LOADING EXILE

Insert the program disk and reset. Once the tile scrzen has appearcd and the music is playing, you
may press the Space Bar (mouse bulton oa the A1200), or joystick fire button at any time 10 begin
the game (note: on he A1200 inscrn Disk 2 when requesied), Press F10 in the zame o select belwesn
different foweign languages for e wat messages (oa the CD32 hold down both W) bultons and press
b green and sed butlems tege e,

THE STORY 50 FAK
Adler yet another dangerous mission on an inkespitable alien planct, you lie back in the commander's
seat on the deck of your space-craft, and look forward to ence again being warm and comfortable on
Earth, In your heart of hearts you know that onz day soon you will get the calling, that indescribable
urge 1o explote new galaxies, discovering new planes and naming them after vour favourite cartoon
characiers. But for now, you tell your seat to recling Lo near-herizontal, call up *Eanth Sound Effcets -
Babbling Brooks IV on the ship's hi-fi, close your eyes and think of home.

The relaxed harmonious envirenment of your ship is suddenly interrupted by a crackling on the
speakers. An Incoming Dristress Signal is projected onto the main display screcn, along with hundreds
of seemingly random statistics. Suddenly the sub-cther comms link is activated...

"This is Commander Sprake of the Columbus Force Ship Pericles, on a mission to colonise the planet
Phocbus. Here's the data...”

The screen in front of you fills with even more numbers. Youll analyse them later, you think w
yourself,

Of course, you know all about the Columbus Force. Afler all, they gave you the truining and
expenience that has kept you alive so far. They perform the most dangerous part of any colonisation
procedure - the initial setting up of a basc. The rewards arc immense, but they work with little, if
any, bock-up. You continuz to lisica to the disembodicd voice catracied from the cther.

"We're in real trouble down here. You must help. Mot for our sake - we may be dead by the tine
anyene pices this wp - but you must stop Triax! Please read this information...”

The screen flickers. It now shows an old news bullelin about a genetic enginear who was found to be
tampering with the brains and bedies of helpless victims, toming them into rathless erminators, He
called himself Triax. He was convizied and seat into space for punishment, destined o drift helplessly
in the infinitz void for the remaindzr of his Life. You look at the daie of the report. It is over a century
odd - surcly Triax should be long écad by now, Yours thoughts are almost immediatcly answered by
the Commander's voice.

“He sornehow managed to land here and start his experiments agoin, He has eatended his owm life -
iltferw gl fre looks under 40, he is actually over 150 years old,

"We didn't initially realise that anything was wrong, since he had hickien himsell in the Western turtrrel
syatem, beneath a seemingly impeneirable door. The planer is riddled with cavex and runnels,
excavaled by an ancient civilisation now recduced w sorme pitiful imp-ike creures. We set up base in
some of the caves, away fromm e vicious winds on the surface.

"We dismaniled a large section of the Pericles for waterivls, as stundord procedure for colonising a
sew plamet. It seerned sufe for us to do so. The worst things we found were sorme kind of glart wasps,
fust they wsually seern lo siay out of the way, close ro their nesis.”

You shudder with revulsion - you have always hated wasps! For the fist tme you regrel losing all of
your weapons in your close escape from the Acid Crealures of Ravinox 5. Bul you will have w ury o
help, Afer all, where would hummity be without kaving the explorers and colonists of the Columbus
Forge Lo satisly its insatiable appetite for expansion? And they'd pay good moncy 100 - you wouldn'



necd Lo scll your valuable personal wansporier if you could rescue the Columbus Force personnel, o
avenge their deaths! You listen on inkently...

"We knew something was terribly wrong when our Destinator went missing, leaving us ro choice bui
to stay and explore further, We jound that the mysterious western door had opened - the eniranes to
Trian's domain. Tie screams of the doomed explormion party sl seem to be echning around this
feateful place. They had our plasma gun end the latest PX312 Blaster weapon with them, but it did
them no good agatnst the shear magnitiude of Triacs evif creations, ™

You have heard of the PX3 2, but have only dreamed of possessing one, It emits a blast of encrgy in
all dicections withuut effceling the user, 17 only you could find it, and the plasma gun too. You'd
have o get through than western ¢oor st though

“There are tervible creanres down there, the resilt of Triax's vile expecumentation, His lab is very
deep down. He is creating o race of maggot creatires o infest tie umiverse. He has a giant machine
manufacraring them. Yot must desiroy itf Me vt be stopped? For pity's sake. 1

Sprake's voice, up 1o now the wnnaturally calm voice of 2 condemped man, seems 1o lose control,
There are confused nvises in the background, paricked voices intermingled with sporadic icer shots.
Sprake barks out some lutile orders in desperation, then iheee i @ loud crashing sound, followed by a
still silence. You hear (he distinctive sound of a Transporier materialisation, then a new voice, filled
wilh evil and malive,

“Finally | have you, Sprake, You and your surviving erew will make fine fodder for my experimenis.

