
AN INTRODUCTION
Welcome ro the [,and of Fairlight. You €rc abour ro enter a world of wonder
and magic. Fairlight r€pres€nra the stare of rhe art'in 3dimensional grâphic
adventures. Whar mak€s Fâirlighl rarher sp€cial is a Drosrahiinc
environment called 'The 3-D World;âk€r Technibue .

Objects and characleN in general ha!,Ê real world fearur€s. such as *eight,
momentum and sometimes a d€Cre of intellisence. roo. Allhoush. for
instance you (as lhe hêrc 'ls!a/) hàre 5 pockets"io carry thing in. y-ou may
nol be able to carry âs many as 5 - whâl-you can carrv âlso dèoendi on rhê
weighr of the objeits. Mani objecrs have. well. magiéal' uses. A is nor as
mav llrst meet the eve.

FAIRLIGHT 1. A Prelude: The Light Revealed
A dyinp land
It did iot happen o|r'cmight. The trnd ot Fairtiehl hâd once bccn a
beaureous placè; p€opl€d bt â fair race. led bv mighiiand wonhv KinÊs ancl
Queens. But lhe beàuty liâd faded. The leâdeli Éad grorvn weake-r an<t
weaker. The Light had ail but gonc.

Thc history books wdtten W the Elders of dats lons Eone bv. lalked âlmo6r
solely of a'land of peace. a Énd of music ând jollity.-A-land iherc it scemed
lhe sun shonc bnghlly everyday. in clear blue slrys. A land in which magic
was everylwnere. In ev€fytnrng ano rn fveryone...
No one could explain exaclly what had gone çTong, ahhough there was no
snonage ol village sloryrellcrs more than willing to try. Only lhe Castle
Avars slooal alone and silent on the plains of AvaNlund - lhe last dwellinc
place o[ a Kirig of F-airlighl..rhe King Âqrs. who somc sry was king *hen rhé
Lano was sûl tu ol magc, Detore the la ..,

As long as anyonc could remcmber no one hâd succeeded In gaining
entrance to this last veslage of the land as it once was.

As Iswr, lou have accidentally gained entrance lo lhe castle - or \r?s it an
accident? A voice has spoken within you. Iî claimed ro bc thc oroicction of
S€gar rhe Immonâ|. Wizard of Lighr. held caplivc in a towcr ivirÉin. "Go',
the loice had said, 'Seek lhc Book of Lighl wilhin these waus. and brins it lo
mc, lhar I may be frce lo bring Lighr bac-k to lhe land again....'

FAIRLIGHT 2. Trail of Darkness
The Undoing
ln this. lhc se-quel ro 'The Light Rc!€âled lour quesr is to locate thc lo6t
Book of Light. itolen by ihe Dàrk tord.



Soon. rf you cannot act to slop him, th€ Dark t rd will be able to hamcss
the power of rhc book and lum ir lo his o*,n evil ends. Gone will be lhe lasl
fragments of Light in the tind. Gone will be the fading power of magic for

LOADING
Consult the labels on the cassette itself to sec which side contains the
Progr:am you want to load.

The Spectrum veÉion of Fairlight 2 loads in two parls. lrâd the first pan
and stop the tape. rhen, if you get far enough inio rhe game, you wili be
prompreal to load rhe second pan. If you then fail in your quest, yorr will, in
order lo restan, have ro loâd in the data for Pan I acain. This is found on
the second half of side I of the tâpc. To find it quickji kecp a rccord of the
tape counler setring at the point oÀ rhe tape wher; Fâiiiight j ends.
ÇONTROLS
All velsions can be us€d with a Joystick (Spectrum !€rsion reouites
Kempsion inlcrface; Commodore versioî requirei io!6tick In pon l): The
joyslick conrrols movemenl, wirh the FIRE durton-uled ro FIcfIT. There
are keyboard contrcls for these and all the other facilities....

SPECTRUM
LOAD- ENTER

COMMODORE
SHIFT/RUN STOP

/ or right SHIFT
Nlo.
Xto B
left SHIFT or Z
ltos
7to0
RUN/STOP

AMSTRAO
CTRUsmall ENTER

UP/BIGHT
OOWN/LEFT
UP/LÊFT
DOWN/RIGHT
JUMP
FIGHT
PICK UP
DROP
OB.JECTS/POCKETS
USE
PAUSE
RESTART

COMMODORE SPÊCTRUM
Yto @ yto p
Gto L Hto L
Oto T Qto T
Ato F Ato G

SYM or SPACE
Bto M
XIoV
CAPS or Z

6o(7
SYM/SPACE
any key

AMSTRAO

L

ùt-'It- |

SPACE

7
1to5

I
CTRL

TAB/ESC
The Specrrum version of Fairlight 2 contains a further facility whercby 

'oùcan save your cufrent gamc onlo a blânk tape and loâd it back in later. Fifst
PAUSE the game. thên press S to Save. To l,oad a sâ\,cd game, PAUSE lhe
game, rhen prcss L ro Load. When loadcd RESTART rhe Éme.


