


THE HERO: JOHN GLAMES 
John Glomes hos been o member of the CIA, the American secret service, forthe lost 7 years. His pedigree 
is outstanding, which is why he hos been chosen for numerous dangerous ond delicate internotionol 
missions. The mission he is being entrusted with today is of capitol importance, forthe diplomatic stability 
of the world hangs in the balance. 

CONFIDENTIAL REPORT 
SUBJECT: 

BRIEFED: 
Height: 
Weight: 
Age: 

AGENT DSC 3 - JOHN GLAMES 
CHOSEN FOR THE MISSION 
''OPERATION STEALTH" 
MARCH 1990 
1.85 m 
75 kgs. 
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Born in 1957 to on upper middle class family in Vermont, from his earliest childhood his acute intelligence 
was remarkable. He went to school in his home town where he become o member of the local skiing 
and swimming teams. 

After having studied at the fomous university in Boston, where, as o member of the swimming team, he 
established university records for the 1.500 m freestyle and the 200 m butterfly, he was admitted to 
Westpoint military academy at the age of 22 . 

In 1981 DSC 3 spent o year at on American base in Asia. He put his time lo good use, learning all the 
techniques of the martial arts, and is currently o Moster of Nin jitsu. In 1983 he was recruited by our 
agency while he was finishing o brilliant Masters degree in chemistry at MIT (Mossochussels Institute of 
Technology. 

He is, therefore, on excellent skier and o very good swimmer (he is porticulorly fond of skin diving, which 
he learned during his stay in Asia). His mastery of the techniques of the martial arts makes him very strong 
in hand-to-hand combat and very resistant both to effort and to injury. His brilliant studies, (he was among 
the top students both at MIT and at Weslpoinl) hove mode him on expert on ormomenls, shooting and 
chemistry. He is also infatuated with electronics ond is passionately interested in anything touching upon 
that area. DSC 3 is also o great enthusiast for racing cars and car chases, on area in which he excels. 

His weakness? Women ..... 

REPORTS ON HIS PREVIOUS MISSIONS 
Restricted access - Top secret documents. 



STEAL TH FIGHTER 
MODEL A: 

TECHNICAL SPECIFICATIONS 
OF THE STEAL TH FIGHTER 
ARMAMENT: 
• Selected targets ore located by Loser technology, which guides the bombs onto the chosen one. 
• Target error factor : 0.001 %. 
• 2 missiles with nuclear warheads : "Smart bombs". 
• Each bomb con destroy a town the size of New York in 10 seconds. 

FUEL: 
• A mixture of refined aviation fuel, CAT 08 ond 34% liquid hydrogen. 
• Quantity of fuel : minimum of 300 litres. 
• STEALTH Model A is not refuelloble in Right. This option will be incorporated in Model B. 

OPTION "OZX": 
• Jams all radars. When it is in operation, the Stealth Fighter is undetectable. 
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SPEED 
• 3,000 km/h. 
• from 0 to 800 km/ h in 1 0 seconds. 
• from 800 to 2,500 km/h in 5 seconds : option "ULTRA". 
• from 2,500 to 3,000 km/ h in 3 seconds : option "HYPER BOOST". 

DANGER! Only use HYPER BOOST option in coses of lost resort because the fuel consumption is 
enormous. There is a risk of fuel shortage. 

YOUR WEAPONS 
1) THE FALSE ATTACHE CASE 

The false olloche case hos o double bottom. 

CALCULATOR: DANGER!!! 
Never take the calculator for away from the olloche case. The calculator is linked with the olloche case 
by on infra-red beam. If you separate the calculator from the olloche case, the infra-red beam is broken, 
selling off on explosion equivolenlto 1 0 kg of plastic explosive. (Serious damage lo everything within a 
radius of 1 0 metres). 

NTY FORGER: 
This ultra modem machine is designed to forge passports. The forger is in the secret comportment of the 
olloche case and hos three programs: 

• false French passport. 
• false British passport. 
• false Germon passport. 

Type in the required code on the calculator to get the NTY FORGER. 
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a) Use the nationality best suited ta the current political situation. 

b) Use the arrows on the NTY FORGER ta select the nationality you have chosen. 

c) Press the button to confirm your choice. 

NOTE! This attache case is a new invention afaurweapons service. The director of the service, Professor 
CARLING is very attached to it. 

2) THE WATCH CABLE 
This can be an invaluable aid under any circumstances. An object like a watch is so ordinary that it would 
never raise the suspicions of your enemies, for example: the Watch Cable was very useful to agent DSC 
2 during a chase over the roofs in HONG-KONG in the course of his last mission. 

