


Incomplete. yes. But that's
simply because an Infocom
work of fiction can never
be complete until you
become a part of it.

You see, as hard
as we work at perfecting
our stories, we always
leave out one essential
element- the main

character. And that's where you come in.
Once you've loaded Infocom's rnteractrve

fiction into your computer, you experience
something akin to waking up inside a story. You
find yourself at the center of an exciting world
that continually challenges you with surprising
twists, unique characters (many possessing
extraordinarily developed personalities) and
original, logical, often hilarious puzzles.

For tJre 6rst time, you're more than a pas-
sive reader. You can talk to the story, typing in
full English sentences. And the story talks
right back, communicating entirely in vividly
descriptive prose. What's more, you can actu-
ally shape the story's course of e\€nts through
your choice of actions. And you have hun-
dreds of alternatives at every step. In fact, an
Infocom interactive story is roughly the length
ofa short novel in content, but there's so much
you can see and do, your adventure can last for
weeks, even months.

And rf you think getting inside a srory is a
pretty neat trick, just try getting out.



The most remarkable thing about Infoconis
interactive fiction is that you become almost
inextricably involved with it. That's not our
opinion-it's the testimony of our customers.
They tell us their pulse mtes skyrocket and
their palms sweat as they strile to solve the
mysteries of our stories. And even rvhen thel'
pause in the course of their adventures to
attend to their eYerlrlav lives, their mhds
continue to sper:ulate wltat the next step
shouid be, how to alter strategy, where the
ultimate solution lies.

As hard as getting out rnay be, though.
we've made it ea.y lor evet ri,no l( 

' Nt-l illt, ,

lnfocom's interactire fict ion. \\e rr ril, :1,'t it' -

of all descriptions - fantasy, mysterl', srri'nc('
fiction, high adventure. And there ;rrt' Ittfot < tttt
stories for everyone, from the first tirttt' ltrl|cn
turer to the most grizzled veteran of int('r-:r('ti\'('
fiction. To find the InJocom intem''tiri' 't' 'r 

r

that's right for you, just:1) chrxrst' tlu' k't'l of
difficulty below that best matches i{)ur ( Llrr('llt
interactive skills; and 2) check thc t'ntls ol tht'
story s)"nopses in this catalog [,,r, ;r, ir

story's level designation,

INTRODUCTORY: Best introducti(nr 1o

interactive fiction, with some built-in hlllts.
Written for everyone from age 9 up.

STANDARD: This is Infocom's rtx)st popular
lel'el of interactire fiction, enjo-vr:d by both
first-tirne and rxpericttt'cd ;'litr ers.

ADIANCEI): A greater level of challenge.
Recommendt'd for thosc who've already expe-
rienced lnfrronr s irttt'ractive fiction.

EXPEKf: 'l'ht' ultinrate challenge in inter-
active fiction.

Then, hnd out what it's like to get inside a

story. Get one from lnfocom. IJecause with
Infocom's interactive fiction, there's room fr.rr

you on every disk.





ZORK l: The Great Underground Empire con-
fronts you with perils and predicaments ranging
from the mystical to the macabre, as you strive
to discover the Treasures of lork and escape
with them-and your life. sreNlxnlr LEve L

.ZORK II: The Wizard of Frobozz takes you
to new deoths of the subterrarean realm.
There you'll meet the Wizard, wholl attempt
to confound you with his capricious powers.
Al)\tN"CFll) l-EVBI-

ZORK III: The Dungeon Master is the test
of your wis.dom and counge. Your odyssey
culminates in an encounter with the Dungeon
Master himself. Your destrny hangs in the
balance. eureNcbn r-evrr-



ENCHANTERI' says CREATIVE COMPUT-
ING, is "a special treat.. .ftr.ll of the delightful
litfle touches we have come to exoect from
Infocom." In this, the first of a spettbinding
series in the Zorkian tradition, you are a begin-
ning magician whom Fate has chosen to do
singlehanded combat with a dark and fierce

