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WARNING: READ BEFORE USING YOUR PLAYSTATION™ GAME CONSOLE:
A very small percentage of individuals may experience epileptic seizures when exposed to . v |
certain light patterns or flashing lights. Exposure to certain patterns or backgrounds on a tele- -~ @ Lharacter Assessment
vision screen or while playing video games, including games played on the PlayStation game . Re i 0l Durel
console, may induce an epileptic seizure in these'mdmduals. Certain cond}tlons may }nduce e aindo o - The Hero
previously undetected epileptic symptoms even in persons who have no history of prior s _ L a e
seizures or epilepsy. If you, or anyone in your family, has an epileptic condition, consult your ~ Starting The Game 0 R
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physician prior to playing. If you experience any of the following symptoms while playing a " E Th :
video game — dizziness, altered vision, eye or muscle twitches, loss of awareness, disorienta- | o
tion, any involuntary movement, or convulsions - IMMEDIATELY discontinue use and con-
sult your physician before resuming play.

WARNING TO OWNERS OF PROJECTION TELEVISIONS: . = ik e S
Do not connect your PlayStation game console to a projection TV without first consulting the . » g B i
user manual for your projection TV, unless it is of the LCD type. Otherwise, it may permanent-

ly damage your TV screen.

HANDLING YOUR PLAYSTATION™ DISC:
*  This compact disc is for use only with the PlayStation™ game console.
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* Do not bend it, crush it, or submerge it in liquids.
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e Do not leave it in direct sunlight or near a radiator or other source of heat.
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*  Be sure to take an occasional rest break during extended play.

«  Keep this compact disc clean. Always hold the disc by the edges and keep it in its
protective case when not in use. Clean the disc with a lint-free, soft, dry cloth, wiping in
straight lines from center to outer edge. Never use solvents or abrasive cleaners.
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DEATHTRAP DUNGEON, THE BEGINNING

Fang, the Town of Lost Souls, once known as the Town of Plenty is
ruled with an iron fist by the tyrant Baron Sukumvit. Deep in the hillside
overlooking Fang, he built a labyrinth of trap-filled passageways and

You see Baron Sukumvit himself standing by the entrance, waiting to
wish you well, along with a great throng of townsfolk. You turn to face

 the silent crowd. To them, you are their last hope. But you can tell from

their faces that they do not expect you to succeed. After all, many have
- tried, and many have died. Even the great Dragon himself does not seem
~ to mind these attempts to destroy him. It is said he enjoys the 'sport'.
Nevertheless, you are sure of your abilities, for you are strong and fast,

rooms populated by stomach-churning creatures of evil. He named it
| Deathtrap Dungeon. All those who opposed him were dispatched to the
dungeon. None came out alive. Yet the Baron was a gambling man at
heart and loved notoriety. He let it be known that anybody in the lands
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beyond Fang would be welcome to enter the dungeon of their own free
will. If they killed the supreme beast, Melkor the Red Dragon, and came

_out alive he would offer a purse of 10,000 gold pieces and the freedom of

the town. The first year, seventeen brave warriors attempted "The Walk" ,
as it later came to be known. Not one reappeared. You have decided that
you will attempt "The Walk", for the reward, or perhaps to free the peo-
ple of Fang from the evil Dragon, and to avenge those that have suffered
under his foul dominion.

For three days you enjoy Fang's greatest hospitality and are treated like
a demi-god - you may be the citizen's saviour, and they are grateful.
Nevertheless, you cannot help but notice that the celebrations have the air
of a wake around them - your wake. Then the day of your trial dawns. A
trumpet call awakens you from vivid dreams of flaming pits and giant
black spiders. It is time.

Ahead you see the looming hillside and the dark mouth of a tunnel dis-
appearing into its inner depths. As you approach, you notice two great
stone pillars on either side of the tunnel entrance. The pillars are covered
with ornate carvings: writhing serpents, demons, deities, each seeming to
scream a silent warning to those who wouldpéés beyond them.
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and undefeated in battle.

You take in a final deep breath of cool fresh air before turning to pass
between the stone-pillared gateway into the dragon's corridors of power,
to face unknown perils on "The Walk" through the deadly Deathtrap
Dungeon.

