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JOYSTICK REQUIRED

. 3 - MILLION SOLD IN JAPAN

It's 5000 BC and the Dark Comet looms once again over an anxious planet Earth. Five
thousand years ago when the comet visited a terrible devastation of the planet, a few
survivors were able to save the Earth from complete destruction by using the awesome
Power of Aura. The ancients stored the power into a star-shaped stone, and then broke the
stone into five parts. Each part was then buried along with a riddle.

Jason, a brilliant young archaeologist, has unexpectedly discovered one such riddle in the
ancient Balbian ruins. Join him now as he fights both time and hideous enemies of the
Underworld in his quest to gather the stones of Aura and save the Earth from Dark Comet!
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The life expectancy of your planet is just aut zilch unless

s game will electrify all five senses. You'll feel
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your brain will fizzle when you are confronted with§ §
a Ba"m;m riddle. You'd better be quick to escape

the wrath of the enemy; but you'd better not be too { %
hasty or you'll lose an Um)m unity to gain access to
treasure boxes and the knowledge of the ancients.

Jason has found a secret
map of the ancients. Now
the journey begins. Look for
the clues to some magical
objects that will help you on
this long, arduous adventure.

Warning: Be very attentive. Your enemies
are ugly, bad, and nasty! Look out for traps.
There will be burning pillars that appear
suddenly, splintering floorboards and gates
that will allow your enemies to enter your
room. Your agility will be severely tested, so
this is no time to get clumsy.

So, you want to be a hero, do
Su‘e you? Alright, then. Steady
1‘e° boy‘ those hands, tune up your grey

matter and come out fighting.
And don't blink!
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fouk PILEES. 35 g While your're working up a sweat with some quick footwork,

don't forget that you've got a brain between your ears. Listen
to the clues the old seers give you. Their advice may sound
strange but you'll look like a mouse in a maze without it.

If you find that you have an opportunity to get the magic
key, get it. It opens a treasure chest that contains an
object vital to your success in this game. Destroy enough
of these grizzly little monsters and you'll surely get one.
Use it to its fullest and you'll get the clues you'll need to
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