Humamy are xe muycl more inrereseng than the st inps aned sergsrats Foe been forced to use for the
list hundred years, Come. we will how go to my laborator:

All thoughts of the warmth and comlomn of Earth are now forgeltien, You are heading for Phocbus...

GALACTIC SECURITY SYSTEM (ASO0600 version only)

Aol ol time and effort bas gone into the development of EXILE. Unfortunately there are some
members ol the community who are dishonzst enough te make or acceps illegal copics of the gamc,

In o effard W dicanrage this thefl, & seeurity system s incorporated in addition to the standard disk
Oy profechion,

Crcasionally you will Tind yourself in a sealed cavern with fowr “indicators’. To continue playing
EXILE you wall necd wenter 1 special codz which can be Tound at the back of this manual.

A Tour digit code is esplayed on the sereen, Locate this namber by looking down the middle column
of numbers (note that they are printed in ascending order),

Assigned 10 each Index number are two codes, one on vither side. In the game there 1 an animated
lcon which specifies "outer” (the lefl hand codz] or “inner’ {the right hand code). Ohnce you have
located the correct eode you must enter it by jumping up w0 hit the corresponding digit.

IT yon aire wsing a parated copy of EXILE, watch om! The game will modify itself subtly o stop it

playing correctly as the game progresses, so i may not be immediately apparent that somethifle is
wrane. You will enjoy playing the pame much more if you have kought a genuine copy!

THE AIM OF TIHE GAME

When the game beging, you will find yoursell in your spacecreit above the planet Fhoebos. You will
e Triax materialise and steal your Destinatio

Your ship is helpless without the Destinator - (heve is no oller way of wracking the sub-space fracres
which make intergalactic wavel possitile, The wlinite wim of the game 18 10 desiroy Triax's Mapgol
Machine, recover your Doestinator, omd biwge it bk e yevar ship, a1 which peint you will blast away



from Phoebus. Yoo will gt a large bunus [or each member of the original landing party that you
resce from captivity in the process.

Before you can complete the tsk, there aie many problems to overcome and puzeles 1o solve. There
are afien several ways oF doing something. Yoo muost caplore as much as possible, and you may
experiment frecly with anything in the environment. 10 you find yourself stuck, go back and explore -
there may be something that you missed the first time. You could alse uy reading this manual again,
since il does inclede many helplul hints

CONTROLS

You can play the standard Amiga version using either the kayboard or a joystick; the A12(K) version
also allows the use of & CD32 controller - and on the CD32 this is your oaly coatrol option.

The controls erc shown on the back page of this manual. In this manual we will often refer lo the
keyhoard controls, rather then detailing all the possible contral options, to make it more readable,

GETTING STARTED

This section describes how o complewe T Gk pan of e game. This may scem wnusual, but it 5 an
ingignificamly smal parof the whole game, and is a good way 1© painlessly introduce you e somc of
the main control methods used in EXILE. I is not the definitive method of completing this part of the
gAmME - you can, fof example, get more grenades befoe guing underground. Feel free 1o miss out this
sclion i you want to explore by yoursell

When you arrive at Phochus, you will see Triax wleport ino your ship, sieals your Destinator and
then teleport away again, That is the last you will see of e Destinanor for a leng tme! Withoot it
your spaceship is stranded, so you need 10 pet oul and explore. Youw'll find you can manocuvie using
cither the directional thrust keys or the cight wseal joystick dineclions,

You can e the paic of aiflock doors, but they are Iocked. To unlock the doors, you need Lo press the
switch near the front of the ship - just bemp yoursell against it You may accidentally press the switch
a second time, which will lock the deors again, Onoe unlocked. the deers will open when you toach
them. 3o just stand on the top door, fall through, wait for ibe second door (o open, Tall throogh tha,
and you are oul! I you now jost drop staight down, you will land on the partially dismamled
spaceship Pericles.

Now press the Remember Teleport Position key (R). Nothing seems 0 have happened. bu your
teleport circuitry (your "valuable personal transposter™) has remembered your position - this wil” be
demonsirated later. Move o the right. off the end el the shap, down onto the groend, and remember
your pozition again. Watch out for the ozeasional metconite showers!

Keep walking enst (10 the right) and vou will find an iritating (bl harmless) brd, Keep maving, and
vou will see a grenade. 17 you walk or fly against it, you will push it along the ground. Yem need fn
pick it up, nol play foothall with it! Hold down the Pick Up key (<) and carry on pushing agoamst the
grenode uwntil it jumps to your hand, Pt the granade inte your pocket by pressing the Srore (et
key (S).