DEATHTRAP DUNGEON, THE QUEST

Your quest is to slay Melkor the Red Dragon and get out of the dun-
geon alive! As you progress deeper into the dungeon, you will need to
collect all the weapons and magics you can to aid you. The dragon is a
disgustingly powerful enemy, and he has many allies, some of which are
almost his equal in power. You begin the game at the start of the first
level, the Spire. As you complete each level, you will be given a summary

of your performance, and a short 'mission briefing' on what you need to
do to finish the next level.

Good luck, and may the gods of Fang go with you. You'll need them.
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YOU HAVE THE CHOICE OF ONE OF TWO CHARACTERS TO
HELP YOU COMPLETE YOUR QUEST:

RED LOTUS - THE HEROINE

Red Lotus can't remember where she was born. She was seized by marauding pirates
at an early age and made a slave. Her masters were some of the most despicable scum-
bags ever to sail the seas. Red Lotus was 'brought up' in an atmosphere of pain and ter-
ror. Plotting and scheming she watched and learned every dirty trick in the book, and
every nuance of killing and slaying was all that interested her. She became as skilled
in the arts of war as any warrior. When she grew to
womanhood, the pirates took a different kind of
interest in her. She had to kill five of them before they "
would leave her alone. They grew to respect her, or
more accurately, fear her. A driving ambition,
never to want for anything again, was born out of
the rage and hatred that blossomed in her heart.

Nor would she give herself to a man, and any that
tried to take her died under her flashing blade.

No, only one man was worthy of her love - he
who could defeat her in battle. None have suc- s Er—
ceeded, though many have tried. For Red Lotus _— e
is as alluring, and as lovely as any painted
courtesan of the cities she has so joyfully sacked in
the past. She has a terrible beauty, that makes men
desire her, and dread her, a heady combination.
Like the moth is drawn to the flame, or the male
spider is drawn to the female black widow, so
are men drawn to Red Lotus - with similar
results. Now Red Lotus has come to Fang in
search of wealth and fame. And woe betide -
ything that stands in her way.
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CHAINDOG - THE HERO

Chaindog, a name won in the savage war pits of the barbarian north. He was brought
- up to fight tooth and claw in the arena for the entertainment of decadent nobles and fat
~ merchants. He was so brutal, so vicious and cunning that the guards had to keep him
- chained up, like a dog, to be 'unleashed’ only when he was required to fight. Hence his
name. Chaindog. The only word he ever responded to, the only
word that meant anything to him. In a life of violence and
sudden death, he held onto that name, held onto
the sense of identity that it gave him. The belief that he
would not be Chaindog forever, that
he would escape and live another life
kept him going through the dark
years. As homicidal as he was
mighty, he soon rose to be champion
of the War Pits.

And then, one day, his jailor made a mistake.
Instantly, Chaindog was upon him and, moments
later, the jailor lay dead, nearly every bone in his
body broken. After hours of frenzied revenge against
his captors, he escaped. He began to wander the lands in
search of that which he had lost, to behave as a man and not
as a psychotic assassin. After some limited success in this
area, he realized he knew nothing else but violence. He
came at last to Fang, in search of wealth. Here, at least, he
would be paid handsomely for his brutal skills. With
money, he can retire to a life of ease, and end his troubles.
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When you load the game for the first time, after the introductory sequence, you will be

LOAD GAME

Use the Directional buttons and the & button to make your selections. Press @) if you
‘want to go back to the previous screen. The available selections are:

STARTING THE GAME

*  Set up your PlayStation™ game console as per the instructions in the
[nstruction Manual

«  Make sure the power is off before inserting or removing a disc * Continue Last Game (Loads the game from the last save point)

* Insert the Deathtrap Dungeon™ disc and close the disc cover ¢ Choose a level to play (Brings up a list of levels and sub-levels)

g ' . . :E:l | i W - 5
e  Turn on the PlayStation™ game console and follow on screen instructions Blue Triangle Icon (Takes you back to the previous screen)

The other levels below “Spire 1: The Gatehouse” cannot be

- accessed individually until you have completed them in the cor-
- rect sequence. Once you have completed a level, you can always
~ go back and play that level or sub-level again via the Load Game
~ menu. Note that if you play one of the levels you have already
completed, your hero will begin that level without any of the

__Objects he or she may have picked up in the campaign game.

~ Thus you can play all or some of the campaign game from beginning to end, and then go

. back and selectively play your favorite levels individually.

