


















When the save i5 finished lhe story will respond with a mcuage such 
u COMPLETED. If it responds with FAILED. consult the 
Troubleshooting section. 
Initial default me name {the one displayed the first time you type 
SA VE) is always "STORY" .SA V. Whenever you enter a new me 
name. it become.s your defaull if the SA VE succoeds. For your 
cooveniencc, SA VE RESTORE share lhe same defau1ts. 

ATARI ST 
Using a Sia1le Drive 

Type SA VE at the promp1 (>). The standard Awi ST dialog box for 
selecting files wiU be displayed. The ditcctory in which your save will be 
stored (including drive idcnlifier) appears ne.- the top of the box. 

If you want IO SA VE to the story disk itself, simply choose a file 
name under which to save your position and type it into the selection area. 
II is not necessary to type ".SA V" afta the name, this is added 
automatically. 

To use a different save disk, remove the story disk from the drive and 
inscn the new disk. IMPORTANT: You mustclK:k with the mouse on lhe 
shaded "title bar" area of the inner directory window to display the dirccu:iry 
ofthenewdisk. 

After typing in lhc file name, click on lhe OK buuon , or press the 
RE11JRN key. If you want to cancel the save operation. elide on lhe 
CANCEL button. The disk drive will spin for several seconds, and if all is 
well, the story will even1ually 

OK 
u it responds: 

FAil.ED 
consult lhe Troubleshooting section. A!tu saving your story position, you 
may continue the story. 

Using Multiple Drives 
If your save disk is in a different drive from the story disk, the save 

procedure is identical 10 using a single drive except tha1 you must W:lentify 
the second drive by changing the directory specification (the line near the 
top of the dialog box). When the dialog box appears, edit lhe directory 
spccificat.ion so that the drive leuer rom.sponds to the drive containing 
your save disk. IMPORT ANT: You must click wilh the mouse anywhere 
INSIDE the inner direci.ory window IO display the direc&ory of the save 
disk. 

The following keys are useful for editing items in the file selection 
box: 

- up and down cursor keys • selecl item to ediL 
- left and right cursor keys - position cursor within item. 
- baclcspacc and delele keys .- erase lhe characiu before or afiu the 

""""· - ESC key - erase the whole item. 

Restoring • Saved Stor1 Position 
To return IO a previously saved slory posit.ioo, type RESTORE at the 

prompt (>). A SWldard di a log box will appear, showing a list of your 
saved positions on the indicated disk. lflhere an: more save files on the 
disk than will fit in the window. the scroll bar becomes active. U you want 
to restore from a different disk, change disks as described in Section on 
SAVING. Click once over the name of lhe position you want to restore, 
lhen click on the PK button, or press the RETIJRN key. If you want to 
cancel lhe restore operation, c!K:k on the CANCEL button. 

COMMODORE AMICA 
I . Type SA VE at the prompt(>). A message will appear aslcing you to 

choose a name for the save file. 
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2. Jryou want IO SA VE to the story disk itself.just enter a fil e name and 
p<t$$RETURN. 

3. If you want ID SA VE IO another di.sic, you mus1 prefix the fil e name 
with either the nameoflhe second disk (e..g., Saves:) or the name of 
the drive containing it (e.g., dlO:). The prefix is needed even if the two 
disks were swapped usirig a single drive. If the save succeeds, the P.Jclix 
becomes lhe defau1t prefix, and nocd not be typed again for the next 
save. 

The d.islc drive will spin for several seconds. If all is well, lhe story will 

OK 

FAil.ED 
consult the Troubk:shooting section. After saving your position , you may 
continue with the story. 
NOTE: The file is used to create icons for new save fil es. If 
you delete this file, new save files will nOI have visible icons. 

Rtstoring a Saved Stol')' PoslUon 
You can return to a previously saved s1ory position at any time. Type 

RESTORE at the prompl (>). The most recently saved or restored position 
will be displayed as the default Then enter the name of a save rile, as in 
Section on SAVING. 

If you want to return to the default position, you c.an just press the 
RE11JRN key. 

TROUBLESHOOTING 
If the story fails to load properly, or SA VF/RESTORE or SCRIPT fail s, 
check each of the following items. 

IBM PC 
I . Make sure all connections on your computer arc plugged in, conneclCd 

properly, and that all power switches are turned oo. 
2. Malec sure all disks arc inserled correctly and that all drive doors are 

closed. 
3. Inspect all disks for any visible damage. 
4. FOf SAVE s:roblems, make swc the Save disk is not write·protect.cd. 

