




























































































INTERVIEW 
BRAINSCAPE TALKS TO 

DR. VIRGIL 

B: How did you first conceive of the idea of neuro-electronic 
matrix travel? 

V: I first had an inkling of the matrix phenomenon when I was 
thirteen years old. 

B: Amazing. 

V: One summer night I dreamed that I was being pursued by 
a flock of jack-o'-lanterns behind a bowling alley in my hometown 
of Lees burg, Virginia. A simplistic analysis might have dismissed 
the dream as a phenomenon linked to the onset of puberty. Even 

Excerpt from interview with Doctor Virgil in Brainscape Magazine, Vol. 25, No. 3. 
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then, however, I intuited a larger significance. Puzzled by the 
dream, I related it the following evening to my companion, 
Martha Maydorf, in the back seat of a Plymouth automobile, at 
the Star Drive-In Theater. She inadvertently struck my superior 
maxillary with a tightly packed roll of quarters. At that moment, 
I saw displayed before me, in intricate overlay, sets of dual im­
ages: a jack-o'-lantern in Martha's head, a bowling lane in a roll 
of quarters, a film director of the long-ago twentieth century star­
ing dreamily into a mirror. I knew then that immortality was not 
what it seemed. 

B: Fascinating. But isn't it true that matrix voyages into the 
daydreams of deceased individuals can be treacherous? 

V: Indeed, we have had a few unfortunate incidents. Three sub­
jects have reported a lasting sensation of immersion in a 
substance like scrambled eggs. One experienced socially­
crippling insomnia following weeks of convulsive hiccuping. Tun­
ing problems. And some still worse, of course. 

B: Sir, can you sleep at night, knowing that because of you the 
atmospheres of mighty brains have mutilated your volunteers, 
turning some of them into human avocados? 

V: Only humanity's need to understand itself before it destroys 
itself justifies such sacrifices. 

B: Doctor, is it true that some of your volunteers have experienc­
ed unbelievably lurid and strenuous sexual adventures in these 
"great minds"? 

V: Yes, I'm afraid that is true. 
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**** CAUTION **** 
The following is an eyewitness account by a writer, Richard 
Sanford, who volunteered to take a short, relatively safe trip into 
the brain of Henry Ford. 

"Angels in gauzy outfits were gliding about on wheels, inter­
changing parts (here's my arm, I catch your eye, everbody gave 
her a hand), in a kind of break-dancing, Chaplinesque gavotte. 
They put wheels on my knees and elbows and I soared up a ramp, 
over a boardwalk, through seas of corn relish, black paint, and 
blueprints of Edsels. I wandered whimpering, lost, through the 
engraved whorls and hachures of a dollar bill the size of Dear­
born, then stumbled, harrassed by kites, onto the eye on the 
pyramid's vertex. I fell through the iris and awoke, exhausted and 
shaken, in Virgil's lab, speaking in tongues, uttering like a refrain 
the one word 'garage' in languages unknown to me, in accents 
unheard by anyone in the Western Hemisphere since the time 
of Gutenberg. Intense!" 
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A FRAGMENT FROM 

DOCTOR VIRGl~S 
NOTEBOOKS 

--
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OCCASIONAL VERSE 
BY THE POET 

THE FEAR SONNET 

In [blank 1], when color to black is [blank 2], 
Distinction lost and gone with light, 
The eye, as inward watchman placed, 
Unseeing, but with power of sight, 

Gives vain alarm to inward [blank 3] 
Where fear, witli witty [blank 4], 
Circles Mind, and in self-offence 
Forges Impossibility, 

Such as, in [blank 5] darknesses, 
Proper reflections of Error be: 
And [blank 6] of self-confusednesses, 
Which hurt imaginations see, 

And from this nothing seen, make devils -
Outer expressions of inward evils. 



THE LOVE SONNET 

Afternoon sun on her back, 
calm irregular slap 
of water against a dock. 

