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THE NEVERE]IDIIIG STORY
'A BOY WHO NEEDS A FRIEND FINDS A
WORLD THAT NEEDS A HERO'
The Story
The computergame lollows the main theme of the lilm and assel in
''Fantasia", a world of lhe imâginalion facing extinction by the "All
consumrng Nolhrng errodrng its very fabnc and condeming rl lo oblivion.
ll rs'n desparâle need ola herofrom lhe"RealWorid , someone lo believe
in it and thus renew its lite.
That someone isa smallboy, Bastian Balthâzar Bu)qwho disôoversa dusty
old book on the shelves of an anlique bookshop. The title is "The
Neverendrng Slory and il chronicles lhe ever changing lortunes of the
people of "Fantasia".
Bastran takesthebookandblowinglhedustkom rtsjackel revealsthefronl
coverdepicling "Auryn" the silver and gold medallion symbolizing the
skengll^ ol Fanlasia . On reaching school he avods hrs leachers. climbs
inlo an abandoned adrc ànd setlling hrmselfdown on an old rug begins lo
read the compelling tale.
the many peoples of"Fantasia" are gathered to seekaudience with their
Empress, but are dismayed tofind herilland weak "Cairon",lhe physician
gives lhem encouragement, telling ol a hero.a smallboyfrom lhe plains by
the name ot Atreyu - the only person who can find the saviour ot Fantasia".
ln the game you take the part of Atreyr and only through yourendeavours
willthe Kingdom be restored to its formergloryr
The main characters that you willencounter are listed belowand you must
iudge whether they will help or hinderyour quest.
Th€ Th.6€ Trâvellers-
Rockbiler, Teenyweeny and Nlghthob. these three tnends are on theirway
lo the lvoryTower, home ol lhe Empress,lo see hef.
G mork th€ llbrewolf -
The marn servanl ol lhe 'Nothing . He will use all his powers lo catch the
one pe6on who can slop his masler lrom deslroying 'Fanlasia so don t

The Empress-
Theele.nal, everyouthlul. ruler ol Fanlasia. She livesal the very topol the

Moda -Th€ Ancient One -
The oldesl inhabitant, Morla is an enormous eâdh covered torloise who
lives in the "Swamps ol Sadness'.
The Gnom€s-
Engylvook and Urgll,live in the Southern Lands
Falkol-
The Luckdragon, â huge white dragon whowilllend assistance to anyone
who câries Auryn.
Aatax -
The laithful steed of Atreyu.



The Game
"The Never Ending Story" is a graphic text adventure with illustralions lor
some locations, some "Evenls and all objecls. Experienced Advenlures
may not wish to read the lollowing explanâtion but lorâllolhers it will
enhance the understanding and entoyment ol the game.
ll you haven t played an adventure game before. don l be pul oll, its nol
ditficull and willgive hoursof enjoyment. You are embarking on a voyage of
discovery with problems to solve, obstacles to avord, characters 10 meel
ând àn ull,lrâle goal ll1 lhrs case lo save Fantas'a from l_e "Nornrnq \
ln mosl ways il rs-l âny diHFre.l lron olher gàme lypes - only rn thê
method of presentation and lhe wây you interâcl with it.
the computer will describe to you, in words, your currenl localion, th-ê
characlers and anyoblects that are lhere. Once you havedecidedwhat io
do (in thrs qa.rle you lake rhe role ol lhe hêro. Arreyu) yoJ 'nslrucl lhe
compulerbylyprng rnyourrequeslrnd rrr,ledforlol Eng|sh Ttselormdlol
the words that the computer understands is explalned later rn The
Lânguage , but it has been deliberately kept sirnple lo allow more room fùr
game data. lf the computercan underslând what you hâve typed t will
perlorm ihe required action and describe lhe resulls lo you
The game is split into three parls (ihere is over lOOk of code ând dâta
altogether) which must be played in order. (You cannol begin Part ll until
you have completed Pan I and so on). The three seclions are divided up by
sroryline dnd anyob,ecls lhal you are.arryrng when you frnrsh a pan w llbe
retained for possiblê use i^ the ^e.l one (ll is mpo'la.l lo reîembê 1ts,q i'
you come across an object, but can find no use ior il in the current parl).
The use of graphics in thisgame is quite dillerent to some adventure
qames Frrstlyeveryobjecl hasd srnall rlluslralion, Lrp lo frve' d' beLa red
âr onc lrme ând they willbe displayed al the lop 'rgh'hand ol lhe sc'êen lr
at any time, you have a companion with you (either Falkor or Arlâx) then
lheir picture willappearal the bottom ol the obtect display area. Larger
illustrallons for locations or depicling evenls appear n lhe lop eli of the
screen and approximalely one third ol lhese are ol the "Event type ll
should be noted that
noneoflhegraphics
âre designedto
replacethetexl

