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How to Talk to ESSEX

OU ENTER THE WORLD OF ESSEX by typing on your computer keyboard.

You can type whenever text appears on the screen and you are ready
to respond. Your decisions and your dialogue with characters will determine
how the novel unfolds.

ESSEX responds to a wide variety of commands. Some common ones are
explained below, but you'll discover others as you begin play. In fact, Elec-
tronic Novels™ recognize a vocabulary of over 1200 words. Many synonyms
of commands are possible. For example, "get” works as well as "take," and
“rub” is a synonym for “touch.” For ease of typing, some commands can be
abbreviated. You can also type commands in either upper or lower case. When
you are finished typing a command, press the RETURN key.

You can also take a greater part in the action by talking to characters and
evaluating their responses. A note on how to use dialogue follows the discus-
sion of commands. The universe of ESSEX is constantly transforming itself.
Even if you do nothing, characters will enter and leave, voices may be heard
in the corridors, time will pass.

Occasionally, the text being displayed will be longer than your screen. Instead
of “scrolling” information out of sight faster than you can read it, ESSEX will
pause and instruct you to Press any key to continue. When you press a key,
the rest of the text will display on your screen.
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COMMANDS

Repeats your last command, just as though you had typed it again.
After this command, you must still press RETURN.

BOOKMARK Retains your progress in the novel by making a copy of your
current position on a formatted diskette. Later you can resume the novel from
that point with the RESUME NOVEL command. See the Special Features
section of the computer reference card packaged with your novel diskette
for details.

CLOSE (object) Tries to close the object you specify.

DROP (object) Frees you of an object you're tired of carrying.

EXAMINE or EX (object) Checks the characteristics of an object — works
like LOOK.

FLY SHIP TO (place) Takes the ship to another planet or into deep space,
if you have the authority.

FOLLOW or FOL (person) Allows you to follow a character who is going
his own way.

GET (object) Tries to pick up the object you specify. Produces the same ef-

AL

fect as TAKE.

GIVE (object) TO (person) Giving objects to characters can be risky, innocuous,
or crucdial. You can also use this form: GIVE (person) (object).

HEALTH Measures your physical condition on a scale.

HIT (object or person) WITH (object) This and commands like it exercise
your aggressive tendencies.
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NVENTORY or INV Tells you which objects you've collected and are cur-
rently carrying.

LOOK or L Shows you a snapshot of your current surroundings.

LOOIK (direction) Describes what lies in a particular direction from your
position.

LOOK AT (object) Describes the features of an object —works like

NORTH and others Allows you to move in the direction you specify. You
can also abbreviate directions (I, 5, E, VW, P for port, SE for starboard, etc.).
GO TO (object) and WALK (direction) produce the same result.

OPEN (object) Tries to open the object you specify.

PAUSE NOVEL Halts the changing world of the novel as long as you wish.
You can resume the action by pressing any key. To stop the novel in a faster
way, see the Special Features section of the computer reference card packag-
ed with your diskette.

PRINTER OFF Stops the printing of ESSEX begun with the PRINTER ON
command. See the computer reference card packaged with your diskette for
details.

PRINTER ON Creates a printed record of your progress through ESSEX.
See the reference card packaged with your novel diskette for further

information.

PROGRESS or PR Reports on achievements of importance in your electronic
mission.

PUT (object) I (object) Tries to merge objects. The results may be important
or pointless.
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QUIT NOVEL Ends your session of ESSEX without saving your current

position.

TART NOVEL Begins ESSEX again from the start.
RESUME NOVEL Reopens the novel from the point at which you typed the
BOOKMARK command. For specific instructions, see the reference card

packaged with your diskette.

SHOW (object) TO (person) Displays an object to a character. You may receive
an interesting reaction.

1l

SING Ventilates your vocal chords.
TAKE or T (object) Allows you to collect objects which seem interesting or
useful. You can take one thing or several at a time.

TELEPORT (person) Dematerializes and moves the person to a new loca-
tion, under the control of the teleporter operator.

TIME FASTER Speeds up the changing world of the Electronic Novel™. This
command does not change the speed at which your commands are respond-
ed to by the novel. It increases the rate at which characters and elements
of the novel's physical world enter the scene, pop up, or fly by. Typing this
command repeatedly will speed up the universe a little each time. To slow
down the changing world, type TIME SLOWER,

TIME SLOWER The opposite .of TIME FASTER. Typing TIME SLOWER
repeatedly will slow down the changing universe of the Electronic Novel™ by
degrees.

TURN (object) Gives the object a quick twist.

