






























CAVE 
XPLORING 

, 
!l rt of e,ely ca';'9 e' ped ;1;o, ;, geff;'9 ;, o,d 0"1 ,ofely, 

clever Woodchucks know the importance of map read ing! A map should always 
tell you where you are, where your destination is, and sometimes, where danger lies. 
Many caves are connected like mazes, and your map helps you make sure you've 
tried every possible route. (You never know which way will lead you ta vast under­
ground r iches or maybe even a really neat rock!) 

.:TS THE PITS , . . \ . 
'. .; For all their beauty, caves can be very dangerous. Bottomless pits, formed by 

. , water dripping throughout the ages, lie in wait for even the most expert 
explorer. Green slime sighted in a cavern is 0 clue that a pit is nearby. When you 
come to such a cavern , turn around and go out the way you came. Once you've plot­
ted enough slime caverns on your map, you can deduce the location of the pits. Then 
you can feel more confident in exploring passages other than the one you came 
through. If you feel the ground slip beneath you, just remember .. . it's the pits! 

'-,--- -... .., 
" '. :;/AVE LORE 
"l ' \ Legend says that the great explorer Stanley Livingstone McDuck once released 

!a mummy from its hidden catacomb. The mummy now prowls the world 's caves 
hunting members of the McDuck family. Listen! Is that dripping water you hear, or is 
the mummy nearby? Of course, you need worry only if your last name is McDuck . 

SOME LIGHT 
':\\' The only light in a cave is what you carry, so finish your cave explorations be-

• \ fore your torch burns out. A Woodchuck stranded in the dark must sit still 
and wait to be rescued (His wa it won't be too long if he has the troop's dinner in his 
backpack.) 
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NATURE PHOTOGRAPHY 

Hom SAFARIS 
Photography is the best way to bring home wild animals, since man-eating 
tigers don' t make the best pets. You may even find nature photography so 

much fun that you will plan entire "photo safaris" around taking a picture of a lion's 
back teeth. 

" ..... ,,,,, EQUIPMENT 
At first glance, photography may appear to be a complicated and confusing 

mystery of shutter speeds, f-stops, and light readings. Well, you're right- it is. So 
forget all that. Just point your official Junior Woodchuck camera at the closest fero­
cious beast, push the button, and hope that you've remembered to load the film . 

OOSING A SUBJEa 
Your camera can only take twelve pictures, so don't waste them on photo­
graphs of ordinary animals such as apes and pachyderms. Look for the 

strange, exotic beasts instead. Here are p ictures of animals so rare you can sell their 
photograp'hs to the Duckburg Museum of Natural History: 
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WRENCH MONKEY 

TIGER lillY 

\1 .lGHT PHOTOGRAPHY '1' Many of the m?st ~xciting nature ~hots c?~ be t~ken at night-like that of a 
~ . -~ leopard leaping Into your tent. Since this IS fl bit too dangerous even for Junior 

Woodchucks, it's a good idea to finish your shoatihg before the sun sets. 
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M AN-MADE WONDERS 

~. H~;oS~~:~k~~e~~S~~~~t~ral wonders in their travels. But there are also man-
. made monuments of steel and stone that are just as wondrous: the Great Pyra­

mids of Egypt, the Great Wall of China, and the G reat Grate of Duckburg . Of 
special interest to Woodchucks is the Scales of Macaroon. This is a giant balance for 
weighing vast sums of wealth . It is here that the rich and famous balance their 
checkbooks. 

1/1 fHE WORLD'S SECOND RICHEST DUCK J ( The Scales were built on the Isle of Macaroon by Flintheart Glomgold . 
Glomgold is everything that Scrooge McDuck is not: mean spirited, crooked, 

and dishonest. And those are his good points! Glomgold uses thugs like the Beagle 
Boys to block Scrooge's quests for gold. His goal is to become the richest duck in the 
world, and he knows that the only way to do that is by the destruction of the McDuck 
Empire! 

