Helcome to the world of Illustrated
Text Adventures. This “11u1nﬂ“
introduction will teach you the bhasics
of how to hbhe a first class adventurer
The r»est 15 up to you.

Press any key to advance each page or
hit "&" when you are ready to
start the game.

The obgective and the sett1n¥ uf th15
articular adventure can ou

the package and the enclosed

%uEtiuctlun caxrd. Please read that
irs



HHAT IS5 AN ILLUSTRATED ADUVENTURE

To play this adventure you must become
he character in the story. Given the
obJjective of the adventure, you must
explore the various game locations
searchln? for clues 1] helﬁ guu in youxr

guest. o Erugress thyxou

adventure, owever, you u111 be r»eguired
to solve a sexries of logical uzzles.

If ?uu solve them all coryectluy, you

wi he successful in Yyou mission.

Before EIUIHQ you an actual example of
one of hese logical puzzles, here are a

few wor-ds on how to communicate with the
computer.



TALKING TO THE COMPUTER

The computexr 1s uur eyes, ears nuse,
volce, ands, an 935 Quu telil

what dou want typing 1n_
commands . After yuu 5upp1 he brain

Euuer, the computer does the rest.
ommands involuve the use of a verhb and
EHHHUH such as "TALKE TO MAM" or "GET

The part of the software program which
understands commands 15 called the
pParser. In this adventure the computer
understands Man different commands.

Hot only does 1t r»ecognlize a large
variety of verbh and noun palirs, 1t will
also understand the following:



DIRECT OBJECTS

LIUE THE PEN TO THE TEACHER.
“THEN" AND "AMD"™

TALK TO THE MAM THEHN GO NHORTH. GET THE
UASE AMD THE ThAEBLE.

1 ITII

OFENM THE BOOK AND LOOK AT IT

The examples shown above use complete
sentences. The cunﬁuter, however
will also understan abbreviated fext
such as the following:

LIUE PEN TO TEACHER
LET UASE AMD TABLE
OFEN BOOK AND LOOK IT



ABBEREUVIATIONS

To move from ome location to the next
uu must give the computer a direction
?u Since these are the commands you
u11 use most freqguently we have
simplified the process.

You can abbreviate and hunnh

directional cunnands T o Hu nurth,

nor-th and east JUE HE E"™ and
?uu will bhe place inm he laEt
ocation you re UEStEﬂ This 15 wvery

useful when bac tracking through
familiary sections.



GET ALL ©OR DROF ALL

You can use these commands to pick up
everything in a location_ or

dyrop all
that you are carryuing. To check what
you aye carrying, type "I" for

inventory.



SAVE GAME

Anothexr 1mportant feature i1in the
aduenture 15 the ability to save your
game H roint. This feature 1s
1nPurtant ecause you may freguently be
“"killed”™ oy caught 1in an impossihble
situation. By saving youy game
occasionally, you do not have to _
replay the Entlre adventure every time
EE truuhle. To save a game type
HU GHHE

To load an old game, taﬂe "LOoAaD GAME"™.
Also provided 1s the TCHESAUE" command
which will 1n5tantlﬂ save the current
game into memoxry Yy using th
GUICKELOAD " command the last ' GUICKSAUE
game will be y»ead hack



To be successful at Illustrated Text
Adventures you nu5t take chances. Malke

S U e ou " xanlne and attempt to _
Pay close attention

“"Take EUEP% IHE [
to each ux e o see things not

describe im text. Also read the text
Turt1un5 carefglly; the descryriptions of
ocations and 1tems can be of critical
importance. Remember, some of the most
important 1ten5 may seem iIinsignificant.

In addition, the proper use of an 1tem
may not be easily understandable.
Thexrefore you must be willing to
EHPEPIHEH£ But as long as you save the

goum e hefure taking a chance you Ccan
reload the game and try again no matter

what the r»esult.



COMMANDS :

na)
m
-
(=
3

15 A 115t1n¥ of key cunnands
se with arentheses can

eviated H using the f1r5t letter
C oMM

g
LLD

L
| ;4
E

ZEnE >

RD
AR
TO

{
{ L
T E RY

o e
= HE
T =-TZ

H INSERT
M CLOSE
TALK

The parser will understand a uarietﬁ of
synonuyms for these and other commands,

but we don't want to give too much
AwWway.

T A D e

I+,
S i

FEuy SZDid

2
2
2
)
U
P

!
=
=]
1.7
=
2D
L2



SAMPLE FPUZZLE

How that you have been introduced to
he basics of Illustrated Text
Adventures, here 15 a sample puzzle Lo

work with.

5@3 youxr obJgective 15 to rescue the
na gped daughter of a wealthuy steel
Maga Your onmly clue is to go to

hbar in town.

he



You are in a_ bar. The bartender 15 busy
cleaning a glass.

There 15 a long piece of rope here.



