


“Graphically stunning, the sheer scope

of bpindizzy 15 bregthtoking. Add o

this obsorbing gome ploy, ininguing

puzzles, sheot e clock elementand
you hove o brilfiant game. "

“Great grophics, gréat puzzles, “Beilliantshogt ‘em up. Excellent

Computer and Video Games-C & VG Hit
greatiuneand o really grect gome.” arcode gome. "
Overoll rating 91% Overall rating 91%
Amtix magazine - Améix Accolade Amtix - Amtix Accolade

FRANCAIS l]

DEUTSCH

v,

o

s,

(]

o

(o]

“Zoidg is withour doubt, pure *If you've got an Amstrad and you o
briffiance ™ *Amasterpiece of havent got & copy of Equinex you E
programming”. “A masterpiécathat must be stark slering mad!” o
should beinevery Aristers collection.” Computer & Video Games - C& VG Hit w
Overtll rafing 93% b

Amtix Magazine - Amtix Accolads



SPECIAL MAIL ORDER OFFER

Computer Hits 1,2 & 3 are available in your shops af £9.95 or you can
arder direct from Beou Jolly for a pound discount. Just send a cheque/
postal order fo Beau Jolly, 29A Bell Sireet, Reigate Surrey RH2 7AD for
£8.95 or multiples of, stating which pack/s you require.

Bostage ana packng free. Allow 28 doys for delivery

CHUCKIE EGG 3D STARSTRIKE HERBERTS DUMMY RUN
PINBALL WIZARD SUPERLINE 2 HIRISE
KILLER GORILLA TECHNICIAN TED ONTHERUN
HEROES OF KHAN ANDRQID 2 DEVILS CROWN
SPECIAL OPERATIONS MUTANT MONTY WRIGGLER
FLIGHTPATH 737 CODENAME MAT DYNAMITE DAN
GHOULS MOON BUGGY ELIDON
DEFEND OR DIE WORLD CUP JUGGERNAUT
COVENANT GAUNTLET GEOFF CAPES STRONGMAN
JACK AND THE BEANSTALK FANTASIA DIAMOND CAULDRON

PROGRAMMERS. If you write or know someone who writes computer programs
program fo be marketed, then d details to us at Beau-Jolly. In 1987 we ar
a number of single games and are looking for additional high quality material. If your prog

good it may be TV ADVERTISED. Contact us now!




‘T" SHIRT & SWEATSHIRT OFFER

Only BACK

£3.99

FRONT

Please send me ... T shirt/s. | endlose a cheque/postal orderfor ...
Please send me ... sweatshiri/s. | enclose a cheque/postal orderfor ...

Name

Address

Size S/M/L

Send to. Beau Jolly, 29A Bell Street, Reigate, Surrey RH2 TAD

CUT HERE

Postage und packing free. Allow 28 days for delivery



* LOCATION INDEX

Cassette Counter Setting

1 Spin Dizzy

2 3 Weeks In Paradise

3 Who Dares Wins Il

4 Zoids

5 Equinox

Al tights of the producers and the owners of the work bemg produced are
reserved. Unauthorised copying. hinng. lending, public performance and
broadcasting of this cassette 15 prohibited. The publisher assumes no
responsibility for erross not hiability for damage anising from its use.

These programs are soic in accordance with Beau-Jollys terms of rade and
canditions of sale, copees of which are availa'e on request

Loading instructions.

Reset tape counter te zero. Insert tape in casselte recorder making sure |
15 fully rewound CPC 464 as per individual game instructions or the
standard: Press CTRL and small ENTER Press PLAY on tape. CPC 6125
connect tape recorder with a REMOTE lead with the Mic and Ear pins
connected as well as the remote. Press SHIFT and o keys and then type
TAPE and press the RETURN key. The computer will show ready. Press the
CONTROL and small ENTER key and any other key and press PLAY on the
tape recorder Load the first game oy using the above procedures making
note of the tape counter setting on the index n the instruction baoklet in
otder thal games can be lccated easily for fulure use. Remembar to re
the computer by switching ¢ff and then back on sefore loading each

Disk Loading Instructions

Insert disk inte disk drive. Type:- RUN" DISC and then press ENTER. Manu
will appear. Press number for the approps ate game required. Resed the
computer for each subsequent game



1» SPINDIZZY

@ Electric Dreams 1986

The Game Aswe all know, working for the corporationis a nard Ife and the
migsion you are to be sent onthis time is far fram the usual run of the meil
stuff. The back room boys have discovered a new dimension thal contains 3
strange artifical world hanging in space.