BACKGROUNO

MAIN TEXT

The lânguage
You conlrolAtreyu by instructing the computer in a reslricled lorm ol pla n
English, however there are a few simple rules lo bear in mindl
(i) Every rnstruction must have a verb. Some oJ the verbs lhat lhe

computer understands are noi strictly English verbs, so rt rs helplul ri
you reqard a "verb as a word which causes an aclron

OBJÊCTS YOU ARE CARFYING



Here are the
started -

Look (or L)

(ii) Some "verbs" need a "noun" lo operate on - e.g. GET AURYN "Get"
isthe verb and "Auryn" is the noun,

(iii) The program will pick out the words it "understands" trom a sentence
and if itfindsaword that isn't in its vocabulary, ihe computer willteilyou
what it is.

(rv) ll you wrsh to iype rr more lhàn one senlencê al a lime you can
separale lhem with the word 'and e.q. Gel lhe apple "and qo Eàst.

(v) You need only type the tirst three Ielters of â word lor il to be

most commonly used words to get you

1o lookaro!nd.This re'displaysthedescription
of thecurrenl location (il is done aLrlomatically
it you move to a new locâtion).

North (or N) Theseare movement verbs thal are usedmost
North Eâst (or NE) often. You can lype just ihe directron or place
Êast (oi E) rhe word Go rn lronl, (ilmahes nodilserence,
South East (or SE) Olcourse l"e program w llonly lel you move n
South (ors) a specrfied dr'ecl on rf rl rs possrble.
South West (or SW
West (or W)
North West (or NW)
GET/DROP - For pick ng up or dropping an obiect.
INVENTORY - This inslruclion displays in text format a lisl of

the objecls that you are carrying. (You can also
reference this on the objecls iluslraiion
displav).

Time
ll youspend too long contemplaling yournexl move(and the garne is noion
pause) then Time" will pass ând an!.thinq typed in and 'Left" will be
inierpreted.

General Advice
(i) Drawamap U nless you have an unusually good memory it will be

enormously helptul lo chârt your progress.
(ii) EveMhing you comeacross in lhe Adventure willhave a use-you only

have to tind out what it isl

GOOD LUCK
THE ]IEVEREI{DII'IG STORY
It's programecode,graphic representation and artworkare the copyrighl ol
Ocean Software Lirnited and any may not be reproduced, stored, hired or
broadcast in anyform whatsoeverwithout the wrilten permission ot Ocean
Software Limited. All rights reserved worldwide.



Loading
lnsert lhe game drsk rio the disk dnve. Now type'lDlSCr to mâke sure that lhe
mac*rine can access lhe disk dnve. Now type RUN "NEVEBEND" and press
IREIURN]. The game will now load automâtjcally. When it has finished loâding lhe
credils page willappear and lhe theme lune willbegin lo play pressthe space bar
to enter lhe game proper.
The computer will now be asking llhelher you wish to restore an old game or nol if yo!
do press lhe Y key and then follow the procedure lor loading an old garne as belovv. lf
you wish lo starl à new game lhen press N.
'I he co.nB er w l no',! load Pan I and lhen afier a shorl nlroouclon you w l be rllo

SavingYloading â Ga.ne:
Always swop the gâme disk for â blank tomâtted disk betore you clo this. As soon as
you p€ss lretum]to enler lhe lile name, badingsaving will begin. When fle
Load/Save has llnished pul the game disk bac* into ltre dnve.
llmporlanl: always make sure there is a disk in lhe dnve when loadng or saving.l
The lollowing E a lisl ol Verbs" (Action Words) which lhe compuler will undeÉland

Acceptable "Veôs"
GO NOBTH
SOUTHEAST SOUIH
NORTHWEST UP
AIIACK LIGHT
PULL LOOK
INVENTOBY EAT
BLOW FIIDE
OUT READ
OPEN CUT
CLOSE TIE

NORTHEAST EAST
SOUTHWEST WEST
DOWN OROP
ENTER IN
GEI TAXE
FLY CLIMB
SI\,4ASH HIT
BEMOVE
UNLOCK LOCK
FASTEN SAY

Special Verbs
WAIT - Use il you wânl to just let lime pass.
PAUSA To Pause lhe game il yo! leave lhe game unatlencled wilhout doing lhis
(ïme) will slrll continue.
SAVE - To save lhe cunenl slale of play. The program will ask you fc'r a file mme,
never atlempllo save games onto your maslerdisk. Rememberdist"s musl nol betull
and musl be lormatled otherwise enor wll result.
LOAD To reslore a sâve gâme. [Iïe computer will need to know lhe llle name so
make sure that il is writlên down.
OUIT/ To end the game rn progress.
We wish you many hours ol enjoymenl wnh Ïh€ Neverending Story .
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