E ~ Selecting this skull from the Main Menu takes you to the workbench of an insane Chaos
| - Alchemist Torturer. Use the Directional Buttons and the & button to select. Press A if
you want to go back to the previous screen. The available selections are:

* The Ear (Sound Setup)
* The Meat Cleaver (Default Controller Configuration)

L
......

« [tis advised that you do not insert or remove peripherals or memory cards
once the power is turned on

THE MAIN MENU

taken to the Main Menu. The Main Menu consists of three skulls, impaled on stakes.
Selecting a skull accesses one of the following;

s New Game

. Load Game

o
.......
L

RS I
s il L

¢ Setup

Use the Directional Buttons and the ® button on the
Controller to make all selections from the Main Menu.

Note: If you have a memory card inserted, your previous configuration will automatically be
loaded. i
3

g -
NEW GAME § 8
Use the Directional Buttons and the X) button on the Controller to make your selections.
Press @) if you want to go back to the previous screen. The available selections are:

 The Brain (Load and Save Memory Card)

* The Blue Triangle Icon (Takes you back to the
previous screen)

* (Chaindog (Choose the hero to play)

* Red Lotus (Choose the heroine to play)

¢ Blue Triangle Icon (Takes you back to the previous screen)

After selection, the game will start automatically at the first level,

the Spire.
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THE EAR-SOUND SET UP

Below the man stretched out on a rack is a skeletal scroll-bar. Selecting the minus or plus
symbols with the Directional Button and the X button will reduce/increase the volume
of sound effects in the game. Listen to the screams of the man on the rack to select your
preferred volume level. Below the Orc-band is another scroll-bar. This works in the
same way as the Sound FX bar, but controls the music volume in the game. Listen to the
band, and choose your preferred music volume. Press @if you want to go back to the
previous screen. The available selections are:

»  The Rack. Place the sword icon over the +/- symbol with the
Directional Buttons. Press and hold the ® button to
increase/decrease Sound FX volume

»  The Band. Place the sword icon over the +/- symbol with
the Directional Buttons. Press and hold the &) button to

increase/decrease Music volume

¢ The Blue Triangle Icon (Takes you back to the previous screen)

THE MEAT CLEAVER -
CUSTOMIZE YOUR CONTROLLER

Selecting the Meat Cleaver takes you to a screen where you can choose from 3 fixed
Controller button configurations. Use the Directional Buttons and the & button to
select. Press @ if you want to go back to the previous screen. The available selections
are:

Default Configuration A
. Default Configuration B

. Default Configuration C

. The Blue Triangle Icon (Takes you back to the
previous screen)

A;_ter you have chosen the configuration you prefer, yciu may wish to retum. to the Main
lenu and select the Brain to save your configuration. If not, the configuration you have

s, o,

chosen will only be used for the current game session.

&
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*  Quit to main menu (Takes you to the Main Menu)

THE BRAIN - MEMORY CARD

From this screen you can choose to load or save the sound and
controller configuration you may have previously selected from
the ‘Meat Cleaver” screen or “Ear Screen” using the Directional

buttons and the ® button. Press @ if you want to go back to
the previous screen.

IN GAME MENU - THE START BUTTON

Selecting the [Start] button during the game pauses the game and gives you three
options. Use the up or down Directional buttons and the ® button to make your
selections. The available selections are:

* (Continue game (unpause)

* Load game

IN GAME NMENU - SAVING THE GAME

To save the game, you need a Memory card in Memory card slot 1 of the PlayStation™,
with at least one free block or a previously saved Deathtrap Dungeon game. Only one

saved game is possible per Memory card. Each time you save, the existing saved game
will be overwritten.