Of course, they wani it mapped and as Trainee Assistant Car tographer for
Unknown Warlds, the job has fallen to yau, Because of the Company's far
from noble motivations (it's all government sponsored work you know), ime
ismeney, The more time you spend out there the more maney the compary
canclaim. The Remote Scout Craft you are givenis an old fashioned
Geographic Environmental Reconnaissance Land-Mapping Device, known as
GERALD. The craft is expensive to maintain so your ime is irmited. [f you do
not mave fast the mission will be terminated

The ships computer holds the initiat radar map of the surface and your task is
1o explore each area. collecting energy in the form of jewels, for which you will
e rewarded with extra time

Since this warld is hung in the infinity of space, falling off 15 not a good 1dea
Should youlose or destroy your craft it will be re-created and beamed back in
the lastlocation vissted, but this will cause an enarmous power drain resulting
nthe loss af valuable time.

Sothere youhave it - doa good job and the rewards will be preat
otherwise.well you dor'twanl to be a Tramee Assistant Cartographer all
yourlife - doyou?

Controls Use the joystick to cortral GERALD: pressing the fire button giees.
extra speec.

Alternatively, use the numeric keyboard
bl F2 F3 FA F3 FB f7
Use the SHIFT KEY for extra speed
Pressing the SPACE BAR will stop vour craft onany frichional surtace.

Map Press M tadisplay the map. Unexplored areas are marked inred.
Visited areas inyellow. Any area where a |zwel was seen but not collected s
marked with ablue J

Press ESClo return to the game.

Score Press Stodisplay your current score at any time during the gams
Viewpoint The cursor arrow keyswill alter your viewpoint. The compass in
the lower right hand carner of the screen points North at all times to nelpwih
arientation

Abort Mission Hold the SPACE BAR down unti your time runs out
Colour Press Ctotoggle between colour and monaznrome display meze.
Pause Press Plo pause the game. Whilst paused the border willash Any
other key will restart the game.

Eye Strain Press |t alter GERALDS shape.

Credits Pressing ESC from the title page will display the credit message
Status Display Onthe left hand side of the screen. the bime left to play the
areas lefl {o visit and the rumber of iewels coliected are dispiayed.

The-box at the bottom shows you which switches are activated

Hints Due Eastofthe starting screen is a beginners section. In tnis area are
simple demonstrahions of some playing techniques. Time will rur slowly in
this section allowing you time to experiment.

Sorme screens will give a clue asto 2 switch to activate This will cause some
features to appear or disappear. Occaswonally twa switches may nead to be
used together, The clue appears inthe bottem left hand corner of the screen
Lifts may be used but may need to be switched an e s shppery ang
trampolines are bouncy! Make a map; it wil help you e find sho--cuts ithere
are quite afew)

e SPINOILEY is heensed from ELECTRIC DREAMS a dwision of
UK Limited
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2 THREE WEEKS IN PARADISE

@ Mikro-Gen

The Game The game begins with Wally all alone in the Jungle locking for fus
loved ones, Wilma and Herbert,

Torescue them from the Can Nibbles. Wally must find and use certain obects
which he will come across on his long and arduaus trek. Some will have
obvious uses (the axe), athers will have to be used in mare devious ways (The
Hole!).

There are many dangerous animals lurking in the jungle. Some of these may
be pacified with the right approach

Game Controls
Keyboard Joystick
left = 0
Left — Left
Right = P
Rght = Right
Jump = Space Bar
Jump = Fire
Keys 1 &2 = PickUp/Set Down obyects one and twa.
Est to pause the game.

Keys Ata L = Gointo screen/ Swim/Shoot/ Chimb/Use object
Return to menu screen = Cantrol/Shift key! Escape key together.

