.U be 
marR.ecl by the whi.te marR.ers. Ancl vi.ce versa. 

'\.ncloor scenes are smaller but more complex i.n tfiat they contai.n such 

leatures as ta&Les, chai.rs ancl barrds that JacR. can jump onto ancl from; 
aclc!ers ancl stai.rs that JacR. can di.mb up ancl c!own; ancl platforms that 

JacR. can waLR. aCon9 or jump on ancl off of. Li.R.e those outcloors , tfie 
i.ncloor scenes can nave ex.i.ts to the Left, n9ht, rear ancl front. ~ow ever, 
un(i.R.e outcioor scenes, t!Wy may also have exi.ts to acljacent scenes above 
or below. 

:BONUS O'.BJ'.ECT8 

Scatterecl arnuncl the R.i.n9ciom are varLous :Bonus Objects that JacR. can 
co([ect a[on9 the way. These taR.e the form oJ Jewels , '.l'tusi.ca( 
'\.nstruments, Weapons, Foo cl, ancl 1lri.nR.. 

d(( these :Bonus Objects are worth co[(ecti.n9 for t!Wi.r poi.nts value, 
but , more i.mportant£y, they a(so have magi.ea( properti.es tfia.t enria.nce 
JacR. 's a&ili.ty to stay ci!i.ve aiul fi.ght his '.Enemi.es. This wUL be exp[ai.necl 
over the page, w!Wre we taR.e a closer CooR. at JacR. hi.msclf. 
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1 ack walks wi.th a. ja.unty, but <!etermi.nec! 9a.i.t, a.nc! a.n expressi.on of 
efri.m purpose. He 's a.n Q.1,Jile cha.p, so he ca.n jump pretty well (a.Jter a.CC, 
tumbCi.n9 i.s pa.rt of the Jester 's trade!). To protect hi.mseCf a.9a.i.nst the 
va.ri.ous Enemi.es hi ha.s Fifa enchanted beCt bucUe tha.t ca.n shoot out boCts 
of pure :l'taqi.cl 

CONTROLS 

Joysti.ck controC i.s recommended, but '.l'touse or JGeyboa.ni controCs ca.n be 
used i.nstead. 

The Joysti.ck '.Button, SPACE ba.r or Ri.1.Jht Ha.nc! '.M.ouse Button i.s 
a.Cwa.ys used to Ji.re the :J'taqi.c BoCts. The movement controCs a.re a. bi.t more 
compCex ... 

EXIT REAR I CLIMB UP r 
STANDING JUMP 

LEFT DIAGONAL JUMP I 
LEFT UP STAIRS 

LEFT 

LEFT DOWN STAIRS 

RIGHT DIAGONAL JUMP I 
RIGHT UP STAIRS 

RIGHT 

RIGHT DOWN STAIRS 

EXIT FRONT I CLIMB DOWN 

9 .. 

JJr..n =<n<J no=• oon'<o[, "wa< hclp <o d><nk of U.. ""=• = • :j : 
Joysti.ck that fi.a:s no seCJ-centeri.nq spri.rn,i. Usi.nl.J the sta.rti.n9 posi.ti.on of 
the '.l'touse a.s the Centre , you shouJc! i.ni.twte a. movement by movi.n9 tki 
'.M.ouse i.n the a.ppropri.a.te c!i.recti.on Jor a. short c!i.sta.nce; keep i.t there Jor 
a.s Con9 a.s you wa.nt the movement to conti.nue; then return i.t to the Centre 
posi.ti.on i.n orc!er to stop the movem&nt. To ma.Ft.e controC ea.si.er a.n 
a.utoma.ti.c Return-to-Centre JaciLi.ty ha.s been provi.c!ec! - just press the 
LeJt Ha.nc! '.M.ouse '.Button. 

The JGeyboa.rc! controCs a.re a.s JoUows: SPACE ba.r equa.Cs F'LRE; a.ny 
Ft.ey i.n the top row (QWERTY etc.) o Ft.eys ca.n be usec! for UP; Ci.Ft.ewi.se a.ny 
key i.n the AS:OF row for :DOWN; LEFT a.nc! R WHT Ft.eys a.re pCa.cec! 
a.Cterna.teCy a.ff a.Con9 the 6ottom row of Ft.eys. The c!i.Q.l,Jona.C movements ca.n 
be achi.eved by USi.nl.J the Ft.eys i.n combi.na.ti.on. 