Also, make sure the disk has enoo&h room for a Save file (approx. 3Sk 
per Save) and that it has been formaued properly. As a last rcson, U)' a 
different disk. 

You can check 10 see if your game is damage.d by using lhe $VERIFY 
Command. 

Type: $VERIFY at the slOry prompt(>) and press <RETIJRN>. If 
your story is ctuTently frozen (ie. you ate unable to type from the 
keyboard) you will have to reboot the disk, rcstan the story, and then lype 
$VERIFY. 

After you successfully issue the $VERIFY command the disk will spin 
for approx.imaiely a minute and then a message, similar to one of the 
following will appear. 
GOOD - The disk has nol been damaged and the data is intncL If you arc 
having problems, they are most likely hardware related. It is also possible 
that !here is a bug in the program. 
NO GOOD · This indicaic.s that the data on the disk: is damaged. Repeal 
lhe $VERIFY procedure several times. If possible, repeat the $VERIFY 
procedure on another computu. Ifthe game ever replies positively, the data 
is intaet and you must k>ok elsewhere for any problems you arc 
encountering. 

All disk and prinier errors are handled within the story. if you 
encounter an efT'OI' message you will be given the option to A (abort) or R 
(relry). In mos1 cases choosing Aben will not lhrow you out of the game 
and cause you to lose your position. However, if you get an error message 

when the game is either Restoring or reading information from the di.sic (a 
probable indication of a damaged cljslc) choosing Abort will throw you 
back into DOS. In this case consult lhe section on Troubleshooting. 

ATARI ST 
I . Inspect all disks carefully for any visible damage. 
2. For SCRIPTing, make sure the prinler is connected properly, enabled 

for printing, not .out out of paper, etc. 
3. Try again: the problem may only be only momenLary. 

If you continue to experience problems, follow this procedure. 
Reboot the dislceue. When the initial screen is displayed, type SVERlFY 
at the prompL The disk drive will spin for a minuie or less and one of lhe 
following messages will appear. 
I. "DISKCORRECT.M The disk has not been damaged and the data is 

intac1. The problem may be with your hardware, probably the disk 
drive. It is also possible the program contains a bug. 

2. "DISK FAILED" or "DISK READ ERROR." This reply indicates 
either hardware trouble or disk damage. Repeat the SVERIFY process 
several times. Also try $VERIFY on another comput.er. If the story 
ever replies "DISK CORRECT", the data is inlaCt lfyou repeatedly 
gel an internal error message on more than one computer, the disk has 
mOSl likely been dimagcd 

COMMODORE: AMIGA 
I. Inspect all disks carefully for any visible damage. 
2. For SA VEs, the save dislc. is not write-protected (the small 

opening in the comer of the di.sic should be covued). 
3. For SCRIPT'ing, make sure the printer is connected properly, enabled 

for printing, not out of paper eto-. 
4. Try again; the problem may only be momenwy. 

If 1M story produces an error messatc. run the following procedure: 
Reswt the siory. When the initial screen appears, type $VERIFY and 
pn:ss the RETIJRN key_ The disk drive will spin foraminuteorso,and a 
message similar 1o ono or the renewing will appear. 
I. "DISK CORRECT." The disk has not been damaged; the daLa is 

intact. This may indicate a problem with your hardware (usually with 
the disk drive). lL is al.so possibk the SIOry contains a bug. 

2. MDISK FAILED" or "DISK READ ERROR." This reply indicates 
eilher hardware trouble or disk damage. Repeat the $VERIFY process 
several limes_ Also try the $VERIFY poces! on anolher computer. If 
the slOl'y ever replies MDISK CORRECT," the problem is in your 
hardware. If you repeatodly get an error message on more than one 
computer, the disk has most likely been damaged. 

COMMAND OPTIONS (swilches). IBM PC. ONLY 
You may issue command opt.ions, by using switches, when you load 

the SIOfy, 1be switches allow you IO tell the SUM')' CXlr.l infonnation about 
the hardware you are using and how you want the story IO be displayed on 
your computer's screen. 

Swilche.s are entered at the same time and on lhe same line as the siory 
title when you load the story. llley are all entered in lhe form"title" I 
command (e.g. HITCIDllK/r <.RETIJRN>) with a space belwcen ihe story 
title and the/. 

