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Loading Instructions:
Starting Up:
1. Make sure the power switch is OFF

2. Insert the game cartridge in the
Power Basa as described in your
SEGA SYSTEM manual

3. Tumn the power switch ON. If
nothing appears on the screen, turn
the power switch OFF, remove the
cariridge. and try again

4, Al the tille screen, to start the game,

press Button 1 or Button 2,

IMPORTANT:

Aways make sure that the Power Base
is turned OFF when inserting or
removing your Mega Cartridge.

1) Insert Mega Cartridge
2! Insent Control Pad 1

Introduction

A long time ago in the land of Yuria,
there was a Golden Axe thal existed in
a castle. This Golden Axe had been
brought to the castle a long time ago in
order 1o protect the land from evil

One day, the Titan, Death-Adder, stole
the Golden Axe and brought it back to
his own castle. Without the Golden Axe
fo protect it, Yuria was overrun by
bandits who terrified the people. The
people of Yuria were waiting for a hero
who would drive out the bandits from
their {and

The hero who came to save the people
was the brave warrior, Tarik. Tarik was
skilled in using his giant sword and
there was no warrior in all of Yuria who
could defeat him. Before he left on his
journey to retrieve the Golden Axe,
Tarik stopped by the temple of Yuria.
The priest of the Temple granted Tarik
the choice of taking one of the three
magic powers of the gods who protect
Yuria, the god of the earth, the god of
fire and the god of thunder, with him
on his journey. Tarik then selected one
of the magic powers 10 use on his
journey. In addition, the priest also
granted Tarik the power of revival from
death. This power allows Tarik 1o come
back to lite three times after having
been struck down by his enamies

The priest! also prayed that even after
Tarik had left on his journey, whenever
Tarlk was struck down by his enamies,
his life would continue. However, as
there is a limit to the power of even
this priest, it is up fo you to use Tarik's
skills to defeat Death-Adder before the
protective powers of the priest run out.




Taking Control
Basic Functions

1 Directional Button (D-Button):
Moves Tarik in all eight directions.

' Button 1: Allows Tarik to aftack
and also starts the game.

i Button 2: Allows Tarik to jump and

aiso starts the game.

(ha)

Compound Functions

D-Button pressed twice consecutively
to the left or right: Tarik dashes
forward.

Button 1 and Button 2 pressed
simultaneously: Use magic

Special Functions

Pressing Button 1 during dash:
Knocks down enemies with shoulder
block

Pressing Button 1 during jump:
Thrashes sword downward in middle of
jump.

Pressing Button 2 during dash:

Tarik makes a big jump.

Pressing Button 1 during big jump:
Plunges sword downward into enemy

Types of Attack Patterns Using
Button 1

When Button 1 is pressed to allow
Tarik to attack, the attack patiern varies
depending on the distance from the
enamy.

1. Swings sword. Cutting the enemy
three times consecutively resulls in
major damage

2. When attacking an enemy at close
distance, Tarik kicks the enemy

3. Whan attacking the enemy al even
closer distances, Tarik grabs the
enemy and throws him to the
ground

Playing the Game
Meaning of Screen Signals:
(1) Magic Gauge

(@ Tarik’s Remaining Lives

(3 Lite Gauge

4) When this mark appears, Tarik is
able to proceed to the right.

Objective of the Game

The bandits under the control of Death-
Adder have stolen the Golden Axe from
the earth god. You, as Tarik, are to
completely eliminate those bandits and
then retrieve the legendary Golden Axe.

End of Game

Tarik has three lives. For sach
coporunity, the lile cauge will mdicate
three bar meters. Each fime Terit
suffers damage by the atack of an
enamy Sardl, the lile gauge wil
oecrazse by one bar meler. When all
three bar meters havs disappeared, lhe
number of Ives wil cecreass by one,
The game is over wher al of Tark's
lives have bean used

Continue

When all Tark's lives have beea used,
"CONTINUE™ wil be displayad in the
center of the screen. If Bulton 1 or
Buticn 2 is pressed belore the number
ol the screen courts down te zerg,
Tarik will get up and he game wil
continue

1 Count Down

However, "CONTINUE™ will only te
displayead once

T you are anle 1o successiully lead
Tarik to defeal all e bardils and then
defeal Dealh-Adder, an encing
message wil apoesar on the screer and
the game wil come to an end




Getting Started

When either Button 1 or Button 2 is
pressed when the Title Screen is
displayed, the display will change to the
screen for selecting the type of magic.
Select one type of magic for Tarik to
use by pressing the D-Button up or
down. Aher selecting the type of magic,
pressing either Button 1 or Button 2 will
start the game

Magic

Although bandits are struck down when
Tarik attacks them with his giant sword,
dfler a short time, they gel back up
again making them unable to defeat
easily

In order 10 use magic, there must be
power showing on the magic gauge. In
order 1o accumulate magical power,
you must attack the dwarfs carrying
sacks and collect the pots that thay
carry

At the start of the game, Tarik has the
lowest level of power indicated on the
magic gauge. If magical power is
showing on the magic gauge, by
pressing Buttons 1 and 2
simultaneously, you will be able 1o use
magic to inflict damage on the enemias
showing on the screen at that time
However, the effectiveness of the magic
on the bandits varies according to the
amount of magical power showing an
the magic gauge. If the amount of
magical power showing on the gauge is
low, the damage that s inflicted on the
enemies will also be low. When Buttons
1 and 2 are pushed at the same time,
the display will change to the screen
showing the magic being used

Types of Magic

There are varous levels of magic. In
addihion, the length of the magic gauge
difters according to the type of magic
The longer the magic gauge, the longer
it 1akes for that magic to reach ils
maximum level. Moreover, the damage
inflicted upon enemies is also large at
that timea

SELECT MAGIC

P

(%}

EARTH: Volcano Power

This magic has a degree of power
that is intermediale 1o that of
THUNDER and DRAGON FIRE. The
power gauge is divided into four
levels

FIRE: Dragon fire power.

