
A LEGEND IN GAMES SOFTWARE



IBting tke story ot Jack - Jolty Jack tfc Jester, 
fjero ot tyis Medieval mission ot daring and romance; 
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PRPLPft

U  n ee u p on  a  t im e  there iv os  a  jester catted  Jack -  lo lly  la ck , 
3ester by a p p oin tm en t to X in g  M a x im  o f  »4lCegoria. lo lly  Jack, 
m aster o f  w it  ancC repartee, breaker o f  the ice  a t parties w ith  a  
jo k e  here, a  tum ble  the re, a  qu ick  whack, o f  the p ig 's  b ladder 
elsewhere.

A s  Cong as lack, w a s at work., the Court o f  X in g  M ax im  w as 
a  happy place. H ow ever, this general h ila rity  served on ly  as a 
tem porary respite fro m  the sad  truth. For, as even the X in g  had  
to a d m it , theirs w a s not a  happy k in g d om ...

Local fo lk lore  has it  that the con tin u ed  peace, prosperity  
a n d  happiness o f the  Icing do m  w a s d u e in  no sm all part to the 
presence, am ong the Crown Jewels, o f  a  certa in  set o f  enchanted 
lan terns, the m ost revered  o f  w h ich  w as k n o w n  as 'The Black. 
Lam p o f iACleqoria'. A n d  it  w a s certain ly  true that an  ev il blight 
had  b efa llen  the k in g d om  ever since the lam ps had  been stolen -  
w h isk ed  a w a y  in  the d ea d  o f  n ight, i t  w a s sa id , by Dragons. 
S ince  then, the k in g d o m  h a d  been p lagu ed  by strange a n d  
m on strou s  bein gs ; s in ce  then , a n im a ls , b ird s  a n d  in sects , 
p re v io u s ly  d o c ile , w ere  n o w , u n d er  som e e v il in flu en c e ,  
attack ing the in n ocen t populace.

A n d  so it  w a s that jo lty  Jack w as w ork ing  overtim e to keep 
sp irits  up at Court. A n d  it  w a s n ot easy w ork  for h im , for 
beh ind  tne fa ca d e  o f  the je s te r ’s sm ile , there lurked  a  p a in  that 
ached  deep w ith in  h im  -  the p a in  o f  un requited  Cove. Not that 
the object o f his a f fe c t io n  d id  not love h im  in  return. Far from  
it . The problem  w as that she happened to be the boss's daughter -  
Her R oya l Highness the Princess urizetda.

Of course, the X in g  forba d e  such a  m arriage at fir s t . The 
id e a  o f  h is beloved  m a id e n  daughter w ith  that Tool -  i t  w as 
v irg in  on  the r id icu lou s ! A n d  it 's  true that Jack w a s a  bit short 
on  the u sual q u a lifica tion s : he w a s n 't  rich ; he w a s n 't  a  prince; 
he d id n 't  h a v e  a  k in g d o m : he w a s n 't  even  p a r ticu la r ly  
hand som e. H ow ever, soften ed  by the pleas o f his daughter, X ing 
F la x im  cam e up w ith  a  cun n in g  com p rom ise . He w o u ld  a llow  
the m arria ge  i f ,  a n d  on ly  i f ,  ja c k  cou ld  prove his w orth  bu 
seeking ou t the D ragons, a n d  bringin g  back a ll the enchanted  
lam ps in tact. I t  w a s  a  qood  p lan  -  he h a d  nothing to Cose i f  it  
fa ile d  -  except that h e 'd  have to f in d  a  n ew  je s te r . A n d  i f  it  
succeeded, w ell, h e 'd  have to let his daughter m arry this id io t, 
but it  w o u ld  be w orth  it  -  i t  w o u ld  be w orth  an yth in g  -  to 
restore h arm on y  to the k in g d om !
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Jack, h ow ever, w as not such, an  id io t  as the K ing believed. 
Spurred on  bu Cove, he  accepted  the challenge eagerly. But not 
b lin d ly , fo r  he w a s  fu lly  a w a re  that w ith ou t help, the quest 
w o u ld  be tan tam ou n t to su icid e . L uckily , he knew  w h o to turn  
t o . ..

