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BARBARIAN THE GAME

Can you become Hegor the Barbarian?
Are you the warrior who can enter the fearful realms 
of the underground world of Durgan, a world 
terrorized by the evil Necron?
Your quest; to destroy the lair of the accursed 
Necron. Your prize; the kingdom’s crown.
Your task is awesome! You must live on your wits, 
conquer your innermost fears, use every skill and 
weapon available to you.
Hideous perils await. Can you survive?.. .

HEGOR THE BARBARIAN

As everyone knows, Hegor was the most famous 
dragon-slayer of them all.
From an early age Hegor was schooled in the use 
of several weapons by his father Thoron, a revered 
and respected hunter. Each day, before most of the 
other villagers were awake, Hegor and his father 
would go off into the woods that surrounded 
the little village of Thelston. Here, under Thoron’s



tuition, Hegor first learned how to use a spear, as he 
grew older and stronger, a bow and arrow and 
finally, a sword. Whilst teaching his son, Thoron 
would tell stories of his adventures when he was a 
young man. Hegor was fascinated by these tales 
and longed to go off on an adventure himself. In his 
early teens Hegor’s life was changed dramatically 
by a quite unexpected event. One day, when he was 
returning home Hegor was startled by a great 
commotion on the outskirts of the village; people 
were running around screaming and shouting, 
a huge dragon was attacking the village, a man was 
trying to fend it away with a sword, Hegor froze ... It 
was his father.
Hegor watched the entire episode as Thoron fought 
desperately, but in vain, against the huge fire­
breathing monster. Wielding his mighty sword, 
Thoron had managed to force the dragon away from 
the village but the great beast in a frenzied retreat 
lashed out its enormous tail, there was an almighty 
crack as the tail smashed into Thoron s head, 
breaking his neck and killing him instantly. Having 
mutilated its victim , the dragon ripped the head 
from the lifeless corpse and devoured it, then 
picking up the body in its mouth it disappeared back 
into the woods.



Thoron had sacrificed his own life to save the village 
and Hegor had been robbed of his only remaining 
family. In the wake of this gruesome scenario, 
holding his father’s sword on the spot where 
the body had lain, Hegor made a vow; some day 
he would avenge his father’s brutal death and 
destroy the evil dragon.
If he was to fulfill this impossible pledge, Hegor 
knew that he must leave Thelston and travel away 
in search of adventure. He knew that he would have 
to survive many adventures and learn many secrets, 
before he would ever be ready to take on the beast 
that had so easily defeated his father.
For three years, Hegor travelled the land in search of 
evil, never shirking the duty he had bestowed upon 
himself.
He forged quite a reputation for himself throughout 
the kingdom; people would travel from all around 
to ask for his help to save their villages from all kinds 
of strange monsters and evil characters. Hegor had 
become the most famous dragon-slayer in the land.
It was at about this time, in the small rural village 
of Egdon that Hegor came across an ageing 
dragon-slayer by the name of Commat, who told 
stories of his conquests, the places he had visited 
and the horrendous injuries he had endured.



Listening to these stories reminded Hegor, of when 
he used to sit with his father as he recounted the 
tales of his own adventures.
In truth, Commat had only ever killed one dragon 
and that was a blind and decrepit old beast that 
had been drugged senseless by an ancient druid 
potion. Commat had however spent several years 
travelling round with a renowned hunter called 
Raiph, who was eventually killed by bandits in an 
ambush. It was after this that Commat began taking 
the credit for many of Raiph’s conquests, telling 
of their adventures with him as the hero and Raiph 
as the coward.
Now there was one particular story that really 
fascinated Hegor; Commat would tell how he and 
Raiph had stumbled upon an underground kingdom 
completely by accident. This was a kingdom ruled 
by the sinister Necron, an incredibly evil being 
of awesome power and influence over his devilish 
band of guardians and subordinates. Commat 
described how he had been forced to venture into 
the dark caves alone because Raiph had been too 
afraid. The story continued that they both had to run 
for their lives, chased by a gang of hideous dog-like 
creatures, the number of which would increase each 
time he told the story.
The part that intrigued Hegor about Necron-, he was



sure that his father had mentioned that name, he 
seemed to recall something about the underground 
world that Commat spoke of and was always 
pestering Commat to tell the story again. Commat 
was however, unable to elaborate further as he had 
not been there at all, having in truth heard the story 
form a drunk in a tavern, but he still managed to add 
new details himself each time he told the tale.
Commat’s favorite place for telling these stories was 
the tavern at Egdon, the Druid Inn. Before long, 
Hegor began to develop a taste for the frothy ale 
served up by big Rosie, the landlady. By now Hegor 
was spending as much time as Commat in the 
tavern, listening to his stories for hours on end, the 
ale and the damp smoky atmosphere all adding to 
the intrigue and fascination. All was well until one 
night Hegor had got so drunk that he had fallen 
asleep in the tavern, awakening to find himself alone 
in the tavern with big Rosie.
That morning inspired by this experience in the 
tavern, Hegor went out and killed a dragon he had 
been hunting for several weeks. From that day 
forward, Hegor would celebrate each of his 
conquests for at least a week, drinking copious 
amounts of ale and leaving no woman in the 
surrounding area safe. Thus Hegor’s reputation 
spread not only for being the most famous dragon-



slayer but also the most famous drinker and 
womaniser in the kingdom.
Several years on Hegor was still roaming the land 
seeking adventure, slaying evil-doers and dragons; 
all the time celebrating his victories in a way that only 
he could. But this was not to last, as he travelled from 
town to town, Hegor began to hear rumours 
of strange happenings at his home village of 
Thelston; at first the rumours were of complete fields 
of crops being totally destroyed in a single night, 
then of livestock going missing, of children being 
stolen from their beds and finally houses being burnt 
as the occupants slept.
Stories travelled throughout the land, of 
werewolves and ape-like men, controlled by some 
immense power, terrorizing other villages in the 
area. As the rumour and the accompanying fear 
spread so did the desolation, before long the whole 
kingdom was in turmoil.
The King called together elders from all over the 
land... After three days of talking the King finally sent 
out his decree: “W hosoever could put a stop to this 
destruction and remove the evil power behind it, 
would be entitled to claim the kingdoms crown and 
all its riches.” The King knew that if something was 
not done soon, his subjects would be devastated 
by famine and poverty.



