


















-Porror 

Following their debut in Slash 'n' Chop Sock Hop, Queenie Bee and The Honeytones 
became international hits, joining numerous other Buddy Burbank " finds" who rose 
tostaroom. 

Meltdown on Elm Street 
The nuclear industry's worst fears 
are confronted when a neighborhood 
nuclea r power plant malfunctions in 
Me/rdolVll 011 Elm Srreel. After a 
spectacular melt-down during the 
opening credits, things qu iet down 
as those left ali ve settle back into 
their usual routines, only without 

DON'T 
Throwaway 
thoseNAIL 
Clippings! 

Jus t one nail c lipping can un­
lock my psychic powers to re­
veal th e s pecial numbers tha t 
will e nd yo u r nl0ney worries 
fo rever. I succeed where oth­
e rs fa il. Send nai l c lippings 
and 512.00 t o Brother Bob , 
R.F.D.1992, Hopperville, IN. 

hair. Soon the survivo rs begin to 
experience horrifying nightmares 
about a nuclear plant worker who 
li ved through the accident . It 's not 
long before they are unable to sepa­
rate thei r dreams from reality. The 
"'glowboy" becomes real and sets 
about terrorizing the Elm Street 
neighborhood , ki ll ing the bald 
cit izens. 

The horrifying finale of the 
film takes place in the Elm Street 
Cinema. where the illuminated 
antagonist makes hi s last deadly 
appearance . At thi s po int . Burbank 
once agai n demonstrated his unique 
creat ive taienl s. arranged for an 
usher in each thealrc showing [h l! 
mov ie to run up and clown the aisles 
wearing a glowi ng. nuclear plan! 

j ump!'Iuit. add ing 10 tile 
on-screen nuclear nighunart:! . 

The overall exper ience wa., so 
horrifying that sevcral l1lov iegoers 
died of shock. eventually resulti ng in 
the film being ba nned. 

Slash 'n' Chop 
Sock Hop 
In Slash 'n' Chop Sock Hop, the in­
nocent fun of a sock hop turns to 
horror as band member Queenie 
Bee goes berserk, slashing dozens of 
panic-stricken teens wi th the stiletto 
concealed in her microphone . In the 
ensuing crush to reach the door, 
hundreds more are trampled to 
death . 

Flashbacks reveal that the massa­
cre is Queenie'S vendetta for gett ing 
laughed OUI of a sock hop Limbo 
contest five yea rs ea rlier. In the 
gruesome finale , the survivors are 
forced into a repeat contest on the 
blood-stained dance Aoo r. The ter­
rified kids think they have to wi n to 
stay ali ve. Tension builds as th" au­
dience rea lizes Queenie plans to 
whittle down the competition, 
leaving only one Limbo champ­
herself. 

= 
Instruction Manual for 
Hollywood Hijinx 
li you've never played lnfocom's interactive fiction 
before, you should read this entire instruction 
manual. 

If you're an experienced lnfocom game player, you 
may only want to read SECTION I: Aboul Hollywood 
Hijinx. 
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SECTION I: ABOUT HOLLYWOOD 
HIJINX 
Preface to the Story 
As a child , you spent most of your sununers with 
your Aunt Hildegarde and Uncle Buddy. What mem­
ories! Uncle Buddy was a Hollywood big-shot, Aunt 
Hildegarde his loving (and very rich) wife. They had 
no children of their own, but you and your cousins 
loved their house, their parties, the Hollywood 
memorabilia, and them. Sure, Buddy and Hildy were 
a bit eccentric- but that added to their charm. 

Aunt Hildegarde kept the house when Uncle 
Buddy passed away. And now that she's suddenly 
died, you remember her unusual will. You will inherit 
the entire estate - probably worth millions-if you 
can spend just one night in the house and on the 
grounds, and find a treasure or two. But if you can't , 
then you inherit nothing. 

And so Hollywood Hijinx begins with you being 
dropped offin front of a dark house, not too far from 
Hollywood ... 
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Some Recognized Verbs 
This is only a partial list of the verbs that Hollywood 
Hijinx understands. There are many more. Some of 
the verbs listed can be found in all Infocom stories; 
others are included especially for Hollywood Hijinx. 
Remember you can use a variety of prepositions with 
some verbs. (For example, LOOK can become LOOK 
INSIDE, LOOK BEHIND, LOOK UNDER , LOOK 
THROUGH, LOOK AT, and so on.) 
BURN ENTER OFFER 
CLIMB EXAMINE OPEN 
COUNT FILL POUR 
CUT IGNITE PULL 
DIG KNOCK PUSH 
DRINK LIGHT PUT 
DROP LISTEN RAISE 
EAT LOOK READ 

