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Comic book fanatic Peter Grey is about to lose his grip. His business has turned bellv· 
up. His wife and best friend are dirty. Hnd he's slipping farther and farther awav 
from reality. Heauily in debt and heartbroken. the suicidal Grev seeks Salvation as 
the superhero Darksheer. fighting to saue seedy Koctropolis froJ!I the uice-like jaws 
of doom. 

Join Peter Grey as he confronts a warld of lust and greed. where temptation is an 
aperitif and the main course is unbroachable despair. Can he resist the arch uillain 
RuK· s deuilish minions? Can he hold out long enough to change the course of fate? 
Can he become more than just another paper hero? 

The Pyramid contains all the commands you'll need ID sUJUiue in Koctrepolis. Some 
commands remain actiue until you choose another colllRldlld: others become inactiue 
once you use them. 

DTE: This manual issumes mouse control. Xeqblhlid controls are listed 
GI th1 Na of tltl Cl WI. 

To uiew the Pyramid. right-click tht mnse. 
To use a command. left-click on it. lllltu USinQ cursor commands. click on the 
person or obje which you want to use the command. 
To exit the Pyramid without selecting a command. right·click 



2. 
3. Look at a person or object. 
4. Go to an area or person. 
5. Moue an object.Look at a person or object. 
6. Speak to a person or thing. 
7. Uiew the City Map of Hoctropolis and select i'des:tinatio 
8. Music. sound. and text options. 
g. Saue or load a game . 
10. Uiew your inuentory. 

Use inuentory item. 



CURSOR COMMANDS 

When you select OPIJI. MOU£. m. LOOK. GOTO. or TillK. th1amrdlangestollfllct1b 
selected command when 9ou pass it ouer an approprlm itUI en the saeea. Fir 
example. when the OPEH command is acliue. the cunor amw beclnlesran BP£ll cursor 

• To use a cursor command. moue it to the person or ebjec o _which you want to 
use it. then left-click. 

READING COMIC BOOKS 

Use the following instructions to read and enjoy the Darksheer comic books you'll find: 

• To start reading. GET the comic book or LOOK at it in the inuento~ box. 
• To page fonuard and backw • -click HEHT PRGE and PREU PRGE. 
• To read. left· click each.character and panel on the screen. 
• To exit the comic b k. ri•ht·cllck. 

INVENTORY· USING OBJECTS 

Your inuentory displays all the items you are car~ing . When 9ou moue the cursor ouer 
an item in your inuentory. the item· s name appears in the info box. 

The !KU and USE commands are used to uiew anihlse items in your inuento~ -they 
cannot be used on items not in inuentory. 



Some scenes can· t be exited using TRRUEL. These scenes may haue an exit area. Moue 
the cursor around the screen until the cursor becomes a red EHIT siqn. then left·click 
to exit the scene. Ifs usually at the bottom of the screen. 

THE CITY MAP 
The City Hap is your guide to the City of Hight and your only mode of trauel around 
Hoctropolis. The people you meet tell you of new locations within Hoctropolis. Use the 
TRAUEL command to go to those places. 

• Use the TRRllEL command to call up the city map of Hoctropolis. 
• To leaue the CitljHap, select a destination by selectinq a map icon. !See below.I 
• To scroll up and down the City Hap, moue the cursor to the top or bottom of 

the screen. 

KllTE: The [il1J Kap can't be accessed ftUm 
command ID moue ID another screen and111J a r iuersely. soma 
screens can onlq be exited using the TRJIUEL command. 

MAP ICONS 

lUhen the City Hap of Hoctropolis appears. the pl.ices qou can go within the citq are 
marked bq map icons. The further you probe into the secrets of the City of Hight. the 
more map icons appear. R location· s icon pops up onlq after you haue learned 
sufficient facts abO.ut the location. 

You won't be a le to find a location. let alone go there. until its icon appears on the 
map. Eventually some icons disappear. indicating that you won't need to uisit those 



CONVERSATION 

Your primary source of information in Hoctrapolis ls conversation. Generally. you have 
a variety of lines to choose from at each stage of a conversation. each line appearing 
in its own text box. 
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The tone of your dialog can ranoe from flattery to pleas. from offers of support and help 
to threats. What you sa . a larqe deqree. determines how others respond to you. 
Selact the dialoq box you think will get you the information ou want. 

INFO BOX 

The Info Box helps••• vet specific information about people. places. and things in 
Hoctropolis. It pops up when the person to whom go11· re talkjnq has information 
relevant to the items in the Info Box. and theJLonlitif go(ve qained that person· s 
trust or convinced him he should talk to ycu I sual after you select a response such 
as. "Tell me about..."!. 

• To learn about an item in the Info Box. select• If tile portraits or symbols 
The person to whom you· re talking tells yo111mathe or she knows about it. 