You can only save the game when Chaindog or Red Lotus is at
an eligible Save Point in the level you are playing. These Save
Points are designated in the game by floating Deathtrap
Dungeon Skulls. Skulls with a glowing white aura cost nothing
to save at, but if you want to save at a Skull with a glowing red
aura, you will need to pay 5 Gold Coins. Crowns are worth 3
Gold Coins. Your gold is recorded as an Icon with the spells,
weapons and charms menus. When you are near to one of these points, then you can

save the game. You can only have one saved game at any time. i

o B b | - pis 4 -

« Press the @ button to save the game when at a Save point. Press the g §
 Directional Buttons and ® toaccept. | -~

:
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CONTROLLING YOUR HERO

These controller commands are defaults only. You can customize your controls via the g [Start] Pauses game and gives access to the Pause Menu
Main Menu, selecting Setup, and then selecting the Meat Cleaver. T | . . . | .
(m) Activate or use an object, for example, opening a door, operating a lift,
= NMOVEMENT or pulling a lever.
. © Move the Directional Buttons to look around and press X to fire a ranged weapon in
| O Walk Forward Run that direction.
- Q Turn Left ©+o Run Backwards IR2] Selects first-person view.
F D Turn Right [L2]+ Jorl)  Shuffle e {[Select] Pauses the game and brings up the inventory. e
| O Walk Back [L2] + <> or <> Shuffle Forward or Back —— oy L
 JUMPING AND CLIMBING
: ‘ * ; | 7N Jump straight up. If walking or running, you will leap forward. |
- Ifonaledge, your character is guaranteed not to fall off the edge while shuffling. - . . .
= o The faster you are running the further you will leap. -
| | There is a jump indicator in the top left of the screen indicating your maximum possible _
Overhead Cut [R1] Parry /Defend AP tisiance. bt E
Thrust [L1] Cast selected spell B D + <] or D Jump to the left or right 5‘% ]
Slash X Shoot ranged weapon A + < Jump Backwards - &
1y If you hit @ while facing a wall or block, he or she will climb up it, if possible. When
Various combinations of hacking, slashing, thrusting and parrying are possible by press- the character jumps on the spot, then the climb's too high for him or her.
ing X) and a Directional Button. Holding down the &) button and a Directional Button -_,
: . . g = 2 g . . . . . PO ,a ii 5
| it peil combatsequence Prctie e st I you e s - | ACTIVATING THINGS, SEARCHING FOR THINGS
= 'Q i 2 e i - . g
anged vveapon, pressing will fire that e Instead. Hitting t " [L1] button casts &y - Levers, doors, platforms and other devices are generally operated by moving close to the
your currently selected spell. Spells can be cast while the Hero or Heroine has a weapon | device and pressing the @ button. This might, for example, open an unlocked chest,
_ ™ ~A11M1 * " " - , : . .
selected. Deathtrap Dungeon™ uses an auto-aiming system. You will fire at the nearest start a platform moving, reveal a hidden door, or even activate a trap, killing your
target in line of sight. To fine-tune the direction in which you fire, press the [R2] button character!
to enter first person view, and use the Directional Buttons to move your line of sight
around the screen. Press X to fire when ready. | | : |
LR . TR N W S e ; T
| : “ ” i #hw :":ﬁ? oo TSRS - H
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HEALTH

Chaindog and Red Lotus start the game with 100 hit points. If this total is
ever reduced to zero, you're dead. So watch it carefully. Hit points are dis-
played as a number beside the white skull in the top left hand corner of

. WEAPONS, SPELLS & CHARMS

mmmmmmm

aaaaaaa

~ Press the [Select] button, and then use the Up and Down
Directional Buttons to cycle through the four menus:

| = & (lose Combat Weapons
your screen. As you become dangerously low on health, the skull will start P
to flash red ~  * Ranged Weapons

......

e Spells

S i -
FINDING YOUR Fine Anou.un * Potions and Charms
You can mark the floor of the dungeon with a chalk arrow. If you select the chalk from o | s
the Ranged Weapons Menu, then this will mark the floor with the chalk arrow. You have = i/ ' These o dlﬁPlE‘_Y‘i_'d bbb of boxes along the bottom of the screen. If a box is filled
a lin‘litﬂd SUPPIV of Chﬂlk, but the stock is renewed at the beginning of every new level. | with an 1CON, this indicates that you have pleEd up that weapon, SPE", p(}tlﬂn or charm.

Use the Right and Left Directional Buttons and the X button to make a selection from

Use it to navigate the labyrinthine depths of the dungeon.
your chosen menu.