Sample Transcript and Map 

SHAKE 
SHOW 
TAKE 
THROW 
TIE 
TOUCH 
TURN 
UNLOCK 

This transcript is not from Hollywood Hijinx, but it 
does show many of the typical commands you !night 
use in the story. It contains some simple puzzles and 
their solutions , and it will give you a good idea of how 
Infocom's interactive fiction works. The player's 
commands appear in capital letters after each prompt 
(> ). The map represents the terrain in the sample 
transcript as you might have drawn it. 
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You open your eyes ofter a long nap. Your neck is stiff 
and your knees are scrunched up against the seat in 
front of you. Then, like a bad dream, you remember the 
awful movie you were watching: "Slash ' n' Chop Sock 
Hop." Sleep was a blissful escape, and 0 sensible alter· 
native to leaving the air-conditioned theater and return­
ing to the 98-degree, 98-percent humidity outside. But 
now the movie is over, everyone has gone home, and 
you' re locked up, alone, in the theater. 
Smoking Section, in the seats 
You're sitting in 0 worn red-velvet seat. The main aisle is 
to the east. The screen in front of you is blank. On the 
seat next to you is a shoebox. Garbage is strewn all over 
the floor. 
> GO EAST 
You' ll have to stand up first. 
> STAND UP 
As you stand, you step on spilled popcorn, candy, 
and soda . Your sneakers stick to the Aoorlike a fl y in 
molasses. 
> GO EAST 
You can't move. Your sneakers are stuck to the Aoor. 
> LOOK IN THE SHOEBOX 
Inside the shoebox is a pair of roller skates. 
> TAKE OFF THE SNEAKERS 
(sitting on the seat first) 
Okay, you are no longer wearing the sneakers. 
> PUTON THE ROLLER SKATES 
(taking the roller skates first) 
The ro ller skates have no loces, so you can't use them. 
> INVENTORY 
You are carrying a ticket stub and a box of string 
licorice. 
> LACE THE SKATES WITH THE LICO RICE 
You successfully put on the roller skates using the string 
licorice as shoelaces. 
> STAND UPTHEN GO EAST 
Okay, you are now standing . 
You skate between the seats and arrive at. 
Aisle 

An arched doorway to the lobby lies south . Seats are off 
to the east and west. 

> SKATE SOUTH 
You skate up the aisle and arrive at ... 
Lobby 
The front door to the street is to the south . A staircase 
leads up to the balcony, and an arched doorway to 
the downstairs auditorium lies north . In the corner is a 
counter where patrons can buy popcorn, candy, and 
soda. An usher's uniform is droped over the counter. 
> OPEN THE FRONT DOOR 
The front door is locked. 
> UNLOCK IT 
You don't have the key. 
> KNOCKON IT 
There's no answer. 
> SEARCH THE UNIFORM 
In the uniform you find a Aashlight, a white note, and 
a yellow note. 
> TAKE ALL FROM UNIFORM 
flashlight: Taken. 
white note: Taken. 
yellow note: Taken. 
> READTHE WHITENOTE 
" Don't for,~et to lock all the doors. Signed, the 
Manager. 
> READ TH E YE LLOW NOTE 
"Grampa likes 'High Noon.' Signed, the Pro jectionist." 
> LOOK BEHIND THE COUNTER 
All you see is popcorn, candy, and soda . 
> GO UPSTAIRS 
You can't go upsta'irs wearing roller skates. 

> TAKE OFF THE ROLLER SKATES 
Okay, you are no longer wearing the roller skates . 
> GOUP 
You climb up. The air gets thin. 
Balcony 
It's too dark to see anything! 
> TURN ON THE FLAS HLIGHT 
Okay, the flashlight is now on. 
From way up here, the screen looks no bigger than a 
postage stamp. A rope suspended from the ceiling is tied 
to a railing around the balcony. Across the abyss of the 
auditorium you see a catwalk. A staircase leads down to 
the lobby, and a door on the east wall is closed. Next to 
the door is a frowning grondfather clock. 
> OPEN THE DOOR 
The door is locked. 

> LOOK AT THE GRANDFATHER CLOCK 
The grondfather clock has only one hand, which is point­
ing to the right of 10 and to the left of 11 . The face on tlTe 
clock is frowning. 
> READTHE NOTE 
Which note do you mean, the white note or the yellow 
note? 
> YELLOW 
"Grampa likes ' High Noon.' Signed, the Projectionist." 
> TURN THE HAND RIGHT TO 12 
As you turn the hand on the clock to 12, the face on the 
clock begins to smile . Just as you get to 12, the clock 
bongs noisily, Grampa laughs, and the door opens. 

> EAST 
Projection Booth 
This is a very small room. A blue projector points out 
a window down toward the screen below. Next to the 
projector are 4 reels of film. 
> LOOK ATTHE REELS 
Three of the reels- the red, white, and blue reels-ore 
marked "Slosh ' n' Chop Sock Hop." One reel-the 
oronge one-is marked " Don't let the audience see 
this!" 