Differel)t indiu·duals lmell abntdiff~rent things. and no one knows everything R 
JUtiL'llar parsa 11av kn• a peat dea about Stiletto but nothing at all about Cygnus. 
Yll1lltldtlltalktu latef pllfle and ask a lot of questions before ou'll find out 
IU~lJllllMedto ..... 



' SAVING A GAME 

There are manq danqers in the City ef llQht and qour saued qames maq be qour onlq 
salvation. You can saue up to 256 pmes (disk space permittinql. 

Ta uue a 9ame: 
1. From the Disk Seruice box. left-click on SRU£ RS H£W. 
2. A box will appear with a blinkinq cursor. This is where qou will enter a 

description or name of the saue game. 
3. Tl)pe a description. or name. for th~qame qou are sauinq and press EJITIR. 

• To overwrite a saued qame. a ·cl ck on a name from the list in the Disk 
Seruice box. then le ·click on OU£RWRm:. 

e name of the saued qame. the location. date. and time at 
which the qame was saued. 

• To uiew Info. select a saued qame. then select IHFO. 

LOADING A GAME 

• To load a saued qame. select a name frorn_the ist in the Disk Seruice box. 
then select LORD GRMI. 

• To scroll up and down throuqh saued qames. left-click and hold the 
up/down arrows. 

SETUP 
The setup box allows qou to adjust the music and sound uolume. 
tum text messaqes on and1Jff. and quit the qame. 



While Father Desmond attempted ta perf'-"'1 ~exorcism. the man went into horrible 
spasms: snapping his leather straps. lfe seized Sister Hercer by the throat. Theq 
screamed in unison. in identical voices. and then fell silent. Sister Hercer laughed a 
deep. throaty laugh. then turned and crashed through the ER' s glass door. Hernon· s 
habit was later found shreddri ill the oilq. swirling water of a gutter. 

Sister Jlercer is llOll known as Sm . She casts a spell of seduction ouer her uictims. 
then sacrifices them in bloodq ri . But the true purpose of her life is to pursue and 
destroy Father Desmond. wbem:Sh'e hates and fears for his power of exorcism. 

G REENTHUM'3 

Dr. Horace "Greentlnpnb.1artholomew had the potential ta become the~ 
horticulturist in histo11J. He earned his liuing bq deuelllpiRQ chemical feed 
preseruatiues. but his true love was creating ltybria plallts that could thrive euen in 
the endless gloom of Hoctropolis His laborato11J bo done of the finest chemical 
labs in the City of Hight and a brilliantly l!ghteagrenhouse in the midst of a world 
gone dark. Dr. Bartholomew was perfectlq content to dedicate his entire life to his 
fields of research. 

It took a single accident to radically change Dr. Bartholomew· s mind (and his basic 
molecular structure) . The mixture of two mislabeled dl111icals triggered an explosion 
that killed him instantly. But his plants surui ed ... aad taok measures to revive their 
··master". Their tendrils surrounded and filledkis ClllJSI. infusing it with their 
mutant essence. R neJU Greenthumb arose from the husk of the old. more plant than 
human. dedicatgd tli8 ·tllful vegetation that had given him new life. Ke has since 
embarked on a: · er of robblilj. blackmail. extortion. kidnapping. and outright 
murder to obtain the funds RecessanJ to sustain life in his daprmd greenhouse. 



TOP HAT 

She started life s Cynthia Burrows. the daughter of poor and abusiue parents. To 
escape the turmoil of her home life. she deueloped a fascination with magic shows. 
She learned simple tricks from books and uowed to become the great~st magician of all 
time. Rs she grew older. she immersed herself in school. deuelopln9 an interest in 
physics which she hoped to apply to the field of magic. 

Though her loue and command of magic helped her to relax. academic pressures 
strained her fragile sanity. When her }llentor. the chairman of the uniuersity physics 
department. attempted to assault her. her mind snapped. She was no longer Cynthia 
Burrows. she was Tophat. magician extraordinaire and merciless criminal. Whereas 
many criminals ply their trade in darkness. Tophat carries hers out in a center ring of 
her own deuising. complete with flash. glitter. and spilled blood. 
DREALMER 

Rs a small and sickly child. Billy Dawso!Lwas tortured by nightmares that came upon 
him euen while he was awake. In time. no school would accept him and his parents 
could not cope with his constant terror. The state asylum seemed to be the only place 
where he could get help. Kuch of his treatment could be ter ed eKjlerimental. but 
cruel would be a better word. One doctor diagnosed him with strong projecliue ESP: 

another locked him in a small windowless room. theorizing that sensory depriualion 
would cure his "maladf. Rfter months in this pitch· black chamber. he was far from 
cured - in fact. he became psychotic. But he had learned to control his mental powers 

He was released only when the doctor who confine nim was found dead in his bed one 
morning of unknown causes. Rs Drealmer. He had learned to enter and control the 
dreams of others - and kill them. It is this skill that makes him an unusually effectiue 
practitioner of the art of extortion. 