The bird may knock you arowed o bit, but it dozsn’t actually ham you {hewever, you will encountber
much nasticr birds later on'y  Nevertheless, you will still want to gzt away from the bicd sinee i
hampers you. You haven’l any weapons yet. [ know vou have a grenadz, but you need w keep that
until later and iU's a waste using it to blast 2 harmless bird, So you ean't kill i1, you can’t grab il {(some
animals you will be oble 1w pick wp and carry) end if you fly back o the Pericles it will probably just
felbovw you. Tlzre is an opportonity to make good use of your personal ansporter...

Lead the hird 1o the cast, wntil 1t can't fly into the wind ary further, hen press the Telepart key (T).
Yuou will be teleported back 1o the last position you Remembered {on b ground by the Pericles, wall
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away from the bird]. I you weleport again, you will end up 2t the position before that ton p of the
Periclas). 8o, as you can see, eleporting takes you back through the positions you have eroembered
with the R key. Only the last four positions are stored - if you were o Lelepurt again you would end
up in your own spaceship, which is permanently stored as the "last reson” pusition, so that you can
always get back there in o dire emergency, You will also be automatically welepored i your health is
very low (your amaring personal transporter never kets you die - a valozble piece of equipment
indeed?). Read the Teleporting section for more details.

Mow fly back onto the ground Lo the cast of the Pericles, press B to remember the position, then Ty
the left, wnder the ship. You will see a passage ¢own into the ground. protecied by a defence pun, 1
you ore quick, you will be able o get down the hole without geting "killed” (i.e. tleporied back to
the surface). If you ars killed, you should we-Remember your position (making sure you are in a safe
place), and let your health recover befone wying apain.

Sinca the gun takes a while 1o wn its bamrel 1 Gy you, it might he o good idea o try approaching
from the ather direction.

When you get down the holz, move quickly w the left hand end of the cave, oul ol sight of the gun,
To the right you will se¢ another Lorizonial door blocking your pach down. 1t s locked and there is no
swilch Lo open it, but you can blow open this door wilk your grenade [some doors are stronger than
othees = this is a weak one). Remember your position (R} and Giet oul your grenade (G), Now My over
te the door, press Mo drop the grenade onto the doar, ter 2o baek te e 1ol to shield yourself from
the Plase Afer a few seconds the grerad will explode, blzsting the way chear, If you are caught in
Lhe aliersheek you will “die™, bul the only tesult of this is you will be outomatically teleported
(having Rewembered your position). Wait for yoor health o recower,  re-Bemember your position,
and then carry on down into the depths of the planet. Good Tuck...

CONTROL PANEL

Standard Amipa version
At the bottom of the scieen |, you will see the console which shows the status of all your viml
equipment, your healih, seore and elapsed dme. Tt alin displays fmportant messages.
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Un the far leftare the four Weapons Stetus Trdicators (numbeied 1 thriough 1o ). To tha right of the
fourth bar is an idicator which illuminates when your Jetpack Booster 15 activaied. The ast two
vertical imdicators are your Space Suit protzcton field staws, and Jeipack Fuel remaining,

UIn the far nght there are six pass-key slots, When you colleat a kuy the relevant slot is filled. If you

come inta contact wilh a door or tansporier the conesponding indicator will puisate (o show which
prioss-key s fequired,

Below the pass-key status arez is your Health Indicaer, shown in green when you are in good heaith.
IF you are injured, the two ends of the indicator win red, and the red area flls 1owards the centre ontil
finally you are so kadly hurt that you are autimmatizally wlepored away.

In the centre of the console is the EXILE pancl. 1t will begin o glow if you are injured, and also if
you jetpack becomes elogged up with mushioum spores tsee later in tha manual for more information
on the mushrooms). This area also contains the joysick contral icons (accessed by pressing ke
Spoca Bar}.




To the lef of the EXILE panel you will see your scorz and o the right the lapsed game tme, - Below
the pana| is the semiling messape window,

Amiga 12000032 versinns
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THE CONTROL SYSTEMS

Although the game can be played with a standard goysick, many experienced players prafer to use the
keyboard. At first the number of keys available may scem daunting, but if yon persist it will soon
bezome seeond nature. On an Amipga 1200 a CDA2 controller 15 recommended, it you have ome (Role
that many other Audiogenic games support this controller); see the goide on the back of this manual
for details of the button assignments - note that the two black buttons at the top are used as “shiflt’ keys
to increase the number of functions available.