> TAKE THE ORANGE REEK 
[Sorry, but this story doesn't know the word " reek".] 
> OOPS REEL 
Taken. 
> PUT THE ORANGE REEL IN THE FILM PROJEGOR 
Okay, the oronge reel is now in the projector. 
> TURN ON THE PROJEGOR 
The projector is now on, and the film begins to roll. 
> LOOK ATTH E SCREEN 
The film was shot in the lobby of this theater! A model 
dressed as an usher says to the camera, ' Try our pop­
corn: it's really yummy!" Then the model reaches into 
the mounds of popcorn, takes a handful, and eats it, 
smiling. Suddenly there's a crunch, and the model stops 
sm iling . She pulls a key out of her mouth, says "Oh, 
gross me out! " and throws the key back into the mounds 
of popcorn. Several people off-camera snicker at the 
model, someone yells "Cut!" and the film ends. 
> WD 
Balcony 
Lobby 
You see a pair of roller skates here. 
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> LOOK 
Lobby 
The front door to the theater is to the south. A staircase 
leads up to the balcony, and an arched doorway to the 
downstairs auditorium lies north. In a corner is a counter 
where patrons con buy popcorn, candy, and soda. An 
usher's uniform is draped over the counter. You see a 
pair of railer skates here. 
> SEARCH THE POPCORN 
In the mounds of popcorn you find a key, which you 
take. 
> UNLOCK THE FRONT DOOR WITH THE KEY 
The key doesn't fit the front door. 
> EXAMINE THE KEY 
You see nothing interesting about the key. 
> U. L 
Balcony 
From way up here, the screen looks no bigger than a 
postage stamp. A rape suspended from the ceiling is tied 
to a railing around the balcony. Acrass the abyss of the 
auditorium you see a catwalk. A staircase leads down to 
the lobby, and a door on the east wall is closed. Next to 
the door is a frowning grandfather clock. 
> TAKE THE ROPE 
You grab onto the rope, though it is still tied to the 
railing. 
> UNTIETHE ROPE 
Okay, the rape is now untied. 
> JUMP OFF THE BALCONY 
Johnny Weissmuller would be proud. Holding onto the 
rope, you swing in a magnificent arc across the cavern­
ous roam. Just when you think you'll hit the seats below, 
you start to swing back up. With cat-like grace, you land 
feet-first onto a catwalk. With monumental stupidity, you 
then let go of the rope, which swings away out of reach. 
Catwalk 
This is a small, rickety platform. The downstairs audito­
rium is for below you. A ladder leads up. 
> UP 
Catwalk 
This is a small, rickety platfa'rm. The downstairs audito­
rium is for below you. A ladder leads down, and an­
other leads up. 
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> G 
Catwalk 
This is a small, rickety platform. The downstairs audito­
rium is far below you. A ladder leads down, and an­
other leads up. 
> G 
Catwalk 
This is a small, rickety platform. The downstairs audito­
rium is for below you. A ladder leads down. Inexplica­
bly, a door is set into the wall here, hundreds of feet 
above the ftoor. 
> OPEN THE DOOR 
The door is locked. 
> UNLOCK THE DOOR WITH THE KEY 
The door is now unlocked. 
> OPEN THE DOOR 
As you open the door, you are hit with the heat and the 
humidity. You get dizzy. You step back, teeter far a mo­
ment, grasp for a railing that isn't there . .. and wake 
up. Your neck is stiff and your knees are scrunched up 
against the seat in front of you. Then, like a bad dream, 
you remember the awful movie you were watching: 
"Meltdown on Elm Street." 

About the Authors 
"Hollywood" Dave Anderson 's first exposure to a 
computer was at California State University, Fuller­
ton. Each student in his biology class was given a 
password that alIowed,limited access to the school's 
mainframe computer. Class members were in­
structed to analyze their diets using a diet program 
on the school's mainframe. After several runs cif the 
diet program, Hollywood wanted to see more of this 
computer. Knowing only as much about computers 
as you can learn on television, he quickly stole a 
password from a regular user and began to explore . 
After 5 hours and 14 on-line sessions of how to use 
the computer, he left the lab with a severe headache 
and no better understanding of computers, except 
that they were fun . 

Two years later his friend bought an Atari 800. 
Hollywood's.first thought after watching Pac-Man 
race across the screen was, "How do they do that?" 
After giving up on the computer manual, he went to 
the library and checked out a book on BASIC writ­
ten at Dartmouth in 1962, thus becoming totally con­
fused. A few months later a friend recommended 
a book tha t would change his life forever-Alan' 
BASIC /01' Kids. He was on his way. 

Hollywood lett L.A. and moved to Massachusetts 
in 1983, where he answered a want ad by Infocom for 
a product tester. He was hired , and later became the 
manager of testing. In 1985 he foolishly took a job as 
a game writer. He is often seen in his beach-muraJ­
lined office wearing a Hawaiian shirt, with a cigar 
(still in the wrapper) in his mouth. His dream is to 
be the Paul Schaffer of entertainment software. 
Hollywood Hijinx was designed, written, and im­
plemented by "Hollywood" Dave Anderson with 
enormous help of his fellow imps. The initial concept 
for this game was from an idea by "Hollywood" 
Dave Anderson and Liz Cyr-Jones. 

The original concept for Hollywood Hijinx is cred­
ited to Liz Cyr-Jones. Raised in Hawaii on raw fish 
and seaweed, Liz joined the Infocom group as an 
official sushi tes ter, and she has a tanlk of tropical fish 
in her office for quick afternoon snacks. Liz lives in 
Beverly, Massachusetts, with her husband Bob, and 
a cat named Nelson, whom Bob is teaching to fetch 
sticks. 

SECTION II: ABOUT INFOCOM'S 
INTERACTIVE FICTION 
An Overview 
Interactive fiction is a story in which you are the main 
character. Your own thinking and imagination deter­
mine the actions of that character and gUide the 
story from start to finish. 

Each work of interactive fiction, such as Holly­
wood Hijinx, presents you with a series of locations, 
items, characters, and events. You can move from 
place to place, use the objects you find, and interact 
with the other characters, to affect the outcome of 
the story. An important element of interactive fiction 
is puzzle-solving. You should thinlk of a locked door or 
a ferocious beast not as a permanent obstacle, but 
merely as a puzzle to be tackled. Solving.puzzles will 
frequently involve bringing a certain item with you, 
and then using it in the proper way. 

In Hollywood Hijinx, time passes only in response 
to your input. You might imagine a clock that ticks 
once for each sentence you type, and the story pro­
gresses only at each tick. Nothing happens until you 
type a sentence and press the R ETU R N (or ENTER) 
key, so you can plan your turns as slowly and care­
fully as you want. 

To measure your progress , Hollywood Hijinx 
keeps track of your score . You may get points for 
solving puzzles, performing certain actions, or visit­
ing certain locations. A perfect score is to be strived 
for, but of course, having fun is much more important. 
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Starting and Stopping 
Starting the story: To load Hollywood Hijinx, follow 
the instructions on the Reference Card in your 
package . 