'Ln outdoor scenes Jack ca.n wa.Ck Cef t a.nc! ri.1.Jfit throUIJh the scr0Ui.n9 
Ca.nc!sca.pes. For the purpose of movi.n9 between adjacent scenes, he ca.n 
exi.t rea.rwa.rc!s (Lnto the screen) when i.mmec!i.a.tely i.n front of a. rea.r 
exi.t, a.nc! Jorwa.rc!s (out of the screen) when i.mmec!i.a.teCy behi.nd'. a. Jront 
exi.t. He must be Jaci.nl.J Jorwa.rc!s to use a. Jront exi.t, or backwa.rc!s to use 
a. rea.r exi.t. When not i.mmec!i.a.teCy i.n Jront of a. rea.r exi.t or behi.nc! a. 
Jront exi.t, he ca.n jump i.nstead. 

'Ln i.nc!oor scenes the exi.ts work i.n the sa.me wa.y. 'Ln adc!i.ti.on, Jacf< 
ca.n wa.CFt. Ceft a.nc! ri.9ht a.Con9 the JCoor, a.nc! a.Con9 a.ny mi.sec! pCa.tJorm, 
ta.be& or ra.mpa.rt, etc. He ca.n a.Cso jump up onto thi.n9s Ci.Ft.e cha.i.rs or 
ta.bCes, a.nc! cfown oIJ of them. When a.t the Joot or a.t the top of a. Cadc!er, 
he can cCi.mb up or c!own i.t. 

ACC these va.ri.a.ti.ons mea.n tha.t Ja.ck responc!s to your controC i.n 
c!i.JJerent wa.ys a.t c!i.JJerent ti.mes. However, the controC system i.s 
i.nteUi.9ent enoUl.Jh to work out the <!esi.rec! response accorc!i.n9 to Ja.cf<. 's 
posi.ti.on on the screen. 
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~a; ENERay 

Thanks to the spells of 1'ratweezLe, Jacri. has five LLves. 'Jhese are goverrnu! 
&1;1 hLs :Energy feveC . A.s soon as hi-s :Energy d:rops &eCow zero , he wUJ Cose a 
L1-f e. 't!Ls :Energy Ls d:epLeted as a resu[t oJ_ d:amage sustained: whUe 
fi,ghting :EnemLes. 't{e can mso Cose :Energy &y f~ing or jumping from too 
great a hei-ght. 't!owever, :Energy can &e rega1-rnu! &y co[Lecting t~ &onus 
:Food: and: Drinri. o&jects that can &e found: aCong the way. 

'.BONUS O'.BJ'.ECTS 

The other '.Bonus O&jects have d:ifferent effects: every tinw Jacri. coCLects 5 
JeweCs he Ls end:owed with ma.cJka[ Armour, mari.ing him invu[nera&[e to 
the ons£.auqhts of hLs :Enemi.es . 't!owever, this invu[nera&Uity [asts for 
omy 30 to 40 second:s. '.But he can mways go on to co[Lect 5 more Jewds .. . 

LLri.ewLse , cotLecting 5 J'tusLcm instruments gives him increased: 
''.Bounce :Factor ' , rend:ering him immune to d:amage (and: consequent Coss 
of :Energy) caused: &y~ng too far. 'Lt also has the effect of enafJ[ing him 
to run up and: d:own rs quLcri.&r . Again thi-s Ls temporary. 

And: for every 5 Weapons co[[ected, Jacri. gets Super fire Power -
mari.ing him a&Le , Jor 30 to 40 second:s, to ri.ur strong :EnemLes with just 
one &o[t from hi-s &clt &ucri.Lel 

13 .. 
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~JA.=><c~x.~·~s_..:E~N~:E~n.'-"-"1~:r~s~~~~~~~~~~~~~~~~~~~~~ 

£very creature that Jacri. wU[ meet, whether humanoLd:, animm, &ire!, or 
insect, is an :Enemy. The d:ifferent :EnemLes wUJ try to inf[Lct d:ameuJe 
(an<i resu[ta.nt Coss of :Energy) on Jacri., so he must Ji,ght bacri. vmwntry 
with his M.agk '.Bo[ts. '.But, chscretwn &eing the &etter part of vaCor, there 
may &e times when it Ls &etter to simp[y get the he£[ out! 

