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THE STORY

During the time of the pharaohs, the city o7 Karnak was a shining
example of a civilization that all other nalions could only hope 1o
emulate. Today Karnak lives on, surroundec oy the spirits of the past,

however something has gone terribly wrong

Unknown forces have seized the city and greal turmoll is spreading
into neighboring lands. World leaders from all parts of the globe
have sent forces into the Karnak Valley, but none have returned. The
great power of this new émpire is quickly crushing the best the

human world has 1o offer.

The only known information about the crisis came from a Karnak vil-
lager, found wandering through the deserl miles from his home,
dazed, dehydrated and close to death, In his final moments among
the living, the villager told harrifying stories of fierce alien creatures
that invaded the city, devoured the women and children, and made
slaves of the man. Many of the unfortunate victims were skinned
alive or brutally dismembered, Others were subjected to unbearable

tortures, injected with strange substances and then mummified while
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still alive. According to the villager, even the mummified body of the

great King Ramses was unearthed and taken away.

You have been chosen from a group of the best operatives in the
world to infiltrate Karnak and destroy the threatening forces, but as
your helicopter nears the Karnak Valley, it is shat down. You barely

escape with your life.

With no possible contact to the cutside world, you begin your adven-

ture, ready to accomplish your mission... praying to return alive...




STAARTING UP

1. Set up your Sepd Satum gvstem as dascribed i1 its nstruchion manual
Plug in Comncl Paiy 1

2. Place the Powetshrve cist (ael sidd ub, in the wall of the CD tray ard Besa the lid

3. Turn oh the TV ar moritot and the Saga Saturn. The Sega Salurd loga will appear on
Ihe seréen, (If nothing appairs, turn the system of aro maka suse It is $at ub correctly
befare futning it o again.)

4. 0 you 'wish 1o shap & gama in progress or the game ends, press the Peset Button on
{he Sega Satum conscle to dsatay the ta-5creen Control Panal,

Impartdnt: Your Sega Saturt CO confaite 2 security cade that aliod:s the dist to bé read.
Bz sure o kesp the disc cledn and hand'a it carefilly. Il yow Sega Satufn system has
trouble raading the disc, rerove the dist and wipe 1 carafully, s%arting frorh the center of
tha dise: ind wiping straight out toward the edge

Nate: I your jovpad or joyshick is equipped with rapid-fire or slow-matizn ajitions, you
may need to dizable them o Powerskava will not work propérly.




TAKE CONTROL
0-Pad

« Prass UP o meve dorward

- Press DOWN 1o move Backwards
- Press LEFT 1o turm Inft

- Press RIGHT b luen right

Rutton A

= AdtackeTire weaphn
- When using the Amin fiamb: the longer you hold down &, the farther your throw will go,
= When uging the Manacie: the longer you inld dovin A, tha mode botyer vad build up.

Rution B
- Jump
- Whan ou press and hotd B, you will descend slowly (nead Shawd) of levitate (need Feather),

Bulton £

- Open doorsfactivate switches
- Held dowm G and press LEFT/RIGHT ofi the D-Pad o zoom in‘out o the mag screen.

Bution ¥

- Look Wpdovim; te-Cenler view

- To look up/dowi, hold down X and press URDOWN an the D-Pad
= Ty re-tenter your view, press and reledse ¥

Button ¥
- Weapan togghe et

Button 2
« Weapan toggle right

Shilt Buttan L.
« Strafe Ipft

Shilt Button it
= Birafe right

Start

- Pause game/call up subscreed
| o i : n




UNDERWATER CONTROLS
0-Fad

- Press UP to move cowr

- Press DOWN 1o mova up

- Press LEFT to turn lzfl
- Press RIGHT ta furn right

Butian B
- Press or hold to swim/paddle

Shitt R Butlon X Button ¥

o

Start Button A Button B




ACOUIRING ITEMS

Ta pick up an object, simply walk cver it, If wau don't Already have i1 (such as a new
weanon of artifact) you'll pick il up. N it's sodrzthing you dor’t naed, vou won's ba adle o
pick it up. Mary 1ems are stasiad in vasas, pots and Ridden nooks and cranniés. Shoot

evanydhing and lcak evarywhan)

Opening Doors & Activating Swilches
In your explarations, wou will come across many daass and
switches in the Karnak Valey. Mos! doors can be opened simiphy