3» WHO DARESWINS I

€ Alligata

The Game ‘'med at the outset with an autormatic rifleand 5 grenades.
make your way for ward o the enemy occupied territory where the cpposing
pattalions are entrenched in accupied townships and the surrounding
districts. The occupation army nas formed itself into gamsons where they
hold prisoners fram your own patriatic forces. Press cnward to the first
enemy garnsan avoiding enemy snipers and hidden cbstacles onthe way,
uhtil you are contronted oy the walled compeund from which will paur the
defending froops. Kill off this attack and you gain entry to the next sectar of
the enermy territory in search of the next garrison of prisoners. But beware
the terrain has changed, the dangers have altered

And soyou must return to reclaim the terntories the enemy have regained
but this time you'll find trey're wise to your bravery and the encounters wil
be even more fierce. the dangers even more cunning.

MNOTE: Your grenades can be replenished from randomly hidden ammun ton
hoxes. If you free aprisoner from executicn you earn a high bonus,

Fealure points:

Save a prisonzs - 800 points

Larz 2 grenade onhouse - 250 points

Extraman at 10,000, 30,000, 50,000 and every 20,000 points

HOW TO MOVE: Juystick only
Rifle Fire — Prass FIRE repeatedy. rapidly
Launch Grenade - Press FIRE and bold down



4y Z0IDS — THE BATTLE BEGINS

€} Martech 1986 Zoidstar

Zoid History

Zoidstar Atthe heart of the Gelazy, milians of ight years framearth lies
the Red Planet of Z0IDSTAR.
e 1gck and desert suriace s
hangs 1 aperpelugl beal naze. W
of porling.

“wervast spans of recorded time, this desolate planet has been the scene of
_enturies of seasng battle, corflistwithaut guarter, war fare without end.
GalacticWars Here strede an ancient race of galactic warlords, their
antire civilization geared to conguest . the ZOIDARYANS,

Qn Zoudstar stoodthe cities where they planned therr imperial gomination.
Deep within these cites were the mammath construction piants that
spawned the terrfying war machines known as Z0IDS.

Possessed of devastating frepower the Z0IDS cared the warlords int
battle. Matning cauld withstand thern, Through the epoch of the Galactic
Wars they subjugzted whele star systerns. No mercy was shown ta the victim
warlds.

hed and barren_ Its [feiess atmospnere
tiittie water there & sinvmers an the paint

Heraie Combat When ali the knawn worlds hai been conguered the
ZOIDARYANS turned their Zoits upon each other. Fierce duels tathe death of
anear bathcombatants satisfied their lust for attle, but HERQIC COMBAT
threatened disaster for the Zoidaryans. They bore offspring anly rarely, their
survival depending on their great life expectancy. The escatating death toll of
Hercic Combat would inewitat'y lead to the extinction of their race,

Androids were ceveloped, programmed o pilot the ZOIDS into battle.

2010 cantinued to fight with 201D and the survival of the Zoidar yan race was
cure, The andraids became increasingly sophisticated eventually taking.
aver the designand construction of new and ever more terible 201D war
machines

The Meteor Storm When the skies aver Zoidstar burned in a tlaze of
olour the end of the Zoidaryan race was nigh

Gazng inwonder 2t the stunning spectacle in the skies above them the
ancient Warlords were unaware of the devastation fa came

FOI0STAR was doomed by the poisen from 11e skies Witnin fourtesn days,
avery ving organism on ZOIDSTAR had pensned. Only machines survived,

ZoidWars Left to their own dewices the ancrouds continaed to create even
fearsome ZOIDS Supplies of ZOIDAR POWER began to dwindie. Now
Z0I0 turned on ZOID asthe only means of abtaining fuel necessary for
ewstance. Mo longer the Heroic Combat of the great age Onlythestrongest
andmost curning would survive in this new and hastile environmenl

The Blue Moon  The Zoidar yans have kzot a battleforce of Z0IDS out in the
2alaxy. Wnan the metear storm struck the battleforce atterpted a landing on
tne Blue Mogn, a frazen and inhospitable world. The majerity of the convay
sarepeg the ZOIGS and their androuds survied, nut the Zoidaryan Battle
Lruiser crashed and burst into flames

T wing andrg ds soon discovered that the icy cold was their worst
Z0IDS had tobe made capable of survival... to be transformed
reom 20l metal into boling fluid machines, Thus the Zoids on the Blue Moon
segan therr mutation into a new figntrg farce. The RED Z0IDS were being
sreated.