If you play using a standard joystick then vou can avoid using the keyboard by making use of the on
screen icon display system. You need 10 press the Spoace Bar o get the first icon s21, press it again for
the second set, then a third tme to retum w nommal threst conrol, Mowe the joystick to highlight the
required icon, and then press the fire button 1o select it

For many functions, you nced to keep the fire bugon held down whilz you use the joystck lo
complete 2 selection. When you release the Gire button, the joystick will revert to normal "thrustiag”
mode. Notz- I you have auto-fine on your joystick, it should be turned aff.

THRUSTING

Thrusting causes a pressurised et w be blasted from your jeipack - you will see this jet as a stream of
particles, The jetpack uses energy - s energy bar on ihie console shows how much cnergy remains. 1t
vou ane standing on the ground, thrusting sideways causes you w0 walk or run, using ao energy. Even
i your jetpack i ot of fuel, or emporarily blocked (e.g. with mushroom spoesh, you cen sill run
and ump.

Ve the kevs QL W, PO L (1, 5 P, Loon the A1200) or move the joysiaek in the apprepriate dircction.

AIMING ANIFFIRING
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Cince yoea have found, picked up, and selected a weapon yoa can then fire it 1Uis fired in the direction
you have chosen using the aiming controls (see below), Addilionally, the fire keyfbution can affect

same held objects - for example, if you are holding a grenade, you can use it to start and stop the
countdown o dalonatlion.

Holding down the fire key/button gives auto-firz on the missiles, bul you can fire more rapidly by
repeatedly pressing it quickly yoursell.

Note: IF you are using the joystick for thrasting, the Space Bar is used for icon selecton, but if you
are using the keyboard for thrusting, the Space Bar functions as the fire key.

The Alming funchion controls the tmieclory of firing and throwing. You can raise and lower the
direction (2 stream of particles shows the direction of aim as you do this), and by holding the Raise
Air and Lower Aim keys together, you can show the current aimang direction without altering it

‘To gim using the joystick, selzet the icon and keep the fire button held down, You will see a stream of
parucles showing your current aiming direction. Move the joystick up and down 1o direet it or
sideways to centralise it. When vou release the buticn, you will return to normal thresting mode.

PICKING UP/THROWING/DROPPING
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Te pick up an object. you muost held the Pick Hp key as vou touch the object in front of you by
moving into it. You may also he able o grab an object tat s i your head, or under vour fzet, as long
as 1t is nod actually behind you. To use the joystick, s2lect the Pick Upowon, and keep the fire button
held down while you throst against the object, until you have succeeded in picking it up.

Nut all objects can be held, and some ohjects will burt you ! ihey ane carried {e.g. radioactive erysials

- until you gain radioactive immunity). On the other hand, some cremtures can be keld, thus stopping
them hurting you (iry grabhing a wasp),

Ty picking g the g fish..

fi



Or.ce you are holding someling, you can drop or throw it Pressing the Throw key launches the object
in the direction defined by your aiming usjectory. Realistically, light objects arc thrown further than
heavy ones. Also, thrusting and walking are slower il you are carrying a heavy object.

I you seleen the Threow or Drop icon with the joystick, you won't actwally throw or drop the ohjzet
until you release the fire button. This cnables you Lo manocuvre whilst you drop or throw. This can be
very imporant, beeanse you can throw objects fasier by thrusting and throwing at the same time.

USEOF FOCKETS

RAN<IRNs/

Store oblect  loonsetl Getoblect knon sl
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¥ou have four pockets inte which vou can store some caried objects. The pockets are sctually stasis
ficlds, designed so that a stored object is completely suspended in ime and space (a live grenade won't
caplode, for examplz) and doesn't aficet your weight,

Pressing the Store Object key, or selecting the Store Offect icon, will put the object you are holding
into a pocket. If this docsn't work it cither mears the object 15 oo large, or all your pockels are
pocupicd. I it is the latter, you can still use Ger (Myecr to soe which item(s) you might wanl Lo
discard.

Pressing the Ger Gliject key will take an ohject out of your pockets and put it into your hands, 1§ you
are already holding something, the held objecr will GF possible) be put in a pocket first, Repoatedly
pressing the G key will cycle through all e dems in your pockets.

Selecting the Ger Object ivon with the joystick is sumilar o pressing the G key, except that if you keep
the fire button held down you can ¢ycle through the wems in your pockets by moving the joystick up
(jusl like repeateily pressing the G keyd, or you can store the object away (like pressing 5) by moving
the joystick dewn. Release the fire hutton to retumn o pormal thrasting mode.

TELEPORTING
Rememwber  Konset2 Teleport leon sed 1
centra cenire

You will guickly find out the imponance of vour personal .L-I'i.-['UT[lﬂ_:E capehility, aad it is imperative
that you lzame o use i propreely and get e best out of it

When you weleport, you go to the last position stored with Rememdfier, This position is then lost, so the
next welepont will ke vou to the position remembered before that You will usually wont to re-
Femember your position immoediatzly afier you have wlzponied, in order to keep this position infact as
your desunanion.