D uring his tim e  o f f ,  w h en  not w oo in g  the prin cess, Jack  
w as w on t to hang out in  the taverns w ith  Pratweezle, the K ing 's 
sorcerer. Ever ready to help a  pal, Pratweezle w as able to con jure 
up tw o  m a g ic  sp e lls - the f i r s t  g av e  jack, the p ow er  o f 
recuperation , enabling h im  to cheat death a lim ited  num ber o f 
tim es; a n d  the secon d  gave la ck 's  belt buckle the pow er to em it 
splattering bolts o f pure T lagic!

And, so it  w a s  th at, h a v in g  bade a fond, fa re w e ll to 
d r iz e ld a , Jolty Jack  the Jester set fo r th , w ith  p u rp ose fu l 
expression an d  determ in ed  gait, on  that fa te fu l d a y ...
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p l a c i n g  m s .  s a m e _____________________________________________
THE QUEST
la ck 's  quest is to expCore the k in g d om  o f A ltegoria  in  order to 
f in d  the n in e Enchanted Lam ps a n d  return them  to their r igh tfu l 
p lace, A s he can  only  carry  one Lam p at a  tim e, a n d  as he is 
rnevitablg  going to be set u p on  by ev il E nem ies o f  one sort or 
another, the quest is likely to be, a t the very least, Cong, exciting  
a n d  dangerous -  or a t the w orst, dead ly !

The quest wiCl start in  a  certa in  part o f the k ingdom . There, 
in  that sam e p lace , you  w il l  notice an  em pty Chest, d iv id e d  into 
n in e  com p a rtm en ts , co lored  the sam e as the m iss in g  Lam ps. 
There are 20 o f these Chests dotted  arou n d  tfve K in gd om . I t  is to 
these Chests that Jack m ust return the n in e Lam ps.
THE LAM PS
The Lam ps are scattered fa r  a n d  w id e  throughout the k inqdom . 
When Jack fin d s  one, he m ust collect it  a n d  take it  back to any 
one o f  the Chests. But the B lack Lam p is d iffe ren t -  it is a lw ays 
gu a rd ed  closely by that m ost fearsom e o f  Enem ies, the D ragon. 
A n d  the D ragon w o n 't  g ive it  up u n til he's dead ! Every Dragon 
w ilt  have a B lack Lam p, so the on ly  w a y  fo r  Jack to return a ll 
the Lam ps is to fig h t every Dragon he m eets!
THE KINGDOM.
The k in g d om  o f A ltegoria , fo r  the purposes o f  Jack's quest, is 
d iv id e d  into lots o f  d iffe re n t  scenes. Som e o f  these are outdoors, 
the rest in d o o r s . T naoor scenes con s is t  o f  one screen on ly , 
whereas the outdoor scenes, such as w ood s , lanes or streets, are 
w id er  than one screen, a n d  consequently scro ll as Jack m oves 
a lon g. (The Spectrum  v ersion  does n ot  scroll, but in stead , the 
screen w ill  ftip  le ft /r ig h t) .

Outdoor scenes ca n  have ex its  to a d ja cen t scenes at the 
extrem e le ft  or right ends, a n d  also ex its to the rear a n d  to the 
fron t . E xits to the rear are denoted  by such n atu ra lly  occuring 
outdoor features as gates, d oors , stiles, etc. E xits at the fron t are 
m arked  by tw o m arkers. Thus w hen Jack leaves a  scene by a rear 
ex it , such as a  gate, the sam e ex it  w il l  be then becom e a  fron t 
e x it  o f the new  scene, a n d  its lo ca tion  w il l  be m arked  by the 
m arkers. A n d  v ice  versa.
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In d oor  scenes are m ore com p lex  in  that theu con ta in  such- 
features as tables, chairs a n d  barrels that ]a ck  can  ju m p  onto 
an d  fro m ; ladders an d  stairs that Jack can  clim b up a n d  d ow n ; 
an d  p latform s that ]a ck  can  w a lk  along or ju m p  on  a n d  o f f  o f. 
Like those outdoors , the in d oor scenes can  have ex its to the left, 
right, rear an d  fron t.
BONUS OBJECTS
Scattered a rou n d  the k in g d om  are v ariou s Bonus Objects that 
la ck  can  collect along the w a y . These take the fo rm  o f TTusical 
Instrum ents, W eapons, f o o d ,  a n d  Drink.