Hearing of the decree, Hegor knew immediately 
that only he could destroy this evil force and save 
the kingdom. The trouble had started nearThelston, 
so he set off immediately, after all these years he was 
going home.
Hegor had been walking for two whole days before 
the surroundings began to look familiar, he was 
close now, a strange sense of foreboding filled his 
mind and the warm afternoon sun offered no 
comfort from the cold sweat that had broken out 
over his body. He didn’t know why he felt like this 
but he did know he was part of it, as if the terror and 
suffering was for some reason directed at him.
As he approached he could see wisps of smoke 
rising above the treetops, coming to the woods 
where he had played as a child he thought 
of the happier days when his father had taught him 
to fight and of when they had sat together against 
a tree whilst Thoron told the stories of his great 
adventures. Hegor found the old path that led 
through the woods to the village, a little overgrown 
now but still discernable.
Coming through the trees, Hegor caught his first 
glimpse of the village, it seemed to be deserted, but 
then he caught sight of two old men sitting 
on a bench outside a dilapidated old house on the 
outskirts of the village. The thatched roof was



threadbare and the stone walls bore the scars of 
many ancient repairs which were now crumbling 
again.
As he passed the two men were talking, seemingly 
oblivious of his presence. It occurred to him that 
there must have been many young men passing 
through the village recently, all wishing to claim the 
crown for themselves. Approaching the centre of 
the village, Hegor was amazed at the state of 
disrepair, many of the houses had obviously been 
empty for some time and were decaying rapidly. An 
old woman was fetching water from the well, bent 
forward, she stumbled several times under the 
weight of the pail, an old man dozed in the warmth 
of the afternoon sun .. .  All the people were old. 
Hegor remembered the dozens of children playing 
around the houses and in the woods, where were 
they all?
Hegor returned to the house where the two old 
men had been sitting, one had already gone, the 
other was lifting himself stiffly from his chair.

“Hey! Old man.” Shouted Hegor as he approached. 
The old man, now standing with the aid of a stick, 
slowly turned his head to face H egor.. .  he said 
nothing. Hegor came closer.



"Where is everyone? The children, the families 
where are they?"
“Gone," said the old man “All gone. All trying to 
escape the evil powers of Necron."
Hegor froze, recalling Commat’s story and the name 
he had heard his father mention as a child. The old 
man began to speak again, Hegor noticed the 
empty bottle of spirit by his chair, he was drunk.
“No one can escape Necron, he has destroyed 
Thelston and many other villages nearby, soon he 
will destroy the whole kingdom. Like yourself, many 
young men have come here trying to destroy him 
and his underground kingdom, none have returned, 
not even the great Thoron could survive the wrath of 
Necron.”
“Thoron you say? I am Hegor, Thoron was my 
father."
“H egor!.. .  You should not have returned here.”
“Tell me old man, the great beast that killed my 
father, was it sent by this Necron?"
“It was indeed. The beast “Vulcuran" is his guardian. 
Only once has the dragon left the underground 
kingdom of Durgan, to kill Thoron and put a stop 
to the almighty feud that existed between your 
father and Necron. That would have been the end



of it, but for you Hegor, when your father was killed 
you vowed to avenge his death, now Necron sees 
you as a threat to his power.”
Hegor remembered how he had felt as he 
approached Thelston earlier that day, how he had 
felt in some way part of all this, he also remembered 
the story his father had told him; of his friend Necron, 
who had turned to the ways of evil.
“But my father told me that he had killed Necron, 
that they had been friends until Necron turned evil 
and how he had been forced to kill him with this very 
sword.”
“What you say is true Hegor, Thoron did kill Necron 
and with that sword, but Necron has strange 
powers; the powers of darkness and evil. He can 
only be destroyed by a being who commands equal 
power; the power of good. Your father had that 
power but he was weary and became careless, 
he allowed Necrons soul to live because they had 
been friends. Now the evil one lives on in a decaying 
body, after all these years his revenge is almost 
complete, he has destroyed Thoron and all that 
remains is for him to kill you, cutting Thorons last 
blood line. You are the last remaining threat to his 
power and now you must also die, completing his 
plan, a plan that through a trail of destruction has 
drawn you into his web.”



For the first time in his life Hegor felt fear, but his 
need for revenge suppressed the fear and replaced 
it with the anger that had been pent up inside him 
ever since his father’s death.
“Why does Necron not send the great beast to kill 
me?”
“The great beast cannot leave Durgan. After so many 
years, it has grown fat from eating human flesh 
and is now too big to leave the caves which lead 
to Necron’s temple. Instead, Necron sends out his 
evil followers to take children from their beds at 
night, to feed the monster.”
“Then I must destroy Necron and his underground 
kingdom.”
“First Hegor, you must know the story of Thoron and 
Necron.” At that, the old man hobbled into the 
house, beckoning Hegor to follow.
Inside, the old man motioned Hegor to sit at the 
table in the corner. He then produced a bottle 
of spirit and two metal cups and struggled into the 
seat opposite Hegor.
Hegor drank thirstily after his long journey, the spirit 
had no obvious effect. The old man was stunned at 
how Hegor drank, for this was his oldest bottle and 
as strong as any drink in the kingdom. He refilled 
Hegor’s cup and began the sto ry .. .