Your wleport circuitey remembers only the last four positions, plus a "last reson” position, back ul the
ship.



You can eleport voluntarily (by pressing the Tefeport key) or puiomatically (when you are badly
injured, in which case you lose points). Because of this, it is a good idca o only remember your
position in places which are safe. If you are teleported automatically, you will wanl 1o recover
without something immediately hurtiog you, and causing you te telepont again.

You cannot elepon voluntarily if you are holding something, and if you are eleported automatically
vou will drop whatever you are currenty hulding in your hands. You may even have something diop
out of your pockets, s0 ry amd wlepon voluntarily befome dis sitvation occurs. 1f you armive al your
destination very hurt, there will be a shon delay (2 couple of secconds) before you ae able to
remember yoar position again, Liswen for the sound effect when you press R.

You can use your welepon strategically ton. For instance, (o gel past a creature that keeps pushing you
away, you could Rewterber your telzport position, e pushed back, then Teleporr You will then be on
the nther side of the Creature!

WEAPON SELECTION AND EKERGY MANAGEMENT
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Weapon Select Pz Masma Gun Proteciion Sult ck
Ed"l.ptc;:l'rrEIEh‘l J Blnster Inlﬁiﬁg:

Certain wezpons and Hems (listed below) that you pick wp are wilached (o your spacesuil, and cannol
be dropped again. Initially you have only your jetpack (not to v confused with the jeipack booster).
These items use encrzy from their own baticrics, but encrgy con be freely ransferred between them.
You can soc how the encrgy 15 distributed by locking a1 the vnergy hars on the comselz. The weapon
selection and chareing functions have ao effect until vou hase picked up your fiest weapon, and when
you bave picked 10 ep you must remermber o select it before you can e it

Keyboard Weapon Selection

To select a partcular picee of cquipment you need 10 press the relevant key, You can wransfer energy
1o the selectod weapen hy pressing Shife ingether with the key corresponding o the fiem from which
vl wan! anergy to be laken. For example, if you have Weapon 1 selected. you can transfer encrgy
it from the jetpack by pressing Shift together with the joipock key, You will see the energy transfeered
on the console, IE you need o recharge your jetpack from o weapon, you meed 1o select the eipack
first, and then press Shilt together with the weapor key.

Joystick Weapon Selection

Fiestly, select the Weapon weon {Ieon set 1, centee left won) and keep the fire baitoa held down, You
can now choose your weapon by moving the joystick lelt and right, or you can charga/discharge tha
weapon by moving the joystick up and down, Release the fire button to return to normal thrust mode,

When a weapon (or the jetpack) 13 biw on energy it will functon imermilizatly. To gain extra energy,
your peed (o pick up Power Pods. These are eeleesad when robots or gon wrerets are destroyed, and
they supply cncrgy 1o the jeipack battery {from which you can charge the other items). Power pods
become unstuble and begin 1o pulsate i1 they are disiurbed, so you should pick them up quickly belor:
they burst nto flame and self-desiruct,

s is the fisl weapon you will lind, and G ino slot 1.
W s bullets which cause dwnage v impact and ane
guane Dight, I is guine a feeble weapon, but capable (with
bots of shids) ol stunning rohois and werrcts wemporaniy.

A



The leer

This fits into slor 2, and fires explosive energy
packets which do more damage than bullets. Mot
surprisingly, it eses more encrgy than the guna. It
1 carried by a hovering robot, which you need to
destroy Lo get at the [cer.

The PX312 Blaster

This weapon [slot 3) causcs a blast of energy
away lrom your suit, damaging and pushing away
anything that is close w you. It wses a lot of
energy, though. Just watch the snerpy drain away
d% you use it

Tie Plagma Gin

The weapon in slot 4 Iaunches plasma balls {very
hot charged pas), using about 10 fimes (Be cnerey
of the gun.

The Protection Device
This gives you greater protecticn from anything that harls you. ln doing so it uses wp encrgy, and
whan il is low in energy it will lose ns effectiveness, so you will revent o your aormal strength.
Watch the console w0 see when it needs recharging. The more you are being hurt, the more gquickly
enerzy will be used in trving 10 protect you.

SCREEN OFFSCT

Serall screen Serollle! Scroliright  Seroll
[Sef 1, botam rght ranrs rollup  Scroll down

To enable you o fee mers af your Sarrownding envirnment, you can move the seoee by using the

carsor contral arrew) keys, or by selecting the sereen olfsel icon and moving the jovsick (with the
Fire batton held down).