Here is a list or switches which you may use. 

Displa1 Switches 
In most cases, your story wiU be displayed in the most efficicn1 and 

acslhetic manner posiblc. However, because of numerous types of twdware 
configurations and the different graphics characteristics of each si.ory plus 
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your own wants in tennS of how the story display should look, you might 
try the following options.: 

/c - sdccts colour output provided colourcompalibiUty and a colour 
monitor are available. The Jc switch also allows you to sckcl. foreground 
ancfbaclcground cok>un after the switch (e..g., /c71 gives whi&e on blue, 
which is the default). Refer to the sysiem docwncntation for numbers to 
osc. 

/m • prohibits colour input This is the default on machines without 
colour 

Other Swilcbes 
/p - If Si:RIPTing to the p-inter isn't working well, type UNSCRIPT, 

SAVE your position, and quit the story_ lben reload the stOry using thc/p 
swilch Md try SCRlPTing again. 

/[ - Disables the UNDO feature in stories lhaJ. use it This switch is 
useful on machines with 256 kbytes or less of memory in the sense lhat it 
frees some memory (bol disables a usefuJ feature) thereby giving you 
somewhat faster game play. The UNDO feature is automatically disabled if 
there is not enough memory la.support it. Machines with more than 256k 
_will have enough memory to load the entire game wilh I.he UNDO feature. 
in wh:ich case the speedup is negligible. 

fie - allows you to specify how much memof)' the story Can use in 
le.bytes. (e.g., /k.128) Nonna1ly it uses u much as it can get This switch 
might be useful if you lhink that lhe story is affecting Or being affected by 
other memory resident programs that you have loaded. 

COLOUR DISPLAY· ATARI ST ONLY 
If you ire using a colour moniior, you can change lhc colours used in 

the display. At the prompt(>), hold down the SHIFT key and use the four 
cursor keys to cyck lhrough the available combinations. 

If you are using a monochrome monitor, you can reverse lhe video in 
the same way. 

AMIGA PREFERENCES· AMICA ONLY 
Several aspects of the story prescnwion can be changed using the 

Amiga Preferences tool, including text size (<iO or 80 columns) and colour. 
The size can be changed only before lhe story is slartcd. You also use 
Preferences to specify your 1ypc of printer and the port to which it is 
connected. The Amiga supports both parallel anci serial devic:cs. 

MEMORY USAGE AND MULi-TASK.iNG 
-AMIGAONLY 

On a multi-tasking computer such u the Amiga, wks mus1 share the 
available memory. Some wits may that a certain amount of free 
memory be available at all times. Also, actions like opening, resizing and 
hiding windows can temporarily large amounlS or memory. 

When the lnfcx:om story loads, it will always leave a spccil'ied amount 
of memory free. 1be defau1t minimum amount is 64 This can be 
changed by swting the SI.Ory rrom the CU wilh a special argument of the 
form MF/n," where n is lhc neW minimum nwnbcr of bytes to leave frtt 
(for example, Zart F(32000). If you supply an argument, memory use 
statistics will be displayed when the story loads. 

You may need to increase theamountoffrccmemory if, for example, 
you an:: running several tasks and switching between them fails or causes 
the system ID hang. On Lhe other hand, you can probably decrease free 
memory if you are running only the story. This may reduce or eliminate 
disk activity on versions or the Amiga wilh limited memory. 
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mainframe version of ZORK" in 1977, he was instru
mental in laying the groundwork for the appearance 
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DEADLINE'," the first interactive mystery. His con
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fiction. His mother still wishes he would practice 
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NOW THE ONLY LIMIT IS YOUR IMAGINATION 

Classic lnfocom Interactive fiction is back 
- at an irresistable price. 

ZORK I - The great underground empire beckons you into a world fraught with danger and discov~ry . 
Using all the cunning you can muster, you'll plunge far below the surface of the earth in search of the 
incomparable tr<;lasures of Zork. In this, the original lnfocom adventure, you'll come face to face with 
creatures so outlandish they defy description. And you 'll wander through an underground domain so 
vast, with so many twists and turns, that it will offer you new surprises no matter how many times you 
explore it. 

PLANETFALL - 'Join the Patrol and see the Galaxy'. You took the poster's advice and marched· into 
the recruitment station near your home on the backwater planet of Gallium. PLANETFALL teleports you 
100 centuries into the future, onto a Stellar Patrol ship where your rank is Ensign 7th class - about as 
low as you can go. But then the ship explodes, and you are jettisoned onto a world plagued by floods , 
pestilence and a mutant Wild Kingdom. Luckily, you are accompanied by Floyd the mischievous robot -
who might help you find the secret to saving it... 