» To use the Chalk, press [Select], cycle to the Ranged

Weapons menu with the Up and Down Directional Buttons, Your currently selected weapon and/or spell will be displayed as an icon in the

i

| use the Left and Right Directional Buttons to highlight upper right hand corner of your screen. Beside the icon is a number telling you how | H

the chalk. and the Hise the:00 button 1 confiral much ammo your weapon has, if applicable, and how many spells of that type you B |
2 ~  are carrying. ""m

~ POISON

If you are poisoned, a green skull icon will appear. One antidote charm will remove all CLOSE COMIBAT WEAPONS

poison Icons - otherwise you will begin to lose health points at a steady rate until you : Only one of each weapon can be carried. A row of boxes will appear along the bottom of
die horribly. the screen. If an icon fills a box, this indicates you have picked up that weapon. Selecting
a weapon will arm the hero/heroine with the relevant weapon. Use the Left and Right

DURATION OF SPELLS, POTIONS & SWORDS Directional Buttons and the &) button to make your selection.

Spells are picked up and stored. You can use them at will. A spell’s effect is instanta-

. : Ca » 1: SWORD 4
& neous. Most potions and charms can be stored and used at will. However, the duration The . .
' ' : . . E » standard ¢ C f . >SeTVe
of a potion or charms' effect is limited. Whenever a potion or charm is activated an icon fDrLSTn:; l:i; 1;“;}:211;:&112“13% glutri?lfii?;iﬁel:hzm ;‘;:: :E:ltl;lili{):slo;k
will appear on the left of the screen and /or a special effect will appear around your PP dgee or levilh T;; ;) Edy : g L , €SP
character, along with a short text message. When the icon or special effect has faded, y P - 1YPE S8
then the effect of the potion or charm has expired. " 2: WARHAMMER |
i ‘ : . i
The magical swords (Red, Venom, Silver and Black Spirit swords, and Magic A highly satistactory way to crush the skulls of the enemy. Slow, b'-ﬁ

Warhammer) are special cases. Their power wanes with use, until they are drained com-
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devastating. Type: Blunt | S
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3: RED SWORD
Several Red Swords may be found in Deathtrap Dungeon (fortunately for you).
The Red Sword is a powerful weapon, and also the bane of dragons and demons.

[ts power wanes after prolonged use, so think carefully when to use it.
Type: Edged/Red Magic

4: BLACK SPIRITSWORD

The Spiritsword is a devastating weapon, capable of inflicting great damage. But

beware, for every wound dealt to an opponent, the wielder suffers equally. Make bombs. A row of boxes will appear along the bottom of the

| sure you have plenty of healing available - the Ankh of Vitality, for instance, is ~ screen. If an icon fills a box, this indicates you have picked up

an ideal complement to the Spiritsword. The Sword’s power wanes with use. .  that weapon. The amount of ammunition that you have for the
| Type: Edged Black Magic w?apﬂn i1s displayed. Selgctmglone of the ranged weapon icons . ; _
* t ¢ | will arm the hero or heroine with the relevant weapon, (if an icon is present). Amount

5: SILVER SWORD _ of ammo displayed on top of screen.

Blessed by the Elvish priests of the White Lord, the Silver Sword is the bane of

the Undead, and will send their shrieking souls back to hell. After prolonged use

8: UNARMED
- Fistand feet, the last resort of the desperate. Still, a good way to conserve your weapon
~ stocks, if your opponent is easy meat. Except, of course, there isn't any easy meat in the e A
Dungeon. Type: Blunt ¥

s
o e

Only one of each ranged weapon can be carried - except for

......

