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WARRANTY

SYNAPSE SOFTWARE warrants to the original consumer/purchaser
that this SYNAPSE SOFTWARE program cassette/diskette (not including
the computer programs) shall be free from any defects in material or
workmanship for a period of 90 days from the date of purchase. If a
defect is discovered during this 90 day warranty period, and you have
timely validated this warranty, SYNAPSE SOFTWARE will repair or
replace the cassette at SYNAPSE SOFTWARE's option, provided the
cassette and proof of purchase is delivered or mailed, postage prepaid,
to SYNAPSE SOFTWARE.

This warranty shall not apply if the cassette (1) has been misused or
shows signs of excessive wear, (2) has been damaged by playback equip-
ment, or (3) if the purchaser causes or permits the cassette to be servic-
ed or modified by anyone other than SYNAPSE SOFTWARE. Any ap-
plicable implied warranties, including warranties of merchantability and
fitness, are hereby limited to 90 days from the date of purchase. Conse-
quential or incidental damages resulting from a breach of any applicable
express or implied warranties are hereby excluded.

NOTICE

-All SYNAPSE SOFTWARE computer programs are distributed on an
“as is” basis without warranty of any kind. The entire risk as to the quali-
ty and performance of such programs is with the purchaser. Should the
programs prove defective following their purchase, the purchaser and not
the manufacturer, distributor, or retailer assumes the entire cost of all
necessary servicing or repair.

SYNAPSE SOFTWARE shall have no liability or responsibility to a pur-
chaser, customer or any other person or entity with respect to any liabili-
ty, loss or damage caused or alleged to be caused directly or indirectly
by computer programs sold through SYNAPSE SOFTWARE. This includes
but is not limited to any interruption of service, loss of business or an-

ticipatory profits or consequential damages resulting from the use or
operation of such computer programs.

The provisions of the foregoing warranty are subject to the laws of the
state in which the cassette is purchased. Such laws may broaden the
warranty protection available to the purchaser of the cassette.



OBJECT OF THE GAME

The object of the game is to reach the very core of SHADOW's
lair and destroy him. This is accomplished by progressively ex-
ploring the various colored levels of the lair and accumulating
the greatest number of points, bonuses and extra lives.

In order to overcome all of the obstacles and dangers that infest
the lair and triumph in the final battle with SHADOW you must
familiarize yourself with all 32 rooms of each of the colored
levels and retrieve the correct colored keys for all of the
passages. This is the only way to gain entry from one level to
another.

Unlike text adventure games, SHAMUS can only be mastered by a
long and arduous training period, in which your reflexes are
sharpened to a point where you can deal with the incredible
speed and viciousness of the attacks of the SHADOW and his
henchmen.



" Shamus

You are the SHAMUS. You may move in any of eight directions by
. using the joystick connected to JOYSTICK PORT 1. You may
shoot your ION-SHIVS in any of eight directions by pressing the .
TRIGGER button on your JOYSTICK and then moving the stick in
the desired direction.

lon-Shivs

ION-SHIVS (lonic-Short High Intensity Vaporizers). These
weapons are banned in every part of the galaxy. They totally
disintegrate any life form upon contact, unless shielded by Tri-
- Gamma body armor. CAUTION: You can only have TWO ION-
SHIVS on the screen at any one time.

Whirling Drones

Never underestimate the ferocity of whirling drones. They are
sneaky, and intensely sensitive to movement within the passages
of the LAIR. They are armed with molecular disruptors.

Robo-Droids

Relatively slow moving semi-mechanical androids. These droids
are methodical and never give up. They are also armed with
disruptors.

Snap-Jumpers

These self-propelled annihilators, cannot “think”. This feature
however makes them all the more dangerous. They are a strange
mutation who exist simultaneously, in two dimensions. They
“snap” in and out of your time-space continuum and are
therefore unpredictable and because of this quality extremely
quick. Their speed makes them VERY DANGEROUS.



The Lair
The LAIR consists of four levels of thirty two rooms each. The

colors in order of progressive difficulty are BLACK, BLUE, GREEN
and RED.

As you progress from one level to the next the action increases
in speed to the insanely fast LEVEL RED. You gain extra points
for completely clearing each room of intruders.