Jing in frand of it and pressiag Butlon C. The same goes
for switchas. There will be some doors you encountar that are
ocked, and reguire a key 1o cpen. These
portals are distinguished by ong af four symbols (Power Time, War
and Earth), and if you have not located the comespanding key then
yaur progress will come to 4 screeching hall. Other locked doors
may néad a Swich thrown, enamy dabaated or they might even b2
tha other side of 3 ane-wy ¢

Swimming

Gertain sactions of the Kafrak Valley are liooded with water, 50
there will be timas whedt you must 9o for a swim, While under-
water, mos! of your conlrois are the sama, except your UF and
DOWN and reversed, as if you were fiying an airplana. You will

drown guickly without the aid ol the Sobek Mask, so avoid
swimming without it. You can refill yaur lungs by surfacang O possible), buf yau won't
alwitys be able to do this = the Sobek Mask is necessary fo traverse certain walerways
‘Whén using the Mask, kaip an eyva on the air meter at tha tap right al your Screen

Saving Your Progress
Your journey will be 2 most dangerous one, indeed. And thers
will be times when your mortal tll'.ll'.j' can no longer sustain life
bt tear nob, for the spirit of Ramses is walching aver you

Whenever you reach a camal (and & ar “wes” o travel loa

new location), your game will be saved. He has alst placed small
lzons in the form of godden pyramids throughout the Kamak
Valley that vill mark your progress, usually in a levil where an
artifact is found. Should you parish, Ramses will revive you in

the Last area you were axploring
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THE SUB-SCREEN

Thare are 5o calegeries on vour sub-scraen, along wilh a display window 10 vigw iliustra-

fions and a tex witdow that gives you mossagies and other imponant riarmatian,

Map - The dsplay eondaw will shos il your 2ute-map fealure is active or nol in usa. An
wnrolled map indicztes 1hi auto-mag is on, end 4 rolled-uD map mesns you don need nd
stinkin' map! To 200m in orout of the map, hotd Button C and press lefl o« right on the D-Pad

Arsenal- The weapons currenthy n vour possession are shown hirs, along with dny perti-
nent information that will aapear in the text box Delow

Artifacts - You will negd to collect six sacred relics in order to complate your mission. An
Hustration and description telks you all abaut each ang heare,

fransmittar - This piece of hi-tech commo gear nas unforfunately gone to pieces. Collact
all eight icons and you will receive the best ending the game has to offer. Amything
less.. well, just try 1o find them all

Quit fame - Had enough? Too tired? Need a Big Gulp® You can leave your game from here

Koys - The four keys (Power, Time, War, Earth) are displayed hate. When you find ong
the corresponding slof will be fifleg i by a gobd reprasentation of the key




THE OVERWORLD MAP

‘ou will be able fo track vour progress throughout the Karnak Yelley wilh this map. i
shows each nlace you have visited, and ks you know where you can and cannot ga. Tne
golden arrows that are active indicates a path you may follow. The inactive arroes 1215
vou thal vou need to go there at some point in time, bt rol just yel

YOUR ARSENAL

Your business is war, and business is good. You can kil barg-
handed, blindfolded and vith one arm tied behind your back -
but there is no substitute for a trusty Trearm for day-to-day
usa. Only one problem here — all of yours hawi: been lost, 50
you'll need o be on the lookaut far replazements. You still
have your trusty machete, but find something that shoots — and find it Fast!

1 = Machsta - Sharp. Refiable. Never runs out of ammol IF it wasn't sirapped fo your leg
wihen vou badled out of the chopper, you'd be in 3 woeld of hurt, my frignd, Works undar-
water 1o boot!

2 = Pistol - Packs a good punch, Your basic ranged weagon, much better than geing into
hand-to-hand combat. A tad slow on the rate of fire, but who's complaning?

3 = M-60 Machine Gun - Your standard infamtry support weapon. With a range of well over
1,000 maters and a 550 rounds per minute rate of firg, the “skxty” & an |deal everyday
witapon. Remember 1o watch your amme - fire in sbc to ning round bursls for max efect

4 = Amun Bomb - Anclent Egyptian hand grenade. Press and hold Button A, then release
when ready to throw, The longer you hold down Button A, the greater distance your bomd
will travel, Oh, and don't worry, you can't blow yours#ll up by holding onto a bomb too
lang - bt you can if you'ré caneless in your aim!

.