~ 
11· OW TO CHANGE THE BALANCE OF POWER 
Jl~ ' Glomgold has just offered Scrooge a challenge. Whoever can find the most 

money within thirty days will become Dime Magazine's Duck of the Year. If you 
want to help Scrooge win, visit the Isle of Macaroon often to leave the treasure you've 
collected . That way, if your airplal")e crashes later, your money will be safe. 
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CUSTOMER SERVICE 
If you have questions about this product, please call our customer service number at (818) 
841-3326 . Before dialing, please gather all information related to the query including the 
version number that appears on the program's title screen. This will make it easier for our 
service representative to offer assistance. 

LIMITED WARRANTY 
Walt Disney Computer Software, Inc. warrants to the original purchaser of this copy of the 
computer software program entitled Duck Tales : The Quest for Gold that the program 
disks on which this progam is recorded will be free from defects in materials and work­
manship for ninety days from the date of purchase. This warranty applies only to the orig­
inal purchaser who has filed a registration card with Walt Disney Computer Software. 

Defective program disks which have not been subjected to misuse, excessive wear or 
damage due to carelessness and which are returned by the original purchaser within 
ninety days of date of purchase will be replaced without charge. Otherwise, damaged 
program disk(s) may be replaced for $10 as long as the program is still being manufac­
tured by Walt Disney Computer Software. Defective and damaged disks should be 
returned to : Walt Disney Computer Software, Inc. 

3333 N . Pagosa Court 
Indianapolis, IN. 46226 

This warranty is the only express warranty pertaining to this software program and no 
other representations or claims of any nature shall be binding on or obligate Walt Disney 
Computer Software. 

Any implied warranties of merchantability or fitness for a particular purpose, if appli­
cable, are limited to the ninety day period described above. Walt Disney Computer 
Software shall not be liable for special, incidental, consequential or other damages re­
sulting from possession, use or malfunction of this software program. Some states do not 
allow limitations on how long an implied warranty lasts and/ or the exclusion or limitation 
of incidental or consequential damages, so the above limitations may not apply to you. 
This warranty gives you specific legal rights, and you may also have other rights 'vvhich 
vary from state to state. 

WARNING: 
IT IS A FEDERAL CRIME TO MAKE 

UNAUTHORIZED COPIES OF THIS SOFTWARE 
The enclosed software package is protected by copyright. All rights are reserved. Lawful 
users of this program are permitted to make one backup copy of this software for archival 
purposes only. 

Any other duplication of this software, including copies offered through sale, loan, 
rental or gift is a violation of law and subject to both criminal and civil penalties. 

Disney Software, as a member of the Software Publishers Association (SPA), supports 
the industry's effort to fight the illegal copying of personal computer software. 

Report copyright violations to: SPA 
1101 Connecticut Avenue, NW Suite 901 
Washington, DC 20036 

Copyright © The Walt Disney Company. Published by Walt Disney Computer Software, Inc., 

500 S. Buena Vista, Burbank, CA 91521 
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SECRET OF 
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The Secret of 
Monkey Island'· 
IBM®/Tandy® Reference Card 

Contents 
Your Secret of Monkey Island package should 

contain the following: 
~ Eight 5.25" disks or four 3.5" disks 
~ One Vser's Manual 
~ One Dial-A-Pirate Wheel 
~ One Vpgrade Certificate 

(jetting Started 

N ote: We recommend that you first make a 
backup copy of all disks and put the origi­

nals in a safe place. The disks are not copy-pro­
tected, so to copy them, just follow the instruc­
tions that came with your computer. 

You can play The Secret of Monkey Island from 
either a hard disk drive or a floppy disk drive, but we 
recommend using a hard drive if your computer has 
one, Some animations and sound effects will be omit­
ted when the game is played from floppy disks. 

To play The Secret of Monkey Island from a 
floppy drive, after booting your computer, place Disk 
1 in drive A, type a: and press ENTER. 

When you see the A> prompt, type monkey 
and press ENTER to start the game. 

Follow the instructions on screen, and insert 
other disks when prompted to do so. 

To install The Secret of Monkey Island on a 
hard disk, we have provided a utility that will 
automatically copy the program to yOUT hard disk 
from the floppies included in the package. To run it, 
boot your computer, then insert Disk 1 in drive A 
type a: and press ENTER. (This utility will also 
work from drive B.) 