An icon of the weapon selected will appear in the top right hand corner of the screen,
along with a number showing how much ammo you have for that weapon. When you !
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el
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s it loses its power, and t:he spells thaf bind *it fail. The Swofd will then dissolve. e pick up ammunition (firework rockets, blunderbuss shots, and firethrower ammo) it will Ly
Type: Edged] White Magic. Most effective against skeletons, knights, axethrowers, ghosts. s 3 - be added to the total ammo for that weapon (assuming you have the weapon). If you are “
Tf 6: VENOM SWORD i carrying the full amount of ammo for a particular weapon you will be unable to pick up
Sick to death (literally!) of getting poisoned by the more unpleasant denizens of any more ammo for that weapon, until it is depleted a little.
the underworld, the Elves forged the Venom Sword, imbuing its vicious spines ' Use the Left and Right Directional Buttons and the X button to make your selection. f
with the deadliest toxins known to man. Especially effective for out-poisoning : ) fires the weapon. |
the poisoners of the Dungeon, the Giant Spiders and Scorpions. The power of the i 11 BLUNDERBGSS t
sword degrades with use - eventually it will disintegrate. Type: Edged/Poison. ; ; Ju-ﬂ A-d i el
Most effective against high priestesses, spiders, snakewomen, medusae. b o vt e l?m“n“fm’ e Blum?lerbuss uses the alcemists b_IaCk powder i3 = |
: | throw clouds of nails and lead shot at the enemy. Very effective, but ammunition %
| 7: MAGIC WARHAMMER is difficult to come by. Type: Ballistic !
| Forged by the king of the dwarves' best blacksmith, Arakad Stinkbeard, this is 2: ROMB
EEL;TY Wﬁff]‘?] tllestl1ce;n1iar11; ;:T?fﬁ?;i?’rim;ieﬁa; ETE?T i 3 Pt;werful thrown weapons, with a short fuse. Make sure you don't get caught in
T;pe:lB?ri::/Ert:; :r‘ll:rqff SVfHPZﬁSiEI;pL’HF after use. °¥ 2 : tl}e blast from your own bomb - many a ralsh adventurer has blown himself to *
% kingdom come! Pressing the X button will throw the bomb. The longer you f
| 3 hold down the ® button before releasing, the further the bomb will be thrown.
F o A bomb indicator will appear in theupper left hand corner of the screen, I
X __ . A | : _:_ | indicating your maximu_;:_:n poss;blethromng distance. Type: Explosive.
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3: GRENADIER'S COMPANION
A device invented by the Ratmen, who aren't always as stupid as they look. The
'Companion’ launches deadly sulfurous grenades at the enemy. Type: Explosive

4: INFERNAL DEVICE

The Infernal Device relies on the magical black powder of the Alchemists of
Chaos to hurl firework missiles of great power at the enemy. Rare, so use wisely.
Firework ammunition is rarer still. Type: Explosive

5: FIRETHROWER

A modern dwarven device, the Firethrower can bathe an opponent in rolling
clouds of flame. Needless to say, this will inconvenience your enemies not incon-
siderably. Use with care as the ammunition, firethrower ammo, is not easy to get
hold of (as you can imagine). Type: Fire

6: FLAMELANCE
The Flamelance fires ethereal pulses of magical energy, causing the target to dis- = =
integrate, pulse by pulse. Type: Energy i

1: FIREFLY

A charming charm that sends a river of light flowing around your body, like lit-
tle sparkling fireflies. Useful in those dark and dreadful places (i.e. everywhere).

2: STARSPELL

Another useful spell for wanderers in the deep dark places of the world. The
Starspell fires a ball of bright light that banishes the shadows of the underworld's
eternal night as it passes. It also damages the Undead. Type: Energy/White Magic

3: FIREBALL

ostandard sorcerous weaponry, this spell hurls a ball of fire at the enemy.
T'ype: Explosive/Red Magic

4: RAZORSPELL
Hurls a cloud of razor sharp blades through the air. Anyone caught in its path
feels a tad cut up about it, to put it mildly. Type: Edged/Grey Magic

5: JETSPELL

Fires an avalanche of exploding rocks at the enemy. Stone 'em, single-handedly,
but try and make sure you don't get caught in the blast. Type: Blunt/Grey Magic

6: GREAT RAZORSPELL
Ouch!! Type: Edged|Grey Magic

7: ARC OF POWER
Calls on the power of the Storm God to strike up to 3 of your enemies with bolts
of incandescent lightning. Shockingly effective. Type: Energy/Blue

8: WAR PIGS OF DOOM
A bizarre spell, said to be the product of a deranged mage, the War Pigs spell
summons strange suicidal pigs from another dimension. Their sole aim in life is

to explode. Preferably next to someone. Including you, if you're not careful
Type: Exploswe/er Magic

7: CHALK

Selecting chalk will mark the ground you are standing on with a white arrow.
The arrow will point in the direction you are facing when you selected the chalk.
Use it to negotiate the dark and deadly mazes of the dungeon.