YOUR ARSENAL icontinued)

5 = Flama Thrower - Perfect for mumimy roasting, A great close-guartars tool, but be extra
careful nod 1o bum yoursett, And walch the fuel level - it goas too qu ok f vou'ra nel careful

6 = Cobra Stalf - A greal long-rang2 weapon that will destroy mos: enemies with one hit

7 = Ring of Ra - This sacred nng is tha ore of the mightiest waapons you will find, An
artitzet of incredibde powes, you can usa it 1o spaw deadly orbs ol meitan fire upon thosa
who dare 00pose Lou,

8 = Manag'e - Tha ulimate instrument of unbridled destruction, this gaurtiet summons
the wirath of the gods down upon your anemies,

AMMO

Except for the machela, your waagpens require ammunition for optima’ functionality. In
oiher words, i you run out of rounds, you'd better run! Laok for ammao rafills - they ana
Iransparant 0rds with 2 bive canter flaeting around hare and thare. They are often con-
cezled in vases and fars, Defeated anemizs sometimes leive them tod, See OTHER ITEMS
below for addtiona informatian

ARTIFACTS

Samdals of leumprer - Your momma may ave worm combat
boots, but shz waould have much rather wdm these little
beautias! The sandals will increate vour jymping stréngth,
allowing you to reach ledpes thal were previously 100 high
or foa far

Sobak Mazk - This powerful tool will allow the wearer to breathe undeniater for extended
pericas of time. You can now explare the deepast depths and longzst water-filled corri-
dors that would otherwise have meant a quick frip 1o the pearky gates,

Shaw of I+s - 15i5 cratted this garment from the featfiers of eagles and Ecund them logeth-
er with spider’s sik. The wearer of the shawl can now foat safely down from any heig
And there fira plenty af places in Karnak where you will negd this 1o complete your glest.

Pratgctive Anklers - The gods of anclent Egypt have Dlessed (hese shatkies of a courageous
slave 1o withstand the harsh environment of the poisonous swamps, a5 well as aliowing for
partial profection Iram the searing heal of tha many lava figdds you will come across,

Kimaat Scepter - You will need this “key” to pass through the torce fields that the Kilmaal

E 442
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hawve ganerated throughout the city. If you are i possassion of the Sceptar, any force fiekd
you approack will de-activale, allowing you 1o access to arsas formery o -mits to you

Horus Feather - Horus has plucked onz of his own hawk Iasthars 1o aid you in fulfilling
vour destiny. The feather allows you to levitate, so you can reach places (hal were gven
out of reacn of the sandals.

OTHER ITEMS

Keys - Many doors in Karmak bear one of four symbots — Power, Time, War, Earth -
Gellecting the kéys will allow you passage throwgh these portals. The keys are not frans-
aartable between levels,

The Transmirter - If you are thorough (luck helps tool in your explorations, you ang
fround 10 come dcross an icon that represénts part of 2 porable satalithe transmmitter.
Listen for a faint beeping when you ane in 4 level — chances ase you can fird a plece
someinare in the vicinity, if you are incradibly lucky and managa to somahow collect 2l
eight. you will be treated 1o the best possibie ending the gama has to cffer. Less than
gight? I'd rather not think about it too much...

Life Vessals - Appaars as 4 red & gold ankh. Collest one of these and you hawe basically
doubled your life expectancy’ A full life vessel will completaly refill your life miter should
it run dry. Tha maore life vessels in your inventary, the longer vou shall live!

Heakth Refits - Transparén! orbs with a crimson centar, One Health Ball restores 5% of
your life, and ang Health Drb will give you back 20%. Be on tha lookaut for thé Full Haalh
symbol = this powsarful icon completely filks all lile vessets and your life meter!

Amme Refits - Same idea as the Health Redilts - the Ammo Ball is good for 5% amma
refill for the wespon in hand |, and the Amma Orb i good for a 20% rejuvenation, Full
Ammo icons complatedy refill al weapons currently in your inventary,

Weapon Powar-Up - Grab this purple glebe and unlgash quadruple firspover!
Tevigabifitye - This green orb will render you imvisiale to all enemies for a imited paviod of Bime,
Ab-Seeing Eye - This will reveal akmost the éntire map of the level vou are currently exploding,

Save Pyramid - Touch this and save your progress. Your lile is totally replenished and
amm is complately refllad. Very helpful

Tha Camai- Nol redlly an (fem, but towch it and you are tansporad back outside 1o the
ovierworid map




THE DENIZENS OF THE KARNAK VALLEY

Tre Karnak Vellay has been overrun by an assortment of loathsome creatures straight
1sam your worst Egyatian nighimara To maka mattars warse, some af them have bean
altared and snharced by Kiimazt genstic anginaaring - oh, and don't farget adout the
Kimaat themsalves - definitely te mastizst bunch of bug-gyed, chitinous-skinned, laser-
tasing aliens this side of Uranus, Keep vour guard up 21 all times.