The Red Zoids Attack Ontha Blue Maon Heraic Comaat was an
impossible iuxury, Their unity forced uponthem by the desperate need to
survve, the REDZ0IDS learnt lo operale lopether as a unif ting
force. For the androids, now enzasedin a silver ceating fo protect them from
the temparature inside their heat-2ngorged war machres, the urge for
combal was superseded by the urge for conquest

The RED 200 battle squadians were made ready for the return to ZODETAR,

The Biue Zoids Attack The BLUEZOIDS on Zaidstar stil lacked 11
indwidual combat. were taker by surprise. The devastating onrusk of the REC
Z01DS threatened to destroy them completely. City after city fell tothe RED
Z0IDIMPERIAL LEADER, REDHORN THE TERRIBLE, a mutant mancter hel
bent on destructicn.

The BLUE Z0IDS were forced o unite. Away from the carnage the ercrods
programmed for survival, sel o work fo create a BLUE 201D that coud
challenge the might of REDHORN THE TERRIBLE. The centuries of conguest,
war and combat have shape 10 @ new and menacing champion. THE
SUPREME BLUE 201D COMBAT LEADER ZOIDZILLA!

Earthman Into the maelstrom ot this never ending struggle p ungad asmall
and nsignificant spacecraft. A BLUE ZOID patrol reached the wreackage first
and the android recognised a HUMANOID pilet, still lving,

The numanoid from anolher Galaxy was repaired. Called EARTHMAN after his
Fome pianet. ke quickly learned the ways of this new and terrif ying world He
became skilled in the art of Z010THOUGHT, the means oy which apdot
communicates directly with the Z0ID which carries nim.

Connected to the Zoid via a neuro-emphatic reflex arc, tne Earthman learned
to merge minds wih the machine. They became as one.

AFateful Mission The battle raged and the EARTHMAN quickly showed
himselfto be afearless and cunning adwersary, 3 quaiity not otenfound in
androids. Far the BLUE 701D BAT TALIONS the war was not going well A plan
was devised by tne EARTHMAN hat would strike atthe very heart of the
eneny. He wauld merge rainds wih the MIGHTY Z0IDZILLA and be land2 in
the middle of the RED ZOIC city complex, thers to seek out and destray in
Hergic Combat, REDHORN THE TERRIBLE. A spacecrah which could carry
ZOIDZILLA was created and the mission began, At the last moment disaster
<struck. Asthe spacecraft descended it was hit by an enemy missilz and
destroyed. ARED 2010 patrol was despatchec (o recover the wrezkage, but
there was e sign of any HUMANOID LIFE.

Inthe explosian ZOIDZILLA had been shatlered into pieces. As aprecaution
against the BLUE 20IDS captunng the pieces and rebuildin Z002ILLA. the
REQ Z0IDS buried the six pizces under s different city domes. Without thei-
leader the BLUE Z0IDS waited for the inevitable RED Z0ID AT TACK.

Live the Game. Become the machine! You are EARTHMAN. Ircred by
you nave survwed the crash arding im the midstof enemy RED £01D terntory
The RED ZOIDS farlec to notce hat a small SPIDERZOID bas alss survived
‘fou zlimb into s cammand capsdie and merge minds with the machine.
Instantly you are as one

Your eyes are closed. Your body motoniess. Into your ming the 2010 projec:s.
his capenences. Everything vou see and feelwil help you rake the right
decrsions, You d3nat contral the 2010, yau are the 2010

Instructions Th tick and/or xeyboard represent the newra-emg!
refiex arc. By using these you can communicate y lecisions ta the
The screenrepresents the images tha Z0I0 s projectinginto yourmind O
notexpect to see things as youwould with your eyes Youmust earnto
interpret these images. They have been designed over many centures 1o be
efficent

Rermember, a Z0D's primary criang force s tasurvive. Fhe 700 feels his
ewstence s Preatened. iz awn feelings will sffect the decisions you make




Option Screen (Amstrad 464, 664, 6128)
JOVSTICK

. LDAD PREVIOUS GAME

Screen Layout Allother images will 5e projected anto this screenin much
“hesame way as 2 thaught may pop ints your mind