SPELLS

Your currently selected spell is displayed as an icon on the upper
right hand corner of your screen. The number of spells of that
type you have is displayed as a number beside the icon. There
are limits to the number of spells of a specific type that you can
carry. When you reach that limit, you will not be able to pick up
any more of those spells until you have used the ones you are

carrymg w
the Left and nght Directional Buttons and the @ button to make yﬂ :'selectm

o

MR
s § el Bl

#ﬁhﬁ:?:‘?’:{} g

SRR Siie

-----------

.......
......

410

%
&
4
%

1
¥

RN




- e,
. 5

i
i a\""ﬁil

ool O
:ﬁ;’&?":-

shield. The etfects of the Charm last until all the shields are destroyed. Use when you
think you're in for a tough battle.

7: ANTI-MAGIC CHARM
This charm absorbs the baneful effects of hostile magic. When the charm is used
up, it disappears, so keep an eye on the number of charms you have left.

8: INVISIBILITY

The Invisibility charm renders you invisible for a brief period of time. Incredibly
useful when faced with overwhelming odds or creatures you have no hope of
1: HEALTH POTION defeating. Actually, that's likely to be quite often. And Invisibility charms are

A pleasing balm, brewed by the kindly priestesses of the goddess of peace, health - really not very common.

potions are a must for any enterprising adventurer. Collect as many as you can,
INSTANT EFFECT CHARM

and use as few as you can.
The following charm starts working as soon as you pick it up.

POTIONS & CHARMS

Selecting a potion or charm will activate the potion or charm, (if an
icon is present). Some potions and charms start working as soon as
you pick them up. There are limits to the number of potions and
charms of a specific type that you can carry. When you reach that
limit, you will not be able to pick up any more of those potions and - -
charms until you have used the ones you are carrying.

Use the Left and Right Directional Buttons and the X button to make your selection.
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2: ANTIDOTE

One dose of antidote cancels multi poisoning. This usually happens when you're
bitten by an enormous, swollen spider or stung by a gigantic wasp, so collect as
many of these as you can.

3: STRENGTH
When used, the strength potion increases the damage you inflict, a lot. Opponents
will fall beneath your sword like wheat. Use wisely, and enjoy while it lasts!

ANKH OF VITALITY

The Ankhs were made by a great Healer, and provide a

; surge of health for the bearer. The Ankh adds a hundred hit
: | points, even if it takes you above your starting total.

KEYS

Various keys are hidden throughout the dungeon levels.
Which ones you have are displayed as an Icon with the
spells, weapons and charms menus. Keys are color-coded
and only work on the level they are found in. There are three

colored keys, Red, Silver and Gold.

4: SPEED
These potions greatly increase your speed. You will be able to run faster, and gen-
erally run rings round your enemy while the effects last.

5: CHARM OF ICY COOL _.
A must for every adventurer who seriously considers taking on dragons. The TREASURE

Charm of Icy Cool helps the bearer resist the burning effects of fire for a brief time. In Deathtrap Dungeon™, treasure takes the form of Gold Coins and Crowns. The num-
Use wisely - and remember, it isn't just dragons who will use fire against you. ber Df Gold C@ins and Crowns you pick up in a level affects your scmre at the end of that

6: WARDING
The Charm of Warding was created by the w1zard Nlcodemus for use in his fﬂr-

{{{{{{{

mmmmmm

........
..............

......
......

......

ERRCERr i
.........

fLac, i
......

.......

W L

e o LR E R ]



THE DENIZENS OF DEATHTRAP DUNGEON

Many evil creatures have flocked to Baron Sukumvit and Melkor the Dragon, eager to
share in the booty and tribute from the town of Fang. A high ranking demonlord from
the Palace of Agony in the Pits of Hell has joined with the dragon. He has brought with
him troops from the Legion of the Damned.

These include an army of the Undead - rotting Zombies, vicious Skeleton Warriors,
soul-chilling Ghosts - and Shock troops and Slayers from the Abyss - cackling Imps, fero-
cious Pit Fiends, black-hearted Warrior Priestesses, four armed Demonesses, and like-

‘minded devils of the dark.