*411 these Bonus Objects are w orth  collecting for  their points 
value, but, m ore im p o r la n d y , they also have m agica l properties 
that enhance ]a ck 's  ab ility  to stay a live  an d  fig h t his Enem ies. 
This w il l  be exp la in ed  over the page, where w e  take a  closer took 
at ]a ck  h im se lf.

8



9

Buzzard

Troll

SCa

WerewoCJGobttn

Witch

3®



gU JTTE

Dragon

Dragon jig 
and Wasps

Note: Some monsters may not exist on certain computers

Crow

Bat

10

Imp

yer

ck,



JACK

J ack  walks w ith  a ja u n ty , bu t determ ined  g a it , a n d  an  
expression  of g r im  purpose. He's a n  agiLe chap, so he can  ju m p  
pretty well (a fter  ait, tum bling is part of the jester 's traciel). To 
protect Pvimseij aga in st the various Enem ies he has his enchanted 
belt buckle that can shoot ou t boits of pure TTagic!
CONTROLS
jo y s t ic k  con tro i is  recommenciecC, but Spectrum  anci *4.mstract 
ow n ers ca n  u tilise  keyboard  controis in s tea d . CB!M 64 ow n ers 
shouCd use joy stick  port tw o .

The jo y s t ic k  B utton  or fire keu. (Spectrum  a n d  »4m strad 
ow n ers  o n iy )  a re  a iw a y s  u sed  to Jire the F lagic B oits. The 
m ovem ent controis are a  bit m ore com p te x ...

EXIT REAR/CLIMB U P / 
STANDING JUMP

The K eyboard  controis are d e jin a b ie  on  the Spectrum  a n d  
A m stra d .

LEFT DIAGONAL JUM P/ 
LEFT UP STAIRS

RIGHT DIAGONAL JUMP / 
RIGHT UP STAIRS

RIGHT

RIGHT DOWN STAIRS

EXIT FRONT / CLIMB DOWN

LEFT DOWN STAIRS

LEFT
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Tn outdoor scenes ja ck  can  w a lk  le jt  a n d  riqht through- the 
s cro llin g  la n d sca p e s . For the p u rp ose  o f  m o v in g  betw een  
a d ja cen t scenes, he can  e x it  rearw ards (in to  the screen) w hen 
im m ed ia te ly  in  fron t  o f a  rear ex it , a n d  fo rw a rd s  (ou t o f  the 
screen ) w h en  im m e d ia te ly  beh in d  a  fron t  e x it . He m u st be 
fa cin g  fo rw a rd s  to use a  fron t  ex it , or ba ck w a rd s to use a  rear 
ex it. When n ot im m ed ia te ly  in  fron t  o f  a  rear e x it  or behind a  
fron t  ex it, he can  ju m p  instead .

I n  in d o o r  scenes the ex its  w o rk  in  the sam e w a y . I n  
a d d ition , la ck  can  w a lk  le ft a n d  right along the floor , a n d  along 
any ra ised  p la tform , table or ram part, etc. He can  also ju m p  up 
onto  things like chairs or tables, a n d  d o w n  o f f  o f them . When at 
the fo o t  or at the top o f a  lad d er, he can  clim b up or d ow n  it.

