
INTRODUCTION
Playingthis game willtake you through eighteen months in the tife of
Adrian Mole.When you have loadedthêfirstpartofthe game.
f ollowing the rnstructions below (under the heading Usi ng the
Program). you willseethatas you progressthroughthe days in
Adriansdiary you willbe askedto make choicesforAdrian. Press a
numberfrorn I to 3to choose one ofthe options suggested.
Pressing keynumberawilldisplaythecommandandhelpsystem
menu Thls gives a list of the addittonalfeatures in the game and tuil
instructronson howto usethem.

THEGAME
Whether you have read SueTownsènds best-selling books ornot.
you should have nôtrouble guiding Adrian through thetria sand
tribulationsof schoolandfamilylfe!Knowingthebookswont
necessanly g ve you an advantage:in the game. famillar scenes
may wellhave anewtwrst There are anumber ofrandorn e ements
inclLrded so each game may be different.Adrians viewof the world
rs unrque and entertaining and you heip make decisionsaboutall
aspects of hiS life He is surrounded by colourful characters and you
willneedto considercarefullythe best way to impress themlYour
ultrmate a m rs to makeAdnan as popular as possrble wth
everyone and at regularpornts in thegame yourscore willappear
as an ndrcation of how wel you are doing. (You could. oi course.
play itthe otherwayand tryto make Adrian as unpopulâras
Dossibiel)



USINGTHE PROGRAM
The game cons stsofa numberofseparate programs. Pleasesee
the cassette labelfor the position ofthe difTerent parts ofthe gâme
Eachprograrn coversafewmonthsof Adrianslife Whenplaying
the game.press !5HIFT(or RETUFN on an Atari) to continue
whenthegame pauses

LOADINGTHE GAME
To load and startthe cassette version of the game, Insertthe
cassette inthe recorderand ensurethat it|sfully rewound. Setthe
tape countertO zero ilyour recorder has one. Thenlollow the
instructrons below don tforget to press RETLrRt{ or ENTER
aftereach command.
For Amsirad disc versions, please see drsc label

Amstrad CPC 464 Type RUN""and startthetape.
Amstrad CPC 664/6128 Type | 1ÂPE then RUlr|""(forlpress

SHlFf and ù)

\/vHEN THE GAME STARTS, DONT FORGETTO STOPTHETAPE
AND DO NOT REWIND IT.
Stopthetape wheneach program has loaded and restartitwhen it
istrmeto load the nextprogram

When you reachtheend of aprogram,amessage onthescreen
wrllaskyou if you wantto gotothe next program. Type YEIS and
press EHTER or FETUFN. Startthe tape on FLAY and press
E|\ITER or FETURN twice. The nextprogram loads in thesame
wayasthefirstone Rememberto stop thetape when the game
startsagain
You do notneed to playthe whole gamethroLrghfrom the
beginning. but may load each part separately To permitthis, there



may hreacoupleofshort loader programs between each part.
These willbe ignored when you are chaining on from one part to
another so do not Erssume you have a loadrng fault if your computer
doesnotimmediatelyloadthenextpart.Ityou hâveatapecounter
on your recorder. makeanote ofthereading at the end of each
program This willbe usefulif you wantto startinthemlddle of a
game. so yolr can rewrnd tothe exact place onthetape.

tr tt t:] t_l
LOADINGAOVICE
You shouldnThave any problems loadin9this game, butifyou do
havetrythefollowing:
Try the other side of the cassette. it possible. Load another game
f rom your recorder to check everything is connected properly Vary
the volume and tone setting on the recorder fyou can Clean and
demagnetise the recorder (following the manufacturer's
nstructions). lf you can. try another recorder

SAVING THEGAME
While playingthe game you can save yourcurrentposition (so that
you canturnthe computeroff, yetreturn latertothesame stage in
thegame).Todothrs. insertaspâre, blank cassette in the recorder

Type zt instead of l-3when asked to make adecis@n on behalfof
Adrian Mole Thrswil drsplaythe command and helpsystem on the
screen. Type SAVE press the RECORC' and PLÀY buttons on
the recorderand press EÈTEF or RETURI{ (lf the prograrn
asksfora file namel typeanyshortword and press Êi|TÊR or
FETITRN.) lf thetapedoesntmovepressE|tlTERor RETUFI{
again When amessage appears onthe screen to tellyou the save
s comoleted. stoo the recorder



RELOADING
When reloading yoursaved game.make surethesection ofthe
game you saved from is loaded into the computerTypeztrnstead
of | -3 when asked to make adecislonforAdrianthentypel-CtÂD
and press E|llTEB or RETURI{ (ltthe prograrn asksfora file
namel typewhatevernameyou used to save the position and
press ENTERoTRETUBiI) Rewind untilyou are atthe
beginning ofthesavangtapeand pressthe PLAV button on the
recorder Press EITER or FETURN

When amessage appearson thescreen totellyouthe loâd is
completed stop the recorder The saved game position will appear
on thescreen.
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