But worldly weapons will avail you
for your foe is the Evil Warlock who

sway over the land. To defeat him, you
to match your skills as a necromancer

his, using spells you have learned from
tsten in the Circle of Enchanters and

will acquire as you proceed on your
ru succeed, you will be elevated to a
ilustrious Circle; if you tail...but one

ofsuch things. sTANDARD LEVEL



SORClJlltili"poses vou u'ith a nlstical clut,
and a nugrcal tour through the darkt'r side of
Zr)rkiirn l'r)i hlrntnrent.l'l)r r'luc is rr ' r vplir'
diarv thc last trace ofthe now \"nishcd
13elboz tht' Necromancer, grand and powerful
leader of the Guild of Ench:r,rters. It is fcarcd
that Belboz is in thrall to g il sorcerv. If so, the
freeckrnr of the land and the ven existence of
the Circle of Enchantcrs coulcl be for-feit. Tir
resr'ue thc kItAd,'t:r;,ttd l'!;ll( \ijur rr( nt,rr in
lh(- lreirr'hPr,,u: rti:t.,,fTinte. r,,tt ntusl gltin
the powers and cunning of a true Sorcerer.
,\I)\t \( Iit) I_ti\ I.).



WITNESSi' accordins to DISCOVER
magazine, is "a rnurder ntt,ster-v in the classic
hard-boiled detective tradition." According
to ELECI-RONIC GANIES, it's the "Best
Adventure of1984."

'l'his spure{ingler is a cirst' of blackmail
that turns into nrur-dt'r beIur' \1)ur (']es,
and anlrine fronr 1he knrx kout lu,iress to thc
poker-faccd Oriental butk'r corrld tre the killer.
\i rul :u-pt r't. 'rr I rlillr rrrirtrls,'f llrlir-otn.
ancl vou harejust 12 ixrurs lo sohe the crinrt'.
Arnred rvilh lr pirckt't ol crucial phlsical
eviclenct', rorr Ilrr'r' a t;rngk tl tlclt or crucs,
nrotit:s:ull rrlibis. ,\nd tlu'rurll t\\'o tllillgs
Iou c:tn bt'lu'r't. itrt' \rrur oun t'tt's bt'caust,
rrru:trt''l'hi' \\'l'l'NI.lSS. \ \\t)\Rl) t.ri\ rrl

In St SI'l.l("1'. our n('\\'est nrrstt'rr tlrr-illt'r,
\oLt r('lt r('l)oft('r \r']t0 ut'ts lltt'sirxtlt olt tit
solit'lt t'r'r'nt ol tht' r't'ltr tltt' nrur dcl of ;r

\lirr ll:rnrl I3h:t' IJlx rcl ;rristor'ltt ilt a lilrr(.\
, "-tulr', l ,rll. .\tr,li,'u, ,'ttIltr't llrri ;r, 1,,-, r

ltsttl' sottri r' ftrr trtur stott. JJcclrtrsr' \rru re
Iltr l)rtt))( :rl:lr, l. \,'ll ktr,,s r,,rr'r, ;,t f.uill\.
bLrt tlrt't'r'itk'rrce is stlri'kcrl ;rglrinst \rrtr. Norv
\otl lllusl l)ro\'(' \'our nlno( ('na(' iln(l lin(l tlt('
Ic:tl kill'r or risk ltc'ing [r;rnt'd rrrul i;rcc tlur
a( )lls('( lu('llci's. \ t)\ \\t la t) t.l.:\ t.].



'i \r ri N\lt,; I d 'l lr \l '
. ..,.,. . L]l.'

It's been called " prrt r '[ th. l;rl esl cnzc in
home computing" (1'INIE nngazine), an
"amazing feat of plrrgranrning" ('l'HE NEW
YORK ]'II'IES) and tht, "llest Adventure of
I983'' (EI,IiCl'R0NIC (]AI,IES).