After a brief introduction to the story, you'll see a 
description of South Junction, the opening location. 
Then the prompt (> ) will appear, indicating that 
Hollywood Hijinx is waiting for your first command. 

Here's a quick exercise to help you get accus­
tomed to interacting with Hollywood Hijinx . Try the 
following command first: 

> GO NORTH 

Then press the RETURN (or ENTER) key. Hollywood 
Hijinx will respond with a description of the Front 
Porch. Then try: 
> KNOCK ON THE DOOR 

After you press the RETURN (or ENTER) key, Holly­
wood Hijinx will respond . Now you decide what to 
do next. 

Saving and restoring: It will probably take you 
many days to complete Hollywood Hijinx. Using the 
SAVE feature , you can continue the story at a later 
time without having to start over from the beginriing, 
just as you can place a bookmark in a book you are 
reading. SAVE puts a "snapshot" of your place in the 
story onto another disk. You should also save your 
place before (or after) trying something dangerous 
or tricky. That way, even if you get lost or " killed " 
in the story, you can retlli11 to your saved position. 

To save your place in the story, type SAVE at the 
prompt (» , and then press the RETURN (or ENTER) 
key. Then follow the instructions for saving and re­
storing on your Reference Card. Some computers 
require a blank disk, initialized and formatted , for 
saves. U sing a disk with data on it (not counting 
other Hollywood Hijinx saves) may result in the loss 
of that data , depending on your computer. You can 
save your position as often as you like by using addi­
tional blank disks . 

You can restore a saved position any time you 
want. To do so, type RESTORE at the prompt (», 
and press the RETURN (or ENTER) key. Then follow 
the instructions on your Reference Card. You can 
then continue the story from the point where you 
used the SAVE command. You can t ype LOOK for a 
description of where you are. 
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Quitting and restarting: IT you want to start over 
from the beginning, type RESTART and press the 
RETURN (or ENTER) key. (This is usually faster than 
re-booting.) Just to make sure, Hollywood Hijinx will 
ask if you really want to start over. If you do , type Y 
or YES and press the RETURN (or ENTER) key. 

If you want to stop entirely, type QUIT and press 
the RETURN (or ENTER) key. Once again, Hollywood 
Hijinx will ask if this is really what you want to do . 

Remember when you RESTART or QUIT: if you 
want to be able to return to your current position, 
you must first use the SAVE command. 

Communicating with Infocom's 
Interactive Fiction 
In Hollywood Hijinx, you type your commands in 
plain English each time you see the prompt (> ). 
Hollywood Hijinx usually acts as if your commands 
begin with " I want to ... ," although you shouldn't 
actually type those words. You can use words like 
THE if you want, and you can use capital letters if you 
want; Hollywood Hijinx doesn't care either way. 

When you have finished typing a command, press 
the RETURN (or ENTER) key. Hollywood Hijinx will 
then respond , telling you whether your reques t is 
possible at this point in the story, and what happened 
as a result. 

Hollywood Hijinx recognizes your words by their 
first six letters, and all subsequent letters are ig­
nored. Therefore, CANDLE, CANDLEs, and CAN­
DLEstick would all be treated as the same word by 
Hollywood Hijinx. 

To move around, just type the direction you want 
to go. Directions can be abbreviated: NORTH to N, 
SOUTH to S, EAST to E, WEST to W , NORTHEAST 
to N E, NORTHWEST to NW, SOUTHEAST to SE, 
SOUTHWEST to SW, UP to U, and DOWN to D. 
Remember that IN and OUT will also work in certain 
places. 

Hollywood Hijinx understands many different kinds 
of sentences . Here are several exan1ples. (Note some 
of these objects do not actually appear in Hollywood 
Hijinx.) 
> WALK NORTH 
> DOWN 
> NE 
> GOUP 
> TAKE THE RED CANDLE 

> READ THE SIGN . 
> LOOK UNDER THE BED 
> LIGHT THE CIGAR 
> TURN THE DIAL 
> PLAY " CHOPSTICKS" 
> PUSH THE BLACK BUTTON 
> DIG IN THE GROUND 
> PUTTHE STICK IN THE HOLE 
> GIVE THE FLYTOTHE FROG 
> LOOK INSIDE THE CAGE 
> CALL 555-1212 
> TURN THE BICYCLE NORTH 

You can use multiple objects with certain verbs if 
you separate them by the word AND or by a comma. 
Some examples: 

> TAKE BOOK AND KNIFE 
> DROP THE YELLOW BALL, THE SPOTTED FROG, 

ANDTHE PEANUT 
> PUTTHE LADYBUG ANDTHE SPIDER IN THE JAR 

You can include several sentences on one input 
line if you separate them by the word THEN or by a 
period. (Note that each sentence will still count as a 
tum.) You don't need a period at the end of the input 
line. For example, you could type all of the following 
at once, before pressing the RETURN (or ENTER) 
key: 

> READTHE SIGN. GO NORTH THEN TAKE THE 
CROWBAR AND MALLET 

If Hollywood Hijinx doesn't understand one of the 
sentences on your input line, or if something unusual 
happens, it will ignore the rest of your input line (see 
"Common Complaints" on page 23). 

The words IT and ALL can be ve.ry useful. For 
example: 

> TAKE THE APPLE. POLISH IT. PUT IT IN THE BOX 
> CLOSE THE HEAVY METAL DOOR. LOCK IT 
> TAKE THE SHOE. EMPTY IT. PUT IT ON 
> TAKE ALL 
> TAKE A LL EXCEPT THE WET EGG ANDTHE KEY 
> TAKE ALL FROM CABINET 
> DROP ALL BUT THE PENCIL 

The word ALL refers to every visible object except 
those inside something else. If there were an apple 
on the ground and an orange inside a cabinet, TAKE 
ALL would take the apple but not the orange. 