Keys and Keyholes

Each of the colored levels of the LAIR contains various colored
keys which are paired with matching colored keyholes. These
KEYS are picked up by SHAMUS by touching them. As they are
touched they are displayed in the right hand bottom of the
screen. When encountering a KEYHOLE of the matching color,
SHAMUS merely makes contact with the keyhole and the wall
retracts permitting you to proceed through the LAIR. If the wall
does not drop you have not obtained the correct color coded key.
You must retrace your way through the LAIR to find the KEY,
otherwise you will not be permitted past the KEYHOLE.

Extra Lives

The current number of lives are displayed in the upper right hand
corner of the screen. If you encounter a bubbling bottle in a room
you need merely to touch it to obtain and extra life. You may ac-

cumulate as mary extra lives as your skill allows.

Question Marks

By passing over these pulsating question marks you will invite
either bonuses or disaster! .



The Shadow

The arch-villian himself i$ constantly monitoring your activities ir
his LAIR (He knows when you are sleeping, he knows when
you're awake, etc.).

Be extremely careful when you hear a low pitched pulsing begin.
This is a signal that SHADOW is about to enter the room. You
CANNOT kill SHADOW since he wears TRI-GAMMA armor. You
can however, stun him. He remains stunned only for a short time
after which you had better move quickly.

Only in the deepest recesses of LEVEL RED will you find the
answer to this puzzie!

Pod Rooms

These rooms exist in another dimension and there is only a small
time window through which to gain entrance.

Skill Levels

There are four levels of play. These are selected by pressing the
(SELECT) button. Each level is SUBSTANTIALLY more difficult
than the last, so choose wisely.

Playing Tips

1. Observe the various characteristics of your opponenté, and
take advantage of their weaknesses.

2. Practice, practice, practice.

3. Play with a friend who can keep track of where you are in the
LAIR, while you fight for your life.

4. Retain your sense of humor!

If anyone can overcome the SHADOW, only the SHAMUS can.
Good luck!!!!



SPECIAL INSTRUCTIONS

SHAMUS FOR THE COMMODORE 64

Loading Disk:

Loading Cassette:

Options:

Special
Instructions:

Insert disk into the drive. Be certain
both the drive and the computer are
powered up — when the monitor screen
is lit, type LOAD, press the space bar,
then type “SHAMUS", 8, 1 then press
return. -

If you have any problems booting the
disk, remove it from the drive flip it over
and repeat the disk loading instruc-
tions.

Place cassette in player. Press play but- -
ton. Hold down shift key on keyboard.
Press run/stop button once. Release
shift key. When monitor screen reads
“Found”, push Commodore key.

If you have any trouble loading the
cassette, simply remove the cassette
flip it over and repeat the cassette
loading instructions:

You have the option of selecting one of
five different maps. The different maps
are labeled, ORIGINAL, HOLMES, CLU-
SEAU, MARLOWE and BOND. To
change the map press F3. The skill level
is changed by pressing F5. To start the
game press F7.

Connect your joystick to Port 1.



SHAMUS

Four levels of intense arcade action.
Requires Atari 800 or 400 with 16K and 1oystlcks.

You’ve finally made it. Your nerves and your guts tell you he’s
here . .. and the smell. The sickeningly sweet odor of decompos-
ing fruit; the SHADOW's trademark. Now all that’s left . . . to find
and destroy him before he returns the compliment.

You didn't know it was going to be this hard. After all, it is the
21st century and.your ION-SHIVS are probably the most
dangerous weapons in this part of the galaxy. They can drop a
fully screened sniffer-droid at 300 meters!

Out of the corner of your eye, a small black shape darts up to the
door and noiselessly enters the building across the rocket pad.
The memory of your last encounter with the Shadow jolts you,
like a neuro-stunner set on max. Images of ROBO-DROIDS, that
just don’t know when to quit . . . dark, sneaky WHIRLING
DRONES from a timeslip star system . ... and the lightening quick
SNAP-JUMPERS, that fry you for looking at them cross-eyed,
flicker through your mind. Still you've handled them before . . .
The big boy himself, SHADOW, is the one you're after!

As you silently enter the door coordinates into your teleporter,
the scanner indicates that there are four colored levels of 32

_ rooms each, and every room is bristling with danger. You know it
won't be a high school prom when you transport into the

- Shadow’s lair but there is no turning back. So with a grim
chuckle, you reach for the bottle of Nervo-Stim and energize the
transporter. You're ready as the Stim slides down warmly and
your biosensors click into high gear!

Tell the Shadow that SHAMUS is here!
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