Pressing the ledt anil right corsor keys (opeiher will centralise the screen horizontally, Pressing the up
and eown keys tagether centralises the sermen vertically,

BOOST
Caps
Lock
3
Booster On/Off  leonse’ 1 Bowster burst
0 right




These functions 2re only avadable orce vou have picked up the jetpack booster attachment. This
doubles the amount of thrust from your jetpack, though if uses four limes the as much power, Once
installed, you can switch it on or off as required, and activate i foc short bursts of energy, The boosier
15 particularly wsaful (if not ecsentipl} when you are rying to carry a heavy object.

WHISTLES
Y| Ul b
Whista keon sel 2 Whiste 7 lcon sel 2
lop centra bottom cente

Therz are two whistles wo find. They are needed 1o contral te Mriendly robot "Chaiter”, who is imitially
deactivated, When you are able, iy feeding Chauner sume Coronium crystals, then using the whistles,

LIE IMNFWYIN

) oo

Lie dowm [con s 2
botarmn left

This opticn farees you 10 lie down on the ground - useful Tor getiing Umough small gaps, or ducking
en¢mvy fire. To staed up again, release the key or joystick fin: Dutton,

TURN ARQUND

TAB

Turm Argind

This option mabes 1he spaceman ter around 1o G i The apposite direction. If he is lying down, he
will turn 1o lace wpwards.

REPEAT LAST MESSACE
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Repadat Last lconeed 2
Messoge centre left
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You will cocasionally see messages scrolling along the botlom of the censole. They are usually
initiated when you touch something for the first time, (elling you what 11 is. Sometimes there i3 a

gueue of pending messages waiting for you. This option will repeat the 1ast message for you.

MEMNU
HELP
Meny foon s&d 2
boltormn right

The menn sorzen gives you the oplion of loading and saving positions. This is described in detail later
on in this marual,

PAUSE GAME

DEL

Fause/Unpavsa

There is no visuad dndicator w show thal the pame Bis been poused, so I the game seems 10 have
"ltozen”, Uy pressing this key!

SCORING

You pain points for killing enemy creatures, and yon also goone banuses for complaling certain Lasks,
such as destroying Triax's Maggot Machine, and rescuing ¢ncw members, IF you ane injured badly
enough to be aulomatically elzported, you will lose points.

The time: displayed 8 the actoal plaving time tken Lo reach this point in the game. You lose one point
pior second from your score, so it do2sn’l pay o hang oround doing nothing!

SOME THINGE YOU WILL SEE

Doors

There are doers (o be found throughout Uie pame, hindering your progress. An unlogked door is easy
Lo pass through - all you have w do is wech i and iowill open. IF a door is locked, however, you will
need w either find a way of unlocking i, or you may be able w blast it open with a grenade (there is
only one type of doer that can be blasted in this way).

You can ok or untock 4 deor by using the BCD (see Befow), bul only il you posscss the key
vornesponding to that door, Sometimes there will be a switch that conrols a door. or there might be an
invisible wigger-point nearby which activaies its mechanism. Different doxws have different strenglhs -
wiedk doors can be destroyed with a prenade, far ingtance, while 1he other donrs requine either the
Cannon or a Corcnivm hlast to destroy them, Ancient cock-doors cannod be alfected by the RCD, even
il you have all the keys.
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Turrels and Robots

Thesa are ezsy 1o spot, since they shoot at you al every opporiumity! Il you manage 1o damage a robot
or lwmat badly enough, il will start flashing, indicating that it is 'stunncd’. This puts it temporarily out
of ection. Il your weapon is strong enough you should be able to destroy it completely with a few
more quick shots. It may relzasc a power pack, or maybe semething more wseful when it expires.

Imps
Imps cvelved from the remnants of the ancicnt
civilisation  which  enginally  buoilt  the
underground aysiem of Phoehus, They are not
very friendly - they bite you and throwing
mushrooms of other things at you given half a
chance, However, il you give an imp soimething it
likes (or even il it stzals something) it may give
vou something uscelul in reforn,

Swilches and Trigger Points
You khave already cncountered a swilch in your spaceship, Swilches can lock and ualock doors, open
and close doors, enable and disable trangporters, and even change transparter destinations.