In many Infocom stories, you will meet other 
characters as you play. You can "talk" to some of 
them by typing their name, then a comma, then 
whatever you want to say to them. Here are some 
examples: 

> LOIS, HELLO 
> FRED, GIVE ME A BOWLING BALL 
> SALESMAN, TELL ME ABOUT THE PLATYPUS 
> WILLY, PUT ON THE GLOVE THEN THROW 

THE BALL 
> HARRY, TAKE THE GUN. SHOOT THE PENGUIN 

Notice that in the last two examples, you are giving a 
person more than one command on the same input 
line. But remember: Most people don't care for idle 
chatter. Your deeds will speak louder than your 
words. 

Hollywood Hijinx tries to guess what you really 
mean when you don't give enough information. For 
example, if you say that you want to do something, 
but not what you want to do it to or with , Hollywood 
Hijinx will sometimes decide that there is only one 
possible object you could mean . When it does so, it 
will tell you. For example: 

> UNLOCK THE DOOR 
{with the key} 
The door is now unlocked. 

If your command is ambiguous, Hollywood Hijinx 
will ask what you really mean. You can answer most 
of these questions briefly by supplying the missing 
information , rather than typing the entire input 
again. You can do this only at the very next prompt. 
For example: 

> CUT THE ROPE 
What do you want to cut the rope with? 

> THE KNIFE 
As you cut the rope, you hear a loud crosh in the tent. 

or 

> TAKE THE BUTTERFLY 
W hich butterfly do you mean, the delicate magenta 
butterfly or the fot yellow butterfly? 

> DELICATE 
The delicate magenta butterfly Autters away os you 
reach for it. 

Instruction Manual 21 



Hollywood Hijinx recognizes about 1000 words, 
nearly all that you are likely to use in your com­
mands. However, Hollywood Hijinx uses many 
words in its descriptions that it will not recognize in 
your commands. For example, you might read, "The 
full moon is bright and clear, and the apple trees cast 
eerie shadows." If Hollywood Hijinx doesn't recog­
nize the words MOON or SHADOWS in your input, 
you can assume they are not important to your com­
pletion of the s tory, except to provide you with a 
more vivid description of where you are or what is 
going on. 

Special Commands 
There are a number of commands which have spe­
cial meanings. You can use them over and over as 
needed . Some count as a tum, others do not. Type 
the command after the prompt (» and press the 
RETURN (or ENTER) key. 
AGAIN -Hollywood Hijinx will respond as if you 
had repeated your previous conunand . For instance, 
typing SHOOT THE MONSTER WITH THE LAS ER 
GUN then typing AGAIN would be like shooting the 
monster twice in a row. You can abbreviate AGAIN 
toG. 
BRIEF-This cOITUl1and tells Hollywood Hijinx to give 
you the full description of a location ohly the first 
time you ente r it . On subsequent visits , Hollywood 
Hijinx will te ll you only the name of the location and 
the objects present. This is how Hollywood Hijinx 
will normally act , unless you tell it otherwise using 
the VERBOSE or SUPERBRIEF commands . The SU­
PERBRIEF command tells Hollywood Hijinx to display 
only the name of a place you have entered, even if 
you have never been there before. In this mode, 
Hollywood Hijinx will not even mention which ob­
jects are present. Of course, you can always get a 
description of your location and the items there by 
typing LOOK. In SUPERBRIEF mode, the blank line 
be tween turns will be eliminated . This mode is 
meant for players who are already very familiar with 
the geography. The VERBOSE command tells Holly­
wood Hijinx that you want a complete description of 
each location, and the objects in it, every time you 
enter a location, even if you've been there before. 
INVENTORY -Hollywood Hijinx will list what you 
are carrying. You can abbreviate INVENTORY to I. 
LOOK -This tells Hollywood Hijinx to describe your 
location in full detail. You can abbreviate LOOK to L. 
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OOPS - If you accidentally mistype a word, such that 
Hollywood Hijinx doesn't understand the word , you 
can correct yourself on the next line by typing OOPS 
and the correct word. Suppose, for example, you 
typed PUT THE LmER INTOTHE NAILBOX and were 
told" [I don't know the word 'nailbox.'J" You could 
type OO PS MA ILBOX rather than retyping the entire 
sentence. 

QUIT - This lets you stop. If you want to save your 
position before quitting, fo llow the instructions in the 
"Starting and Stopping" section on page 20 . You can 
abbreviate QUIT to Q. 

RESTART - This stops the story and statts over from 
the beginning. 
RESTORE-This restores a position made using the 
SAVE command. See "Statting and Stopping" on 
page 20 for more details. 
SAVE-This puts a "snapshot" of your current posi­
tion on your storage disk. You can return to a saved 
position in the future using the RESTORE command. 
See "Statting and Stopping" on page 20 for more 
details. 
SCORE- Hollywood Hijinx will show your current 
score. 
SCRIPT - This command tells your printer to begin 
making a transcript of the story as you venture on­
wards. A transcript may aid your memory but is not 
necessary. It will work only on certain computers; 
read your Reference Card for details. 

SUPERBRIEF-See BRIEF above . 
TIME-This gives you the current time of day in the 
story. You can abbreviate TIME to T. 

UNSCRIPT -This cOfTlll1ands your printer to stop 
making a transcript. 
VERBOSE- See BRIEF above. 

