
CONTAINS ONE CASSETTE 

ATARI. 400/ 800/ XL/ XE 
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COMMOdORE 64 
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HOW TO PLAY "THE PAY-OFF" and '"OPERA HOUSE'" ... 
These adventures encourage vou to use your imagina1ion to the full , as you 
are thrown headlong mto a daring situation, for which you must uncover the 
plot and solve a multitude of puzzles {some reveal vital clues, others are red 
herrings!) Each game is designed to infuriate you. with your computer acting 
as your eyes, ears. nose and hands - it tells you what is around you , and you 
type the action you wish to take. 
You type TWO WORDS to describe your intended action, followed bya press of 
the RETURN key. For example. 
GO COUNTER (go to the counter) 
FEEL PAINTING (feel the painting) 
PHONE GUARD (telephone the guard) 
RUB ASH (rub the ash on the object in question) etc . etc. 
and you may abbreviate each word to just the firs1 four letters if you wish. To 
make the adventures even more tricky, only selected words can be used, and 
some of these are only recognised in certain situations(it will become obvious 
which words are not recognised). To help you , these are some of the words 
that will be useful to you at certain stages:-
N (go NORTH), S (SOUTH), E (EAST). W (WEST). I (list everything being 
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HIT, PULL, LIGHT. MENO. RUB. CUT, SMASH, UNLOCK. BREAK. 
You will need lo persevere to solve each plot, and so we have included a 
''Save'' option that allows you to pick · upwhereyou left off next time you play; 
or to store your position before attempt ing a dangerous move! Remove the 
program cassette from your Recorder. and insert a suitable blank cassette 
(wound past the clear leader at the s1art). Then 1ype SAVE. and follow the 
instructions on the screen. Once a SAVE is complete. the game will continue 
from where you left oft . To re-load a saved game, type LOAD, insert your own 
cassette pos itioned at the start of your saved game, and follow 1he 
Instruct ions on screen II you have1ust loadad one of 1he programs, insert your 
cassette positioned at the start of the saved game. and type Y 1n response to 
the question " Restore Previously Saved Game?". The action will continue 
where you left off , , . 
IF YOU GET AN ERROR WHEN LOAOING .•. 
The Program/ Data recorder you are us ing with your computer is a very 
sensitive item of hardware, and If an error occurs during LOADING. th i'> does 
no! usually mean that this cassene is laully. We recommend !he !allowing 
steps if an error occurs dunng LOADING . 
a) Check that you have set-up your Compuler System correctly, and REPEAT 
THE ENTIRE LOADING PROCEOURE CAREFULLY. 
bl Advance the tape to the end of one side, advance to the end of the reverse 
side. and repeat the entire loading procedure. You may need to repeat step b) 
more than once. 
c) Clean the heads ol your Recorder using a good " Head Cleaner'' tape or as 
recommended by the manufacturer ol the Recorder 
d) Try loading a cassette that YOU KNOW has loaded on your Recorder. If that 
does not load now. your Recorder may require attention. Consult your dealer 
for advice. 
e) If your Recorder loads your other 1apes but not th is one, and none of 1he 
above s1eps a) • e) cUre the load error. return th is cassette to the dealer that 
sold it 10 you and ask them to check it for you 



LOAOING PROCEOURE - ATARI COMPUTERS 
TO LOAO 'THE PAY·OFF .. 
1) Set-up your Computer sys1em as de1aded in the relevani bookle1s that 
accompany 1he hardware. Ensure that the Program Recorder is connected 
DIRECTLY to 1he Computer IF YOU DO NOT own an Atari XL or XE sanes 
computer, you will need to insert a BASIC canr1dge 1n10 the Computer (XL and 
XE feature bu1lt-1n BASIC) 
2) Place the casse11e w ilh the RED side up (labelled ··Ar ARI VERSION'') rnto 
your Program Recorder. and REWIND 1he cassette to 1he beginning. 
3) Reset the Program Counter on 1he Recorder 10 " ()(X)" 
4 ) Ensure that all hardware is sw1tched ON except the Computer 
5) Nowswilch the Compu1er ON WHILST HOLDING DOWN THE START KEY 
6) Release 1he START key Now press the RETURN key The program w ill start 
to load into the Computer memory 
7) Various " LOADING" messages will be displayed, along with details of the 
program Follow any instructions that may appear upon the screen Loading 
time is approximately 12 minutes 
8) Once the program has loaded, a message " Res1ore Previous Game1" will 
be displayed Type N 1f you have not previously saved your game, and the 
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s1arting poin1 tor loading " OPERA HOUSE " In fu1ure, you can advance the 
cassene to this number when you wish 10 play " OPERA HOUSE" 
TO LOAD .. OPERA HOUSE .. 
II you have already made a note of the starting point for ''OPERA HOUSE" ' (as 
described above in 9)), simply advance your cassene to 1h1s n11mber end follow 
instructions 4) . 8) above 
Otherwise follow steps 1) . 9) above, and then repeal steps 4) . 8) 
LOAOING PROCEDUR E - COMMODOR E 64 
TO LOAD 'THE PAY·OFF .. 
1) Set ·up your Computer sys1em as detailed 1n the relevant booklets tha1 
accompany lhe hardware. Ensure that the Data Recorder 1s connected 
OIRECTL Y to the Computer 
2) Place the casseue with lhe BLUE side up (labelled " CBM·64 VERSION" ) 
into your Data Recorder, and REWIND the cassette 10 the beginning 
3) Rese1 the Program Counter on the Recorder 10 " ()()() '" 
41 Switch the Computer ON, and type • LOAD ·· •• 
5) Now press the RETURN key The program w ill start to load mto the 
Computer memory 
6) The screen w ill blank. and the Recorder will start and stop several umes 
during loadmg Loading ume 1s approximately 12 minutes 
7) Once the program hes loaded, details abou1 the program will be displayed 
Follow any lns1ructions 1ha1 appear on the screen. If you have not previously 
saved your game. type N when !he screen displays " Res1ore Previously Saved 
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staning po1n1 lor loading " OPERA HOUSE" . In future. you can advance !he 
cassette to this number when you wish 10 play " OPERA HOUSE" 
TO LOAO .. OPERA HOUSE .. . 
U you have already made a note of the s1a r1mg pomt for "'OPERA HOUSE" (BS 
described above'" au. simply advance your cassene to 1h1s number and follow 
mstruc11ons 4) - 7) above 
Otherwise follow steps 1) - 8) above, and 1hen repeal steps 4) - 71 
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