When you see the A> prompt, type the word 
install followed by a space, the letter of your hard 
disk, a colon, and then press ENTER. For example, if 
your hard disk is . C , type: 

instal c: 
and press ENTER. Follow the prompts to insert 

each disk in order. This will install the game in a di­
rectory called monkey on your hard disk. You can 
move the game if you wish by simply copying all the 
files into a new directory. 

To play the game from your hard disk use these 
commands: 

Switch to the correct drive (for example, type c: 
and press ENTER). 

Type cd \monkey and press ENTER (to 
change to the correct directory). 

Type monkey and press ENTER (to start the 
game). 

Setting Preferences 

W en loaded the program will select the best 
graphics mode for yOUT machine. It will also 

check to see if you have a mouse driver or joystick in­
stalled or an AdUb;- CMSlqameBlaster, or 
CMSlSoundBlaster sound board, and will set up the 
game appropriately. If you wish to override these de­
fault settings, you may do so by adding the following 
letters (separated by spaces) after typing monkey 
when you start the game: 

a AdUb Music Synthesizer 
or SoundBlaster sounds 

g qameblaster sounds 

ts Tandy sounds 

Nonnal sounds (internal speaker) 

m MCqA graphics mode 

v VqA graphics mode 

c CqA graphics mode 

e EqA graphics mode 

t Tandy 16-color graphics mode 

d Vse 2 floppy drives 

mo Vse mouse control 

j Vse joystick control 

k Vse keyboard control 

For example, to start the game in CqA graphics 
mode with AdUb sounds, type: 

monkeyca 

Cursor Controls 

Ror keyboard cursor control, use either the arrow 
keys or the keypad: 

(Tab ~) (Enter ~) G~) (a!) (9~) 
(!) GBe@ 

808 0e!)(S) 
Vse the ENTER or 5 keys to select objects on the 

38 screen for use in the sentence line, as well as to se-

as your controller by holding down the CTRL key 
and pressing m for mouse or j for joystick. You may 
also recalibrate your joystick if the cursor is drifting 
across the screen by centering the joystick and press­
ingCTRL j. 

Keyboard Controls 
A II of the verbs used in the game can also be se­
~ected by using keyboard commands. Each key 
corresponds to one verb. Pressing the appropriate 
key once is equivalent to moving the cursor over the 
verb and pressing the controller button. The keys are 
mapped as follows: 

o W U 
Open Walk to Vse 

C P L 
Close Pick up . Look at 

S T N 
Push Talk to Tum on 

Y G F 
Pull qive Tum off 

Q - scrolls the inventory up 
A - scrolls the inventory down 
# 1·6 - select from inventory objects 
shown on the screen and dialog choices 
in a conversation 

SaveiLoadlnstructions 

W en you use the Save qame option, the 
games will be saved in the directory on your 

hard disk with the game files. 
Press FS when you want to save or load a 

game. 
Once the saveJIoad screen is displayed. you can 

move the cursor and click on SAVE, LOAD or 
PLAY. The saVe/load option will not be available 
during the opening sequence or the closing credits. 
To SAVE: 

Click on the SAVE option. The current list of 
saved games will be displayed in slots along the left 
side of the screen. Select a slot by pointing the cursor 
to it and clicking. Now you will be able to type a 
new name for that slot or use the backspace key to 
change the existing name. Pressing ENTER will 
reactivate the cursor. Click the cursor on OK to save 
the game, or CANCEL if you have changed your 
mind and do not wish to save it. 

Function and Command Keys 

Save or Load a qame FS 

Bypass a Cut-Scene ESC or press both 
mouse/joystick 
buttons at once. 

Restart a qame F8 

Pause the qame SPACE BAR 

Sound Control CTRL s 
(controls the internal speaker only) 

Message Une Speed: 

Faster + 

Slower 

Reposition Instantly CTRL r 
(lise instant repositioning 
if you find scrolling is too slow.) 

Mouse On CTRL m 

Joystick On CTRL j 
(Be sure to center joystick first.) 