The tale began with Thoron and Necron as children. 
The old man revealed that they were not in fact 
friends, as he had said before, but brothers, twins 
in fact, and how they had always been very close and 
went everywhere together.
One day when they had been playing in the woods, 
they had come across an old man who had fallen 
down, fascinated by his long white beard and 
flowing hair, they had helped him to his feet. The old 
man had scurried away without a word. The next 
day, the boys saw the man again, waiting for them, 
near to where he had fallen; the man thanked them 
for their help and told them he was a Druid and thus 
normally forbidden to speak, but as they had been 
so kind he promised to repay them.

Each day afterwards the boys met the Druid in the 
woods, at first he would just tell them stories, each 
one about a good man and an evil man, and at the 
end of each story he would always say: “And good 
finally triumphed over evil.” and the two boys would 
clap and cheer. One afternoon, after some weeks, 
the boys turned up as usual, to find the old Druid 
waiting for them, only this time he had some 
weapons with him; a spear, a bow and arrow and 
a sword.



For a year the Druid taught the boys how to use each 
of the weapons. At the end of every lesson, the old 
man would take the weapons away with him and 
forbid the two boys from saying anything to anyone, 
about their meetings. As the boys were starting 
home after one of the lessons, the Druid shouted 
after them to come early the next day.
When they arrived they were surprised to see that 
he only carried the sword and the bow with him.
He asked the boys to close their eyes, as they did so 
they both felt a strange sensation pass over their 
bodies. The old man then told Necron to think of fire, 
at that instant bolts of fiames flew from the boy’s 
hands and destroyed the nearest tree. Whilst they 
were still in a state of shock, the Druid told Thoron 
to think of good and as he did, he experienced 
a warmth envelop his whole body and an immense 
power in his hands. Necron was told that he must 
never use the fire against Thoron, forThoron’s 
power was equal to his and just by holding up his 
hands, Thoron could reflect the fire back at Necron 
and kill him.
The Druid then sat the boys down and began one 
of his stories. As usual, the tale told was of good 
triumphing over evil, concluding as always with the 
destruction of the evil man’s body and soul.
The Druid continued, telling the twins that the story



was really about them and that how Necron would 
become evil, using his special powers to destroy 
and corrupt. He also told of how Thoron would 
become the embodiment of all that was good and 
of how he would use his powers to suppress and 
stamp out evil.
With the story told the old Druid handed the 
sparkling sword to Thoron, the very same sword that 
Hegor now held, and the beautiful bow to Necron, 
without uttering another word, he then walked 
behind a tree and vanished never to be seen again.
The two boys did not understand what the Druid had 
told them and they soon forgot about their strange 
powers and the Druid’s riddle about their future.
The sword and the bow, however, remained very 
precious to the twins and they treasured them 
always.
Many years later when the twins had grown 
up and gone their separate ways, Thoron, on one 
of his many adventures came across a large town 
ruled by a much despised, rich and evil man. When 
Thoron asked why the townspeople did not throw 
him out of the town, they said it was impossible, that 
he was the very devil himself, that fire came from his 
hands and that with his bow he could shoot an arrow 
through the eye of a bird perched in the highest tree.



Thoron was stunned, it had to be Necron. The old 
Druids tale had come true.
He went to see Necron in his huge house, at the 
centre of the town. Necron welcomed his brother 
with such open arms and hospitality, that Thoron 
could not believe that his brother had done the 
terrible things that the townsfolk spoke of; burning 
down houses and executing entire families for not 
paying their taxes.
This belief was short lived, the following morning 
Necron showed Thoron all his riches, a whole room 
of his house was filled with precious things. Necron 
then offered to share his riches with his brother, 
saying that they could take over the neighbouring 
town and double their wealth. Thoron went wild 
at the thought that Necron felt he could so easily 
be corrupted, and a fierce fight ensued.
The two brothers knowing that their powers were 
useless against each other, began fighting hand 
to hand. They fought like wild animals for hour after 
hour but as dusk drew in Thoron eventually 
managed to overpower Necron and in an 
endeavour to rid the town of this terrible evil drew 
his sword and with one mighty blow severed 
Necron’s head from his body.
Standing over the body, exhausted, Thoron 
watched it change into a gleaming crystal, the very



symbol of evil, he uttered the words of the old Druid, 
“Good finally triumphs over evil.”
Thoron knew that the crystal could only be 
destroyed by the burning heat of the Earth s very 
bowels, but was unable to bring himself to burn his 
own brother s soul. Feeling safe in the knowledge 
that Necron could never again walk the earth, 
Thoron turned aw ay.. .
Suddenly the crystal began to glow and with 
a blinding flash vanished, taking the Druids bow with 
it . . .  unknown to Thoron, Necrons evil lived on! 
Thoron was hailed a hero among the townspeople 
but despite their pleading, would not stay and 
become their leader, for he was too ashamed at the 
suffering his brother had brought them. Instead, he 
settled in the nearby village of Thelston and married, 
his wife soon bearing a son.
Necron s soul was banished to the worlds of 
darkness, never to walk the Earth again. So, he 
created the underground world of Durgan and in it 
he lived with his hideous band of followers and 
Vulcuran his guardian.
The old man continued the story passing through 
time and unimportant events finally reaching the 
point of the death of Hegor’s mother, Naylar. Hegor 
knew most of it but he did not know that her death



