


Incomplete, yes. But that's
simply because an Inlocom
work of fiction cal 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 n.
Once you've loaded Infocom's intenctive

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

For the first time, you're more than a pas

sive reader. You car ta.lk to the story, typlng il
firll 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 events througir
your choice of actions. And you have hun-
dreds of alternatives at every step. In fact, an
Infocom interactive story is roughly the length
of a short novel in content, but there's so much
you can see and do, your adventure can last for
weeks, even months.

And if you think getting inside a story is a
pretty neat trick, just try getting out.



The most remarkable thing about Infoconi's
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 rates skyrocket ard
their palms sweat as they strive to solve thc
mysteries of our stories. And even when they
pause in the course {)f their adventures to
attend to their everyday lives, their minds
continue to speculate what the next step
should be, how to alter strategy, where the
ultimate solution lies.

As hard as getting out may be, though,
we've made it easr for everlonc to g( t ilrl, 

'
Infocom's interactive fictic,n. \\e u rite :t, rrit'*
of all descripl.rons- fantasy, mysterr. ., i, rr,r'
fiction, high adventure. And there are Infoconr
stories for everyone, from the first-tinre adven-
turer to the most grizzled vetemn of intcractive
fiction. To find the Infocom interactive striry
that's right for you, just: 1) choose the level rif
difficnlty below that best matches !'our current
interactive skills; and 2) check the ends of tht'
story synopses in this catalog for cach
story's level designation.

JUNIOR: Best introduction to interactive
fiction. Written for everyone from age 9 up.

STANDARD: Good introductory level for
adu.lts. This is Infocom's most popular level of
interactive fiction.

ADVANCED: A greater level of challenge.
Recommended fr.rr those who've already expe-
rienced Infocom's interactive fiction.

EXPERT: For real diehards seeking the ulti-
mate challenge in interactive fiction.

Then, find out what it's like to get inside a
story. Get one from InIocom. Because with
Infocom's interactive fiction, there's room for
vou on everv disk.



' .^: Evidently, the public agrees, for the

, its "All:Time Most Pooular Adventure" twr' yeprs mnning, and atl'three ZORK adventun's.. , 'i ' .. . -.. I ge among the best selling computer products
'. .'' .in lustory.

. '., ,,:. ',. ; This classic underground odyssey plunges
. ., ,1 :.., you urto the extmordinary environs of the

. : ,::. -.1 
'' Great Underground Empire. lt'saworldso

..'-. ' - 1 .: lrast and unique, it can offer you new discov-

:.,._. L- . .'l.:i, eries no_natter how often you explore it,
;:. ' , . i .'..., , ,. '. . .., with challenges that change and revitalize the
l,:.,, : ..i .''. adventure each time you make your descent.
$il Even the way Infocom puts the trilogy to-
ili gether is unique. ZORK I, II and III all'shan'l

)Thron the sath at the troll.
7'he troll, wfut k remarkably coorditated,
catches thz brown sack aruL, not haung the mnst
disr i m inati ng ln sle , gL efu ll! eats it . Thr la l 

' 'l
the lroll's uxc hils vou on the fuad. ...
"lf it's 2 in the morning," saysTHE WASHIN(}-
TON POST. "this must be ZORKI Not even
Ted Koppel cal keep the nation up so late. . . . "

And the kudos don't stop there. "Master-
pieces of logic," mves PLAYBOY. "ZORK is
going to drive me to my knees," confesses. .. ' astronaut Shllv Ride. THE NEW YORK
TIMES BOOI( REVIEW sums up the ZORK
trilogl as' remarkable advenl urt. [ant;rsies.'

! common thread. vet each is a comDlete and
separate story unto itself-so 1'ou can en;o1

',. them in any sequence you choose.



ZORK I: The Great Underground Empire con-
fronts you with perils and predicaments ranglng
from the mystical to the macabre, as you strive
to.discover the Treasures of.lork and escape
with them-and v<iur life. sra.nuenl lrvel

.-:

ZORK II: The Wizard of Frobbzz takes you
to new depths of the subterranean realm.
There you'll meet the Wizard, who Il attempt
to confound you with his capricious powers.
AI)\;\NCI.:t) I-EVEI-

ZORK III: The Dungeon Master is the test
of your wisdom and courage . Your odyssey
culminates in an encounter with the Dungeon
Master himself. Your ddstiny hangg in the
balzmce.. env.eNcEn lrvel



ENCHANTERi' says CREATIVE COMPUI:
ING, is "a special treat...full of the delightful
little touches we have come to expect from
Infocom." In this, the first of a spellbinding
series in the Zorkian tradition, you are a begin-

magician whom Fate has chosen to do
combat with a dark and fierce

But worldly weapons will arail you
for pur foe is the Evil Warlock who

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

his, using spells you have learned trom
in the Circle of Enchalters and

will acquire as you proceed on your
U succeed, you will be elerated to a
hstrious Circle; if you fail.. .but one

things. steronru level
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WITNESS| according to DISCOVER
magazine, is "a murder mystery in the classic
hard-boiled detective tradition." Accordins
ttr ELECTRONIT GAMES. it's thc "Besf
Adventure of 1984."