'.M.ost of the :EnemLes wilr attacri. &y £.aunching some sort of projectile 
at Jacri., wfiether it &e fire&m[, Li,ghtning '.Bolt, Spearhead:, or whatever. 
Jae~ can fire hi-s '.Bolts at these as weU as at the :EnemLes themseCves . 

The varwus types of :Enemy <iiff er in the amount of <iameuJe they can 
inf[Lct on 1=~ in one go. :For instance, a Dragon can cause a wt of 
ciameuje, whereas a Vampire '.Bat wUJ not cause so much. LLri.ewise, some 
:EnemLes wUJ &e hard:er to ri.ur than others. Thus it wUJ ta.ri.e more hits to 
ri.ur a Dreujon than, say, a Werewolf. 

As a genera[ ruLe, the more evil and:yLc~us an '.Enemy Ls,_ tfi;e more 
d:ameuJe it wUJ d:o to Jae~. and: the more h1-ts wUJ &e need:ed: to ri.ur 1-t. 

Let 's meet, in ascen<iing ord:er of evilness and: vLciousness, the 
'.EnemLes ... 

DRA.U.ON:FL 'L:ES 
A.ND H.IAS1'S 

ReCativeCy harmless, these 'Lnsect '.EnemLes appear first in swarms, &ut 
then, su<id:emy, a singLe DreuJonfly or Wasp wUJ c!eta.ch itseCf from the 
swarm and: swoop d:own to attack.. 

These unsavoury creatures are found: o~y ind:oors. At the approach of an 
intrud:er, they d:rop d:own and: Jty - stm"13ht for the necri.1 
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Orn:e just ord:Lnary forest-ciwelli.11.IJ wolves, these poor creatures have &een 
turned i.nto man-eati.11-9 Werewolves. :E:xtraorcii.narUy swi.ft on the attacft., 
they hurl themselves at thei.r vLcti.m, teari.n9 i.nto hi.s 6ociy i.n a flash 
untU, satLated, they themselves c!Le. 

About the only 9ooci thi.11-9 one can say a&out Werewolves Ls that they only 
appear outdoors. 

C'.R.Olt.18 

-'ls &efi.ts &i.rcis of the ai.r, the Crows are f ounc! on[y outcioors. They cirop 
innocent Cooft.i11-9 thLstleciowns - whLch exploc!e on impact! 

'.BUZZA.'.R.D8 

'.Buz:zarcis too are outdoor creatures. flyin9 hicjh in the sft.y, they are a 
ciiff Lcult tar9et for 1acft. 's 1"La1JLc :Sorts. 1.n their talons they carry 
explociin9 sR.uUs whLcfi. they cirop [i,ft.e &om&s at their vLctim. 

U.O'.BL 1.N KIA.'.R.'.R.1.0'.R.8 

Taft.in9 the form of sworcismen, archers, or spear men, the U.oo[in 
Warri.ors are a force to &e recft.oneci wi.th. With the archers, evU arrows arl' 
the preferred: form of weapon; whereas the sworcismen Ji.re &alls of fi.re 
from the centre of their shi.dds; and: the spearmen have spearhead$ that 
sullenly c!etach and: hurl themselves at the vLctim. 

8L tn.t: lol.1. TCH1:8 

The SlLme Wi.tch Ls an w;,ily oCci crone who attacft.s her hapless vLctim &y 
spittL11-9 out 9reat 9Co&s oJ revolti11-9 9ooey 9reen sli.me . 

Her f rLenci , the flyi.n9 Sli.me loli.tch, fli.es around: on a &roomstLcft. that fires 
the sli.me out of the end of the ha.mile! 

15 .. 
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T'.R.OLL8 

These 1.1.9ly 9reen creatures have a novel way of attacft.i-n9 the unsuspecti-11-9 
travefler. They &an9 the 9rounci f eroci.ously wi.th thei.r hammers untiL 
sparft.s of Ji.re jly out at theLr Lntencieci vl£ti.m. 

8LA.y:E:'.R.8 

These '.IGnicjhts of :E:vU are truly formi.cia&Ce opponents. Their method: of 
attacft. Ls to wave thei.r weapons around: in the ai.r , 9enerati.n9 lU:Jhtni-n9 
&olts that fly off at the wretched: vLcti.m. 

