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THE LEGEND OF
KASTLEROCK*

When darkness slithers through
the fand,

O Evil s fond and fiendish hand,

Ere blackness oer mans bearfs
Frets crossed,

Recall these words of legend lost.

Neath KasHerocks well guarded walls,
Cine bofwe for man in ancient balls.
Seafe bid from Foil s searching eyes,
The shattered Staff of Demnos fes. ..

Each bundred years on full moons rise

figh in the winter solstice siies,

The spell that cloaks e staff shall
break,

Revealing thal which all wonld take. . .

*excerfl form Ne ancien? rine poem
ais translated by Shadax the Sorcerer




Thank you for selecting CSG IMAGESOFT INC.
Solstice Game Fak. Please read the instruction
booklet to ensure proper handling of
YOUT new game.

FPRECAUTIONS

1. This is a high precision game. It
should not be stored in places that
are very hot or very cold. Mever hit
or drop it. Do not take it apart.

. Aveld touching the connectors and
do not get them wet or dirty. Deing
50 may damage the game.

3. Do not clean with benzene, paint
thinner, alcohol or other such
solvents.
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HOW TO USE THE CONTROLLER

Move nght-up ™,
A e

#J-.} Ell::] % [;]D A Button

B Button

Control Pad START Butbon

Move right-down SELECT Button
Move left-down
Move left-up

GAME SCREEN
A Button: Frish to fumf.
B Bution: Push to pick up and drop objects
A+ B Push both to fumpr and
Button: fick uf an object at the same Hme
Mart Button:  Push to start the pame

ar aclivale & potion.
Select Button:  Push to enler the Select Screen,
Control paed:  Push fo move in any of

Jour directions within

d Foom.

SELECT SCREEN
A Button: Push to pietr map or statistics.
Confrol pad:  Push to select a podton
{potions can only be
gctivaied in e rame Screen ).
Select Brufton:  Push fo refrirn fo the
(reatie Screen.




THE QUEST FOR THE STAFF
OF DEMNOS

As the full moon rose bigh above Kdstlerdck on the
eve of the winter solstice, Morbius the Malevolent
grinned a wicked grin and conlinued fo ready the
impending riful, the sacrifice of a belpless damsel to
the forces of darkness in return for tolal domination of
fhe world. Bul this was no simple girl, be thought in bis
black and hoisted mind, this was the beautiful Princess
Eleanor of Arcadia, the land of bis sseorn enemy. It was
foo perfect, too perfect

Noi even that accursed Staff of Demmnos cowld
stand in bis way note. For years bis spies bad used every
comceivably borrible metbod to find i, and if they coneld
nol succeed, surely no one else would, Bestdes, u ith or
withont the magic Staff bis el plans would succeed,
With or without @, be would become the stpreme symbol
af evdl, the Black Baron of Darkness. Then all wouwld be
forced to grovel at bis feel. And be would plunge the
world into a deathly darkness from wbich if wonld
never refurn, Sverytbing was prepared. Notbirng could
stafp bim now!

The fearsome fortress of Kiastlerock bad long been
the stromebold of Morbins the Malevolent, Built bigh
alof a tremendous clfff of fagped rock, rising straight
wfy from the Sea of Sorrows, the castle bad withstood the
omslaneht of many great armies over the centuries.

Rumors of secret balls and rooms profected )
deadly black magic and ferocious man eating beasis
bad entered the legends of old by the few fortundate jrris-
omers who bad escaped Morbius torturous ciufcbes.
They trembled while talking of the dreaded Caves of the
Doomed Souls, an endless labyrinth of catacombs
carved oul of the shear rock cliff far beneath the castie
wells, The words crepf from Mheir fongues when ey
shoke of the four deadly towers of the main castle, as if
with a meve mention they could be transporied back by
some of Morbins s evil black magic

Brave men cotwered i fear when they beard toe
terrible tales of torture in the Gardens of Pain and the
Blood Gardens st to the west of the castle. Women and

children wepl when told of the prisly borrors that befell
the unsuspecting who wandered aimlessly through the
Slaughter Yards that profecied the Toawer of Tears al the
northernmaost boundary of "Kdstlerdck And few words
cotld describe the bideous screams of terror from the
Sfooibardy who mistakendy tumbled info the Mines of
Insanily, never fo be beard [from dgain.

Bul, no storfes could compare with those of the
eastern grounds of the castle where the Tower of Ul
male Terrvor stood servounded by the griesome
Stonebedpe Gardens whose massive walls were said 1o be
made from the crushed bones of Morbins ™ unfortunate
victims. Of the Tower fiself little was enowen. Many
belfeved that if was the sife of Morbius® secrel workshop,
such an overwbelming sense of fear bung abonud ils
walls, Certaindy, it was the source of bis evil powers; as
for many days now a Mack clowd could be seen prouring
forth from i, spreading across the land, and choking off
the last bapeful rays of the sun.




