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You 're on a dangerous freasure
hunt, deep in the wndergraund

world of Dark Chambers, Wraiths,

uHzards, and moldering skele-
fons surround you. As you move
through this meandering maze.
you are stalked by the grim
reaper.

The exils you see lake you
only deeper into the mare. How-

ever, if you find the strategicaliy
placed weapons, you can fend
off your enemies while you
search for the hidden lreasure.
The secret potions you find
along the way will renew your
strength. But watch oul for hid-
den traps and deadly polsons.

Your strength will help you
autlast the weaker ghouls, Dt
are you a match for the strong-
est? Enter the underground
world of Dark Chambers and

find out!

System Requiremenls

» Arari XE game system console or
XE or XL computer
» Color television or color monitor

s Arari controller

(Getting Started

1. With your XE game system
turned off, insert the Dark
Chambers cartridge into the
slot on the tap of your console
as explained in your Owner’s
Manual.

2. Plug a contraller into port 1 for
one player, plug another con-
troller into port 2 for two
players.

3. Turn on your television or mon-
itor; then press [Power] to
switch on your system. The
Dark Chambers title screen will
appear.

4, Press [Select] to choose the
skill level and the number of
players [one or two). Or move
the controller left or right to
select the skill level; move the
controller up or down to select
the number of players

5. Press [Start] or player I's fire
button to begin the game,

6. During play, press [Select] to
pause the game; press [Start]
to return to the title screen.

Filaying the Game

You are lost in Dark Chambers.
Enemies, treasures, and curses are
scartered throughout all levels
from A to Z. Your goal is to survive
all 26 levels, and maybe beyond,
while taking as much treasure as
you can, You can descend from
one level to the next only by find-
ing the escape holes.



Your enemies, the dangerous
ghouls, are everywhere, At times,
they'll chase you., Other times,
they'll back off. Don't let this
fool you, though, Its just a ploy to
lead you farther from the escape
holes. Use your controller to move
through the chambers. Go through
the escape holes to move on tothe
next level, [In a two-player game,
you won't be able to walk any far-
ther than you can see unless your
partner goes with you. |

Search each chamber far treas-
ures and weapons. Pick them up
by walking over them. The treas-
ures and weapons you pick up
will appear at the bottom of the
screen next to your strength bar,

Stay away from the curses:
traps and poison. If you touch
them, they'll take away some of
your strength,

Ghouls drain your strength by
touching you. Shoot them by
moving your controller in their
direction and pressing the fire
button. Be careful, though. You
can't walk while you're shooting.
Ghouls will use that time to move
in and touch you.

Paotions and food are also hid-
den in the chambers. \When you

find one, pick it up O renew Your
strength. A bar at the bottom of
the screen will show you how
much strength you have left,

Find the hole to escape from a
level and descend to the next one,
As long as you have strength left,
you can ga through all 26 levels. If
you lose all of your strength, you
collapse and the game is over,

In a two-player game, if one
here collapses, the other player
must find a heart and shoot it. This
will revive the hero who collapsed,

Weapons and Treasures

Use weapons, potions, keys,
and holes to help you outsmart
the ghouls while you search for
treasure.

Note: If you find a weapon on
another level that is like one you
hawve already acquired, shoot the
weapon for bonus points. In a two-
player game, a weapon cannot be
shaot for bonus points until both
players have acquired it.

Guns increase your shoot-
ing speed.

f Daggers make your shots
mare powerful
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Shields minimize the
amount of strength you
lose when an enemy
touches vou.

Set off bombs to slay all
ghouls and curses in the
area you're in. Grab the
bomb and press the fire
burton twice. Or carry up
to 15 bombs and detonate
each one when the time is
right. |You can also press
[1] or [2] on the keyboard
to detonate a bomb for
player 1 or 2, respectively.)
Be Careful: You can also
detonate a bomb by shoot-
Ing it

Pick up potlions and food
to increase your strength.
(When your strength bar
is full, you don't need the
potions or food.)

o=y The more keys you pick

up, the more doors you
can unlock to enter secret
rooms, Each key unlocks
one door and is warth 100
points. You can carry up to
15 keys.

Holes lead to the next
fewvel,

n Locks open secret rooms,

I Grab strongboxes whern-
ever you see them to earn
points.

Snatch the valuable jewel
i amulets to iNcrease your
scare,
Chalices have been
&' hidden throughout the
chambers. Although the
silver ones are waorth a lot,

the gald ones are the mast
valuable treasure of all.

' Hearts are hidden

throughout the chambers,
But shoot a heart only
when your hero friend
needs it. Otherwise, the

heart will turn inta an
underground spawner|

Ghouls and Curses

The inhabitants of Dark Cham-
bers drain your strength by touch-
ing you. When shot, they mutate
to the next weaker form.

Zombles are the weakest
"E' form of ghoul. They explode

when you slay them.

Bone-shaking skeletons
i— covet your skin,
S
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Wralths try to scare you weaker level of spawner.

to death. Watch out, though. The
underground spawner is
Indestructibie.

Wizards hate live heroes.

They attack without mercy. Watch out for deadly pol-
sons. They'll drain your

= Grim reapers are the Strengtn.
‘ strongest form of ghoul, Traps have been laid for
They'll slice you down if you. They, too, will zap
you let them get close. your strength. The glowing
ones are the most
dangerous!
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‘ Spawners hatch new ghouls.
There are five kinds of
spawners capable of pro-
" ducing different levels of
— ghouls. Shoot the spawners
to mutate them to the next

Scoring

Scores appear at the bottom of the screen, next to your strength bar.

Ghouls and Curses
You earn points for each ghoul and ghoul spawner you slay:
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You lose valuable energy each time a trap, poison, or ghoul touches you.

Note: You lose only half the number of energy units if you have a
shield when you are touched.
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You also lose 1 energy unit every 8 seconds as you walk around the
maze,
Treasures, Potlons, and Food

You earn points for each treasure you coliect and gain energy for each
potion you drink:
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