Tereginian - These kst-rmoving erazhnids el 1atch on 12 your legs and rip them apart i
a0l Iet them get too close. Back off quickly 2nd blast them with a rangad weapon.

Gignt Frefana - Thege scaby horrors are quick and deadly, They must 5a avoided, hackid
up ‘with the machare, blased with &mun Bombs or disimegrated with 1n2 Cobra Staif.

Arutis Jombie - Tha moghty Anubis, Guardian of tha Dead, The bodies of those warriors
who went belore you have deen animated oy (e Kilmaats . 1he fkaness ol Anubis, They
hurt you down relendessly, thrawing aut magical balts of blug energy or taking you with
sharp claws if you let them get 120 close

Hawak - Hawks are oftan found circling about Karnak, swooping down and raking their
pray with figrce labons. They bunt humans as well as animals, so be wary of thesa feath-
Bratl warriors.

Omenwasp - These buzzing nasties 1R aboul and deliver a nasty sting. They ara very hard
to target, 50 use caution whan fighting them,

Mutmmy - Fairly slow moving but can dole out some serigus damage. They use an
enchanted stafl to fire powertul energy serpents al you,

Baster - This is ona fierce and wily lloness. Sh Is extremely fast. has razor-sharp claws
and can telzport al will - a lethal mix of skills in anyone's book.

Magmantis - This lava-dwelling denizen rises up to unleash high-speed fire balts at
unhicky individuals, Mave quick, keep your distance and lake advantaga of whatever cover
wou can fing.

Kilinaat Sentry - Bugs. | hate bugs, Especially these uglies! They look like walking roach-
&5, and they are definitely a whole 1ot meaner ool Usually encountered working around
ilign structures, they will attack with a nasty laser pistol if disturbed.

St - The mast foul and avil ¢f all the Egyptian gods. Set wants nothing more than 1o
oty devaur your soul, After he smashes your body ta a pulp, of coursa




Satkis - This cemonic nightmare is a result of alien genetic experiments. Even the most
experignced ol game players will ba in far a surprise whan fighting this beast.

Kikmantikahe - The final boss, leader of the Kilmaat forses here on Earth. Be afraid - be
VERY atraid.

A VISITOR'S GUIDE TO THE KARNAK VALLEY

The average gamer will find thit Powerslave fs 2n edsy gama to lzarm oul a difficull one to
miaster. While most levels share comman features, gach one Has heen carefully built to
comvey @ particular fook or 1eel as the game unfolds bafore you. You will obsarve that
SOME araas SIess jumping., swimming or puzzie-solving while others may test your skills
a5 & pura killing machine. No mattar whal situations you may be up against, keep vour
wits about you and check out the helpful tips below

1) The Kdmazt have removed and modilied many staircases, élevators, panels and doors.
It it books like your progress his réached an impasse, look for switches and keys to
access these leatures.

2) During your [ourney, you will mary times find an ilem or place that vou cannol reach.
[ron't wiorry, just remamber whare it wak and come back at a later time, after you have
acauiret an itam that will let you jump migher, levitite or negotiate perilous terrain.

) Looking down (press and hold Button X and DOWN on tha D-Pad) is always a great
viay 10 check your footing, aspecially when faced with some of the mare daunting jumgs
you will come across.

4) Don't forget 1o use the sirafe keys to sidestep in and out of passageways, liring and
then ducking back into cover,

&) The Karnak Valley i full of secrets. Many interesfing and useful lems can be oblained
it you expend a bit of etfart to uncover some of thern, The Amun Bombs can open hidden
caves and passageways thal contain many secrets. Ba creative and thorough in your
dxplorations. Atter a while, the walls and hieroglyphics may begin to look the same -
dan’l bee foobed! Look for breaks in pattérns, the out-ol-place panel, or simply frust your
instincts = if somathing looks differint, you just might be on to 3 secret!

Loateee . oo o
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