TURN (device) ON Activates the controls, if any.
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ESSEX will respond to many other commands; feel free to experiment. Some
interesting examples might be:

pick up and read the newspaper

get the rock and drop it into the fountain
hit everyone but tiny ed

give the thing to the queen

give everything from the locker to the guide
turn on the machine and drop it

throw the rock south

DIALOGUE

Electronic Novels™ allow you to talk to characters and creatures. You can
ask them questions, order them to do your bidding, or tell them to do things
with objects or to other characters. They will respond in their own unique
ways. The FORM you use for this kind of dialogue is important. Here are
two examples:

guide, “where is dee?"
ed, “get the flashlight and give it to me"

Notice that it is not necessary to capitalize or to use periods at the ends
of sentences. When you are finished typing a line of dialogue, be sure to press
RETURN.
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To relieve you of some typing, dialogue also has a shorter form. You may omit
the comma following the name of the character you're addressing. The second
quotation mark may be omitted also. Example:

Instead of

you may type

Some other examples of ESSEX dialogue might be:
nancy “tel ne '1?;#: ut communicators

dee "fly the essex to earth

martha "you are a vollchon spy

TIME AND SPACE

Many of the characters in ESSEX move around of their own volition. When
you talk to a character in your area, he will answer you in his special way.
If he happens to move to the next room, he won't brush you off; he will still
answer. However, if the character moves far away from your position, he'll
no longer be able to hear you. Examples:

(Tiny Ed in your area)

ed “what is the comlock?

“| don't need to talk to you about the comlock,” responds Ed
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(Ed in the next room)

ed “what's the midcon

You talk to Tiny Ed, who is in the next room
“You're talking about the Midget Confederation, my favorite topic

Tiny Ed begins

(Ed far away)

ed "you are a jerk!
You talk to Tiny Ed.
Your words don't reach that far

Engaging characters in conversation allows you to enter the world of ESSEX
completely. But remember, when you talk to an Electronic Novel™, anything
can happen.

PERIOD

By typing several periods (. ..) and pressing RETURN, you can watch the
universe unfold over several time intervals. This is an advanced strategic tactic
you may find useful.

RETURN KEY

Press RETURN whenever you are finished typing a command. If you press
RETURN without typing any command, the world of the novel will still con-
tinue to change all around you. When you press only RETURN, time will pass
and the universe will turn, together with whatever else may be happening
at the time: characters entering the vicinity, conversations beginning, etc. As
in life, the universe of the Electronic Novel™ is constantly unfolding.
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MINDWHEEL

IMETRAVEL INTO the kaleidoscopic minds of four deceased
Tgeniuses. Encounter the Cave Master, inspired father of the
primary visions. Retrieve the Wheel of Wisdom, civilization’s one
key to salvation.

Excerpt from Mindwheel by Robert Pinsky, author
Steve Hales and William Mataga, programmers

OU'RE ON AN IMMENSE stage. In front of you, a crowd roars like

thunder. Someone has thrown a rose and a Baby Ruth can-
dy bar on stage. High overhead, a huge video screen displays,
over and over, the film of Bobby Clemon'’s assassination. . .While
the crowd screams for more, one of the singers beckons for you
to come offstage by the door northward behind you. . .






BRIMSTONE

LUNGE INTO THE UNDERWORLD of Ulro with Sir Gawain, Knight
Pof the Round Table. Pursue Under-demon Fum through the
labyrinth of white apes, the treacherous Slough of Despond, and
the Maze of the Furies. Confront The Green Knight, awesome
figure of Destiny.

Excerpt from Brimstone by James Paul, author
David Bunch, William Mataga, and Bill Darrah, programmers

AWAIN SET HIS FOOT on the stair to descend, and felt it disap-
Gpear beneath him...A frenzy of black-winged creatures
caught the knight as he fell and thrust him through a door-
way. . . Behind the door stood a grotesque creature, part monkey,
part bat, part demon. . .fire in his eyes like a cat’s, his shoulders
brawny and gray with soot. . .






BREAKERS

oMB THE VOLCANIC rifts of the planet Borg. Deep within,
Csmugglers traffic in charmed, defenseless beings. Shatter the
slavery ring. Liberate the powerless. But who are you really? Why
is Nate Grey shadowing you? The Gaks are everywhere!

Excerpt from Breakers by Rod Smith, author
Joe Vierra and William Mataga, programmers

His 1S THE KIND of low-life bar you find on the lower levels of
Tevery industrial colony in the universe. Pick a sob story;
somebody in here knows it by heart. . .The place is packed with
evil-looking Breakers, mostly Terrans and Cirdonians. A lot of
them are looking at you. . .






RONIN

HE DAIMYO'S DAUGHTER is kidnapped! You, the Ronin, masterless
Tsamurai, must return her or purge your dishonor with ritual
suicide. Navigate the feudal castle, befriend the Zen master,
penetrate the ninja stronghold. When your task seems done, you
are far from done. What is and what only seems to be?

Excerpt from Ronin by David Alzofon, author
William Mataga, programmer

HE EASTERN SKY PALES. The hour of the Horse approaches. Wake
Tnow, Ronin; you must strap on your sword and make an of-
fering to the gods. . .You continue to float upward, surrounded
by cavernous black clouds that stretch for immeasurable
distances on all sides. You feel like a sail cut loose from its ship
and carried aloft by a whirlwind. . .






