Thin pines clamber 
over the hill's top -
nothing to remember, 

only the same lake 
that keeps making the same 
sounds under her cheek 

and flashing the same color. 
No one to say her name, 
no need, no one to praise her -

only her own [space 1] to tell her, 
her own [space 2] to please her. 

© 1983 by Robert Pinsky. 
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The Greville monastery, scene of the inspiration 



A NOTE ON THE 
MAKING OF MINDWHEEL 

THE STORY OF MINDWHEEL WAS WRITTEN WHILE THE AUTHOR was living in 
a monastery in eastern Montana, under a strict vow of silence 
which he had maintained for four years. 

During a period of fasting and intense meditation, the author 
one night beheld the "story" - or, since it has infinite sequences 
rather than one, the "world" - of his work in a vision. He began 
writing in a frenzy, and within hours had covered the pages of 
his journal. He continued writing on the walls and floor of his 
cell, and three days later, just as the sun rose, he finished the final 
passages, with the words THE END cramped into the last 
available corner of the ceiling. 

It took several years for the author to discover computer ex­
perts able to implement, through years of innovative work, the 
grand scheme of those three days and nights of convulsive 
ins pi ration. 

The orginal text of MINDWHEEL was reproduced and edited from 
large-format AccuLens photographs taken by Elk Bailey at the 
Greville Meditative Order headquarters in Greville, Montana. The 
negatives were processed and printed by Cruz Associates of 
Vincente, California. 
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ADVENTURER'S DIARY 

T HE UNIVERSE IN an Electronic Novel is constantly changing. 
Sometimes things happen too fast for the human mind. You 

may need some time to consider and some space to take notes, 
make maps, and otherwise plan your strategy. You may use these 
pages for that purpose. 
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Map of the mind of Eva Fein 

ADVENTURER ' S DIARY 73 



74 MINDW H EE L: AN ELECTRON IC NOVE L 



ADVENTURER ' S DIARY 75 



76 MINDWHEEL : AN ELECTRONIC NO VEL 



ADVENTURER'S DIARY 77 



78 MINDWHEEL: AN ELECTRONIC NOVEL 



ADVENTURER'S DIARY 79 



80 MINDWHEEL : AN ELECTRONIC NOVEL 



ADVENTURER'S DIARY 81 



82 MINDWHEEL : AN ELECTRONIC NOVEL 



ADVENTURER ' S DIARY 83 





How to Talk to 
MINDWHEEL 

You ENTER THE world of MINDWHEEL 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 w ill 

determine how the novel unfolds. 

MINDWHEEL responds to a wide variety of commands. Some common ones 

are explained below, but you'l l 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 MINDWHEEL is constantly transforming 

itself. Even if you do nothing, characters wi ll chase one another, purplish clouds 

wi ll drift by, the demented crowd wi ll sti ll howl for more. 

Occasionally, the text being displayed w ill be longer than your screen. Instead 

of "scrolling" information out of sight faster than you can read it, MINDW HEEL 

wil l pause and instruct you to Press any key to continue. When you press 

a key, the rest of the text wi ll display on your screen. 
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COMMANDS 

AGAIN Repeats your last command, just as though you had typed it agai n. 
After this command, you must stil l 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 yo u're tired of carrying. 

EXAMINE or EX (o bject) Checks the characteristics of an object - works 
like LOOK. 

FOLLOW or FOL (person) Allows you to fo llow a character who is goi ng 
his own way. 

GET (object) Tries to pick up the object you specify. Produces the same effect 
as TAKE . 

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

HEALTH Checks your phys ical condition. Are you injured? just stunned? 

HIT (object or person) WITH (object) This and commands like it exercise 
your aggressive tendencies. 

INVENTORY or INV Tell s you which objects yo u\/e collected and are cur-
rently carrying. 

LOOK or L Shows you a snapshot of your current surroundings. 
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LOOK (direction) Describes what lies in a particular direction from your 

position. 

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

EXAMINE . 