L ZOIDTHOUZHT ‘

—Saved ontotape

we
esies
Ly
[ e }

Zoidthought Represents the state of mind of the Z0IC. With expenience
ts signal can be interprefed

Map The RED Z0ID CITY NETWORKS cover alarge area. Thismap screen

sl oniy ever show yau avery small sectionof thisterrifory.
Tre mapwill be displayed intwo poss bie magnifications,

a)  LONGRANGE MAP {12 Not Magnified) Taken straight from your 20108
computer banks and shewingall the faatures of the latest intell gence
reports.

b SHORT RANGE MAF fie. Magnitied) Disclays @ magnification of that
area of the mapin your mmediate vicinity, Your position 1s shown at
the centre. Onto this map your Z0ID projects the signals from his short
range REL ZOID DETECTOR.

Information Usedta display STATUS and other helpful infermatian

Eightlcons You can select 2ny afthese eight options by moving the curser
the relevant icon and pressing Fire.
L Zoid L.D. Usedtoicentfy enemy REDZOIDS. These are detected by
sour Z0I0 and their position and movement displayed on the Short Range
Map,
T_o identify a Zoid, move the cross aver the Zaid you wish to dentify and press
Fire,
2. Scanner Scansthe immediate vicinty far abjec
ground.
A =70IDAR POWER FOD/RAW MATERIAL
@® = APECEOFZODZILLA
Any objects shown on the scanner wil be autamatically picked up by your
Z0ID. otherwise, they will be ignored
3.5tatus Calls upinformatien about the Status of your Z0ID (Zoidar Pawer
0ds, Missiles, Guns, Damage] and alsc your crogress (Mumber of pieces of
“QIDZILLA collected),
4.Guns If2nenemyRED ZOID launches 2 missile attack andifyour Z0101s
abie to counter the missiles sopusticated masking systern, you willsee the
missilesflight path towards you on the Short Range Map
The Guns form your defensive weapanry. When under attack the Guns are
sedto shoot down incaming enemy missiles

an orjustunder the

A3 Dimensional Perspective Enhancer is projected over theimage of the

incoming missles to assist you inaiming the gun. Any missiles whichyou fal

to it will strive home, damaging or destroying you

S. Missiles (Short Range) These missiles form your Z0IDS offensive

Wweaponry.

Using missiles ycu can attack enerny RED ZOIDS, POWER PLANTS, MINES,

BEACONS ORCITY DOMES Select the target by mawing the cro: ot the

desiredlacatian on the Short Range Map and pressing Fire

The missiles are equipped with camaras ard musl be puided thraugnthe iz

andmountainranges to the target. Once a missile is launc hed you wil see ts

pragress lowards the target as shown by the camera and then presented to

your mind by the ZQI0. You will be in dicect control of the missiles flight path,

Tne targel will first appear as a cross 2n the harzon, You will need very quick

reachions to hit a tarpat

6_RadioBase Allows you to commumicate diractly with base. There are

twic reguests you canmake of base

[l Longrange missile strike agamst a POWER PLANT, MINE, BEACON DR
CITY DOME. Select the target by maving the cross aver the desired
lzcatian on the Long Range Map and pressing Fire. Once launched, the
lzrg range missiles nemein on their target. It {akes approximately 30
seconds for a missiie toreach its target

(bl Todespatcha spacecraft ta pickup a piece of ZOIDZILLA which you
nave found. The pieces are toolarge for youto Garry,
Everytime aspacecratt collects a piece of ZOIDZILL A your own 2010
isupgraded becoming larger and more power iyl

7. Information Identifies any features seen on the Long Range Map. Mave

the crass ower the feature that you want ta dentify and press Fire.

8. Move Use the cross shown on the Long Range Map to trace oul the route

you want your ZOID to foliow then press Fire. The Z0IG wil foliow this route if

he s able o, It he feels threatened or hecomes inwalved in combat he may

ouerride your decision,

Scenario Your mission is torecover the s pieces of 201DZILLA. Once ths
has been dane the BLUE ZOID COMBAT LEADER will be reconstructed You
willanze more have a chance 1o inerge minds with the powerful machine and
become ZOIDZILLA trying to seek oLt REDHORN THE TERRIBLE and destioy
himin Heroie Comeat.

