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¥ou will be confronted bwv & léarge and complex Haze, which
contains somewhere within it a glittering and fabulous Treasure.
You not only have the problem of +Ffinding the treasurs and
bringindg it out of the maze. wou must alsoc face the guardians of
the maze in the form of a host of fearsome Mazogs. Even if vyou
sur~iwve their attacks wou could still starve to death if you get
hopelesslv lost. Fortunately, there are various ways in which you
can get help on this dangerous mlsslon.

The program will draw a differrent maze for esach mission, _ and
place in it the MHazogs. the Mazogs®™ Prisoners, some handy Bwords,
and of course, the (reasure.You will be placed at an entrance.
You will not see all of this maze either before or during the
the maze - the portion contaimning you, wherever you happen to be.
This portiocn 1s magnified during its transfer to the screen, and
information in the maze 18 transformed into animated pictures.
L.DAED Froge aam

Mo, the Mazog= are not attacking — this is just the Title. Fress
anv key to go on at any time during the title. There are three
levels of difficulty. The first 18 to get you uvsed to the game,
especiallv the keying. The other two involve more action and
rules, so 1t's recommended that vou:z

1 TRY LT OUT

While the maze i# being drawn, which takes S5-10 seconds, a
mezssage will remind yoo which kevs are used. When the game starts
inot vetl yvou will move around the maze using four keys. Ypu have
the cholce of two sets of Kavs.

M.A,D & ¥ are logically arranged, W for up., A for left etc.
Althouah W.5.H % J are initially not so easy. they are the
recommended set for the speed of moverent needed during parts of
the game. It mav help 1 ¥ you rotate your machine slightly anti-
clockwise. Feve VY and ¥ will be mentionsd later.

ODccasional 1y vou will get * THE MAIE IS BEING REDRAKMN". The
program draws the maze randomly and 14 not satisfied with it's
harndiwork - 1§ the maze isn't complex enough - it does it again.
Fress any k#y. This is the largest piece of the maze you will see
during a game and is called & View. The wide grey band down the
middle is the division between two mazes. In actual Ffact the

mazes are identical. What you can see is the right of the left
maze and the left of the right maze. Right® If yvou don't follow
what is going on, it matters little. All you really need to know

16 that you can enter Right or vyou can enter the same maze at the
left wWithout having to go all the way round to +#ind the other
doorway . our choice will depend on what vou can see in thess
limited areas. The key to the maze symbols is -

¥ or ¥ 15 a Mazrog 5 15 a sword

F o P is a prisoner Tor T is the Treasure



The white spaces are passages and the black areas. swords,
prisoners and the treasure are always impenetrable. You are
always in the middle of a View and may be any one of a number of
symbols. At the moment you are "1° and there is a sword next to
WLl . Freds L or R Once decided, vou cannot change wvour mind.
Press any key for information.

"CHECKIMNG DISTAMCE® The program at this stage is ensuring that
the treasure is at least 120 moves from your starting point. 14
it*'s too close then it will be moved.

*SITUATION REFORT® This is given not only at the start of
the game but can be asked for at any time you are in the mnaze.
For this game wou are only given the nunber of moves to the
treasure. This may be anything for 120 to over 400. ( Yes, 400
| I
You are now ready to start the game. Fress 5. There vyou are,
standing ready to go. Above you is a sword. Swords are used for
killing Mazogs but as Mazog blood is pretty powerful stuff. a
sword can only be used once. You can fight a Mazog without a
eword but you only have a S30/50 chance of winning. There are 38
Mazogs and 40 gwords. This socunds like an easy operation. but
quite often swords are like policemen - never around when Yo
need them. Some of the swords will be inaccessable. To collect a
sword all you do is try to move into that sguare. Pressing W will
give you the first sword. You can't collect another until vou've
used the one you have, so vou won't be able to wander the maze
making a collection. Now vou can try moving about. When vou get
used to the idea of the maze moving and master keve, vou will be

able to scamper about guite fast. When vou CoOme ACFOSS. ... .
A sword — you will have to leave it until vou are swordless.
A Mazog - vyou can come right up to him guite safelyv. IFf wvou

fight him vou will need to find anpther sword.

A prisoner - then your mission can start. Prisoners are former
treasures seskers who, through the very occasional leniency of the
Mazogs. has been allowed to live, but has been bricked up in the
walls of the maze. They can be recognised by their eyes blinking.
I¥f yvou try to move into a "prisoner square he will stop blinking
(deep in thought ?) and then tell yvou the way to the treasure.
"THIS WAY® messages will show you the Route all the way to the
treasure. There must be a catch in it somewhere ' There is.
Although vyou are a super hero. your memory is not guite what it
should be and after a time. about ten seconds, vou will forget
the complex instructions and the Route will disappear.

5o, after getting the Route from a prisoner, wou need to belt
through the maze as fast as possible before it is forgotten. You

will then need to find another priscner. You can ask the same
prisoner a8 many times as you want, esi1ther on the wavy to the
treasure or on the return journey. On the return vou will be

given the Route to the maze Exit. [t is most advisable to run the
route holding a sword.

LA 2w

I+ vou are lost, or looking for a sword or prisoner, oF want to
s&& the route over a wider area, then press V. The View lasts for
2 seconds but you canm use it as often as vou like. Grey lines
show the edge of the maze.

¥ For STOF

ki



Pressing Y will stop the game and tell you how far you are from
the treasure. If yvou have the treasure it will tell you how far
vou are from the Exit. If you are lost and can't find a prisoner,
wou can use the Situation Report, make a couple of moves and than
use it again to find out if you are getting "warmer’.