NORTH and others Allows you to move in the direction you specify. You 

can also abbreviate directions (N , S , E, W , NE , 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. 

PLAY (object) Lets you indu lge yourself w ith songs and musical instruments. 

PRINTER OFF Stops the printing of MINDWHEEL 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 

MINDWHEEL. See the reference card packaged with your novel diskette for 

further information. 

PROGRESS or PR Reports on ach ievements of importance in your quest for 

the Wheel of Wisdom. 

PUT (o bject) IN (object) Tries to merge objects. The results may be impor­

tant or pointless. 

QUIT NOVEL Ends your session of MINDWHEEL without saving your cur­

rent position. 
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READ (object) Obtains written information, such as priceless clues, from the 

object you specify. 

RESTART NOVEL Begins MINDWHEEL 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. 

SAY Speaks your utterance aloud. Particularly useful for answering riddles. 

Example: SAY "BLACKJACK". 

SHOW (object) TO (person) Displays an object to a character. 

SING Venti lates your vocal chords. 

TAKE or T (object) A llows you to col lect objects which seem interesting or 

useful. You can take one thing or several at a time. 

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 th is 

command repeatedly w ill 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 wi ll slow down the changing universe of the Electronic Novel™ by 

degrees. 

WRITE (word) IN (blank or space) Records your words on a piece of paper 

at a crucial point in MINDWHEEL. 

MINDWHEEL w ill respond to many other commands: feel free to experi ­

ment. Some interesting examples might be: 
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get and examine the rose 

get the rose and the candy bar and eat it 

look at everyone except the thug 

offer the pizza to the thug 

touch the keyboard with my hand 

give my bodyguard everything from the room 

look at myself 

DIALOGUE 

Electronic Novels™ allow you to talk to characters and creatures, real and 

imagined. 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 im­

portant. Here are two examples: 

thug, "who's pederson?" 

toad, "get the disk from the thug and give it to my bodyguard" 

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 . 

To relieve you of some typing, dialogue also has a shorter form. You may omit 

the comma fol lowing the name of the character you're addressing. The second 

quotation mark may be omitted also. Example: 

Instead of 

bodyguard, "come here" 
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you may type 
bodyguard "come here 

Some other examples of MINDWHEEL dialogue might be: 

old man " where's the wheel of wisdom? 

number 14 "what's the thug carrying? 

doctor "yes, i am ready 

woman "the rose isn't a talisman 

toad "what is west from here? 

singer "what should i do now? 

TIME AND SPACE 

Many of the characters in MINDW HEEL move around of their own volition. 

When you talk to a character in your area, he w ill answer you in his own 

special way. If he happens to move to the next room, he won't brush you 

off; he wi ll still answer. However, if the character moves far away from your 

position, he'l l no longer be able to hear you. Examples: 

(thug in your area) 

thug "what is the wheel? 

" I don't have to talk to you about the Wheel of Wisdom! " responds 

the thug. 

(thug in the next room) 

thug "who are you? 

" I don't have to tell you any personal details," snarls the insolent thug. 
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(thug far away) 

thug "you are a jerk! 

Your words don't reach that far. 

Engaging characters in conversation allows you to enter the world of 

MINDWHEEL 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 wi ll pass 

and the universe wi ll turn, together w ith 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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A NEW LIBRARY OF 
ELECTRONIC NOVELS™ 

ESSEX 

I NTERGALAcrrc SEARCH AND rescue aboard the colossal Starship 
Essex. Lead a mission to save Professor Klein, a million-to-one 

shot. Combat insidious Vollchons in deep space. At stake - the 
survival of the cosmos! 

BRIMSTONE 

PLUNGE INro THE underworld of Ulro with Sir Gawain, Knight of 
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. 

BREAKERS 

COMB THE VOLCANIC rifts of the planet Borg. Deep within, 
smugglers 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! 

RONIN 

THE DAIMYO'S DAUGHTER is kidnapped! You, the 
Ronin, masterless samurai, 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? 