You may be walking or flying through what sezme like an ciupty wnnel, then suddenly there is a
sparkling effect, and a door opens or closes. You have encountered an invisible trigger-point. You can
sometim2s leave an object in the trigzer arza to keep the effect going (e, keeping a door open).
Transporiers

Transporters are teleport booths, Any objeet that twuches the scan-beam gets transponied to the

location programaned into it The scan-beam stops i the traesporter is deactivated - either with a
switch, or the RCD (if you have the correet key),

Grenades

When a grenade is thrown o dropped, it will become "lise”, caplibing a fow scoonds afler the

countdown begins, You can start the countdown without diopping the grenade by pressing the Fire
z¥. Press il again to stop the countdown. 1F you arc gquack, you can prab a live grenade, press the

Fire key to deactivate it. and then keep it for your own e,

The Remote Control Devige (RCIY

Thz RCE is a vital pices of equipment that you oced W lecae and recover, W was dropped by 2
member of the Pericles down through  vapr door, st a Gee, Teis wsed o lock andd unlock doors, or
activale and deaclivate some transpin (2,

To use i, aim it g the cemne of the door or fransporer
(wsing the Afm keys), and press the Fire key. You will hear
@ sound and sez it emit & particie steeam, showing thal it 1s
functioning. Each door and transporter has ils own
ectivation eode, which means you need the correct pass-
key inorder for the RCL to have any =ffect. You must be
close enoweh tor this 1o work, and the further you are away
the more care you need 1o take to aim it (just like old-
Fshioaed TV remote controls foend on Earth)., There ar:
two pass-keys which you can find in the early stages of the
.
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If you usc the RCD on 2 door or wansporter, or wuch a door or wansporer beam, the comesponding
pass-key slot will Mash in the consele. I you don't already possess it, this shows which pass-key (if
any) will control that door or ransporter.

The Cannon RCD
There is a second RCD which operates similarly w e st except that tis one fires the cannon (o
pass-key is requirgd), Adm it al the Cannon, then press Fire. Watch oot for the hlast!

Flufty

Criginally a pet of one of the colunists, Flully is a stranze alicn creature who has a iendency v squeak
repeatedly when frightencd by loud noises such 2s gunfire. Once he's befriended you, he'll stick by
your side threugh thick and thin. Fluffy is extremaly agile, and can squesre through very Ught gaps o
relreve ubjeols fur you, ..

Mushrooms

Mushrooms on Fhocbus are really annoying, since their spores emporarily block up your jeipack
nuceles, There are bwo Wypes of mushrooms, Some are of a hallacinatory natre, making you fall pver
helplassly when you are affecied by them. The others just block your jeipack - you ¢can walk through
arczs of these mushroams, Afer a while your jetpack will astomatically unblock itselr.

Too wan eveniually protect yoursell from thess
elfects by fnding and stosing away o specid
immunity filier. Even withowt immanity, you con
stll Pick Up and Store Away mushrooms, since
they don't always disinleprate onoimpact

Whilst yon are suffering from the effecis of (e
milskraoms, the EXILE logo on the conssle
Haghas aeeen,

Coronium

Coronium is 3 glowing, rulio-active substance, There sie small, unstable Corcnium crystals, and large
Coronium rocks. Touching any two of these wpeler causes an explosion, the most powerful
explosion being when two Coronium rocks collide. Yoo can manufacture Coronium crystals by
burning the mushrooms.

Initially you get badly hurt if you touch Coronmam, Pot eventoally you will find a radiation protection
rill which stops this happening. You will need 1o pet a Coronium rock from the Eastern wanel system
13 blow open the entrance to the Western luane] system,

Hing:- There is a two-stage method of converting "Slines™ into Coronium rocks.

Sucking Clams

There are ziant clams scattered around the
lywer regions of the tunnel systzm, Eacl
clam can generate a powerful force,
attracting or repelling anyihing in its sight
Gncluding you!l, Sume are Jussy cers,
and  only  suck when they  see their
praa ticular Jood.

USING GUNS AS TOOLS

Everything in EXILE has mass, vorving from light wasps to large heavy boulders, Winds have less
elleet oa heavy objects than light ones, Conservation of momentum anplics on all impacts, so that a
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fast, light object may move somethlng as moch as 2 slow. heavy one. Bucause of this, you can use
YOUr gung as tonls o move heavy ohjects around, The second gun (the loer) his beavier projectiles

than the first, o it will move things more effectively. Note, however, that this usas up cnergy very
Quickly.

Most picees of equipmant you will find (keys, RCDs, Gung, Whistles, the Cannon, the Boosier, the
Prodection Suit, the Destinalor) are indesiruetible, so don'l be afraid of damaging them. Feel free o
shoal at them or blow them up in order 10 move them,

Il you are Irying t0 move something hzavy along the ground, it helps o aim slightly opwards as you
shoot. This tends tn Tift the object off the groond, thus redecing friction. Aiming siraight upwands as
you shoot 1% an effective way of lifting someihing up inlo the air.

SAVING AND LOADING POSITIONS

When you enter the menu screen (by pressing HELP o pause on a CA2 controller) you are given the
opticn of loading/saving to DNSK (NVRAM an Lhe CDA2), or loadingfsaviag o RAM. Use the joystick

and firc button or the curser keys and Return 10 select the wiuired oplion, Select EXIT o retorn o
the zamc.