VERSION -Hollywood Hijinx responds by showing 
you the release number and the serial number of 
your copy of the story. Please include this informa­
tion if you ever report a "bug" in the story. 

WAIT -This will cause time in the. story to pass. 
Normally, between turns , nothing happens in the 
story. You could leave your computer, take a nap, and 
return to the story to find that nothing has changed . 
You can use WA IT to make time pass in the story 
without doing anything. For example, you can wait 
for a specific time, or wait for an event to happen, 
etc . You can abbreviate WA IT to Z. 

Tips for Novices 
1. Draw a map. It should include each location and 
the directions connecting it to adjoining locations. 
When you find yourself in a new location, make a 
note of any interesting objects there. (See the small 
sample map that goes along with the sample tran­
script on page 16.) T here are 10 possible directions 
(NORTH , SOUTH , EAST, W EST, NORTHEAST, 
NORTHWEST, SOUTHEAST, SOUTHWEST, UP , and 
DOWN) plus IN and OUT. 

2. EXAM INE all objects you come across in the story. 

3. TAK E all objects you come across in the story. 
Most objects that you can pick up are important for 
solving one or more of the puzzles you ' ll run into. 
4. Save YOlU- place often. That way, if you mess up or 
ge t "killed," you won't have to statt over from the 
beginning. See page 20 for instructions. 
5. Read the story carefully I There are often clues in 
the descliptions of locations and objects. 

6. Try everything you can think of- even strange or 
dangerous actions may provide clues, and might 
prove to be funl You can always save your position 
first if you want. Here's a silly example : 

> GIVE THE ROLLER SKATES TO THE VULTURE 
The vu lture attempts to eat the roller skates, but eventu­
"ally gives up. It continues to peck you on the head. 
Here you have a clue that maybe giving something 
edible to the vulture (some raw mea[?) would be 
better. 

7. Unlike other "adventure games" you may have 
played, there are many possible routes to the end of 
Hollywood Hijinx. If you get stuck on one puzzle , 
move on to another. Some puzzles have more than 
one solution; other puzzles don't need to be solved 
at all. Sometimes you will have to solve one puzzle in 
order to obtain the item(s) or information you need 
to solve another puzzle. 

8. You may find it helpful to go through Hollywood 
Hijinx with another person. Different people may 
find different puzzles easy and can often comple ment 
each other. 

9. If you realJy have difficulty, you can order a hint 
booklet and a complete map using the order form ill 
your package. You don't need this booklet to enjoy 
the story, but it will make solving the puzzle s easie r. 

10. Read the sample transcript on page 16 to get a 
feel for how Infocom's interactive fiction works. 

11 . You can word a command in many different ways. 
For example , if you wanted to pick up a ye llow hoop, 
you could type in any of the fo llowing: 

> GET HOOP 
> TAKE THE HOOP 
> PICK UP TH E YELLOW HOOP 

If you type in a command that Hollywood Hijinx 
doesn't understand, try rephrasing the command or 
using synonyms . If Hollywood Hijinx still doesn' t 
understand your command, you are almost certainly 
trying something that is not important in continuing 
your adventure. 

Common Complaints 
Hollywood Hijinx will complain if you type a com­
mand that confuses it complete ly. Hollywood Hijinx 
will then ignore the rest of the input line. (Unusual 
events, such as being attacked, may also cause Hol­
lywood Hijinx to ignore the rest of your command, 
since the event may have changed your situation 
drastically.) Some of Hollywood Hijinx's complaints: 
This story doesn't know the word "~~ __ ." 
The word you typed is not ill the story's vocabulary. 
Sometimes using a synonym or rephrasing will help. 
If not , Hollywood Hijinx probably doesn't know the 
idea you were trying to get across. 
This story can't understand the word" _ ___ " 
when you use it that way. Hollywood Hijinx knows 
the word you typed, but couldn't use it in that sense . 
Usually this is because Hollywood Hiji11.x knows the 
word as a different patt of speech. For example , if 
you typed PRESS THE LOW ER BUTTON, you are us­
ing LOW ER as an adjective, but Hollywood Hijinx 
might know LOWER only as a verb, as in LOWER THE 
FLAG. 

There aren't enough nouns in that sentence! This 
usually means your sentence was incomplete, such 
as EAT THE BLUE or PUTTHE BOOK IN THE . 
There are too many nouns in that sentence! An 
example is PUT THE SOUP IN THE BOWL W ITH THE 
LADLE , which has three noun "phrases ," one more 
than Hollywood Hijinx can digest ill a single action. 
Beg pardon? You pressed the RETURN (or ENTER) 
key without typing anything. 
You can't see any ~ ___ here! The object 
you referred to was not accessible to you. It may 
be somewhere else , inside a closed container, and 
so on. 
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The other object[s] that you mentioned isn't 
[aren't] here! You referred to one or more objects in 
the same sentence, some of which aren't present or 
accessible . 
You can't use more than one object at a time with 
" ." You can use multiple objects (that is, 
nouns or noun phrases separated by AND or a 
comma) or the word ALL only with certain verbs. 
Among the more useful of these verbs are TAKE, 
DROP, and PUT. An example of a verb that will not 
work with multiple objects is EXAMINE; you couldn't 
say EXAMINE ALL or EXAMINE THE BOWL AND 
THE SWORD. 
That sentence didn't make sense. Please reword it 
or try something else. The sentence you typed may 
have been gibberish, such as TAKE ROPE W ITH 
READ. Or you may have typed a reasonable sentence 
but used a syntax that Hollywood Hijinx does not 
recognize, such as WAVE OVERTHE MOUNTAIN. 
Try rephrasing the sentence . 
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We're Never Satisfied 
Here at lnfocom, we take great pride in the quality of 
our stories. Even after they're "out the door, " we're 
constantly improving, honing, and perfecting them. 