MASTER MACABRE 

Dr. William Blish was the most brilliant. innouatiue. and controuersial surgeon at 
Hoctropolis General Hospital. His research into surgery without anesthesia was 
groundbreaking in terms of new surgical techniques. as well as in the numbers of lab 
animals sent to mass qraues in medical waste landfills. His seeming indifference to 
the suffering of his eKJJeriments shocked many on his staff. Some thought he wasn· t 
indifferent at all. 



One night the Mtmma gang abducted Dr. Blish and took him to their un ervround 
hideout. The gangs leader had been slashed to ribbons. and a surgeon was needed to 
saue his life. Blish patched up the gang leader. but the Subterraneans refused to let 
him leaue. They captured and tortured riual gang m1111bers to deatllwiiJI, is s ical 
tools. making the doctor watch. 

To his horror. Dr. Blish began to enjog the show. and to instruct the Subterraneans in 
the art of pain. The buried streak of sadism that had played a part in his research now 
overwhelmed him. Rs Master llacabre, h abandoned his previous role as a healer and 
assumed a new one as a twisted killer. 

WALK TH.ROUGH 
The following walk through takes you tluough the first scene of the game. 
familiarizing you with the game inte~ce along the way. Follow the steps in order. 

THE BOOKSTORE 

You begin the game in Pe er &reg· sllookstore . 

• From the Pyramid. select OPEH. OPEH the office door. 

• From the Pyramid. select GOTO. GOTO the off! 11oor. 

THE OFFICE 

This is Peter Grey· s office. 

• LOOK at the items in the room. LOOK at the desk. LOOK at the items on the desk. 

• From the Pyramid. select GET GET the Sweepstakes litter from the desk. GET the 
notices from under the desk. GET the papers in the right-most comer. 

• LOOK at the Oarksheer comic book on the ottau. 

• GF.T the Darksheer 1doak from the ottoman. 

• lewgau whatdantmilliit you. From the Pyramid. select DISK. Saue your 
Qnll !see Patt 131. 



R doorbell awakened you from your vision: someone is at the door. 

• OPEH the front door. R young girl speaks to you. 

• Select the lines "Grey ... Hy name is Peter Grey," and"l· au.e-it rtght here." from 
the available lines of dialog. The girl slides a box through the mail slot. You will 
have to do a bit of talking to get to these lines .. Keep trying. 

• LOOK at the package. GET the package. 

• From the Pyramid. select IHU . Select each item in your inventory and read the 
descriptions. Be sure to read the Special Edition comic book! Right-click to 
exit inventory. 

IUelcome to Hoctropolis. 

..- Experiment -IPJ e11e1'1jthing in every situation - but be sure to SRUE your game 
often to auoid disastrous results. 

• USE items from your inventory without fear: you won't be allowed to use an item 
before its time. 

..- LOOK at your surroundings: there are many things to see in Hoctropolis. but some 
things may not be readily apparent. 

..- GET anything that isn't nailed down: pick up objects even if they seem 
insignificant to you. 

..- TRLK to anyone who will listen. and lrl)'iltamatiue lines of questioning to see 
what works best. Don't forget to go back anOalk ta people again when you' 11e 
learned something significant. 

..- Keep an eye out for the death clock . R red timer is displayed in the lower left 
corner of the screen when Darksheer is wounded. lllhen the clock reaches zero. 
the game ends. You must heal yourself to stop the countdown. 



Im llttln · l!Us!. Daue designed and ex1cvted llWl.U 111111 liiifi~ 
vroo1111 enu11D11m111tal and charactar ilUlllitsons 

Ktith s.itnt · Animator. R uall!aurttst and aninlitl!. "Ja"9 
sketches. produt8d a lot of tlse illlllilions found in tlJt PIH. Mi iialll-..illlMI 
ems llilln !not pictured mwt I · PnlJrammer llrls jl1llM l'8 
tlse pseudo·code that driues Iha SCflllS 

'q Cmu · Sanor Programmer.&uv prouided tlse tools and CIU 11 
mmtlsble video 

luSilbwU · Composer/Sound Designer. Ron's 
IJIR and llartiill llemoundum - and tlse hits keep 
If w effects. Ron c1111posad the 111<1jorillJ of Koc/Jop/is' 

Designer. Rndv Join th tNa lill In the "9ilcl 11 worlc willl la 
at night Rndv can be bta 1111111 $1jmphOIJJJ stnia pliyinf a 