This spine-tingler is a case of blackmail
that turns into murder before vour eyes,
and anyrne fnrnr tht, krtrrkout heiress to the
poker-faced Oriental butler could be the killer.
\-our ruspe, ts:rr t rvitlr rrrilrds,,f tht.irown.
and you hale just l2 hours to solvc thc crimc.
fumed rvith a packet of crucial phvsical
evidence, vou f;rct'a langled rveb ofclues.
motiles and alibis. Ancl thu onll'trvo things
1'riu can lx'lievt' art. \our orvn eves because
1ou arc'fhe WII'NIiSS. 5 r'\\rr \kr) r.LvLr.

Irr StISI'EC'l', our ne\rest nl-sterv tlrrillcr,
t'ou're a rel)ort('r Nho gets the sctx4r on the
societv event of thc 1'ear thc nrurder of a

N{arrland lllue lllxxi aristocnrt at a lancv
costume ball. And vou coulcln t have a ckrser
illsi(l( S('urL ( ft'r u,Ur sll,r\. Il, ,;tus, ri,u re
the prinre suspect. Vru knorv you'rc not guiltv,
but the evidence is stackcd against vou. Now
\ou n)ust grrove I'our innocemce and find tht:
real killcr or risk br.ing franrcd and face the
c(rlsequences. SUSI'EC'l' rvill be :l'ailable in
November 1984. .r1)\r\N( r,rr) r.1,rvrir.



It's been called "prrt ofthe latest craze in
home computing" (TIN4E nragazine), an
"amazing feat of prrrgramnring" (THE NEW
YORK TIN'IES) and the "llest Adventure of
1983'' (ELEC'IR0NIC GAX,IES).

It's I)liAI)l-lNfl ancl it pits rrrLr, th('keen,
eyetl slcuth, against a l2-hour tintc iimit to
solrt a classic lockt'cl-door rnvster\.. Infocom
litcrally puts thi: casr: in rrrur hands, providing
you with a dossier t:ontaining lab reports, police
lndings, dastardll'-looking pills and mcirc. Once
you r.nrbark rn vour investigation, )'ou must
sift tlrnrugh a rnvriad of clues and motivt's in
orjt'r to track ckrrvn tlu' kilk'r. No e:rsy fcat, for
all six of vour susptcts exercise [rct' rviil
conung anci gorng, schenting :rnci nnneuvering
indcpt'ndcntlt of t'our iu'tions. And sonte of these
1x'rs<irtalitirs irre so trt':rclu.rrrus th:rt, slxtuld
!()u nrake the \\'rong lnox,, one o1 thent nuv
do trru in. ft\t,lll LI.t\ Il.



In SEASTALKER," Infocom's first Junior Level
interactive story (for ages 9 and up), a monster
of terrifying dimensions is laying waste the
Aquadome, the world's 6rst undersea research
station. But that's not your on-ly problem. \bu
haven't even tested your new submarine, the
Scimitar, in deep water. And to make your
mission all the more harrowing, the crew of the
research station may have a traitor in its ranks.
You'll find help in your SEASTALKER pack-
age-hidden in its depths are your submarine
logbook, eight top secret lnfocards, lnfocard
decoder film, a nautical chad and ynur f)iscov-
ery Squad badge. And you'll need every last
scrap of help you can get, because you have
startling possibilities to consider, mysteries to
unravel, life-and-death decisions to male. And
only you can save the Aquadome! Jtr.ttott t-rvr:t-



CUTTHROATS' places you on an out-of-tlte-
wav island oooulated bv some of the most
disi'eoutabie iharacter! this side of Alcatraz.
You'rb a diver for hire, and as decent, compe-
tent and stalwad as they come. The plot is
hatched when a motley band of local salts gets
wind of a shipwreck laden with sunken treasure
somewhere in the waters surrounding the is-
land. They 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 shipwrecks, which is included in your
CUTTHROATS package along with your Out-
fitters Intemational price list and tide table, ald
the amazing High Seas issue of TRUE TALES
OF ADVENTURE magazine .) Now you must
survive the perils of the deep - and the even
greater danger that your crew may harbor a
cutthroat-if you are to recover the Eeasure