Other creatures of Chaos have also answered Melkor's call to arms. The dreaded
- Insect Warriors have established a Hive deep in the dungeon where their winged
~ stingers and chitin-bladed soldiers have carved out a domain all their own. The Orcs of
- the Taloned Eye tribe have sent a battalion of savage troopers, led by one of their
Shamans, Ugluk Stormfart, and a trio of petrifying Medusae to defend the Dungeon.
True to form, they have set up camp in the Sewers. Skabulus, King of the Ratmen has
also arrived in force with a full brigade of musketeers and swordsmen, led by his
Lieutenants, hideous hybrids of Ogres and Ratmen. They have fortified their area of the
dungeon with battlements and pill-boxes, a near-impregnable ring of defenses around
the Dragon's Lair. Dragon Knights, fallen warriors who have sold their swords to the
dragon, have also come to serve, along with the Rock-monsters, brutal beasts of stone,
motivated by malice and greed. Chaos Alchemists have come to ply their evil trade, seiz-
ing the innocent townsfolk of Fang for their insane experiments, creating rabid mino-
taurs, and mechanical monstrosities to grind, crush and burn those foolhardy enough to
assay the perils of the Dungeon.

These are just some of the dangers you will face on your quest to slay the Dragon.

Only the best of heroes can triumph against such odds. Are you the best?
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EI D O S H I N | ' I I N [E : _- " EIDOS INTERACTIVE LIMITED WARRANTY
a f EIDOS Interactive warrants to the original purchaser that this Eidos Interactive disc is free

from defects in materials and workmanship for a period of ninety (90) days from the date of

purchase. This EIDOS Interactive disc is sold “as is” without expressed or implied warranty of

any kind, and EIDOS Interactive is not liable for any losses or damages of any kind resulting

L from use of this program. EIDOS Interactive agrees for a period of ninety (90) days to either

Cost of Call $0.95/minute. Must be 13 years or have ¢ “jf". repair or replace, at its option, free of charge, any EIDOS Interactive disc, postage paid, with
Parent's permission. Touch-Tone Phone required. T : proof of date of purchase, at its Factory Service Center.

— - This limited warranty is not applicable to normal wear and tear. This limited warranty shall
not be applicable and shall be void if the defect in the EIDOS Interactive disc has arisen
through abuse, unreasonable use, mistreatment or neglect. This limited warranty is in lieu of
all other warranties and no other representations or claims of any nature shall be binding on
or obligate EIDOS Interactive. Any implied warranties of merchantability and fitness for a par-
ticular purpose, are limited to the ninety (90) day period described above. In no event will
EIDOS Interactive be liable for any special, incidental, or consequential damages resulting
from possession, use or malfunction of this disc.

Some states do not allow limitation as to how long an implied warranty lasts and /or exclu-
sions or limitations or incidental or consequential damages so the above limitations and/or
exclusions of liability may not apply to you. This warranty gives you specific rights, and you
may also have other rights which vary from state to state.

For assistance with gameplay or strategies, please call the Eidos Hint Line at 1-900-773-4367.
Cost of call $0.95/minute /Must be 18 years or have Parent’s Permission. Touch-Tone phone
required. Our Customer Service number is (415) 547-1244. Customer service is available
Monday through Friday, 9:00am to 5:00pm Pacific Time.
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CHECK OUT THESE GREAT TITLES
FROM EIDOS INTERACTIVE!
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Eidos Interactive, 651 Brannan St., San Francisco, CA 94107
www.eidosinteractive.com

Tomb Raider Il, Ninja and Eidos Interactive are trademarks of Core Design
and EIDOS, PLC. respectively. © 1997/1998 EIDOS and Core Design.

Licensed by Sony Computer Entertainment America for use with the PlayStation game console. PlayStation and the
PlayStation logos are trademarks of Sony Computer Entertainment Inc. The ratings icon is a trademark of the

Interactive Digital Software Association. Manufactured and printed in the U.S.A. THIS SOFTWARE IS COMPATIBLE
WITH PLAYSTATION GAME CONSOLES WITH THE NTSC U/C DESIGNATION. U.S. AND FOREIGN PATENTS PENDING.