Exit qame AL T x or CTRL c 

Win the qame CTRL w 

Version Number CTRLv 

To LOAD: 
Click on the LOAD option. The current list of 

saved games will be displayed in slots along the left 
side of the screen. Select a slot by pointing the cursor 
to it and clicking. Click the cursor on OK to load the 
game, or CANCEL if you have changed your mind 
and do not wish to load it. 

Warning: Loading a previously saved game 
will cause you to lose the game you are currently 
playing. 

Note: qames saved with the 16-color version of 
The Secret of Monkey Island cannot be loaded by 
this version of the game. 

IBM is a re.gistered trademark of Intemational Business Machines, 
Inc. Tandy is a registered trademark ofT andy, Inc, The Secret of 
Monkey Island. character names, and all other elements of the 
game fantasy are trademarks of LucasArts Entertainment Company. 
™ & IC> 1990 LucasArts Entertainment Company. 
All rights reserved. 
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The Secret of Monkey Island 

READ TH IS FIRST ... 
IT'S IMPORTANT! 

A lthough you may have played other 
Lucasfilm games, there are a few dif­
ferences in The Secret of Monkey 

Island that you should be aware of. 
The interface you use to play the game now 

has an "auto-highlight" feature that highlights 
an appropriate verb when the cursor touches an 
interesting or useful object on the screen. For 
example, when the cursor touches a door that 
can be opened, the verb Open is highlighted 
on the screen. By pressing the right (or second) 
controller button or eqUivalent key (see your 
reference card for details), you can automatical­
ly perform the highlighted action-in this case, 
opening a door. Don't wony, though, this 
won't give away solutions to any puzzles! 

Also, you do not need to "double-click" on 
objects (or anything) to use or activate them, A 
single click of the controller button should be 
used conSistently throughout the game, 

About The Secret 
of Monkey Island 

In The Secret of Monkey Island, you play 
the role of Quybrush Threepwood, a young 
man who has just hit the shores of Melee Is­

land (somewhere in the Caribbean), Our naive 
hero's travels have led him to Melee Island in 
a quest to fulfill his life's ambition" ,to become a 
fierce, swashbuckling, bloodthirsty Pirate, Vn­
beknown to Quybrush, however, there have 
been some strange happenings in the area sur­
rounding Melee Island and the more mysteri­
ous Monkey Island, As he walks into this 
maelstrom of mystery, Quybrush will soon be 
very aware that things are not what they ap­
pear to be,. that even bloodthirsty pirates can be 
scared, and that there's more to being a pirate 
than swinging a sword and drinking grog! 

Here's where you come in ... You direct 
the actions of Quybrush as he first explores 
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Melee Island and then ventures on to Monkey 
IslaT!d, On Melee Island, Quybrush will have 
to prove himself worthy of becoming a pirate 
by completing The Three Trials. Through the 
course of completing these trials, you and 
Quybrush willieam much about pirate life and 
local folklore, But don't be surprised if you find 
that some of the people you meet seem rather 
anachronistic! 

If this is your first computer adventure 
game, be prepared for an entertaining chal­
lenge, Be patient, even if it takes a while to fig­
ure out some of the puzzles, If you get stuck, 
you might need to solve another puzzle first or 
find and use an object. But hang in there and 
use your imagination, and you will guide 
Quybrush to discover" ,The Secret of Monkey 
Island! 

(jetting Started 

To start the game on your computer, 
please use the computer reference card 
included with the game. It contains all 

the instructions specific to your computer. 

Copy Protection 

O
nce you've started the program, a 
screen will appear displaying a pirate's 
face (actually a combination of two 

faces), You will be prompted to enter a date 
that was significant in that pirate's life at a giv­
en geographical location. Vse your Dial-A­
Pirate wheel to match up the top and bottom 
halves of the pirate face you see on the screen. 
Then, locate the window on the wheel that 
matches the geographical location mentioned 
on the screen. Vsing the keyboard, type the 
date you see in the window, 

Don't lose your Dial-A-Pirate wheel! 
Without it, you won't be able to play the 
game, If you lose the Wheel, you may pur­
chase another from Lucasfilm Qames, Call 
1-415-7£1-3333 for more information. 