had been caused by Necron and his pack of evil 
hell-hounds.
It was at this time that Thoron had realised Necron 
was still alive and sought revenge, not just on him, 
but also on his family. This explained why Thoron had 
never taken another wife, choosing to raise his child 
alone, and also why he had taught Hegor to fight, as 
he had been taught, by the old Druid.
So when the great dragon came to Thelston, Thoron 
was expecting it. He knew that he would need 
a bow, the like of Necron’s, to kill this beast and that 
a single arrow would be a mere pin-prick to such 
a huge monster. But with time and the mourning for 
his lost wife he had grown weary of fighting and, 
satisfied that Hegor was ready to take up the battle 
with Necron, he merely ensured that the dragon did 
not reach the village, before giving himself up to 
the beast.
At this point, the old man paused to refill Hegor’s 
cup before continuing “Now Hegor, it is up to you 
but remember the world of Durgan is filled with evil 
creatures and there is Vulcuran guarding the 
passage which leads to Necron s temple. Necron 
himself possesses great powers, magic powers, 
of which you must beware. Only an equal power can 
destroy him. You Hegor, do not have the physical 
powers of Necron or your father, but with the 
knowledge that Thoron has passed on to you, you



can destroy the soul of Necron and the world of 
Durgan. Remember that Necron’s fire was useless 
against Thoron. Find a means to reflect his bolts of 
fire and you can kill him, it is your destiny. Then 
Hegor, you shall become King.”
The two men continued talking and drinking bottles 
of the old man’s spirit which he kept producing from 
a dark alcove in another corner of the room, into the 
early hours of the m orning.. .
Hegor awoke with a start, for a moment he didn’t 
know where he was. He felt a sharp jab to his side 
and turned to see the old man lowering his stick. 
“Come Hegor, the sun is almost up, you have work 
to do, today you shall become King.”
Hegor went to the doorway, stepping out, 
he breathed in the cold morning air. Thelston 
looked, somehow different in the half light of dawn, 
and he could almost hear the children’s laughter as if 
they were playing in the village.
“You must not forget this Hegor,” said the old man 
handing Hegor his sword.
The old man led the way, the pace was slow and the 
old man leant heavily on his stick, but he did not 
complain. They came to the woods, beyond the 
farthest end of the village. Hegor stopped 
momentarily, the horrific memories of his father’s



body, hanging from the dragon’s mouth, all those 
years ago, flooded back.
. .  .Deep into the forest now, Hegor was becoming 
impatient at the old man’s slowness.
“Anyway old man, how do you know so much about 
my father and Necron?"
As he finished speaking, there was a low whistle 
in the air, at the same moment Hegor heard a great 
thud and the familiar sound of bones smashing.
He ducked instinctively, and there was silence. 
Turning quickly, Hegor gasped. The old man had 
been thrown back and lay slumped against a tree, 
an arrow protruding grotesquely from his right eye, 
blood began to trickle down the side of his face. The 
old man’s stick lay forlorn on the spot where he had 
stood just a moment before.
Hegor walked towards the body. He froze. The old 
man’s face was changing. It became the face of 
Thoron, the arrow had gone, he spoke “Today, my 
son, you shall avenge my death and become King.”
“Father!” Shouted Hegor.
As he shouted there was another whistle, Hegor 
dropped like a stone, to the ground. But this was a 
different sound, he looked up and stared in disbelief. 
The body was gone, only the stick remained.



Suddenly, the trees began to shake and the leaves 
on the ground were whipped up, swirling in the air, 
as his father’s voice echoed in the wind. “Good will 
truimph over evil.”

Hegor turned and started running, in the direction 
the old man had shown him. Gasping for breath, 
Hegor kept running, the undergrowth was thick 
here, but he was totally oblivious to the brambles 
and branches tearing at his flesh, as if in a desperate 
attempt to stop him. His father’s words filled his 
mind. Nothing could stop him now. Finally, after 
years of torment he was about to avenge the death 
of his beloved father.
Hegor came hurtling through the trees and stopped 
dead in his tracks. A vast marshland lay before 
him.. .



BARBARIANS -  SPECTRUM/AMSTRAD 
INSTRUCTIONS

Welcome to the world of Barbarian.
In this world you control our hero “Hegor”. Once the 
game has started you will see him standing in the 
marsh. Using the joystick or keyboard (or both 
simultaneously) you issue commands that control 
his actions. Thus enabling you to explore the world 
of Durgan.
You should always remember that Barbarian 
features context sensitive animation which allows 
the same commands to do different things 
depending on the situation Hegor is involved in.
In order to complete the game you must locate and 
destroy the crystal which is the source of the evil 
power of Necron. Once the crystal has been 
destroyed the volcano in which Durgan is located 
will start to erupt making it imperative that you reach 
the surface again before it blows.
The time that it took you to destroy the crystal is not 
only your score for the game but it is also the time 
which you have to get back to the starting point in



the marsh. This ‘about to erupt’ phase of game play 
is indicated by your score timer now counting 
backwards.
The game may be controlled from the keyboard or 
by a joystick in any combination. Whilst you are 
playing Barbarian you will see a strip of icons at the 
bottom of the screen. To choose the Icon you wish 
to use, move the joystick UP and DOWN, or use the 
O and P keys. The Icon you wish to use will be 
highlighted. To flip between the two Icon bars press 
FIRE. To choose a highlighted Icon press FIRE
OPERATING INSTRUCTIONS
Controls
Q = Move Man Left 
W = Move Man Right 
O = Move Icon Left 
P = Move Icon Right 
M = Select Icon 
Space = Flip Icon Bar

joystick (Kempston or Sinclair) 
joy Left = Move Man Left 
Joy Right = Move Man Right 
Joy Up = Move Icon Right