AIL these v a r ia t io n s  m ea n  th at ja c k  resp on d s to your 
con tro l in  d if fe r e n t  w a y s  a t  d if fe r e n t  t im es. H ow ever, the 
con tro l system  is in te llig en t enough to w ork  ou t the d esired  
response accord ing  to ja ck  s p osition  on  the screen.
ENEHtilJ
Thanks to the spells o f P ratw eezle , ja ck  has f iv e  Lives (Lucky 
CBTl 64 users get seven !). These are governed by his Energy level. 
A s  soon  as his Energy drops below  zero, he w il l  lose a  L ife . His 
Energy is  d ep leted  as a  resu lt  o f  d a m a g e  su sta in ed  w h ile  
fighttng E nem ies. He can  also lose Energy by fa llin g  or ju m p in g  
fr o m  too great a  height. H ow ever, Energy can  be regained  by 
collecting the bonus F ood  a n d  D rink  objects that can  be fo u n d  
along the w a y .
BONUS OBjECTS
The other Bonus Objects have d iffe r e n t  e ffects : every t im e la ck  
collects a  sh ield  he is  en d ow ed  w ith  m agtcal A rm ou r .m a k in g  
h im  in vu ln erab le  to the onslaughts o f his E nem ies. H ow ever, 
this in vu ln erab ility  lasts for on ly  tw enty d irect h its. But he can  
a lw ays go on  to collect another sh ie ld ...

L ik ew ise , co lle ct in g  a  m u s ic a l in s tru m e n t  g ives  h im  
in creased  'Bou n ce  Factor , rendering h im  im m u n e  to dam age 
(a n d  consequent loss o f  E nergy) caused  by fa llin g  too fa r . Thus 
w ill  on ly  help ja ck  for  up to ftv e  high ju m p s.

A n d  fo r  every w eap on  collected, la ck  gets Super Eire Power 
-  m ak in g  h im  ab le, fo r  h is n ex t  f i f te e n  shots, to k ill strong 
Enem ies w ith  ju st  one bolt fro m  his belt buckle! H ow ever, these 
Super Shots' w il l  not a ffe c t  the dragon .
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JA C K ’S ENEMIES

-L/very creature tfvat ]a ch  w id  m eet, whether h u m a n oid , an im at, 
or b ird , is  a n  E nem y. The d iffe re n t  Enem ies w d l  try to in f lic t  
d am  aye (a n d  resuttant toss o f  E nergy) on  fack,, so he m ust ftght 
bach v a lia n tly  w ith  his M agic B olts. But, d iscre tion  being the 
better p art o f  v a lor , there m ay  be tim es w h en  it  is better to 
sim pty get the hett out!

M ost o f  the Enem ies w itt  attach by launching som e sort o f
Pr o je c t ile  at ]a ch , w hether it  be E irebatt, L igh tn ing  Bott, 

pearhead, or w hatever.
The v a r iou s  types o f  E nem y d i f fe r  in  the a m ou n t o f 

d a m a g e  they ca n  in f l i c t  o n  fa ch  in  one go. Eor in stan ce , a  
D ragon can  cause a  tot o f dam age, whereas a  W erewolf w itt not 
cause so m u ch . L ihew ise , som e E nem ies w itt be harder to h id  
than oth ers. Thus it  w itt  tahe m ore hits to h id  a  D ragon than, 
say, a  W erew olf.

A s  a  generat rate, the m ore evtt a n d  v iciou s  an  Enem y is , 
the m ore d am age  it  w itt do to Jach, a n d  the m ore hits w itt be 
needed to h id  it .

