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THE LEGEND OF SINBAD
Setin the golden age of Caliph Al-Rashid, you play the role of the brave adventurer
Sinbad the Sallor. You are kidnapped and thrown into the dungeon of Sultan Salabims
fofress.
You must refrieve your treasures, and escape by defeating the fortress guards You then
need to transport your valuables on camels across the desert to your home in
Boghdad. On arrival, you must battle against the sultan’s personal bodyguards and
the giont Rot birds. Ullimately, you fight against evil Salabim who has transformed
himself into @ fire-breathing dragon.
Features include: 5 screens of action — each is a separcte game in itsell 5 haunting
tunes, beautiful grophics, impressive animation, and an ingenious password leature
allowing you 1o skip screens which you have already completed.

Game Author: Jason Benham,  Music: Robert Wesigate
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PLAYING INSTRUCTIONS
You control Sinbad via a joystick phigged into port 2 of your computer.

Passwords

When you press the joystick bution to start @ gome, you will be asked 1o enter ©
password. If vou dan’t know any or want 1o start the geme ktom scene 1, press the
button again. If you manage lo progress 10 scenes 2, 3 or 4, the contesponding
password is shown of the end of the scene. Entering @ valid passwerd enables you to
sart on a scene you have alrecdy reached, without having to piay through the ecrlier
scenes again.

Scene 1 —The Escape

To escape from the dungeon you must collect 2 keys and open the doces o the end of
the dungeon. To macke o key available you must collect 8 pleces of freasure — only
one key can be carried ¢l @ time, and the screen flashes when @ key Is avalleble
Avold the dungeon guards, vultures, serpents and the ‘death-gates” which openand
close repeciedly. You can fire by moving and pressing the joystick bution. Al certain
points, there are funnels Moving into these funnels means that you will exit at another
port of the dungeon. There is clso a magic lomp which, when collected, disables the
“death-gotes” and doubles your speed = if also enables you to run threugh the
oppasing characlers 1o score bonus points

Scene 2 —The Battle

You con move [eft and right on the platiorms, and 6lso jump up of down onto cther
plotforms by moving the joystick up or down respectively. The fortress guacds cppear
trom behind the doors: the leader of the guords has o bright-green top wherecs the
other guards have red tops. The leader kills you on consact, whilst the others must hit
you 4 times 1o kil you. You can swing your swoed left ond right (press joystick button
whilst moving) and you kill ordinary guards with one hit, whilst the leader takes 4 hits
The number of guards remaining Is shown as a row of men at the right of the scroll
Collecting o lamp eams you bonus points and cancels any hits you hove recéeived.
Scene 3 — The Desert Crossing

You must protect your camels from the atfacking desert creatures Aim your snots by
moving the black sight Once a shot has been firad, It con be guided by keeping the
joystick button pressed and moving lelt of right. Camels can be speeded up by
shooting them; § camels must be guided across the desert.

Scene 4 — The Final Conflict

There are 2 ports 1o this scene In the (irst, you battle against glant Roc birds ond the

sultan's bodyguards on thelr flying carpets The Rocs must be hit 3 times whilst the
take just one hit. Once you hove defeated them, the sullan appears cnd

transiorms himself into o dregon which must be shot 15 himes to complete the scene

and the gome.
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PRIZE COMPETITION

How To Enter

L} you complete the gome (withoul using any passwords) o congratulaiory message
dispiayed on the screen. 1o enter cur competition, simply write to us stating this
mesioge

The Prizes

All correct entries will be put forwoed for a draw to take place on 31st March, 1987. The
winner of the draw will receive: 0 beautiful carpel. a curved knile and o hond-carved
wooden horsemon (0ll genuine Arablen products). Five runners-up will @ach receive a
£10 consolotion prize and a trophy.

Rules

1. All entries must be accompanied by the SINBAD COMPETITION COUPON which is
printed by the side of these rules

2. All entries must clearly show the sender’s name, address, and age (if under 18),
and should be addrassed 10: " SINBAD COMPETITION ", Superlor Software Lid,

Regent House, Skinner Lane, Leeds LS7 1AX.

3. The closing date for receiving entries is 1t Morch, 1987,

4. The compony's decision is [inal and no correspondence ¢an be entered inta

5 The competition is not open 1o the employees of Superior Software Lid, the authors
of SINBAD their agents of thelr families.
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