The old sorcerer Shaddax stood af the fool of the
preat ofiff of Kdstlerock and stared into the biackness
above. Having savled unseen across the Sea of Sorrows,
Be mo set bis mind firmiy on the task at band. He knew
a secrel way nto the castle, a way wnknown fo even
Mortius bimselfl Hedd discovered it by carefully fransiat
ing the anclent rine maps and poetry bed found in the
Library of the Oracles in far off Arcadia. Bul be knew
pelting in was the least of bis worries. After all, Mortius
wonld never expect that somecne would actually wan!
fo pel into Kdstlerdck,

Flapefilly, bis disguise would provide bin wilh the
elemment of surprise be so needed, After all, who would
sushect Mhat an ofd man conld cause any froniie i such
a deadly powerful place. Bul be was not the withered
old beggar be appeared, His true identity remained
safely concealed beneath bis tatiered cloak and bal, and
there it would stay until be possessed the strength be
reeded to confront Morbius, For powperful as Sbadax
weas, be was siill no match for the vast forces of darkness
growdng daily in the bands of tbe evil Barom. For this
fask be needed the strongest of allies; be needed the awe-
some poreer of the Staff of Demnos,

According fo legend, this magical Staff bad been
forged long long ago in the mystical fires of the mythical

Elf Kingdom of Old Earth, And legend bad ii that be who
Possessed this mighty weapon, would rile fHeaven and
Earth Howw if bad wound wp tn the bands of manking s
a tale far too long to fell bere, bud in the wise barnds of
e Ancient Bings of Arcadia, if bad provided centuries
af peace and frosperily.

fowever, many years ago, for fear that it would
fall info Morbius' increasingly powerful grif, the Staff
bad been broken into six pleces, @ spell of invisfhility
bad been cast upor them, and they were scaltered fo the
far corners of the continent, Al least that s whal weas
popularly belfeved. Bui, once again Shadax knew some
thing bis enemy did nol.

{f the ancient riine poems were trie, the pieces of
the staff bad been bidden in toe last place Morbius
wonld ever think fo fook: in bis own castle. And only
once every mimdred years, would the spell be broken,
allonving the fieces of the staff fo be seen once again by
buman eves; on the eve of the winter solsifce when the
Sull moom vode bigh in the beavens. That is if the ancient
Proems were true, . §f be could even find where the staff
was bidden in this deadly place. . if if if. ..

Bul, this was not a ime for idfe thinking Morbius
o sent most of bix vile forces throughont the land in
search of the broken pieces of the magical staff leaving
Kastlerock thinly puarded. [f ever Shadax 5 plan were to
succeed, of would be fhis night. ff was time o claim bis
righlful place a5 a king among men, or vanish anony-
mously fnto the black abyss of bistary.




THE JOURNEY
THROUGH KASTLEROCK

- Shadsx, armed only with a feio
magic pations and a magic map, miusi
ventire through the more than 250
roomes of Kdstlerick in search of tbe six
fieces of the Staff of Demnos. Only
after the staff bas been reassembled
can be bope fo defeat the merciless
Murbius and free Princess Eleanor,

THE MAGIC FOTIONS

There are four different magic
frations, edach baving unigue and
fronverful properifes. The polions are
stored in beakers which are focated on
tbe Select Screen. Each beaker can bold
i to four doses of a potion fat fhe
heginning of the quest there are ondy
fwo doses in each beaker, bul more can
be found along the way). While a
beaker is full, no additional polion can
he added fo . You can use any nyom-
ber of different potions ai the same
Hme fn a given room. Bul remember,
arice you feave, all spells will be
broken.
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Blue Potion (The Skield of Life).

This spell gives you invincibilfly
ageinst moving enemies and moting
ENEMY Weahons,

Prerfle Potion
(The Elfxir of Destruction):

This potion destroys all moving objects
IR a room.

Yellow Potion (The Guardian of Time):
This potion stops time, freezing all
moving objects in flace {‘vou can still
move these obfects by pushing them or
Pcking them up).

Green Podion (The Eves of the Blind):
This poifon casts a spell which makes
il invisible obfects suddenly appear,

To use a potion, first press select
fo ender the Select Screen. Then use fhe
control pad o choose one of the four
Jotioms. Press select again to retirn (o
the Game Screen. Then bush the start
button o activale the potion. A polfons
spell only lasts as long as you remain
in rhe voor, I vou wish o aclivale
danother potion in the same room,
repeat the process described abope.
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THE MAGIC MAF
This map keeps a chroniele of

erery room thal Sbhadax bas enlered
it irdicaies all the possibie exils
{Some rooms may bave secref exits thal
afifjear on the map but wonlt ahpear
on he Game Screen until you perform
ceriain tasks)l. Rooms only afbear on
the map after Shadax bas entered
them. The map 55 located on the Select
Screen wihich is accessed by fressing the
select button. Any room on the maj
that is ontiined in white bas otber
risons above and/or below i If vou
press the A bution while viewing the
map, if shows you the number of rooms
o bave vistted and a percentage of
the tolal numeher of rooms, s the

