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CHOMP is the Sorcerer s high resolution version of the
classic real time arcade gime “Ghostmuncher”.

You become the CHOMP (& rounded creature with an enormous apcetite), and must
travel around the interconnected pathwars gobbling up dots as rou go. But.
there i% & catch - monsters are at First caged in. but gradually ther escape
and the chase begins - all is not lost' I4 you can reach the snergr capsules in
time the roles are reversed and you can start chasing those crazy monsters. Be
careful = the snergy »ou cbtained soon wears OFFf and the monsters pursus »ou as
before.



LOADING [MSTRUCT IOMS ¢

As the program is totally written in assembly Tanguage it I8 not necessary to
have the BASIC ROM PAC inserted.

a. I¥ in BARIC h:'p- BYE and presd RETURM to enter the Sorcerer Monitor,

b. Troe LOG then start the tape (by¥ pressing playd

€. The proores will should load and auto-executs lhur';Ir

d. I¥ you oet loading errors, try flip sicde of tape and do the following:
While in the monitor type SE Te=l (RETURN} then typs LOG (RETURM)

This side |is recorded at 3800 BAUD s0 will take longer to load.

14 errors still occurr try different volume and tone settings on recorder,

PLAYING THE OaME:

Hessages in the centre of the screen will continue to appear wnlbil & Ker 13
pressed, after which, the game will begin!

The arrcw Kers on the numeric pad control the direction of movement of the
CHOMP and these arei

) 8 moves up
4 moves left o *» 4 moves right
W 2 moves dosn

It is not necessary to have the ker depressed to move the CHOMP only to chanas
it's direction, although taking your dingers ofd the kerpad la & little uneioe.

04 course if an attempt is made to move through a wall, the Ker press for that
direction will be ignored and note that the CHOMP will stop (Aot the monsters),
wntil a key is pressed in & legal direction.

SCORIMG

® Gmall dote....18 points = Energr capsules....5@ points

® 1F a monster touches »ou while it 1% in it's solid form vou will be crumpled
to dust'’

® But, after the CHOMF qobbles an snerdar capsule the monsters chanas 3o only
their outline i% sesn, this is then the time to qain many extra points by

CHOMPing the outlined monsters. ¥ you seguentially eat up the monsters whilst
in this character (in any order) scores for each monster progress as fol lowes

® Ist..... 298 points ® 2nd......d08 points
LI - S 800 points ® Ath......1400 pointa

(These will be displired:



Thus br continuing to CHOMP up outlined monsters, & possible 3008 points is
added to rour SCOre. Very wor thiwhile!

Hote that after being CHOMPed. that monsters will be sent back to the cage in
the centre of the screen and makin try 1o escape.

® Tokens will appear &t the position #rom which the CHOMP began 1 t°s chomping
fthe first token beina scme cherries) and points varying from S08 to 4088
idepending on how many times ¥ou have saten up s11 the dots) will be swarded Lo
rou. For those shilled plarers, surprine fokens await on the later levels.

® LWhen wou schidve » score of 100808, an ectra CHOMP will be presented to you.

® The SCORE i9 dvaplaved coentre ledt side of screen and the number of CHOMPS
remEininRG on the roght hand dide.

OCBJECT OF THE (WHE:

The chief obiect of the qeme 19 of courss to achieve the highest possible score
¥ou Chn, and have lots of fun'' This can be done by CHOMPIng dots, aobbling
outlined monsters, swallowing the tokens and trying not to be crumpled lo dust.

I# all your CHOMPS have been #liminated then the board position will be
returned to the original settina, rour score for that came remaining.

The hiak score will be seen in the centre of the screen with other messaces.

STRATEGY :

During the course of Dlaving the aame »ou will notice that at times the
mongters will wonder aimless!y along the paths, having no particular interest
i ¥ou or vour poRition. and At other times ther will suddenly change
personality and begin their pursuit of you' Whilst the monsters are wandering
It is good strateqr to cobble as many dote a8 possible, sparing the eneray
capsules until really needed.

Also take note that esach monster (whilat being solidl hag it's own character
i@, one may give chase very often and another only head for »ou seldomly,

Mg two cames are the fhme a0 those plaverd of vou who ol low & melthod will nesd
to change your strateor considerably.

Points mar seem sasy to cbtain at firet, Bbut you will discover some tricks and
subtleties that make the game exciting and & Jor to olay.

SOUNE ¢

For the excitling sound sffecte, it is  scommended you use our Four Voice Music
Sratem interface board.
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