The RED Z0ID terntory contans ten Z0ID CITY NETWORKS, separated by
mauntain ranges but connected by relatively passable vallzys
Eachnetworks containg eight CITY DGMES. . e POWER PLANT, ane MINE
ardone BEACON

Tre CITY DOMES confain the massve construction plants within which the
angroids make new RED ZOIDS. The dame is a powerful force field which
protects the City from missile attack,

Tha POWER PLANT provides the ZOIDAR POWER necessary to fuel the RED
Z0IDS s also connected dirctly to each of the eight CITY DOMES and
prowides each of them with the power necessary to keep their protective
force fields in place. The POWER FLANT is of immense impartance to the
CITY NETWORK. It has no protective force field itself, but it ttacked, 1
switches its ZOIOAR POWER supply to an incredibly pawerful Deflectar
Shield, Ths has the dangeraus effect of draining the network of ZQH0AR
POWER temporarily. but the POWER PLANT survives

Tne MINE provides the raw materials necessary for RED 200D production
The BEACON sencs out a continuous signal which alerts REQHORN THE
TERRIBLE and MAMMOTH THE DESTROYER of any mstrusions by BLUE
Z0IDS into that CITY NETWORK,

Atthe beginning of the game, you are samewhere in avalley between two
impassable mountain ranges. The pieces of ZDZILLA have been buried
undersix different CITY DOMES with ng mare than one prece allocated to an:




CITY NETWORK. Four CITY NETWORKS therefore hawe na pieces of
Z0IDZILLA 3t 3l {Note: Where the pieces are buned may be different every
tme you play the game,).

Tofndapiece of ZOIDZILL A youmust first destray the CITY DOME. Once you
are mside Whe destrayed CITY you can use your SCANNER 1o see f apiece of
Z0IDZILLA s present.

Enemy Red Zoids in ascending order of power.

1. Hellrunner Longlegged mutant Red Zoid, Maunted with guns for
defence but has no missile system for attack.

very fast mowing. Hellrunners are used fo patrol all mpar tant locations. If
therr location is attacked they are then despatched at great speed tobring
help, usually in the form of Spinebacks

Hellrunners whichare destroyed are easily replaced by cerrectly functionng
CITYDOMES

1e those with sufficient Z0IDAR POWER and RAW MATERIAL

2. Slitherzoid Asleek, merciless mutant Red Zoid with concealed Gun and
Missile systems. Siitherzoids travel betweenthe MINES, POWER PLANTS and
CITY DOMES carrying supplies of RAW MATERIAL and ZOIDAR POWER
PODS. 1fa Slitherzoid is destroyed these may not be damaged and can oe
picked up by your Z0ID using your SCANNER: Slitherzoids can be replaced by
carrectly functioning CITY DOMES.

3.Spineback Aferocious and meanmutant Red Zoid with Gunand Missile
Systems. A sinister and deadly opponent. Spinebacks are kept onstand-by
inside CITY DOMES. If aler ted by Hellrunners they will attack intruders
without mercy. Spinebacks which are destroyed can be replaced by correctly
functioning CITY DOMES.

4.Serpent Amutant Red Zoid with terrifying speed and power. Equipped
with Gun and Missile Systems. There is usuaily one serpent for each city
network. He has set patrals, looking for intruders to destroy. if destroyed
himself, he cannat be replaced.

5. the D Ac Zoid wh has defectedto
the Red Zoids. Heavily armoured, he has special ultra-sonic radar ears which
candetect signals transmitted from the BEACONS. Equipped with very
powerful Gun and Missite Systems, he roams between the CITY NETWORKS.
Heisirreplaceable.

6. Redhornthe Terrible Sleek and merciless, Redharn s the ultmate Red
Zoid mutation He 1s the impersal Red Leader and deadiiest enemy af the Blus
Loids. Like Mammoth, he roams between the CITY NETWORKS. If aler ted by
a BEACON he makes straight for the enemy. Heisirreplaceatle.

Blue Zoids in ascending order of power

1. Spiderzoid The most deadly of the onginal Zo:ds beca
speed

2. Scorpozoid Heavily armoured highting machine. sua n rear-guard
3.Trooperzoid Heavily armoured ground attackmactine. Tre frant runner
nany Zod conflict.