" total number of magic objects you bave
Jound (ie. potions, feces of the siaff
el

THE MAGIC ELFIN BOOTS

These preen elfin boots allow
Shadax o fumj bigher ihan be is able
for af the beginning of e quest. It is
essential that be find these boots in
arder o compiete bis fourney.

nacfs bhootn

THE FOUR KEYS
There are four keys biddern
throughont Kastlerdck. In order to
complete the quest, Shadax must find
all four keys. Once the sorcerer bas
JTound a key, it will become visible on
the Select Screen. These magical keys
erable the Shadax to fourney through
rootns that were freviously impassable
Each key will do one of the following:
- Make blfocks afirear in d
[rreviously empiy room
 Make a door appear in a solid
wall




BLOCKS AND HOVERING
CRYSTAL BALLS
Movable Blucks afiear in many

Fooms of the casile. Somelimes they fall
from above and ofber times they can be
Jousnd fyimg on the floor, Shadax can
use these ocks to move safely through
rocms. The blocks can be fricked up by
Juemiping o them and then pressing the
& button. They can then be carried
anywhere in a room and refeased by
pressing the B buiton again, They can
s be picked up and carried through
the afr by pressing the A and B buttons
al toe same time and {ben ressing fhe
B button again fo release the block in
the air. Falling blocks can be frozen in
mitd-air to be used as sleps (use the
yelfow potion). Other Wocks can be
useed as protection from the large foi
sonous pyramid shikes and ofber
enemies of the old sorcerer. However,
they will not provide prolection from
foe deadly needie spikes that cover the
Soors in many of Kdstlerock s rocms.
Toe Hovering Crystal Balls can be
pushed through the aiv and ridden by
Shadax. They cannof, bowever, be
fricked uf and carried.

SEpEnEnE

THE HATS OF LIFE

There are many bue bals soal-
tered throvughout the castle grounds
When Shadax picks one up, il gives bim
an extra life. He can coflect as many
hats as be finds. [oe Select Sereen Beefs
i record of ibe number of lives ibe sor-
cerer bas left, Although the screen only
registers up to fen bats al one lime,
Shadax can continte fo pick up and
use more than ten tofal bats.

BLASTING BOMES

In several rooms, rolating blast-
ing bombs can be exploded o creale
boles in solted walls whick allow pas
sage to previously blocked off passage-
ways. However, the detonators for the
bomhs must be searched for, as they are
bidden in nearby rooms.

THE FORTALS

Several rooms bave floor portals
in them which provide the only access
to cerlafn parts of Kdstlerdck. In order
to transport Shadax through a portal,
fumfy on Lop of i and press e B bul-
fon, The sorcerer will disafipear and
then materialize in another portal room.
THE SPINNING COINS

These cofns allow Shadax to use
the continue mode Lo relurn (o a cer-
tain point in Kdstlerdck after be bas
Fost all af s lves instead of baving fo
start all over from the beginning The
coins are located in parious rooms
fhroughout the castic,

Tabyn




THE PERILS OF KASTLEROCK

e rooms ard grotneds of
Kastlerdck are filfed with danger. Many
Soors are covered with poisonous
sikes and deadly monsters are aliays
frking around e next dark corner
watting to pounce on the unsisfieching
sorcerer. These creatures include the
[following exotic killer beasis:

Marching Skulls
Evil Eyeballs
Bow-legged Trolls
Slime Balls

Attack Furs

Tripod Spiders

Tusk Demons
Four-eyed Head-feet

fn somee rooms deceblive conveyor
belts bave been strategically placed to
Barl the unwary Shadax to bis doom
I ather rooms bridges and floor Hles
vanish without a warning, leaving the
sorcerer o plunge to bis death on the
spiibex below. Floating air mines, whicy
Block many passages, wail to explode
af the stightest touch, while wide chasms
and mighty fowers challenge Shadax lo
attempt deadly leaps in order to con-
finse on Bis fourney




WINNING THE GAME

To win the pame Shadax must
rescue Princess Eleanor afier finding
all six pieces of the magical Staff of
Demmnos before be is destroyed by the
evil forces of Kasterdek He séould be
sparing in bis use of magic potions, as
there is a limited suppbly of each and
they are essential to bis ultimate suc-
cess He should also pay careful
altention to the magic map. If il shows
doors where none appear on the game
screen or indicales rooms above or
befote existing rooms when no exits or
enirances are in sight, be must believe
Fhe meafs IF offers bis best chance 10
solve the many mysleries of the forbid-
den castle and complete bis dangerons
iquest. ..

But remember, surviving the freach-
erons forivess of Kdstlerdck fakes far
more than a few magic poffons and 4
magic map. ff fakes nerves of steel and
the courage to Iry new and daring
foings. ft fakes superior reflexes and a
delermination o face the unrelenting
frerdls that Block your every move, ff
fakes a clever mind and a fassion to
succeed against mswrmonntabie odds,
Bul most of all it takes the conviction
Fbat in the end good shall always
fritemfrh over evil
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