WISH BRINGER - A postal clerk in the seaside village of Festerton, you set out to deliver an envelope to 
Ye Olde Magick Shoppe. Familiarity reigns until an old woman in the shop persuades you to help find 
her kidnapped cat. Then your world takes on the dimensions of a nightmare, where trolls guard bridges, 
goldfish become piranhas, vultures spy on you , ghosts haunt the cemetery and your little post office 
becomes a fortress-like tower. You'll want to use The Wishbringer, a magical stone embued with 
wishes, again and again as you confront unusual creatures - and finally, The Evil One. 

LEATHER GODESSES OF PHOBOS - A hilarious spoof of 1930s pulp science fiction , you 're 
kidnapped by the evil Leather Godesses. They take you back to Phobos as an experimental subject, 
while preparations continue to turn earth into their private pleasure playground. Playing the role of a 
male or female, you'll embark on a bawdy, rousing and very amusing romp across the solar system. 
With three 'naughtiness levels', the game will please everyone - from the lewd to the crude. 

HITCHHIKER'S GUIDE TO THE GALAXY - Written by Douglas Adams, the author of the radio series, 
book and TV series of the same name, this is the most mind-bogglingly hilarious game ever produced 
by lnfocom. Mr Adams wrote new material and designed problems specially for this interactive story, 
which follows the plot of the original (with one or two deviations!) . As the story begins, you are Arthur 
Dent, and a bulldozer is about to level your house. Grab a pint of bitter and join Ford Prefect, Trillian, 
Zaphod Beeblebrox and Marvin the Paranoid Android on a cosmic jaunt into the regions where anything 
can - and does - happen. And don't forget your towel! 

ZORK II - Expect the unexpected when you take on Zork II : The Wizard of Frobozz. As you explore the 
subterranean realm of Zork, you'll continually be confronted with new surprises. Chief among these is 
the Wizard himself, who'll constantly endeavour to confound you with his capricious powers. But more 
than that, you'll face a challenge the likes of which you've never experienced before. 

ZOR,K Ill - Zork Ill : The Dungeon Master draws you into the deepest and and most mysterious reaches 
of the Great Underground Empire. Nothing is as it seems. And the one responsible for the shadow and 
darkness - the Dungeon Master - embodies the greatest myste·ry of all. In this test of wisdom and 
courage, you will face countless dangers. But what awaits you at the culmination of your odyssey is well 
worth risking all. 

SORCERER - The second in the Enc;hanter series takes you on a magical tour through the darker side 
of Zorkian enchantment. Your journey begins with a cryptic diary - the last trace of the now-vanished 
Belboz the Necromancer, grand and powerful leader of the Guild of Enchanters. It is feared that Belboz 
is in thrall to evil sorcery. If so, the freedom of the land and the very existence of the Circle of 
Enchanters could be forfeit. To rescue the kingdom and locate your mentor in the tre<1cherous mists of 
Time, you must gain the powers and cunning of a true sorcerer. 

DEADLINE - Deadline pits you, the chief of detectives. against a 12 hour time limit in this classic locked 
door mystery. A wealthy industrialist is dead of a drug overdose and you've been called in to determine 
whether it's suicide or murder. To learn whodunit ," you must sift through a myriad of clues and motives. 
No easy feat, for all six of your suspects exercise free will - coming and going, scheming and 
manoeuvring independently of your actions. And some of these personalities are so treacherous that, 
should you make the wrong move, one of them may do you in. 
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!':iiiiE~ffil ur once peaceful land 
is being held in thrall by 
a warlock so powerful. 
he detects and destroys 
even the strongest 
opponents who enter . 

his domain. But all is not yet lost, for 
an ancient prophecy speaks of a brave 
and cunning novice enchanter, someone 
insignificant enough to slip past the 
watchful warlock and conquer him by 
means of rudimentary magic and spells 
discovered during the quest. 
Our only hope for the future is you. 
Should you succeed, a seat in the 
illustrious Circle of Enchanters shall be 
yours. But if you fail, our land will be 
subjugated to unimaginable doom 
forever. Farewell, brave enchanter; 
may your necromancy save the land 
and the prophecy prove true. 