Joy Down = Move Icon Left 
Fire = Select Icon
Space = Flip Icon
LOADING INSTRUCTIONS

48k -  LOAD””
128k -  Use Tape Loader Option

BARBARIANS-C64  
PLAYING INSTRUCTIONS

Welcome to the world of Barbarian.
In this world you control our hero “Hegor”. Once the 
game has started you will see him standing in the 
marsh. Using the joystick or keyboard (or both 
simultaneously) you issue commands that control 
his actions. Thus enabling you to explore the world 
of Durgan.
You should always remember that Barbarian 
features context sensitive animation which allows 
the same commands to do different things 
depending on the situation Hegor is involved in.
In order to complete the game you must locate and 
destroy the crystal which is the source of the evil 
power of Necron. Once the crystal has been



destroyed the volcano in which Durgan is located 
will start to erupt making it imperative that you reach 
the surface again before it blows.
The time that it took you to destroy the crystal is not 
only your score for the game but it is also the time 
which you have to get back to the starting point in 
the marsh. This ‘about to erupt’ phase of game play 
is indicated by your score timer now counting 
backwards.
The game may be controlled from the keyboard or 
by a joystick in any combination. Whilst you are 
playing Barbarian you will see a strip of icons at the 
bottom of the screen. To choose the Icon you wish 
to use, move UP and DOWN. The Icon you wish to 
use will be highlighted. To flip between the two Icon 
bars press FIRE. To choose a highlighted Icon press 
FIRE

KEYBOARD CONTROL
Keyboard control is re-definable but the Default 
Keys are:-

FIRE (SELECT) RIGHT HAND SHIFT KEY

UP
DOWN
LEFT
RIGHT

RUN/STOP
COMMODORE’ SYMBOL 
CURSOR UP/DOWN 
CURSOR LEFT/RIGHT



PAUSE SPACEBAR
LOADING INSTRUCTIONS
TAPE: SHIFT RUN/STOP
DISK: LOAD"*",8,1

BARBARIAN -  C64 ANWEISUNGEN

Willkommen in der Welt von Barbarian.
In dieser W elt kontrollieren Sie unseren Helden 
“Hegor". Ganz zu Anfang des Spiels sehen Sie 
unseren Helden im Sumpf stehen. Sie kontrollieren 
seine Handlungen entweder über den Joystick oder 
die Tastatur (oder beide Instrumente gleichzeitig). 
Dies ermöglicht Ihnen, die W elt von Durgan zu 
erforschen.
Sie sollten immer bedenken, daß Barbarian sich 
durch die Ausffiurung der Bewegungen im Kontext 
auszeichnet, was es je nach der Situation, in der 
Hegor sich gerade befindet, erlaubt, daß die Befehle 
unterschiedliche Dinge ausführen.
Ziel des Speils ist es, den Kristall, der die Quelle aller 
bösen Kräfte auf Necron ist, zu lokalisieren un zu 
zerstören. Wenn der Kristall zerstört wurde, wird der



Vulkan, in dem Durgan liegt, wieder aktiv und zwingt 
Sie, die Oberfläche rechtzeitig zu erreichen, bevor 
der Vulkan ausbricht.
Die Zeit, die Sie zum Zerstören des Kristalls 
brauchten, ist nicht nur Ihre Punktezahl, sondern ist 
auch die Zeit, die Ihnen für die Rückkehr an den 
Ausgangspunkt im Sumpf zur Verfügung steht. Die 
Phase “vor dem Ausbruch“ wird durch 
Rückwärtszählen der Punkte angezeigt.
Das Spiel wird über die Tastatur oder/und mit einem 
Joystick kontrolliert. Während Sie Barbarian spielen, 
erscheint am unteren Bildschirmrand eine Iconen- 
Reihe. Zum Wählen eines Icons bewegen Sie sich 
HOCH oder RUNTER. Das von Ihnen gewünschte 
Icon wird hervorgehoben. Zum Wechseln der 
Iconen-Reihen drücken sie FEUER. Sie wählen ein 
aufleuchtendes Icon ebenfalls durch Drücken von 
FEUER.
TASTATURKONTROLLEN
Die Tastaturkontrollen lassen sich neu definieren. 
Die vorgegebenen Tasten sind:
HOCH
RUN/STOP-Taste
RUNTER
‘COM M ODORE-Sym bol



LINKS
Cursor-Tasten Hoch/Runter 
RECHTS
Cursor-Tasten Links/Rechts 
FEUER (WÄHLEN)
Rechte SHIFT-Taste 
PAUSE Leertaste 
tADEANWEISUNGEN 
KASSEnE:
SHIFT-Taste und RUN/STOP-Taste gleichzeitig. 
DISKETTE:
LOAD"*,8,1 eintippen.