Since the length of this gauge is
long, it takes some time for the
power level to reach the maximum
The power gauge here is divided
into five levels.

THUNDER: Thunder power.
Although this power can be brought
1o its maximum level quite easily
since the magic gauge Is quite
short, the strength of this magical
power is weaker in comparison fo
the others. This power gauge is
divided into three levels,




Strange Creatures

Occasionally, enemy bandits will appear
riding on strange creatures. Although
the sirange creatures thal the bandits
ride on will attack Tarik, if Tarik is able
1o attack the bandit riding thal creature
and knock him 1o the ground. Tarik will

Dwarts

The dwarls carry concealed pots of
magical pawer. When Tarlk approaches
a dwarl and attacks it, the dwarl will
drop a pol on the ground If Tarik then
makes contact with that pot; the
magical power contained within will be

be able to get on that creature and use ] displayed on the magic gauge
its power to attack other enemies.

Since the dwarfs are small and difficult
Once Tarik has gotten on one of the j lo attack, try moving close and kicking
strange creatures, Tarik will be able to them or repeatedly swinging the sword
attack the bandits using the power of
that creature by pressing Bution 1. In Sometimes, the dwarfs will drop
addition, it is still possible for Tarik 1o packages of meat. This meat allows

jump, dash forward or knock bandits
down while he is riding a strange
creature.

Tarik to restore his life gauge 1o a
cerain extent

It Tarik is attacked by a bandit while he
is riding one of the strange crealures,
he will be knocked off.

After a bandit has been knocked off a
strange creature and is then ridden
three times by either Tarik or the
bandit, the creature will run away. In
addition, although the creature will
sleep when no one is riding if, it will
eventually run away afier a fixed period
of time.

Weapons Used by the
Strange Creatures

(i) Chicken Leg:
The creature will spin around and
attack with his tail.

2 Dragon A:
Dragon A spews fire from its mouth
towards the ground.

3 Dragon B:
Dragon B spews out a ball of fire
from its mouth that moves
horizontally.




The Treacherous Journey

Tark is 1o begin on a hard and
rreacherous Scay journgy. On the fifth
day, I he is stil surviving, he will have
10 do battle with Death-Adder. Tarik has
4] ﬁgm whenever a bandit appears. Il is
ssible to procead further on the
pumey until all of the bandits showing
on the screen are defeated. When all
of the bandis have been deleated, the
word "“GO!" will appear in the upper
right corner of the screen allowing Tarik
10 procesad
1st Day: The Fomest
2nd Day. Proceeding to Turtle Isiand
3rd Day: Leaving Turtle island
4th Day: Proceading to Eagle Island
Sth Day: Gioing down to the iemple
balcony from Eagle Island.
Death-Adder is wailing for you in the
back of the temple in a fight lo the
death.
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Note:

Since the dwarfs will come out at night,
bagin attacking them and taking the
magical pols from them at that time.

Strength

After “GAME OVER" is displayed on
the screen, your game results will be
displayed. At this time, a value
indicating your strength in the game
will be displayed, Calculation of thal
value is based on the number of
enemies you defeated, the number of
lives you used and a coefiicient for
your level

Introduction to Bandits
Encountered

t Club-Swinging Attackers A

7 Club-Swinging Attackers B

i Amazonian Warriors

' Hammarnng Giants

Skeleton Soldiers

i Armared Knights
Death-Adder

1
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Helpful Hints

+ Bandits will atiempt to aftack Tark by
getiing on beth sides of him. Eithar
swing the swod quckly o the nghi
and et or jurp

Try geftng good at the technigue of
laking bg jumps while dashing
forward . By pressing Bution 1 whie
still in the air, Tark will be able te
plunge his svord downward mio the
heads o the bandts.

When enemies ars D0 numerous,
use magic [0 damage them

* Tarik wil be able 1o gain an
acvantage durng fighting by ridng on
e sirange creafwres. Try geiting
geod at moving arnund whie nidirg
Inese creatures so as o avod the
attacks of bandits which will knock
you oft

+ We will secretly ieach you how o
was ihe CONTINUE function for a
second fime. While "GAME OVER"' is
indicatz¢ on he screen,
simull=nzously press the D-Button
diagonaly to |ilhe upper left and
Bution 1 or 2 This special mathod s
aliowed only anca per game.
Carsfuly keep Ihis sacret te yoursalf
ard do net tell your friends!
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HANDLING THE SEGA
CARD AND THE MEGA
CARTRIDGE

The SEGA CAFRD ard the VEGA

CARTRDGE w2 interdec exclusively

o1 he SEGA MASTER SYSTEM.

For Preper Usage

D Da nct get wet!

Do nat berd

Do not subject 1o any violert impact!

© Do rat expose o direct survight

® Do ra darmage o disfigure!

® Do ra place near ary high
temperature source’

7 Do nol expose fo thinner, benzine,
eic!

* Be especaly careful net to stck
amything o the SEGA CARDY

= Nhen wet completely dry before
using

* When it becomes dirty, camsiuly
wipe 1with 2 soft cloh cipped In

scaEpy wate!
= ARer usz, pat it Inits case




aI0ag

fiea

21095

ojeg

aLeyN

84025

awepn

21095

al00g

aeq

s1eq

awepn

A0083HOIS

¥0083H03s

ETLETS

a100§

aeqg

ajeq

awen

aweN

21098

21005

ajeq

auwey

awen

al0as

21025

aleq

awen

aweN

a1095

a109g

ajeq

s1eq

awep

HOOB3IHO2E

awep

H00a3uo00s

15

14