4 The Secret of Monkey Island 

Playing the (jame 

A
fter the opening title sequence and in­
troduction, Quybrush will meet the 
Official Lookout for Melee Island. 

When they've finished talking, Quybrush will 
walk down to the dock at one end of the town 
of Melee. You may begin directing his actions 
as soon as he gets to the dock. The screen is di­
vided into the follOwing sections: 

1 ) The Animation Window is the largest 
part of the screen and is where the animated 
action takes place. It shows the "camera's-eye 
view" of the room or location that the main 
character is in. Dialog spoken by the characters, 
as well as game-related messages, also appear 
here. 

2) The Sentence line is directly below the 
Animation Window. You use this line to con­
struct sentences that tell Quybrush what to do. 
A sentence consists of a verb (action word) 
and one or two nouns (objects). An example 
of a sentence you might construct on the Sen­
tence line is "Vse shovel on dirt." Connecting 
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words like "on" or "with" will automatically be 
inserted by the program. 

3) Verbs must be selected from the words 
in the columns below the Sentence line. To se­
lect a verb, position the cursor over the word 
and press the left mouse/joystick button or the 
ENTER key. Verbs are highlighted in a bright 
color when an obvious use for them appears in 
the Animation Window. For example, when 
Quybrush is near a door that can be opened, 
positioning the pointer over the door will high­
light the verb Open. Pressing the right 
mouse/joystick button or the TAB key (to emu­
late the right button) will use the highlighted 
verb with the object, which in this case opens 
the door. But remember, although a verb is 
highlighted, that one verb may not be the only 
way to use an object. Try the other verbs as 
well! 

4) The Inventory is the area to the right of 
the Verbs. At the beginning of the game the 
inventory is empty. When Quybrush picks up 
or is given an object to use during game play, 
the object is added to the Inventory. There is 



The Secret of Monkey Island 

no limit to the number of objects Cjuybrush can 
cany (after all, he's young and strong!). When 
there are more than six objects in the Invento­
l)', arrows appear to the [eft of the list. Vse 
them to move the list up or down. 

Nouns (objects) can be selected in two 
ways. You may select a noun by placing the 
cursor over an object in the Animation Win­
dow. Many objects in the environment, and 
all usable objects in the game, have names. [f 
an object has a name, it will appear on the Sen­
tence Line when you position the cursor over 
it. If no name appears for an object on the 
screen, you can be sure that it has no signifi­
cance other than as part of the background. 
You may also select nouns by clicking on them 
in the InventOlY. 

To move (juybrush around, simply point 
the cursor where you want him to go, and 
click. Notice that Walk to is the default verb in 
the Sentence Line-this is because moving 
around is what Cjuybrush will be doing most 
often. 

HCut-scenes" are short, animated se­
quences---like scenes from a movie-which 
can provide clues and information about the 
characters. They're also used to show special 
animated sequences, as when Cjuybrush gets 
himself into a fight while "exp[oring" a man­
sion. When you are viewing a cut-scene, you 
do not direct the action. 
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Things to Try 
in the Town of Melee 

LJOOk at the poster on the first house at 
the dock. Select the verb look at with 
he cursor by pressing the [eft mouse/joy­

stick button or the ENTER key. Notice that the 
words "Look at" appear on the sentence line. 
Position the cursor over the poster and press the 
[eft mouse/joystick button or the ENTER key . 
This completes the sentence "Look at poster" on 
the sentence line. If Cjuybrush is not already 
standing in front of the poster, he will walk 
over to it and read it to you. 

Open the door of the SCVMM BAR. 
Place the cursor over the door to the bar. You 
will notice that the verb Open is highlighted. 
Press the right mouse/joystick button or TAB 
key to open the door. 

(jo into the SCVMM BAR. 
Talk to each of the pirates who pop up 

on the Sentence line inside the bar .. .they'll 
provide you with useful information. See the 
next section entitled 'T a[king to Characters" for 
more information. 

T a[k to the Important-[ooking Pirates seated 
in the adjoining room. They're full of good ad­
vice about how to become a pirate! 

See if you can outwit the Cook to get 
into the kitchen for a look around. 