1.M.'.P8 

Second: only to the Dra1Jons i.n nasti.ness are the 1.mps . '.R.esem&li.n9 li.ttle 
tri.cient-totin9 cievi.Cs, they prefer the su&tler forms of attacft. - none of 
thLs wea}'on-wavi-n9 or 9rounc:l- &an9i.n9 for tfwm - tfiey merely unleash 
flashi.n9 flames of :E:vU from the ti-ps of thei.r tri.cients I 

D'.R.A.U.ON8 

The DralJons are i.ncieec! the most fearsome of Jacft. 's opponents. There wU[ 
always &e one Drm.:ion 9u.arcii.11-9 the '.Blacft. Lamp . '.But there may &e others 
lurft.i.n9 around:, of ten 6Cocft.i.n9 some vital entrarn:e or pathway. 

A. Dra1Jon 's form of attacft. Ls to &i:-eathe out fire&alCs whLch are aimed: at 
the vLctim wi.th a 11.Lqh d:&l:Jree of accuracy. Jacft. can shoot these or try to 
avoi.c! them, &ut a[[ the time he must &e tryin9 to ft.I,[[ the DralJOn i.tself. 

Jacft. 's n.a9Lc '.Bolts wUl only ciam.a9e a Dra1Jon. if . th~y hi.t certai.n 
vulnera&Ce parts of its &ociy . 'Each tt.me a DralJOn t.S . h~t t.n one of thes_e 
places, i.ts oociy wiU turn pro9ressively olacft.er. When t.t t.s o[acft. all over t.t 
wur c!Le. The Dra1Jon wU[ 9Lve up its Lamp on its cieath. 

' ' 
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~.a~ OTHER VU .. L <N:FORl'tAT>ON 

8Y8TEn. 
R'.EQU tR:En.:ENT8 

To pCay '.BCacR- Latnp you. wU! need: 

A.~ Atari. ST wi.th at [east 512'.IG '.RAn ancl a 3. 5 i.nch cli.sR
c(rwe; 
A. color tnoni.tor or T .V. set; 
Ancl ei.ther a Joysti-cR- or a :M.ou.se controCCer . 

LoA.DtNa nt:E 
'.PRO aRA.n. 

'.M.aR-e su.re the cotnpu.ter systetn i.s connectecl u.p properly wtth a[[ the 
components swi.tchea: ON . To [oat( '.BCacR- Latnp ... 

1 . Swi.tch Off the Atari. ST only. 
2. insert the '.BCacR- Lamp cli.sR- tnto the cli.sR- clri.ve 
3. Swttch ON the Atari. ST. . 

'.BCacR- Latnp wU! au.ton-iati-caUy [oat( ancl ru.n, cli.spCayi.nq the Ti.tie Screen. 

a'.ETTtNa 8T AR T'.ED 

To start pCay, rress '.F"LR'.E (Joysti.cR- button, Ri.1.:Jht Hanel '.M.qu.se Button or 
SPACE b~r). t the Ti.tie Scr.een i.s left on for a whi.Ce, the cletno c cle ~ill 
autotnatu:aUy en9a9e. tf thts happens, just press '.ESC to exi.t cletn~ n-iocle. 
1..J?u can set the number of pCayers at any tLtne whi.Ce the Tttie Screen or the 
fti.qh Score table i.s cli.spCaylict: ... 

:FI - One '.PCayer 
'.F2 - Two '.Plciyers (each pCays alternately) 

17 ... 

TH'.E SC'.R'.E'.EN 

DLsplayecl arouncl the n-iai.n playi.n9 area of the screen are vari-ous 
counters ancl i.ncli-cators .. . 

HtaH 8COR'.E - at Top Left of screen. '.IGeeps a recorcl of the hi.qhest score . 
As [on9 as the Cjatne cli.sR. Ls i.n the clri.ve ancl wri.te enab[ec( , hi.9h scores 
wi.U be storm on cli.sR- ancl Coaclecl at the start of each playi.nq sessi.on. 
Otherwi.se, thi.s counter wU! ell.splay the hi.qhest score obtai.ne.cl cluri.n9 the 
current pCayi.n9 sessi.on. 

LAn.P tNDtCA.TOR - At Top Centre. tncli.cates whi.ch co[or Lamp JacR- i.s 
currentiy carryi.n9. 

CURRENT :PLA.y'.ER - At Top Ri.qht . 'Lncli.cates whi.ch pCayer (Player 1 or 
PCayer 2) i.s pCayLn9 . 

'.PLA.y'.ER 1 I '.PLA.y:ER 2 - At :Bottom Left. '.IGeeps tracR- of each player 's 
current score. 