THE TREASLIRE

When vou get to the treasure (all sparkling and glittery !}, try
to move onto it. You now have the prize ' 1§ you have a sword at
the time vou will leave it behind.

THE RETLULURR

The return journey should be guite esasy. Any Mazogs on the Route
will have been killed, =c the only danger is losing your way and
bumping into one. You will #ind that if you bump into a sword,
the treasure and the sword will be exchanged. This move is only
useful in other games. The treasure and the sword can easily be
re—-exchanged.

HOME

When vou get bBack to the start lon View only) wou will be greeted
by a friend and the Exit will appear. At the end of every game
vou are given the option of goang on to another. or before that,
having & look at the whole maze vou have just tried.

Frress M

The top left guarter of the maze will appear. Using the keys
W.5.H & J vou can now move up and down the maze to its limits and
across the maze in either direction for ever. Fressing P (Frint)
wWill print in the route from the entrance to the original
location of the treasure. Your position whether you are back at
‘base’, on the route, lost, or dead, will be marked with a grey
sguare. Fressing © (Rubout) will clear the routey;y G will give
another game.

= FfAacE A CHAaALLERNGE

There are four new features in addition to those in game 1.

1. Mazogs are not guite as= inactive as they appear. They can now
spot vou if vou are either immeadiately to the lett or right of
them, and they will jump on you and fight. You won*t be able to
get past the Mazog in the picture however fast you run.
Z2.5ITUATION REFORT. There is the strong possibility that if you
do too much wandering in yvour search yvou will starve to death. he
number of moves vou have 18 always four times the moves from the
start to the treasure. This may soom guilte generous, but i wou
have to do a lot of running about leaking for a much needed sword
or prisoner, it's surprising how guickly the moves left to go,
will jump down towards zero - dead ! Information and especially
Views aleoc gobble up moves. You can gain more moves by attacking
and killing Mazogs. As they will always attack wvou from the side,
you can only attack thes from above or below. So, 1f vyou are
running short of moves AND have & sword AND can Find a Mazog AND
he 1s in the right position ANMD vou hawve enough moves to get to
him THEM extra moves are yours '!

3. VIEWS

Fressing WV for a view will automatically clear any route to the
treasure or "bhase" from the maze before it"s shosn.

4. BCORE

At the end of a successful game vou will be given a score which



is the number of moves wou have lodt, including those made by
killing Mazogs. a5 & percentage of moves wvou were given at the
beginning of tHe game. You can, (of CoOurse, INCrease Yyour ECorse by
Wwandering from wvour route at the right moments to despatch the
odd HMazog just to increase your score. Un the return you can do
the same after dumping the treagure at the site of a sword. Your
gcore can be more than 1000,

= HMaMlAalC FMOBILE MAaZzOoscs

This is what 3t"% &l1 been lesding vuo to' WwWill vou be able to
cope with.....

ALL MAZDRE JUMF ABEDUT in the maze in a2 traghteninaly unpredictable
mannar. There are two defences against them.....

SWORDE. FRunning the maze without a sword 15 suicidal unless vou
keep using Yiew to ses that the "coast is clear”. [# vou fight a
Mazog it's8 bewt to kEnow Wwhere vour nest sword ie. Mazogs will
somet imes come in twos or threes !

FOBITION, Any Mazog above or below vou is guite harmless, so that
periods of hectic dashing about can be less profitable than
wazrting i1n a safe position for a Mazog to move off elsewhere.
"Hazog pushing” 15 the dangerous art of manoceuvering a Mazog wp
or down  thé maze wntil vou reach &4 sword., turnoff or other
obiective.

DOM*T FORBET that with the nasties on the move. the return
TOLr ney can be 1ust as hazardous - more sSo., as you can't Carry
the treasure and & sword. Mowves gained for attacking amd killimg

a HMazog are higher. but tha task is. vou will find. much
trickier.

VIEWS will last longer and cost less 1n moves. They don"t stop
the Mazogs from moving. For View first position vourseld safelv.
I1¥# vou don*t or can,.t, vou could wview a Mazog (X} jumping towards
vou and be wnable to do anything about 1t. I one attacks during
View, 1t will 1mmed:atelv end, as might vou'
FRISONERS Any prisoner who tells vou the Route to the treasure or
to the Exit will (how sad) die from this wunexpected mental
BHErClSe, s0 they will have to be used with great care. Using
them all on the way to the treasure w«w€ill make the return journey
a matter of great memory and greater luck. You also have to be
careful mot to run intoc thes atcidental lv.
RETLHRKM As already mentioned. gEtting back with the treasure may
be more hazardous than finding it. 1§ vou meet a Mazog you canm —
- Find a safe position and wailt +for him to QgQo AW .
Incidentally. 14 vou want the Hazogs to jump around faster. press
a key to try to move you into a wall.
- Go and find a seord, dump the Lreasure, find the Mazog and
kill him, and then go back and find the treasure.
- Do some “Mazog-Fushing®.

ADDIT IORMRA&GL. HNOTES
In the situation report yvou are given the option to "buy® a sword

in cases of desparate need. You'd have to be desparate - the cost
of vour sword is half the moves you have left.
#t the end of the game, and you press F to solve the maze, it

will be solwved +Ffrom the start to the original site of the
treagsureg. If the treasure has been carried from 1Le original site
and then dumped, that site will be marked bv an inverses asterisk.

& Copyrght 1982



	Mazogs Manual Page 1
	Mazogs Manual Page 2
	Mazogs Manual Page 3
	Mazogs Manual Page 4