Once in the kitchen, step out onto the 
dock. .. you might be able to have some fun 
with that bird! 

Talking to Characters 

T;ere are plenty of Hcolorful" charac­
ters in the game with whom you can 
converse. Each person Cjuybrush meets 

will have something to say, whether friendly 
or unfriend[y ... helpful. or unhelpful! Often, 
you can talk with someone at one point in the 
game, and then return to them later to get new 
information. To talk with a character, position 
the pointer on them and press the right 

The Secret of Monkey Island 

mouse/joystick button or the TAB key to use 
the Talk to verb automatically. 

In a conversation, you will have to select 
what Cjuybrush says from among the possible 
phrases at the bottom of the screen. Just click on 
the phrase you want him to say. Of course, 
what Cjuybrush says will affect how other peo­
pIe respond. And, as conversations continue, 
you could be presented with a new array of di­
alog choices. Don't wony - we'll never punish 
you for selecting the "wrong" or funny dialog 
response. After all, you're playing this game to 
have fun! 

Function Keys 

To save your progress in a game, en­
abling you to tum the computer off and 
start again later in the same place, use 

the save feature. Simply press the Save/Load 
Cjame function key (FS on most computers -
see your Reference Card for more information). 
Note: The name you use for a saved game 
must be at [east two [etters long. 

To load a game you have saved, use the 
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Save/Load Cjame function key any time after 
The Secret of Monkey Island has been [oad­
ed. 

To bypass a cut-scene, press the ESC key, 
or press both mouse/joystick buttons at once. 
See your computer reference card for details. 
After you've played The Secret of Monkey 
Island several times, you may want to use this 
function to skip over scenes you have seen be­
fore, including the title sequence. 

To restart the game from the beginning, 
press the key indicated on your reference card 
(F8 on most computers). 

To pause the game, press the SPACE 
BAR. Press it again to resume play. 

To adjust the speed of the Message line 
to suit your reading speed, press the keys indi­
cated on your reference card (+ and - on most 
computers) . 

To turn the sound off and on, press the 
keys indicated on your reference card. Note: 
Sound for some computers can only be adjusted 
with the volume control on the monitor or tele­
vision. 
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OUf Game Design Philosophy 

W e believe that you buy games to be 
entertained, not to be whacked 
over the head every time you 

make a mistake. So we don't bring the game to 
a screeching halt when you poke your nose 
into a place you haven't visited before. We 
make it dear, however, when you are in a dan­
gerous situation. 

We think you'd prefer to solve the game's 
mysteries by exploring and discovering, not by 
dying a thousand deaths. We also think you 
like to spend your time involved in the story, 
not typing in synonyms until you stumble 
upon the computer's word for a certain object. 

Vnlike conventional computer adventures, 
you won't find yourself accidentally stepping 
off a path, or dying because you've picked up a 
sharp object. There are a few dangerous situa­
tions where (juybrush can die, but to antici­
pate them takes just a little common sense, not 
excessive paranoia. Save the game when you 
think you may be entering a dangerous area, 
but don't assume that every wrong step will re­
sult in death. Vsually you'll get another 
chance. 
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A Few Helpful Hints 
~ Pick up everything you can. Odds are, 

at some point all those strange things will serve 
some purpose. 
~ If you get stuck and can't figure out how 

to proceed, try looking through all the items 
you've found and thinking about how each 
one might be used. Think about the places 
you've gone, and the people you've met. 
Chances are there will be a connection that'll 
put you back on track. 
~ There is more than one way to solve 

many of the puules. 
~ If you want to speed up game play, order 

a hint book from Lucasfilm (james. In the 
VnitedStates: 1-800-STAR-WARS (1-800-
782-7927)' In Canada: 1-800-828-7927. 
~ If you want to access our automated hint 

line, call 1-900-7 40-JEDI (1-900-740-5334) in 
the Vnited States only. The cost is 75¢ per 
minute. If you're under 18, first get your par­
ent's or guardian's permission. 
~ If you need technical assistance, call 

1-415-721-3333. We're sorry, but no hints can 
be given on this line. 

NOTES 
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