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Walk left / right: joystick left / rightWalk left / right: joystick left / right
Strike with sickle: joystick buttonStrike with sickle: joystick button
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Game ControlsGame ControlsGame Controls

Flying through the blocks of the playfield is notFlying through the blocks of the playfield is not
possible. If the flight duration is too long, the reaperpossible. If the flight duration is too long, the reaper
will fall down (there is no fall damage). When touchingwill fall down (there is no fall damage). When touching
a wall while flying, the reaper will stick to the wall. Ita wall while flying, the reaper will stick to the wall. It
can either climb up the wall or turn away from it,can either climb up the wall or turn away from it,
which results in falling down. While falling, the reaperwhich results in falling down. While falling, the reaper
can strike with the sickle.can strike with the sickle.  
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Game HistoryGame HistoryGame History

The reaper, an entity responsible for guiding orThe reaper, an entity responsible for guiding or
searching for lost souls in this spiritual world to showsearching for lost souls in this spiritual world to show
them the way, was called upon to search for somethem the way, was called upon to search for some
new souls who are lost between dimensions. Evilnew souls who are lost between dimensions. Evil
spirits and demons want to possess these souls, butspirits and demons want to possess these souls, but
the reaper needs to prevent and perhaps "save" them.the reaper needs to prevent and perhaps "save" them.
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There are three monsters moving horizontallyThere are three monsters moving horizontally
through the playfield. A collision with these monstersthrough the playfield. A collision with these monsters
results in instant death of the reaper. The monstersresults in instant death of the reaper. The monsters
can be killed by hitting them with the sickle. However,can be killed by hitting them with the sickle. However,
after a short time new monsters will replace them.after a short time new monsters will replace them.  
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The lost soul is located at a random position in theThe lost soul is located at a random position in the
playfield. It is either entirely invisible or partiallyplayfield. It is either entirely invisible or partially
visible by overlapping with the playfield (I refer tovisible by overlapping with the playfield (I refer to
both of these as “invisible”). If the reaper comesboth of these as “invisible”). If the reaper comes
suƯiciently close to the lost soul, it will becomesuƯiciently close to the lost soul, it will become
visible. However, staying at this short distance for toovisible. However, staying at this short distance for too
long will cause the lost soul to change its position andlong will cause the lost soul to change its position and
turn invisible, so that it must be found again. This canturn invisible, so that it must be found again. This can
be prevented by moving the reaper away from thebe prevented by moving the reaper away from the
lost soul suƯiciently fast, once it becomes visible. Itlost soul suƯiciently fast, once it becomes visible. It
will turn invisible again, but it will remain at itswill turn invisible again, but it will remain at its
position. The lost soul is freed when the reaperposition. The lost soul is freed when the reaper
manages to hit it with the sickle. In this case, onemanages to hit it with the sickle. In this case, one
point is added to the score, and the game continuespoint is added to the score, and the game continues
with a new search for the lost soul.with a new search for the lost soul.  
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Playing as the reaper, the purpose of the game is toPlaying as the reaper, the purpose of the game is to
locate a lost soul, and to free it, while avoiding enemylocate a lost soul, and to free it, while avoiding enemy
monsters.monsters.

Playing as the reaper, the purpose of the game is to
locate a lost soul, and to free it, while avoiding enemy
monsters.
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I am a mathematics professor who enjoysI am a mathematics professor who enjoys
programming games for the Atari 2600 in my spareprogramming games for the Atari 2600 in my spare
time. I like that the hardware limitations turntime. I like that the hardware limitations turn
programming into a kind of puzzle, where ideasprogramming into a kind of puzzle, where ideas
matter more than raw power. My favorite game genrematter more than raw power. My favorite game genre
is survival horror.is survival horror.
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