BARBARIANS -  INSTRUCTIONS C64

Bienvenue au monde de Barbarian.
Dans ce monde vous contrôlez notre héros 
“Hegor”. Une fois que le jeu a commencé, vous le 
verrez debout dans le marécage. A l’aide du manche 
à balai ou du clavier (ou des deux en même temps), 
vous donnez des ordres qui contrôlent ses actions 
et vous permettent d’explorer le monde de Durgan.
Vous devez toujours vous rappeler que les 
caractéristiques de Barbarian comprennent une 
animation sensible qui permet aux mêmes



commandes de faire différentes choses selon la 
situation dans la quelle se trouve Hegor.
Pour terminer le jeu, vous devez localiser et détruire 
le cristal qui est la source du bouvoir maléfique de 
Necron. Une fois le cristal détruit, le volcan dans 
lequel Durgan a été localisé commencera à entrer 
en éruption et il sera alors impératif pour vous 
d’atteindre la surface de nouveau avant qu’il 
n’explore.
Le temps que vous avez mis pour détruire le cristal 
n’est pas seulement votre score pour le jeu mais 
également le temps dont vous disposez pour 
retourner au point de départ dans le marécage. 
Cette phase “sur le point d’entrer en éruption” du 
jeu est indiquée par votre score qui maintenant 
compte à rebours.
Le jeu peut être contrôlé du clavier ou par un 
manche à balai dans n’importe quelle combinaison. 
Pendant que vous jouez Barbarian, vous verrez une 
ligne d’icônes au bas de l’écran. Pour choisir P icône 
que vous voulez utiliser, déplacez-vous de haut en 
bas. Cette icône sera mise en vedette. Pour passer 
d’une barre d’ icônes à l’autre, appuyez sur FEU. Pour 
choisir une icône mise en vedette, appuyez sur FEU.



COMMANDES DE CLAVIER
Les commandes de clavier sont redéfinissables mais 
les touches de défaut sont:
HAUT
BAS
GAUCHE

RUN/STOP
SYMBOLE ‘COMMODORE' 
CURSEUR HAUT/BAS

FEU (SELECTION) TOUCHE SHIFT DE DROITE

INSTRUCTIONS DE CHARGEMENT
BANDE: SHIFT RUN/STOP 
DISQUE: LO A D ""8 .l.

IL BARBARO C64  
Istruzioni
Benvenuto nel mondo del Barbaro.
In questo mondo, tu controlli il nostro eroe “Hegor”, 
che all’ inizio del gioco si trova in mezzo alla palude. 
Mediante il joystick o la tastiera (o anche tutte e due 
simultamneamente) puoi dare comandi per 
controllare le sue azioni, andando, cosi ad esplorare 
il mondo di Durgan.
Ricorda sempre, comunque, che il Barbaro dispone 
di una caratteristica di animazione contestuale

PAUSE BARRE D’ESPACEMENT.



molto sensibile, che permette di usare gli stessi 
comandi per fare cose diverse, a seconda della 
situazione in cui viene a trovarsi Hegor.
Per poter completare il gioco, devi trovare e 
distruggere il cristallo che è la fonte del potere 
maligno di Necron. Distrutto il cristallo, il vulcano 
dove si trova Durgan comincia ad eruttare, per cui 
devi assolutamente tornare di nuovo in superfìcie 
prima che scoppi.
Il tempo impiegato a distruggere il cristallo non solo 
conta per il punteggio, ma è anche il tempo a tua 
disposizione per tornare al punto di partenza nella 
palude. La fase di “eruzione” viene indicata dal 
contatore che adesso conta alla rovescia.
Il Gioco può essere controllato sia dalla tastiera, sia 
dal joystick in qualsiasi combinazione. Durante 
l’esecuzione del gioco, una striscia di icone appare 
in basso sullo schermo. Per scegliere l’icono che 
vuoi usare, muovi in SU o in GIÙ. L’icona viene 
evidenziata. Per scoprire l’altra barra di icone, premi 
FUOCO. Per scegliere un’ icona evidenziata, premi 
FUOCO.
CONTROLLI TASTIERA
I controlli tastiera sono ridefìnibili, ma i tasti di default 
sono:
SU RUN/STOP



GIÙ SIMBOLO “COMMODORE”
SINISTRA CURSORE SU/GIÙ
DESTRA CURSORE SINISTRA/DESTRA
FUOCO (Seleziona) TASTO SHIFT DI DESTRA 
PAUSA BARRA SPAZIATRICE
ISTRUZIONI DI CARICAMENTO
Cassetta: SHIFT RUN/STOP 
DISCO: LOAD”*”,8 ,1.



INSTRUCTIONS DE )EU DE BARBARIAN
SPECTRUM/AMSTRAD

Pour terminer le jeu, vous devez localiser et détruire 
le cristal qui est la source du bouvoir maléfique de 
Necron. Une fois le cristal détruit, le volcan dans 
lequel Durgan a été localisé commencera à entrer 
en éruption et il sera alors impératif pour vous 
d’atteindre la surface de nouveau avant qu’il 
n’explose.
Le temps que vous avez mis pour détruire le cristal 
n’est pas seulement votre score pour le jeu mais 
également le temps dont vous disposez pour 
retourner au point de départ dans le marécage. 
Cette phase “sur le point d’entrer en éruption” du 
jeu est indiquée par votre score qui maintenant 
compte à rebours.
Le jeu peut être contrôlé du clavier our par un 
manche à balai dans n’importe quelle combinaison. 
Pendant que vous jouez Barbarian, vous verrez une 
ligne d’icônes au bas de l’écran. Pour révéler une 
seconde ligne d’icônes qui contient également des 
informations sur la situation du jeu, sortez par 
l’extrémité de la ligne I .



GAUCHE HAUT BAS DROITE STOP 
SAUTEZ COUREZ ATTAQUEZ DEFENDEZ 
FUYEZ

GAUCHE:
Déplace Hegor à gauche s’il fait face à gauche ou le 
fait tourner pour faire face à gauche s’il fait face à 
droite.
HAUT:
Hegor montera une échelle à la première occasion 
qui se présente.
BAS
Hegor descendra une échelle à la première 
occasion qui se présente.
DROITE:
Déplace Hegor à droite s ’il fait face à droite ou le fait 
tourner pour faire face à droite s’il fait face à gauche.
STOP:
Arrête les mouvements de Hegor.
SAUTEZ:
Hegor saute dans la direction à laquelle il fait face 
(remarquez que le saut n’est pas le même quand 
Hegor est en train de courir).