'.BONUS OBJ'.ECT 8y'.M.'.BOL8 - At '.Bottotn Centre . The Hcln-iet syn-ibo[ stancls 
for Artnour, CJai-!Wd by c0Uecti.n9 5 Jewels; the Wi.n9ecl '.Foot symbol stancls 
Jor Bounce '.Factor - Cjai.necl by c0Uecti.n9 S :M.usi.cal 'Lnstrutnents; ancl the 
Belt BucR-le syn-ibo[ stanclS' for Super '.Fi.re Power - CJai.necl by co[lecti.n9 5 
Weapons. 

'.Each syn-ibo[ Ls cli.sp[ayecl as an outhne, wi.th clots unclerneath 
corresponcltn9 to the nutnber of that type of object currentiy coCCectecl. As 
soon as you nave S of that type of object, the symbo[ becomes colorecl-1-n, 
tneani.n9 that you now have that extra power , but on[y for 30 to 40 
seconcls . The symbol wU! start flashi.n9 to warn you a few seconcls before 
the extra power runs out. 

:EN:ERay '.BA.R - .At the Bottotn Ri.qht . Starts off CJreen, but turns reel as 
JacR- runs out of '.Ener9y . 
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~a: LW£8 - _.,du •ottom lUqht of du mun, •rn<tcakd by du .. u&C.. 
(those cute Httle Jester 's-Hea.c!s-on-Sti.c~s) . The number of '.Baubles 
i.nc!i.ca.tes the number of Li.ves Left a.f ter the current one. 

'.EXTRA. X.'.Ey'.BOA.RD 
CONTROLS 

:F9 - To99Les 1'1.US1.C I SOUND '.E:F:F'.ECTS 
:FlO - To99Les 
SOUND I '.NO SOUND 
H'.EL'.P - '.Pa.use 9cime 
UNDO - Restart 9a.me 
'.ESC - Abort current 9a.me 

8COR'L'.NG. 

your objecti.ve i.n pCayi.nq '.BCa.c~ La.mp i.s to score a.s many poi.nts as 
possi.bLe before you run out of Ci.ves. you sta.rt wi.th fi.ve Ci.ves , but an extra 
one i.s awarc!ecf every 100,00~ poi.nts. you a.re a.Uowed no more than seven 
Ci.ves (i.nc[uc!i.nq the current one) at any one ti.me. you score poi.nts for ... 

l. Returni.nq Lamps sa.feCy to a Chest. 
2. X.Uli.nq '.Enemi.es. 
3. Shooti.n9 the vari.ous enemy '.Projecti.Les. 
4 . C0Clecti-n9 '.Bonus Objects. 

Hl.G.H 8COR'.E T A.'.BL'.E 

The Hi.gh Score table appears after ea.eh 9a.me. 1.f you 9et suffi.ci.ent poi.nts 
Y.ou can enter your name - just type Lt i.n a.s normal a.tic! f ress RETURN. 
you can also at thi.s poi-nt, i.J you wi.sh, reset the number o players. 

19 .. 

Score i.s 9i.ven when a Lamp i.s returnee! to a Chest . .. 

LjELLO 41 LA.1'1.'.PS 
<lREE'.N LA.1'1.'.PS 
DA.R'.IG '.BLUE LA.1'1.'.PS 
R'.ED LA.1'1.'.PS 
'.PUR'.PL'.E LA.1'1.'.PS 
Ll.CiHT '.BLUE LA.1'1.'.PS 
'.BRO 41'.N LA.1'1.'.PS 
CiR'.Etl LA.1'1.'.PS 
'.BLA.C'.JG LA.1'1.'.PS 

'.E'.N'.E'.M. 'L'.£8 

3,000 poi.nts 
3, 100 poi.nts 
3,200 poi-nts 
3,300 poi-nts 
3,400 poi.nts 
3,500 poi-nts 
3,600 poi-nts 
3,700 poi-nts 
3,600 poi.nts 

'.Poi-nts a.re scorec! for ~UCi.n9 '.Enemi.es, anc! for hi.tti.nq the projecti.Les that 
most of them fi,re .. .. 