Let's m eet, in  ascen din g  order o f evtt ness a n d  v iciou sn ess , 
the E nem ies...
WEREWOLVES
Once ju st  ord in ary  fo re s t -d w e d in g  w olves, these poor creatures 
have been turned  vnto m a n -ea tin g  W erewolves. E xtraord inarity  
s w if t  on  the attach , they hurl themselves at their v ictim , tearing 
into his body in  a  ftash un tit, satiated , they themsetves d ie .
A bou t the on ly  good  thing one can  say about W erewolves is  that 
they on ly  appear outdoors .
CROWS
A s befits  b ird s  o f the a ir , the Crows are fo u n d  on ly  ou td oors . 
They drop  in n ocen t toohing th isd ed ow n s  -  w h ich  exp lod e  on  
im pact! (These creatures do not appear in  the CBM 64 version  o f 
B loch L am p).
B U ZZ A R D S
B uzzards too are ou td oor creatures. Etying high in  the shy, they 
are a  d i f f ic u lt  target for fa ch 's  M agic Bolts. In  their talons they 
carry  ex p lo d in g  shuXts w h ich  they d rop  lihe  bom bs a t their 
v ict im .
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a o B i /m  w >u u u ,o :r.s
Taking  the fo r m  o f  sw ord sm en , archers, or spear m en . the 
G-obtin W arriors are a  fo rce  to be reckon ed  w ith . With the archers, 
ev il a rrow s  are the p re ferred  fo r m  o f w ea p o n ; w hereas the 
sw ord sm en  fire  bads o f f ir e  fro m  the centre o f their sh ields; an d  
the spearm en have  spearheads that su dden ly  detach  a n d  hurl 
them selves at the v ic t im . (Spectrum  a n d  *4m strad ow ners w ill  
only have to con fron t the spear m en ).
S L in E  WITCHES
The S lim e W itch is  an  ugly  o ld  crone w h o attacks her hapless 
v ict im  by sp itting out great globs o f revolting gooey green slim e.
Her fr ie n d , the Flying Slim e W itch, flies arou n d  on  a  broom stick  
that fires the slim e out o f the en d  o f  the handle!
TROLLS
These ug ly  green creatures have a  novel w a y  o f  attack in g  the 
unsuspectm g traveller. They bang the grou n d  feroc iou sly  w ith  
their ham m ers u n t il  sparks o f  f ir e  fly  out a t their in ten d ed  
v ictim .
W P S
S econ d  o n ly  to  the D ragons in  n a stin ess  are  the Im p s . 
R esem bling l it t le  tr id e n t-to tin g  d ev ils , they prefer the subtler 
fo r m s  o f  a t ta c k  -  n o n e  o f  th is  w e a p o n -w a v in g  or 
grou n d -b an g in g  fo r  them  -  they m erely unleash  flash ing flam es 
o f  E vil fr o m  the tips o f  their tridents! (Spectrum  a n d  *4.mstrad 
ow ners do not have to con fron t these ev il dem on s).

DRAGONS
The Dragons are in d eed  the m ost fearsom e o f  [Jack's opponents. 
There w i l l  a lw a ys  be one D ragon guard ing  the Black Lam p. But 
there m ay  be others lurk ing  a rou n d , o ften  blocking som e v ita l 
entrance or pathw ay.
A  D ragon s fo r m  o f  attack  is to breathe out fireba lls w h ich  are 
a im ed  a t the v ic t im  w ith  a  h igh degree o f accu racy . Jack can  
shoot these or try  to a v o id  them , but a ll the tim e h e  m u st be 
trying to k ill the Dragon itself.
lack 's  TTaglc Bolts w ilt  on ly  d am age a  Dragon i f  they h it certain  
vulnerable parts o f  its bod y . The D ragon w ilt  g ive  up its Black 
Lamp on  its death.
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SySTEn REQUIREnENTS
To play B loch  Lam p y ou  w ilt  need:
Spectrum  Owners: Spectrum  48JC, 1283C.+2 or u +3.
CB n 64 Owners: CBft 64/128
A m stra d  Owners: CPC 464, 664 or a  6128.
l o a d i n g  t h e  pR O G R A n

OTHER V IT A L  XN FO R nATtQ N ____________________

C om m od ore  6 4 /1 2 8  ta p e
H old  d o w n  SHIFT a n d  press R U N /STOP. Press PLAy on  tape.
C om m od ore  6 4 /1 2 8  d is k
Type LOAD ' * " ,8 ,1  a n d  press R E TU R N .
S p ectru m  483C
Tape LOAD" " a n d  press ENTER. Press VLAXl on  tape.
S p ectru m  1 2 8 /+ 2 /+ 3
Select the tape loader op tion  a n d  press E N T E R . Press PL A y on 
tape.