COUREZ:
Hegor court dans la direction à laquelle il fait face. 
ATTAQUEZ:
Hegor attaque d’une manière appropriée (tout 
dépend de l’arme qu’il utilise et de ce qu’il est en 
train d’attaquer).
FUYEZ:
Hegor se retourne immédiatement et s’enfuit (la 
pénalité est qu’il lâche ses possessions).

PRENEZ UTILISEZ
LACHEZ. . .  .ICONES D'OBJETS.. . .
SCORt/COMPUTEU R

PRENEZ:
Hegor ramasse la chose près de laquelle il se tient 
debout et la met dans son “petit sac magique”.
UTILISEZ:
Vous devez imprimer un déclic sur l’icône (montrée 
sur la ligne) de l’objet que vous voulez utiliser.
LACHEZ:
Hegor lâche l’objet qu’il utilise.



ICONES D’OBJETS:
Représentations picturales des objets que Hegor 
transporte, à utiliser conjointement avec la 
commande UTILISEZ. L’objet couramment utilisé 
clignote.
COMPTE DE FLECHES:
Le nombre de flèches portées par Hegor. Sans 
flèches, l’arc est inutile.
VIES RESTANTES:
jusqu'à trois petites images de Hegor indiquant le 
nombre de vies qui lui restent pour terminer sa 
mission.
SCORE/COMPUTEUR:
Le temps mis pour terminer votre quête jusqu’à 
présent. Dans la phase finale du jeu, quand le volcan 
entre en éruption, le compteur comptera à rebours 
indiquant le temps qui vous reste pour atteindre la 
marécage avant que le sommet de la montagne 
n’explose.



INSTRUCTIONS DE CHARGEMENT:
4 8 k-LO A D ""

128k -  Utilisez l’option chargeur de bande.
LES COMMANDES:
CLAVIER:
Q  = Déplacez Homme à Gauche 
W = Déplacez Homme à Droite 
O = Déplacez Icône à Gauche 
P = Déplacez Icône à Droite.
M = Sélectionnez Icône
MANCHE A BALAI (Kempston ou Sinclair). 
Manche à Gauche: Déplacez Homme à Gauche
Manche à Droite: Déplacez Homme à Droite
Manche vers Haut: Déplacez Icône à Droite 
Manche vers Bas: Déplacez Icône à Gauche
Feu: Sélectionnez Icône
ESPACE: Sautez une Icône



BARBARIAN -  SPIELANWEISUNGEN
SPECTRUM/AMSTRAD

Ziel des Spiels ist es, den Kristall, der die Quelle aller 
bösen Kräfte auf Necron ist, zu lokalisieren und zu 
zerstören. Wenn der Kristall zerstört wurde, wird der 
Vulkan, in dem Durgan liegt, wieder aktiv und zwingt 
Sie, die Oberfläche rechtzeitig zu erreichen, bevor 
der Vulkan ausbricht.
Die Zeit, die Sie zum Zerstören des Kristalls 
brauchten, ist nicht nur Ihre Punktezahl, sondern ist 
auch die Zeit, die Ihnen für die Rückkehr an den 
Ausgangspunkt im Sumpf zur Verfügung steht.
Die Phase “vor dem Ausbruch” wird durch 
Rückwärtstählen der Punkte angezeigt.
Das Spiel wird über die Tastatur oder durch einen 
Joystick kontrolliert. Während Sie Barbarian spielen, 
erscheint am unteren Bildschirmrand eine Iconen- 
Reihe. Wenn Sie das Ende der ersten Reihe 
überschreiten, erscheint eine zweite Iconen-Reihe, 
die weitere Informationen für das Spiel enthält.

LINKS HOCH/RUNTER RECHTS STOP 
SPRUNG RENNEN ANGRIFF VERTEIDIGUNG 
FLUCHT



LINKS
Hegor geht nach links, wenn er bereits nach links 
schaut, oder er dreht sich nach links, wenn er zuvor 
nach rechts schaute.
HOCH
Hegor geht die Leiter bei der nächsten Gelegenheit 
hoch.
RUNTER
Hegor geht die Leiter bei der nächsten Gelegenheit 
runter.
RECHTS
Hegor geht nach rechts, wenn er bereits nach rechts 
schaut, oder er dreht sich nach rechts, wenn er zuvor 
nach links schaute.
STOP
Hegor bleibt stehen.
SPRUNG
Hegor springt in die Richtung, in die er gerade 
schaut. (Beachten Sie, daß der Sprung 
unterschiedlich ausfällt, wenn Hegor rennt.)
RENNEN
Hegor rennt in die Richtung, in die er gerade schaut. 
ANGRIFF
Hegor greift in der geeigneten Form an. (Dies hängt 
davon ab, weiche Waffen er benutzt und was er 
angreift.)



VERTEIDIGUNG
Hegor verteidigt sich in der angebrachten Form. 
(Dies hängt davon ab, welche Waffen er benutzt und 
gegen was er sich verteidigt.)
FLUCHT
Hegor dreht sich sofort um und flieht. (Zur Strafe 
verliert er alles, was er bei sich trägt.)

AUFNEHMEN BENUTZEN 
ABLEGEN . . .  .OBJEKT-ICONE.. . .  
PUNKTE/ZEIT

AUFNEHMEN
Hegor nimmt alles auf, was sich in seiner Nähe 
befindet, und packt es in seinen “magischen 
Mantel".
BENUTZEN
Sie müssen dieses Icon klicken, um den 
gewünschten Gegenstand zu benutzen.
ABLEGEN
Hegor entledigt sich des Gegenstandes, den er 
gerade benutzt.



