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TOADING INSTRUCTIONS

Owners ofthe 6&/6128 machines should first
type the following: ITAPE, then'ENTER'

Insert the 'MINDSHADOW' cassette in your
cassette recorder.
Make sure the cassette is fully rewound.
To load the tutorial hold down'cTRt'and
oress lhe small ENTFR key on the numeric
kevoad.
Then tollow the instructions on the screen.
The tutorial section will now load
automatically.

lf you do not want the tulo.iallo load, ând
want to play the main game then type the
followine:
RUN "MTND1" followed by',ENTER',.
lf you want to plày the second part of
Mindshadow, tyDe the following: RUN
"MlND2" follo\ted by'ENTER'. Note that you
will only be allowed to play'MlND2'if you
have previously completed 'MlND1' and
saved that oosition onto casselte. You
cannot corirDlete'MlND2', without have
saved game ready.

NOTE: On the reverse side of the tape,
'MlND2'is the first file followed bv'MlND1'.
This is done so that ifvou have c<imoleteo
the first part of the qâme it will be easier for
you to gèt to the seaond pârt of the gàme.



GETTING STARTED

lf you load the TUTORIAL section, you will
be taughtthe basics of how to play agraphac
aoventute.

Nowand then, in the thick of Mindshadow,
you rnây feel baffled. To assist you in these
circumslances, you may type HELP. The
cornputerwill respond to your need for help.
But it mav or màv not offer advicel

MINDSHADOW FEATURES

SAVE CAME: Please tollow the instructions
that appear on lhe gâme screen. You will
need à blank tape réady to save vour qame
onto. (lt is not ôossible to save rinto tÉe
Mindshadow casstte.) The screen will
instru(l you to insert the qame sàve cassetle,
Then itwillask you to préss any key to
conlanue. When vou press'anv kev', the
proqram will start savins your Aàmê. After
iheiame has been savei, the Screen wil
proùpt you to replace lhe Mindshadow
câssette. Remember to note down what is
saved on atape, otherwise you will lose track
ot your saved games.

LOAD CAME: Pleâse follow any instructions
thât appear on lhe game screen. You wil.
need your game save tape. The screen will
inslruct you lo insert lhe game save cassetle.
Then it will ask you to préss any key to



<ontinue. When you press'àny key', lhe
proqram will start to load your qame. Ahcr
ihe"same has been loaded, the's(reen will
proÈ1pt you to replace the Mindshadow
cassene.

NOTE: There are two parts lo the
Mindshadow game. Came positrons saved
while plàying'MlNDl' will ilot be accepreo
bv MiND2 .-and vice verla. The lcreei will
qive an error messaqe, lhe onlv exception to
ihis is when you havi completéd 'MlND1', as
described earlier. A same save must be maoe
at this point, in orde-r to let you start plâying
,MIND2'-

QUICKSAVE: This is another feature of
Mindshadow, it enables you to save a Êame,
wilhout usin8 a tàpe. 5o if you are aboi.rt to
make a move vori are nol sure about, vo-
should QUICKSAVE first. Êach time you use
QUICKSAVE theposition last stored is lost.
Lasllv remember that ifvou have decided to
stop playing for now, you should save the
game onlo cÀsselte, a5 when you turn off
vour comouter ALL informàtion is lost!

QUICKLOAD: lf you have QUICKSAVTD â
game then QUICKLOAD will restore the
iame, as you left off when you
OUICKSAVED.



TEXT COMMANDS.

THINK COMMAND: when a clue of âny kind
presents itsell or if you went to know more
aboutthe nature ofa character or object type
'THINK '- fillins in thename ofwhat
y-ôÏÏIÏiFÏ6 think'about. lf you haven't
'thought" about enouth clues during the
game, you may gel to the end ot the
àdventi.rre and n-ot know your true identity.

KEY COMMANDS: A partial but important
listing. Use these as a quick refererice.
Seveial can be abbreviàted as noted.

(N)ORTH PUSH
(s)OUTH TAKE
(E)ASI OPEN
(WEST CET
(F)ORWARD TATK
(8)ACKWARD DROP
(U)P INSERT
(D)OWN READ
(L)[FT CIOSE(R)ICHT TURN
(I)NVENTORY CO
EXAMINE



DISTRIBUÏORS

AUSTRATIA
lmagineering
Privale Bàs 20

P.O. Rosebury NSw 2018

DENMARK
Quick-soft APS

Bakkesaards Alle 9-11
1804 Fiederiksberg C

Denmark -

FINLAND
Rautakiria Oy

Showtime
Koivuvaarankuia 2

01ffo Vantaa 64, Finland

FRANCE
Activisioh France (RCA)

9 Avenue Matignon
75008 Pâris, Frànce

WESÏ CERMANY/AUSTRIA,/
SWITZER[AND

Activision Cermanv CmbH
Postfech 76 0d 80

Karlstrasse 26
2000 Hamburg 76, West Cermany



ITALY
N.B.C. ltalia SRL

Viâ Conservato o22
20122 Milano, lraly

ÏHE NETHERTANDS/BETGIUM/
TUXEMBOURG

Ariolasoft Benelur b.v.
Kenâustraat 1-3

2011 MV Haarlem
The Netherlands

NEW ZEAI-AND
lmagineering Micro Distributors Ljmited

Privâte Baq
Takapunâ, Auckfand NZ

NORWAY
B.t. Electronics

Storgaten 36
1,140 Droebak

Norway

SWEDEN
CBS Records AB
CBS Electronics

Mariehallsvagen ,10

Box2û'7
S-161 20 Bromma

Sweden



A HINT OF HELP (U.K. CUSTOMERS ONIY)

Don't be emba.râssed about asking us tor
helo. Would we ever leave vou strinded?
WeTve prepâred a set of hints foryou. To get
your copy, send a stamped addressed
envelope toselher with a ooslalorder fol
50 penèe, crôssed and made payable to
Activision (UK) timited. to the address
below. Please remembea to let us know
which computer system you are using.

Consumer Relations
Activision (UK) Ltd.
15 Harley House
Marylebone Road
London NW1 5HE

Amslriad t&ffr4/6128rM1 is a trademark of
Amstrad Consumer flectronics olc.

r" & 6'1985 Activision. Inc.



who are you? We'd love to
know! ! Fillout the reverse side,
ând mailit, in a stamped envelope
to the address below. Feel ftee to
include a letter describinS your
softlvaie interests as well. In
either case, we'll keep you
informed of forthcomins
innovâtions from the Aciivision
desiSners.

ACTTVTSTON (U.K.) LTD.,
15 Harley House,
Marylebone Road,

Regents Park,
London. NWl sHE.



n- ;r ";; ;il.' t .-s Loc-r-cA Pr rÀLt

NAME

ADDRESS

POSTCODE

UQK 110