CBn 64
To start p lay, press FIR E  on  ]oy stich  in  port tw o . 
S p e c t r u m /A m s t r a d
Press ‘ I ' to start gam e or '2' to d e fin e  heys.
THE 8CREEN
D isp la y ed  a ro u n d  the m a in  p la y in g  area  o f  the screen  are 
various counters a n d  in d ic a to rs . ..
LATIP INDICATOR -  A t  B ottom  Centre. In d ica tes  w h ich  color 
Lam p  3ack  is currently  ca rry in g .
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A  m s t ra d  CPC 464  ta p e
H old d o w n  CONTROL am t press the sm all E N T E R  hey, Press 
PLAU on  tape.
A m s tr a d  CPC 6128 a m t CPC 664 tap e
H old  d o w n  SHTET a  net press the @ k ey . Type T A P E  a net then 
press R E T U R N . Hotct d o w n  CONTROL a n d  press the sm att 
EN TER key . Press PLAU on  tape.
A m s tr a d  CPC 6128,664 a n d  464 d is h
Type RUN "ta m p "  or RU N  " d is c "  a n d  press R E TU R N .
(JETTING. STARTED



SCORE -  A.t B ottom  Left. Keeps track  of your p layer's  current 
score.
BONUS OBJECT SyTTBOLS -  A t  Top o f  screen. The Shield  sym bol 
stan d s for A r m o u r , g a in ed  by collecting  a Shield ; the Karp 
sym bol (A n  A u ra  Cloud on  the LB PI 64) stands for  Bounce Factor 
-  ga ined  by collecting a  PI us Leal Instrum ent; a n d  the *4xe/Sw ord  
sy m bol stands fo r  Super Fire P ow er -  ga in ed  by collecting  a  
W eapon.
The sym bol w il l  start flashing to w a rn  y ou  a few  seconds before 
the ex tra  pow er runs out.
ENERUy B A R  -  A t  the B ottom  R ight.
LIVES -  A t  the B ottom  R igh t o f  the screen, in d ica te d  by the 
Baubles (those cute little fe s te r 's -K e a d s -o n -S tick s ). The num ber  
o f  Baubles in d ica tes  the num ber o f Lives le ft  after the current

£X T R *4  K E yB 0#4RE  CONTROLS

Pause
Unpause
=Abort
SCORXNa

CBP1 64
c=
c=
Q

S p e ctr u mSpectr
BREAK
ttre
BREAK
(w h en  paused)

•4ms t r a d
H
an
ES<

(four ob jective  in  p lay ing  B lack Lam p is to score as m an y  points 
as possible before y ou  ru n  ou t o f  lives. Uou start w ith  f iv e  lives, 
but a n  ex tra  on e  id a w a rd e d  every 100,000 p o in ts , tjou  are 
a llow ed  no m ore than seven lives (in clu d in g  the current on e) at 
any one tim e, y ou  score points fo r . . .

1. R eturning Lam ps safely  to a  Chest.
2. K illing  Enem ies.
3. Shooting the various enem y P rojectiles.
4 . Collecting Bonus Objects.

H ld H  SCORE T*4BL£
The K igh  Score table appears a fter  each  g am e. I f  y ou  get 
su ffic ien t  points you  can enter your nam e.
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l a t v p x

Score is g iven  w h en  a Lump  is returned to a  Chest...
S p e c tr u m / A m s  tr a d
BLUE L*4MPS 
REE L^ nP S  
PURPLE L^iMPS 
GREEN L ^ n P S  
CU4N LATLVS 
UELLOW L*4MPS 
WKTTE L*4MPS 
BL*4C3C L*4MPS

3,100 points 
3,200 points 
3,300 points 
3,400 points 
3,500 points 
3,600 points 
3,700 points 
3,800 points