OBJEKT-ICON E
Bildliche Wiedergabe der Objekte, die sich in Hegors 
Besitz befinden; wird zusammen mit dem 
BENUTZEN-Befehl angewandt Das Icon für den 
gerade benutzten Gegenstand blinkt.
PFEIL-ZÄHLER
Abzahl der Pfeile, die Hegor bei sich trägt Ohne 
Pfeile ist der Begen unbrauchbar.
ÜBRIGE LEBEN
Maximal drei kleine Bilder von Hegor zeigen an, 
wieviele Leben iüm für die Erfüllung seine Aufgabe 
verbleiben.
PUNKTE/ZEIT
Die Zeit, die Sie für Ihre Suche bisher benötigten. In 
der Endphase des Spiels (vor Ausbruch des Vulkans) 
zählt die Zeitanzeige rückwärts. Dies zeigt Ihnen die 
Zeit an, die Ihnen verbleibt, um den Sumpf 
rechtzeitig zu erreichen, bevor der Berg explodiert

LADEANWEISUNGEN
4 8 k-LO A D ””

128k -  Benutzen Sie die Ladeoption für Kassetten.
KONTROLLEN
Tastatur
Q  = Mann Links 
W = Mann Rechts



O = Icon Links
P = Icon Rechts
M = Wählen des icons
Leertaste = Icohen-Reihe wechseln

joystick 
joy. Links 
joy. Rechts 
Joy. Hoch 
Joy. Runter 
Feuer 
Leertaste

Mann Links
Mann Rechts
Icon Rechts
Icon Links
Wählen des Icons
Iconen-Reihe wechseln

IL BARBARO SPECTRUM/AMSTRAD
Per Poter Portare a termine il gioco, devi trovare e 
distruggere il cristallo che è la fonte del potere 
maligno di Necron. Distrutto il cristallo, il vulcano 
dove si trova Durgan comincia ad eruttare, per cui 
devi assolutamente tornare di nuovo in superficie 
prima che scoppi.

Il tempo impiegato a distruggere il cristallo non solo 
conta per il punteggio, ma è anche il tempo a tua 
disposizione per tornare al punto di partenza nella 
palude. La fase di “eruzione” viene indicata dal 
contatore che adesso conta alla rovescia.



Il Gioco può essere controllato sia dalla tastiera, sia 
dal joystick in qualsiasi combinazione. Durante 
l’esecuzione del gioco, una striscia di icone appare 
in basso sullo schermo. Per scoprire una seconda 
striscia di icone contenenti informazioni sul gioco, 
basta portarsi fuori alla fine della prima striscia.

SINISTRA SU/GIÙ STOP SALTA CORRI 
ATTACCA DIFENDI SCAPPA

SINISTRA
Muove Hegor a sinistra, se è rivolto a sinistra, 
oppure lo gira verso sinistra se è rivolto a destra.
SU
Hegor sale la scala alla prima occasione.
GIÙ
Hegor scende la scala alla prima occasione 
DESTRA
Muove Hegor a destra, se è rivolto a destra, oppure 
lo gira verso destra se è rivolto a sinistra.
STOP
Blocca tutti i movimenti di Hegor.



SALTA
Hegor salta nella direzione verso cui è rivolto (il salto 
è diverso se Hegor sta correndo).
CORRI
Hegor corre nella direzione verso cui è rivolto. 
ATTACCA
Hegor attacca nel modo appropriato (a seconda 
delTarma e del nemico)
DIFENDI
Hegor difende nel modo appropriato (a seconda 
dell’arma e del nemico)
SCAPPA
Hegor si gira e scappa (lasciando cadere quello che 
possiede)

PRENDI USA METTI GIÙ ICONE 
OGGETTI
CONTATORE/PUNTI

PRENDI
Hegor raccoglie ciò che gli sta vicino e lo mette nel 
suo “sacchetto magico”.



USA
Fai clic sull’ icona dell’oggetto che vuoi usare.
METTI GIU
Hegor lascia l’oggetto che sta usando.
ICONE OGGETTI
Rappresentano gli oggetti che porta Hegor da usare 
con il comando USA. L’oggetto in uso è quello che 
lampeggia.
CONTO FRECCE
È il numero delle frecce di cui dispone Hegor. Senza 
frecce, l’arco è inutile.
VITE RIMANENTI
Sono le tre sagome di Hegor che denotano quante 
vite rimangono per finire il suo compito.
CONTATORE/PUNTI
Èil tempo trascorso fino a questo momento Nella 
fase finale, quando il vulcano sta per eruttare, il 
contatore inizia il conto alla rovescia, indicando 
quanto ti rimane per tornare alla palude prima che la 
cima della montagna esploda.

ISTRUZIONI DI CARICAMENTO
4 8 k-LO A D ””

128k -  Usare 1 ’ opzione di caricamento nastro



CONTROLLI
Tastiera
Q  = Mouve l’uomo a sinistra
W = Mouve l’uomo a destra
O = Mouve icona a sinistra
P = Muove icona a destra
M = Seleziona icona
BARRA = Rovescia la barra icona

joystick (Kempston o Sinclair)
SINISTRA
DESTRA
SU
GIÙ
FUOCO
BARRA

Muove l’uomo a sinistra 
Mouve l’uomo a destra 
Mouve icona a destra 
Muove icona a sinistra 
Seleziona icona 
Rovescia icona