Il's I)EAl)t-l\Fl anrl it pits roLr. rhc keen-
evt:d sleuth, ag;ritrst a 12-hour tinre liurit lo
solvt' a chssic lrckcd-clrxrr ntvstcrt. lnfrx.<lnr
literallv puls the casc in I'our hanrli. pr(x.idilrg
\'ou wjth ir dossier contlining lab rcports, police
linclings, rlirst:rrdlv-lrxrking piils ald nrrre. Once
vou t'nrbark on ',,our investig:ttion, ]()u ntust
sift thnlrgh:r nrt riad ofclLrt's and nurtiv's irr
rxdt'r'to lrack dtiun tht'kilk'r. No casv feat, for
irll six of voul suspc.ts ('x('rris(' fnt will
, , 'trritr{:rlr'l (, 'itU. .' ir.trrirrt;rrr,l rrurtt, rrr, rirtg
irtileplrdentlv of vorl lcliols. Anci sonre oI thesc
1x'r sr xralitit's irre so tr(';t{ ll('ll)us til;tt, slx)uld
\1)Ll lnake th('\\'ron.q tllo\1., on('ol th(,lll Intty
(lo \'()u ln. t:\t,t:Rt I 1..\tii.



In SEASTALKER,' Infocom's first Junior Level
interactive story (for ages 9 and up), a monster
of terrifying dimensions is laf ing waste the
Aquadome, the world's first undersea research
station. But that's not -vour only problem. \ilu
haven't even tested your new submarine, the
Scinritar, in deep water. And to make your
mission all the more harrowing, the crew of the
research station may have a traitor in its ranls.
You'll find help in 1,our SEAS1ALKER pack-

age - lridd,'rr in its d('l)l hs are \, )ur subn llrrinc
krgb,urk. eight top sei rcl In[,r,:rrds. In[,'r'rrd
decoder film, a nauticalchart and lour I)iscov-
ery Squad badge. Ard yrtu'llneed every last
scrap of help you can get, bet--ause you have
st:lrtlinI possibilitie. 1,r lrrnsidcr. ntlsleries l,r
unravel, life-and-death decisions to make. And
only -vou can sal'e the Aquadorne l

lN1'ROt)l 'ClI)RY t-Fl\ I.: I.



CUTTHROATS- places you on an out-of-tle-
way island populated by some of the most
disreputable characters tlis side of Alcatraz.
You're a diver for hire, and as decent, compe-
tent and stalwart as they come. The plot is
hatched wben a motley band of local salts gets
wind of a shiowreck laden with sunken treasure
somewhere in the waters surrourdins the is-
lanrJ. Thel offer you a piece of the action in
exchange for your diving skills and your knowl-
edge of the area's shipwrecks and their loca-
tions. (This information you have gleaned from
a book of shiprvrecks, wluch is ncluded in your
CUTTHROA1'S package along with your Out-
fitters Internatronal price list and trde table, and
the amazing High Seas issue of TRUE TALES
OF ADVENTURE magazine . ) Now you must
sun'ive the perils of the deep- and the even
greater danger that your crew rnay harbor a
cutthrcat - if you are to recover the treasure
and save your neck. STANDARD LEVEL

lNFll)81,,' fronr Infocorn'l ales of Aclventure,
6nds you nnrrxrned by your followers in the
heart of the deadll Egyptian Desert. A soldier
of fortune by trade, 1-ou've come hither in
search ofa great lost pyranricl rurd its untold
riches. Now, alone, yrru nrust lrx'rrtt'and gain
entry to the tomb, decipher its hieroglvphics
and unmvel its n.r-vsteries one bv one.'l'he con
tents of your package will help a little: they
includc your journal and correspondence,
Eg1'ptian hotel stationery, a nup of the excava-
tion site. a hicroglvphic stone mbbing and the
highll collectible (ireat I)isco'"'eries issue of
TRLjE 1 ALIIS OI,' Al)VEN'l't IRE rrnqazrne.
'l hr',ugh Ilrr' .\rtl, r'lr:rrrther. IIrc Fl:rrgr- R,)otr).
tht' Charrbt'r of llir. clerrth rvill lick at r'nur hccls
as \''ou rac(' to tht' shattcring climax of this
rnalch of u its between \r 'u :lr,l tlre rrr,'st irr*'.
nious architects. builders and murden'rs rif all
tinu' the ancicnt Iigrptians. \r)\\\r rir)r.r:\r.rr.