Your input is important. No matter how much 
testing we do, it seems some " bugs" never crawl 
into view until thousands of you begin doing all those 
wild and crazy things to the story. If you fmd a bug, 
or if you think a certain puzzle was too hard or too 
easy, or if you have some other suggestion, or if 
you'd just like to tell us your opinion of the story, 
drop us a note! We love every excuse to stop work­
ing, and a letter from you is just such an excuse! 
Write to: 

Infocom, Inc. 
125 CambridgePark Drive 
Cambridge, MA 02140 
Attn: UNCLE BUDDY 

If You Have Technical Problems 
You can call the Infocom Technical Support Team to 
report "bugs" and technical problems, but not for 
hints to solve puzzles, at (617) 576-3190. If your disk 
develops a problem within ninety (90) days after 
purchase , we will replace it at no charge. Otherwise, 
there is a replacement fee of $5 (U. S. currency). If 
you call to report a bug, please provide your release 
number, which you can fmd by typing VERSION. 
Please return your registration card if you'd like to 
be on our mailing list and receive our newsletter, The 
Status Line (formerly The New Zork Times). 
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Copyright and Warranty Information 
Limited Warranty 
This software product aIld the attached instructional materials are 
sold "AS IS," without warranty as to their performance. The entire 
risk as to the Quality and performance of the computer software pro­
gram is assumed by the user. 

However, to the original purchaser of a disk prepared by Infocom 
and Carrying the Infocom label on the disk jacke t, Infocom. Inc. war­
rants the medium on which the program is recorded to be free from 
defects in materials and faulty workmanship under normal use and 
service for a period of ninety (90) days from the date of purchase . If 
during this period a defect on the mectium should occur, the medium 
may be returned to Infocom, Inc. or to an authorized Infocom, Inc. 
dealer, and Infocom. Inc . will replace the medium without charge to 
you. Your sole and exclusive remedy in th~ event of a ~efect is ex- . 
pressly limited to replacement of the medIUm as prOVided above. ThiS 
warranty gives you specific legal rights and you may also have other 

ri&.\!~E~B~~f\V~R~TtESt~~R GOODS ARE IN LIEU OF 
ALL WARRANTIES, EXPRESS, IMPLI ED. OR STATUTORY. 
INCLUDING, BUT NOT LIMITED TO. ANY IMPLIED WAR· 
RANTIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE Al\lD OF ANY OTHER WARRANTY OB· 
LIGATION ON THE PART OF INFOCOM , INC. SOME STATES 
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT 
APPLY TO YOU. IN NO EVENT SHALL INFOCOM. INC . OR 
ANYONE ELSE WHO HAS BEEN INVOLVED IN THE CREATION 
AND PRODUCTION OF TH IS COMPUTER SOFTWARE PRO· 
GRAM BE LIABLE FOR INDIRE CT. SPEC IAL. OR CONSE· 
QUENTIAL DAMAGES. SUCH AS, BUT NOT LIMITED TO. LOSS 
OF ANTICIPATED PROFITS OR BENEFITS RESULTING FROM 
THE USE OF THIS PROGRAM, OR ARISING OUT OF ANY 
BREACH OF THIS WARRANTY. SOME STATES DO NOT ALLOIV 
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CON· 
SEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIO N MAY 
NOT APPLY TO YOU. 

N.B. After the warranty period, ;] defective lnfocom ctisk may be 
returned to Infocom, Inc. with a check or money order for $5.00 U.S. 
currency for replacement. 

Copyright 
The enclosed software product is copyrighted and aU rights are re­
served by Infocom , Inc. it is published exclusively by Infocorn, Inc. 
The distribution and sale of this product are intended for the use of 
the original purch<lser only and for use only on the c?mputer sys tem 
specified. La\l.rful users of Uus program are hereby hcensed only to 
read the program from its medium into memory of a compute r solely 
for the purpose of executing the program. Copying (except for one 
backup copy on those systems which provide for ~t-se~ Referen~e 
Card), duplicating , se lling , or otherwise distributmg thIS product IS 
a violation of the law. 

This manual and all other documentation contained herein are copy­
righted and all rights reserved by Infocot11, Inc. These documents 
may not, in whole or. in pait, be copied, photocopied , reproduced, 
translated, or reduced to any e lectronic medium or machine-readable 
form without prior consent. in writing, from !nfoc~m , Inc. 

Willful violations of the Copyright Law of the Ulllted States can 
result in civil darn<l ges of up to $50 ,000 in addition to <Ictual dam<lges , 
plus criminal penalties of up to nne year imprisonmc.nt and lo r $10 .000 
fIne. 

Hollywood Hijillx is a trademark of Infocom, Inc. 
© 1986lnfocom. Inc. 
Printed in U.S .A. 