4. Tank Afour wheel drive gun carrier

5. Great Gorgon. A huge heavy attack Zort

6. Mighty Zoidziiia Supreme Zoid combat leader Tne most menacing
Zoid ever created,

ohits great

u:

Function

LEFT Maves gunsight or Amf"ad
RIGHT MOVES Cross awer =
Up the mzp 1
DOWN
FIRE Selects orfires 3
DERALLT De-selects SEP:,)EYE
HOLD Freezes game H
ABANDOM Abaunis held game A
Fress release to confirm
RELEASE Releases held game [
SAVE GAME Have blank tape ready. 3

Youcannot save game il
your Z0ID feels threatenzd

5 EQUINOX

© Mikrogen 1986

Inthe interminable depths of space. Asteroid Sury-An 7 fizats mzjest
a400 year orbit, The crater scarred surface obscures the dan,
bielow — a danger conjured bymanin his attempt i stowz lorward inspace
colanisaticn. Radio-active canisters that were due for dsposal naw |
exposed n Sury-Ani 7's mining complex. The hurmar in1ab ta
departed and anly you—a disposal drodreman lo disp
biefore they become critical and annitulate the whae complex
Asteroid Sury-Am 7 richinminerals, has been hollowad aul inle
mining complex. The complex is sectioned inta egit zvels A
radio-active canistgrs whose contents are dangero
explode. The camisters must be disposed of as soon a
access to the different levels is achieved with number Vel pa I orger
1o obtain canisters and level passes, your dedicate: zal TLSE USE
various toals, machines and components which are scartered
camplex.

Default Keys

Loading instructions for the Amstrad with disc
enter,

Lansters

scentain
stable and ianie b
sible Ga ning

round the

ESCAPE + DELETE = RESET GAME
JOYSTICK DOWN = USE

Ingrderio complete "Equinok” you will need to be abie to sur:
ahienson eachof the numerous levels, and collect 3 pass ar e
begin the game with three lves and any contact with ar alizn
energy. prolonged contact with an alien will result in the loss of o
Eachlevel cantains a Canister, Disposal Chute and Level Pass 7
collect the level pass inarder to access the next level Asyi
level for these items your time will elapse. To enable y:
Active Canisters and Level Passes you will need ta use the
that have been scattered around each level, Once you have

level the Umer indicator will change to a solid green bar v ¢
that ail s safe.

In orderto eradicate all danger to the complex you wi neec |

mtheir new surroundings.



WSTRUCTIONS FOR PLAYING "EQUINOX™

DISPLAY PANEL DESCRIPTION

FIRST WINDOW shows which object i currently being held.

SECONDWINDOW shows how many lives you have left.

THRDWINDOWshuwsyuuu score, and the six coloured Squares. |ndncate how
have tefore the cani the current

FOURTHWINDOW has two pointers. the top pointer shaws your Thrust-Fuel

tevel, the bottom shows yaur Laser Energy level.

How to use the teleporter terminals Before a Teleporter can be used,
Teleporter Credit (cyan disc) must be spent at the required Teleporter.

To spend a Teleporter Credit Whenthe held object is a teleporter credit,
5it stationary within the telepocter and press the USE key of joystick DOWN_ I
you how wish to eleport, thrust ug to the globe-like object in the telzporter
and you wikl be teleported to the second teleparter terminal. However you
may leave the teleporter and telepor tat alater time.

How to use irans-level teloporters 7o enter a Trans Leval Teleporter
youmust be holding a numbered Level Pass, Select the desured lewel by
mawing your droid onto the cor lect butl d ing
the USE key. The drans-level leleporter will only give access to lavels which are
less than or equal to the level pass that youare currently holding. Exit the
trans-level telepotter by touching the docr.

How to use aCredit Dispenser Restthe droid an top of the red plate and
press the USE key. This mll Swap une of your droid's lives for a teleparter
credit. The di ly work if you are ohiects

Howto dispose of radio-active canisters using disposal

chutes Moveintothe yelow portion of the disposal chute and press the
USE key. This will senc the radio-active canster currently heid to lhie
containment room,

Use Batleriesto restore yaur Laser Energy and Fuel Barrels o restore your
Th;istuel Level. Ifyou should remain without fusl far tag long yaur draid will
explode
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