E'.N'.E'.M.Y X.1-LL '.PROJ'.ECTlL'.E 
Dragon 2,500 fireba.CCs 100 
1.mp 750 flames of '.EvU 100 
Slayer 675 Li.qhtni.nq '.Bolts l 00 
TroCC 600 Spar~ 100 
SCI.me WLtch 525 Cireen SCI.me 100 
flyi.n9 SCI.me Wi.tch 475 Cireen SCI.me 100 
Ciob[i-n Archer 450 Arrows 100 
Ciob[i.n Spearman 425 Spea.rheac! 100 
Ciob[i.n Sworc!sman 400 '.fi.reba.CCs 100 
Werewolf 300 
Va.mpi.re '.Bat 300 
'.Buzza.re! 225 
Crow 225 
Dragon fly Swarm 150 
Wa.sp Swarm 150 

S~uCC '.Bombs 
Thi.stLec!owns 
Si.nqle Dragon fly 
Si.nqle Wa.sp 

100 
100 
100 
100 
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O'.BJ'.ECT8 

J'.El.l'.E.L8: :Ruby, Sapphi.rn, '.EmeraLd:. Score2,SOO to 3,000 poi.n.ts eacr~. 
1'1.US'LCA.L 'LN8T:RU1'1.'.ENTS: Harp, Lute, :Bu9Le. Scorn 2,000 to 2,500 poi.n.ts 
each. 
l.l'.EA.PON8: 1'1.ace & Chai.n, A.x.e, Da139er. Scorn !,SOO to 2,000 poi.n.ts each. 
:FOOD:~ of Porf<., :Boar 's Head:, :Roast Turuy . Scorn 950 to 1,000 poi.n.ts 
each - plus '.tner9y. 
D:R'LN'.K.: U.oblet oJ l.li.n.e, Horn of A.le, '.FLaCJon of Ci.d:er. Scorn 850 to 900 
poi.n.ts each - pLu.s '.Ener9y. 

COLL'.ECT'LNU. A.ND 
:R'.ETU:RN'LNU. LA.1'1.P8 
A.ND O:BJ'.ECTS 

Lamps and: :Bon.us Objects are coLlected: si.mpLy by waif<.Ln.9 over them. On.Ly 
one Lamp can be carri.ed: at once, but them Ls no [Lmi.t to the number oJ 
:Bon.us Objects that can be coLlected: . 

'L f you. are carryi.n.9 one ~mp, and: you come. across an.other, you. can 
swap the one you am carryLt\.Cj for the new one sLmpLy by walf<.Ln.9 over the 
new one. 'Lf you don 't want to swap, you. 'U have to avoi.d: wmf<.Ln9 over 
the new one 6y jumpi.n9 over Lt Lnstead. 

To return a Lamp to any Chest, si.mpLy walf<., whi.le carryi.n.9 the Lamp, Ln 
f r~mt of the ~hest .. The apf.>~Oprwtely co[ored: compartment of the Chest 
wur then be filled: Lt\. accoriiLn9Ly. A.[[ the other Chests wUl mso rnf[ect the 
new status. 

8P'.Et:D A.ND 
Dt:F:F'LCULTy Lt:Vt:LS 

Duri.n9 each 9ame of :BLacf<. Lamp, the actwn will 9et faster and: morn 
f rant«: as the 9ame pro9resses. 

21 .. 

The '"" "~ you play '""" Lamp you wU< outomotlc.Uy """ on ""~a~ 
easLest d:Lffi.<:u!ty t:eve!. A. Chest wi!C mways be Cocated: Ln. the starti.n.9 
scene. The coCors of the compartm.en.ts Ln. the Chest tea: you. whi.<:h Lamps 
you. have to fi.nd:. Them wUl aiways be at least one :BCacf<. Lamp to fi,nd:. 

Later leve!s qet pro9ressi.ve!~ morn d:Lffi.<:u!t: ~ speed: of the 9ame ":'UL 
Ln.crease, and the n.u.mber oJ_ :Blach- Lamps may Lncrease, thu.s Ln.creasLn.9 
the n.u.mber of DraCJOfl.S you. have to encounter! 'Lf ~ou. actu.a!Ly succeed:. Ln. 
rntu.rn.Ln.9 ml the Lamps to the Chests, you. can contLnu.e the 9ame, startL~ 
at a hi.Cjher d:Lffi.<:u!ty leve!. 

No two 9ames of :Blach- Lamp wm ever be exactly the sam.e. There can 
never be a set pattern f_or su.cc.ess, because Jor each n.e":' 9ame, the Lamps, 
'.En.em Les and: '.Bonus 06)ects w\,(( be pCaced: Lt\. new Cocatwns. 
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