Quick Reference Guide 
1. To start the story ("boot up") , see the 'separate 
Reference Card in your Hollywood Hijinx package . 
2. When you see the prompt (> ) on your screen, 
Hollywood Hijinx is waiting for your input. There are 
four kinds of sentences or cormnands that Hollywood 
Hijinx understands: 

A. Direction commands: To move from place to 
place, just type the direction you want to go: 
NORTH, SOUTH, EAST, WEST, NORTHEAST, 
NORTHWEST, SOUTHEAST, SOUTHWEST, UP, 
DOWN, IN, or OUT. 
B. Actions: Just type whatever you want to do. 
Some examples : READTHE BOOK or OPEN THE 
DOOR or LOOK THROUGH THE WINDOW or 
GIVE TH E BALL TO TH E CAT. Once you're familiar 
with simple commands, you' ll want to use more 
complex ones as described in "Communicating 
with lnfocom's Interactive Fiction" on page 20. 
C. Commands given to other charaCters: To tallk 
to characters in the story, type their name, then a 
comma, then what you want to say to them. For 
example: FRED, GIVE ME THE AXE or OLD MAN, 
HELLO. 

D. Special commands: Some commands, such 
as INVENTORY or VERBOSE, give you specific 
information or affect your output. A list of these 
appears in the "Special Commands" section on 
page 22 . 

3 . After typing your sentence or comrriand, you 
must press the RETURN (or ENTER) key before Hol­
lywood Hijinx will respond. 
4. Your location in the story is displayed at the top of 
your screen on a special line called the status line. 

5. You can pick up and carry many of the items you'll 
find in the story. For example, if you type TAKE THE 
FLASK, you will be carrying it. Type INVENTORY to 
see a list of the items you are carrying. 
6. When you want to stop, save your place for later, 
or start over, read the "Starting and Stopping" sec­
tion on page 20 . 
7. If you have trouble, refer to the specific section of 
the manual for more detailed instructions. 
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You can find 
HIDDEN TREASURE 

• h I ••• In your own ome. 
Wouldn't you like to have your money worries solved forever? To treat 
yourself and your family to luxury sports cars, fashionable 

" Do I look like t he kin d of person who 
be lielles in lucky charms? YOU will 
becomes belie ller. too, when yo u get 
your LUCKY PALM TREE SWIZZLE 
STICK." 

wardrobes, and brand new household appliances? Best of 
all, to get all this WITHOUT WORKING A SINGLE OAY? 
Now you can, with the amazing LUCKY PALM TREE 
SWIZZLE STICK! 

I'm not the sort of person who believes in lucky 
charms. But a year ago I really needed a mira­
cle . I lost my job, the finance company repos­
sessed my car, and my wife had triplets-all in 
one week . Night after night, I sat at the kitchen 
table, trying to straighten out our finances. 

One evening I worked so long and hard that I 
fell asleep right there at the table. That night 
someone must have heard my desperate pray­
ers. For the next morning, there was a PALM 
TREE SWIZZLE STICK on the table in front of 
me. I didn't know where it had come from or 
what it meant. I absent-rnindedly used it to stir 
my orange juice. 

Suddenly, I heard a thud from the living room. I 
went in to find that a panel in the hung ceiling had 
fallen down. Alii could think was that this meant 
even more expenses for me. Then I saw some­
thing glittering in the empty space . A beautiful 
diamond necklace was dangling from the old 
original ceiling! When I took it to the jewelers, 
I found that it was worth $20,000! 

The next day, I stirred my lemonade with the 
PALM TREE SWIZZLE STICK. Shortly thereaf­
ter, I was working in my vegetable garden when 
my spade struck something hard. Within 
moments , I was opening the lid of a treasure 
chest containing 100 gold pieces! I sold these for 
$40,000 and bought my wife a new mink coat. 
When she went to hang the coat in the closet, 
the hanging bar gave way. But t his was no trag­
edy-concealed In the hollow center of the bar 
was a fortune in precious jewels I 

Where did these treasures come from? 
You might think anyone with a valuable diamond 
necklace would place it safely in the bank. But in 
the past, no one kept money or valuables in the 
bank. They hid them in the house I Even today 
there are plenty of people who think a mattress 
is more secure than a safe deposit box. 

When its owner passes away, a treasure 
often stays just where it was put, in a nook or 
cranny of a house or the secret compartment 

of a piece of furniture that may change hands 
many times! Short of tearing apart your house 
and furniture, it 's almost impossible to find 
them ... unless you have a LUCKY PALM TREE 
SWIZZLE STICK. 

Now that I'm financially secure for life, I'd like 
to share my good luck. I have arranged to make 
a LUCKY PALM TREE SWIZZLE STICK available 
to anyone who wants their money worries to 
disappear forever! Simply follow the instruc­
tions I send you, stirring your drink exactly the 
way I say, then sit back and wait for money, 
jewels, and other treasures to float into your 
hands. 

A LUCKY PALM TREE SWIZZLE STICK 
costs just $12 .95 . Isn't that a small price to pay 
for the fortune you 'll receive in return? Order 
today- and good luck to you! 

.-------
I Exclusive Order Form 

I 
I 
I 
I 
I 

Lucky Palm 
7327 Sunset Blvd. West Hollywood, CA 

YES! I want to find the valuable treasures hidden 
in MY house! Send me my LUCKY PALM TREE 
SWIZZLE STICK today! Please send me: 

o One Lucky Palm Tree Swizzle Stick for $12.95 
o Two Lucky Palm Tree Swizzle Sticks for $21 .95 

[I save $3.95!) 
o SPECIAL GIFT PACK: Four Lucky Palm Tree Swizzle 

Sticks for only $42 .95 [I save almost $10.00 1) 

I enclose $3 .00 postage and handling per swizzle stick. 

Shown 
Actual 
Size 

I 
Total amount enclosed $ 
Name ________________________________ __ 

I Address ------------------------------
City/StateIZip _____ _ _______ _ L ~ne~k guarantee if you are not absolutely delighted! 

Hildegarde Montague Burbank 
Hildeblld 

l\.{ ~liibil. Caiifurnin 90265 