PLANETFALL ;- INFOWORLD magazine's
"Best Adventure of 1983," arms you with your
journal, official Stellar Patrol Card ard post-
cards from some of the Galaxy's swankiest
tourist traps. It then teleports you for*ard
nrugtrly one hundred centuries to a Stellar
Patrol ship of the Third Galactic Union, where
your rank is Ensign 7th Class-about as low as
you can go. But then your luck takes a tum for
the better. Your ship explodes. This really is
fortunate, because you're thereupon jettisoned
away to a mysterious, deserted world. True,
the planet is plagued by floods, pestilence and a

mutant Wild Kingdom. But there's also Floyd,
a mischievous multipurpose robot ard the ideal
companion with whom to brave your new world
as you explore its secrets, dare its dangers
and attempt to discover a means of saving it.
S-TANI)ARI) I-I'\'EL

STARCROSS,' lnfocom's science fiction mind-
bender, launches you headlong into the year
2186 and the depths of space, where you zre
destined to rendezvous with a gargantuan star-
ship from the outer fringes of the galaxy. PC
WORLD describes STARCROSS as "a great
game in which to lose yourself," and justly so.
For the great spacecraft bears three uniquely
intriguing commodities: an alien microcosm.
peopled with all sorts of otherworldly beings;
a remarkably complex, interlocking puzzle to
unravel; and a challenge that was issued eons
ago, from light years away-one that only you
CAN MCEI. EXPERI LEVEL



In SUSPENDEDj'you are buried alive in a
cryogenic capsule deep inside an alien world.
When an earthquake disrupts the systems
of the Underground Complex you inhabit-
systems that surface life depends on-you
must stabilize conditions. However. vou can
onJy do so by commanding your six rirbots,
each of whom perceives the world differently,
to perform actions for you. If you save your
world from utter destruction, however, you've
just begun. SUSPENDED is designed to be
replayed numerous times as you learn to
optimize your strategies. You can also go on to
two more levels of play, and tlere's even an
option that lets you customize the story. All of
this helps to explain why TIME magazine calls
SUSPENDED "perhaps the best computer
thriller to date." ROLLING STONE outs it
more succinctly. labeling SUSPENDED the
"Best Computer Game." Period. EXrERT LEVEL
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Sometimes, even the most bril-
liant adventurer gets stumped.
That's when InvisiClues" Hint
Books and Maps (available for a
nominal fee through lnfocom)
come in handy.

You shouldn't, however,
buy an interactive story and

a matching InvisiClues
book at the same time.

The greatest pleasure
to be gained from our stories is in solving the
problems, puzzles and mazes through your
own rngenuity.

Great care is taken to make sure that
InvisiClues Hint Books give you only the help
you need, when you need it, and won't give
away extraneous infcrrmation unintentiona.lly.
To guard against this, lnfocom words the ques-
tions to reveal as little as possible about the
story, and uses the amazing InvisiClues proc-
ess, which gives you invisible hints that usually
progress from a gentle nudge in the right direc-
tion to a full answer. If you become stuck, all
you have to do is lind the question in your
InvisiClues Hint Book that pertains to your
problem, run your InvisiClues latent image
marker (included in your InvisiClues kit) over
the first answer and - hey presto ! the answer
appears before your very eyes.

There's a handsomely illustmted and easy-
to-read hint book fcrr each Infocom interactive
story and scores of hints to choose from in
every book. What's more, each Invisiclues
book features a cleverly drawn map* to help
you with locations in the story.

'lhe c\.eplions ue Strsl'E\l)!ll):od SEAS I^LKER. fff whi.h nraps
a.e already ituluded in thrir r.,spt{r,ve Fr.krter.
Z0RX is a rcsrsrered tndenurk of InfNom. lnc. ENCH]\NIER.
SORCERER. I)EADI-lNE,'lbe t\'llNDSS, SIISPECt STARCROSS.
STISPENDED. PLANTTD\I-L INFII)EI-. CtII'TIIROATS,
SEASTjI.KER, Inldonr'llrk-s o{ Adventu.c and Invisiclues are