CBn 64
3,000 Points are ga in ed  fo r  the first  Camp returned, 3,100 for  the 
second  Camp returned  a n d  so on  up to 3,800 P oints for the n in th  
Camp returned.
ENEMIES
P oin ts  are scored  fo r  hiCCing E n em ies, a n d  fo r  h ittin g  the 
projectiCes that m ost o f them  f i r e ___
E N Eny
E ragon
Im p
Troll
SCime Witch 
Elying SCime Witch 
GobCin Archer 
GobCin Spearm an 
GobCin S w ordsm an  
WerewoCf 
B uzzard  
Crow

K IL L
2,500

800
600
600
500
600
400
500
300
300
225

Points
Points
Points
Points
Points
Points
Points
Points
P oints
Points

PRO] EC TILE
EirebaCis 100
fla m es  o f E vil 100 
Sparhs 100
Green SCime
Green SCime 
A rrow s 
Spearhead 
f  treballs
ShuCt Bombs 
Thistledow ns

Points 
Points 
Points 

100 Points 
100 Points 
100 Points 
100 Points 
100 Points
100 Points 
100 Points

BONUS OB]ECTS
M USICAL INSTRUM ENTS: K arp , BugCe. Score 2,000 to 2,500 
points each.
WEAPONS: M ace &? Chain, »4xe, E agger. Score 1,500 to 2,000 
points each.
rOOE: Leg o f Pork,, B oar's H ead, R oast Turkey. Score 950 to 1,000 
points each -  pCus Energy.
ER/lNfC: GobCet o f  W ine, K orn  o f  A le , f la g o n  o f  Cider. Score 850 
to 900 points each -  pCus Energy.
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Lam ps a n d  Bonus Objects are collected  sim ply  by w a tt in g  over 
them . Only one Lam p can  be carried  at once, but there is no lim it  
to the num ber o f  Bonus Objects that can  be collected.
1f  y ou  are carrying one Lam p, a n d  y ou  com e across another. you  
can  sw a p  the one y ou  are carry in g  for the new  one s im p ly  bu 
w a lk in g  over the n ew  on e. I f  y ou  d o n ’t w a n t to sw a p , y o u 'd  
have to a v o id  w a lk in g  over the n ew  one by ju m p in g  over it
instead .
To return a  Lam p to anu Chest, s im ply  w alk , w h ite carryin g the 
L am p, in  f r o n t  o f  the Chest. The a p p ro p r ia te ly  co lo red  
com partm en t o f the Chest w ilt  then be fitted  in  accord in g ly . ALL 
the other Chests w ilt  also reflect the new  status.
SPEED AMD DXEnCULTlJ LEVELS
During each gam e o f B lack L am p, the action  w il l  get faster a n d  
m ore fra n tic  as the gam e progresses.
The f ir s t  tim e y ou  play Black Lam p you  w ilt  au tom atica lly  start 
on  the easiest d if f ic u lty  level. A  Chest w il l  a lw ays be located  in  
the startin g scene. The colors o f  the com partm en ts in  the Chest 
tell y ou  w h ich  Lam ps y ou  have to f in d . There w ilt  a lw a ys be at 
least one Black Lam p to f in d .
Later levels get progressively  m ore  d i f f ic u lt :  the speed o f  the 
gam e w ilt  in crease , a n d  the nu m ber o f  B lack Lam ps m ay  
increase, thus in creasin g  the nu m ber o f  D ragons y ou  have to 
encounter! Tf y ou  actually  succeed in  returning a ll the Lam ps to 
the Chests, y ou  can  con tin u e  the gam e, startin g  a t a  higher 
d if f ic u lty  level.
No tw o gam es o f Black Lam p w il l  ever be exactly the sam e. There 
can  never be a  set pattern  fo r  success, because fo r  each new  
gam e, the Lam ps, Enem ies a n d  Bonus Objects w ilt  be p laced  in  
new  locations.

COLLECTING- ATiD R E TU R N IN G  L A M P S AT*D OBJECTS
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