- 41$ $ryP Your neck. sreNoeno Level

INFIDEL," from Infocom'llles of Adventure,
finds you marooned by your followers in the
heart of the deadly Eglptian Desert. A soldier
of forhrne by trade, you'r'e come hither in
search of a great lost pyramid and its untold
riches. Now, alone, you must locate and gain
entry to the tomb, decipher its hieroglyphics
and unravel its mysteries one by one. The con-
tents of your package will help a little; they
include your journal and correspondence,
Egyptian hotel stationery, a map of the excava-
tion site, a hieroglyphic stone rubbing and the
highly collectible Great Discoveries issue of
TRUE'IALES OF ADVENTURE magazine.
Through the Antechamkrr, the Barge Room,
the Chamber of Ra, death rvill lick at your heels
as you racc to the shattering climax of this
match of wits.between you and the nxrst inge-
nious architects, builders and murderers of all
time the ancient Egy'ptials. ,\tt\t\N( I,tt) LE\ lll-



PLANETFALL;' INFOWORLD magazine's
"Best Adventure of1983," arms you with your
joumal, official Stellar Patrol Card and post-
catds from some of the Galaxy's swankiest
tourist traps. It then teleports you forward
roughly one hurdred centuries to a Stellar
Patrol ship of the Third Galactic Union, where
your nnk is Ensign 7th Class-about as low as
you can go. But then your luck takes a turn 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 mult.ipurpose robot and the ideal
companion with whom to bnve your new world
as you explore its secrets, dare its dargers
and attempt to discover a means of saving it.
STANDARD LEVEL

STARCROSSI' Infocom's science fiction mind-
bender, launches you headlong into the year
2f,86 and the depths of space, where you are
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 yoursef," andjustJy so.
For the great spacecraft bears three uniquely
intriguing commodities: an alien microcosm,
peopled with all sorts of otherworldly beings;
a remarkably complex, intedocking puzzle to
unravel; and a challenge tlnt was issued eons
ago, from light years away-one that only you
can meet. EXPERT LEVEL



In SUSPENDED j' you are buried alive in a
cryogenic capsr:le 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 rbbots,
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. SUSI'ENDED is designed to be
replayed numerous times as you leam to
optimize your strategies. You can also go on to
two more levels of play, ald there'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 tl'e
"Best Computer Game." Period. ExpERr LEVEL



Beyond question the most mind-bogglingly
hilarious story rve'r'e ever published is THE
HITCHI IIKER'S (;T IIt)E 1 O l'HE C;ALAXY,
bv I)ouglas Adanrs, the luthor of the phenonre'
nal bt:st-selling novel. In tlrt: person of Arthur
f)ent, you'll chortlt,as rrrur Iurnur is bulkiozecl.
You'll belLiw rvht'rt rrrur planct is dt,molished.
Vru'll I't'lp with laughter rvhile lour life is bt'ing
threatcnecl bt' the Itavenous I3ugbl:rttcr IJt'rrst
of Traal. And lrrur skles will grsitivt'lv split as
you st:an:h thc lt'ngth and brcadth of the Uni
verse for a decent cup of tea, or whatever it
is yuu're supposetl to be kxrkrng for. 'l'HIi
HITCHHIKER'S GT]II)E'IO 1] II' (;AI,AXY
will be available in November 191X. I)on't forget
your towel. sl' Nr)r\RIr r.I|\'8r.

|r



Sometimes, even the most bril-r liart adventurergets stumped.
. That's when InvisiClues" Hint

Books and Maps (arailable for a
nominal fee through Infocom)
come in handy.

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

a matching InvisiClues
book at the same tlme.

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

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 information unintentionally.
To guard against this, Infocom 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 fuom a gentle nudge in the right direc-
tion to a full answer. If you become stuck, zrll

you have to do is find the questit-'n 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 I - the answer
appears before your very eyes.

There's a handsomely illustrated and easy-
to-read hint book for 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.

'The .rc(]pt'ons rre SllSP0NI)ED md SEASTALKER, {or which maps
are alraady itulud€d in lh.ir respe.trc packages.

ZORI( is a resrstered tndenrdk of Infdom, Inc. DNCHANTER.
SORCERER, DEADI-lNE. The wITNESS, SUSPEc'T, STARcR0SS,

..i
/l1!l

SI iiri-i, i iiiir're L.'cniiuniiirs,-'
Thles d Mventore and Inlisiclues ae