Since the computer 15 your hands legs,
eyes, ears, and volce S Lall] nus £H E 1n
what ou want done. i you E
TO BARTEHDER" he will respond "The
island will ?1ue you the information
you seek." Also, since the computer 1s
guur hands ﬂuu may tell the computer
"GET THE oOPFE"™ . The cun uter 1s also
youxr legs, u_leaue ayr you must
give 1t a ﬂlPEthDﬂ. %E mwae o Qo
south . In most cases e computer will
have you face north wherever you enter
a location. Keep this in min AS Yyou
dyryaw your own maps of the adventure.
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You are in the towun sguare near the
hardware store.



As mentioned, some 1tems yuu need are

not obwvious unless you 1o £ o the

In this case 1 yuu “EEHHIHE ETﬂREE“

the re IH will "You see nothin

Unusu Huueuer, 1f ou "EXAMIME THE

HARDHMARE STORE"™ the reply 15 "There 15 a
ile of wood here.™ Since this 15 a
ifferent reply from “"You see mothing

unusual.,." you should investigate

further.

If you tyry to "GET HOOD" the replu 1is

“"Tt 1s far too heaw tu lift."™ owever,
1f you "EXAMINE HOO » the reply 1s
"There 15 an axe here Hhen you tﬂpe
"GET aAaxXE"™ ., the nunputer will take t

axe ., AsS Huu explore other directions,
typing or "H" you find you cannot

g 1Yl thuse directions. Mor-th will take

guu back to the bar su_“E“ or south 1s
he only direction available.



You are on the outskirts of town on a
deserted beach with trees and an ocean
around you.



As before, you examine youxr
surroundings. If you type "EXAMIHNHE
TREES"™ the reply i1s "The trees are
somewhat skinmu, but are straight and
sturdy.™ If you "EXAMINE OCEAN", the
reply 15 "You see a small i1island in the
distance." If you "EXAMINE BEACH" . the
reply 15 "You see nothing unusual.

Since the bartender told you that the
information you mneed 1s on_the i1island,
¥uu could txry to "SHIM TO THE ISLAMD™.
he response would be "As you start to
SWwim ou to the i1island ou realize 1t
15 much farther out that you originally
thought. Exhausted, you sink to the
bottom of the ocean. It seems that the

game has ended. Hould you like to try
again (¥ MH>»."



That i1is obviously the urung res onse .

But in adventures, failure e Ea
to success., As long as uu Eaue

game hefore uenturlng 1n deep ua exr,
you can load again and somet

else. If you ad said “E AMIHNE IEL HD" ,
the reponse might have been "U

closey inspection you notice t E island
15 qu1te far out. Much too far to
SWim.



Trry another solutiom to this puzzle.
You may remember that you have an axe
and_ the trees are not very thick. You
could "“"CHOFPF TREES"™. The response 15
“"You cut down several lonmag, straight
trees.™ You have some yope, 50 yuu M
try to build a raft. Hhen you type "TIE
TREES TOGETHER", the response is Tuying
he cut tPEES tugeth you fashion a

respectable look 1n3 raf If you then
"SAIL"™ or "FLOAT T THE iELnHD“ the

response 15 "You float uneventfully to
the i1sland.™



You have cumpleted the samﬂ
uzzle and are read % e o a
ully—-fledged adventure. hexre are,

however, a few final pu1nt5 to keep 1in

mind.

Hhen playing the game, tru to keeg
commands as simple as possihble ™y
“"TALKE TO BARTEH ER“ instead of
“"COMUERSE HWHITH THE GENTLEMAHN TEHDIHG
THE BaAR" . Also, 1f a command doesn't
work or 1is wnot understood, try
rephyryasing 1t before moving on to

something else.



Given the difficult nature of sume of

he puzzles in the adventure rg a
variety of appryoaches tu Eacﬁ Eru

If the obvious does not work

something a 1ittle more off fhe uall
But »emembexyr to save your game hefure
tryin somethin which could cause an
abrup end to the game. ITf ou ¥»un iInto
too much trouble Just write o us at the
addryress shown on your instruction card.
HMe will send ou & hint sheet to get

you through the ry»ough spots.



Should you get stuck
spot you may call on
character, named the
you may only call on
AIY ONe game. To do
ME CONDOR"™. Followin
introduction to the

im a particular
our help

Condor . However ,
him three times 1n
so0, tupe inn "HELP
E 15 a short

ond ox .



LGreetings, featherless cuyborg. I
he Condory, rarest of birds, most
recent 1in a line of bird-kings

stretching back to the stone age.

ik



But megalosaurus, mastodon, even the
reat wooly mammoth are long gone.
egendary ird-kings have been forced

to find aobhs in the EHBltlﬁE,

fast—growing field of computexrs. Jeehs,

n? servant and allyu, hands me a

Kleenex, which I daub at “ﬂ vislonary

rad eyes and great hooked ealk. ..

“"Upon American Land," Jeebhbs reminds me,
“"Nno wings cast a larger shadow.™ It's
txrue. am mythical, clairvoyant and
dispense wisdom like a fermel seed. S0,
bicamexyal brain, call the Condoxr, but

only when you are truly huffaloed.
Otherwise. ..
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