Saving a pasition w0 RAM is very uscful during pameplay, since it is a zood iden W temporarily save
your position before trying something dangeroos or tricky, Simply sclect RAM SAVE or RAM LOAD.
Remember, however, that when you switeh off the compuer o position swed 10 RAM will be lost!
Javing to Disk

To save your position (o disk you must have a blank, formaned disk - do ped 2erempl o save o (he
game disk! You must REMOVE YOUR GAME DISK, plawe your blank disk, or a previously
inifialised EXILE daa disk ino drive A or DF0: z2nd select M58 SAVE, IM the disk hasa't heen

initdaliscd as an EXILE disk, you will he askad iF you wan 1his disk initialised, Once the disk hos
Beca initialised, it should he uged anly ag an EXTLE ot disk,

When the disk bas been indtialised, you shovld cheose one of the shats inte which you wani o save the
position. Do this by cither typing the sloc's identification ketter, or use the corgor keys and Return, or
uge (he joystick and fire boiton, You can then type in 2 name, fallowesd by Return, and the position
will b saved. Pressing Ese during Lhis process will eancel the operation.

T load a position from disk, place the EXILE data disk inte drve BIFI: select DISK LOAD, choose
1he reduared slol (as described abow2) and press Haturn,

Saving to NVRAM (CD3E2 only)
Only one position ol a time can be saved in NVEAM, and because an coormous amount of data needs

to b 2aved you are unlikely to be able to =ave your position unless the NVRAM is emply, or very
nearly so.

CREDITS

EXILE was designed and written by Jeremy Smith and Peter Irvin
William Recve & Tony Cox helped to program the Ariga and CD32 versions
The graphics were drawn by Ferman Semrano
The tile music was composed by Henry Jackman, adapizd for CD32 By Paddy Colohan
The sound effects are by the Authors
Insiruction manuval by the Authors, edited by Gary Sheinwald amd Pewa Calves
wanual illustcaions by Heoman Seoane and Jeremy Wellard

€ 1995 Audiopenic Sufvware Limiwd and Pewer [rvin
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QUICK REFERENCE GUIDE TO CONTROLS

‘Throst Len Q (1 oa AL200)
Thrust Right W (2 on A1200)
Thrust Up P

Thrust Down L

Jxipack Booster <Caps Lockx
Boosler Burst ) I

Liz Down {dischles jeipack] <CTRL>

Tum Aroaind <TAB>

Faise Aim 0

Lower Aim K

Aim Sideways |
Fire WeaponfActivale Obpect <SPACE>

Pick Up Object {If touching) <

Throw (ibject =
Diop Obj j.:cl M
Suore Ohject in pockets s

Gt Object from pockels G

Hemember Teleport Posilion R
T

Telepont
Weapon 1 (The Gun) F1
Weapon 2 (The 1oer) Fz

Weapon 3 (PX312 Blesier) F3
Weapon 4 (Plasma Gun) F4

Protection Suil FG6

Jelpack F7 or ESC
Winstlz 1 h

Wiistla 2 (1]

Repeat last messapge <Backspace>
Menu <HELP=>

Scrall Around Screen Cenine <Cursor keyss
Pause Game <DEL>

Toggle sceolling modes F8

Gal Objact Fick Lip Booster
fravr Pockets k o

s o =
- P %,‘ ‘-_.__d_ Tednpuart

Waapon r-" 4
Salact o T |

Hﬁ

Thirere

Whiztle 1
— i. Eemaormboar
Ll 1 i F-C-Eﬂ.b'l
Massage f,-"’
1 — e

? | R -1
o] 2P

; > v
f:ﬁ:;fﬂ: « ¥ sceoh Seroa Lo Dxymn Vinhiste 2 i
CD-32 Controller
s v [Extended Shift]
4 s i
i -P Fa - 5
Thrust I.r I e f,-* Talnport "“I- _1__.:11.‘ Get From Pockets
a | = 10 — .
- [Ramembar Position] | Fockels
[Eeostec Thrust] - 2. ] {Whizlie 2) I \ f’;'f" i [st;:: I'n-zr 2] e
{Scrol canting) | fig. i Tl ok -
I| do o hl! gy oo lI ,
| & '
NE e, o PG
R, “*’ " Pk Up
_— — | =
— B 2 i . |Crega]
Fice
Muiu [Thraw]
fEaloct W Uit Pack
(Sodeet Waeapan J Buit J Pack) (Tagele HUOJ
[--] = Shifted {=} = Externled Shilt
Hold Shifl and Press button

g - Hold Shit ond prass Rad bodton ks Thoow

Huold Shift and Exterded Shift
ver = FAod BN ard e leewdiad S0 Beng Press
¥olow Baofton fo Bow Wizt 2