THE CHASE IN HONG KONG 
After stealing documents from the Chinese secret services building in HONG-KONG, agent DSC 2 was 
spotted by the security services of the building. After a wild chas·e, DSC 2 found himself on the roof of 
the building. The enemy was at his heels. There was another building facing DSC 2. He used the cable 
option on his watch and was thus able to escape from his pursuers. 

• Maximum length of cable : 30 m. 

• Maximum weight the cable will support : 100 kgs. 

• The cable plays out in 1 0 seconds. 

3) THE CUTTING PEN 
Just like the watch, an ordinary pen will never awaken the suspicions of your enemies. The cutting pen 
looks like an ordinary fountain pen. It is special because it contains a pressurized capsule of benzoic acid. 
When the swivel ring an the pen body is turned through l 80°, the benzoic acid capsule depressurizes 
and lets drops of benzoic acid foll from the nib of the pen. 

4 

PROPERTIES OF BENZOIC ACID: 
DISSOLVES ALL AMOUNT Of ACID 

METALS NEEDED 
STEEL 
IRON 
GOLD 

MANGANESE 
TUNGSTEN 
PLATINUM 

LEAD 
COPPER 

SWIVEL RING 

3 drops 
2 drops 

l Odraps 
5 drops 
1 drop 
8 drops 

12 drops 
2 drops 

Use the prescribed number of drops. If you exceed the dose the vapours given off by the chemical reaction 
could suffocate you. 

NOTE: The cutting pen was used successfully by agent DSC l to escape from the ALMADENA prison. 

4) THE RECORDING RAZOR 

MICRO CASSETIE 

EJECT BUTION 

INDICATOR LIGHT 

ON/ OFF SWITCH 
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Recorder Option: 
a) Make sure the razor contains a blank micro cassette. Ta do this, first press the Eject button. Yau will 

find the micro cassette where it is shown in the drawing Make sure the cassette has been rewound. 

b) Replace the cassette. 

c) To record a conversation : switch the On/Off switch lo the On position. 

d) The shaving heads will now function as very powerful microphones, capable of recording any 
conversation within a radius of 20 metres cl the razor. 

e) When the razor is recording : the indicator light is green. 
When the razor is not recording : the indicator light is red. 

n When the cassette is full, the razor rewinds it automatically. When the cassette has been rewound, 
the indicator light changes to red. 

• Recording lime al the micro cassette : 30 minutes. 

5) THE SAFE-CRACKING BOX 
Allows you to find the combination of any safe. This box was dreamed .up by a world famous burglar 
known as "The Crocker". When he was caught by agent DSC 3, this mastermind of burglary told us all 
of his secrets. 

With his help, Professor CARLING perfected the Code-Breaking Box. Let it be said that Professor CARLING 
added his awn personal touches so as to improve on the ideas of ''The Crocker". 

HOW TO USE THE CODE-BREAKING BOX 

ULTRA-SENSITIVE 
SENSOR 
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NUMBER 
DISPLAY 

ON/OFF BUTION 

a) Place the box on the safe. 

b) Press the On/Off button. 

c) Slowly turn the tumbler of the safe. 

d) The numbers in the code will be shown on the number display in the same order as they occur in the 
combination lock. 

e) Recompose the code in the same order as that shown on the number display of the box and the safe 
will open. 

WARNING! 
The Code-Breaking Box is powered by two batteries containing enriched mercury. This substance allows 
it to sense all of the infinitesimal variations in sound. That is why it is used in the box. The disadvontoge 
of enriched mercury is that it does not lost very long when in use. You must act quickly. 

6) THE CIGARETTE CASE 
This cigarette case contains two types of cigarettes. 

A) Rocket launching cigarettes. 

B) Finger print revealing cigarettes. 

A) ROCKET LAUNCHING CIGARETTES 
This cigarette contains a rocket near the filter. The rocket is linked to a heat sensor at the end of the 
cigarette by a minute thread. When the cigarette is lit, the thread burns and launches the rocket. 

r·;riEti=r 
FILTER ROCKET HEAT 

SENSOR 

Characteristics of the Rocket: 
• length : 3 cm. 

• Range : 25 m. 

• Hit Rote: at 5 m - 100%. 
atlOm-95%. 
at 15 m-92.5 %. 
at 20 m -90%. 
al 25 m - 87.5%. 

• It can destroy on object the size of o car. 
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B) FINGER PRINT REVEALING CIGARETTES 
The cigarette contains an ultra-sensitive micro-film made ofCr07. With this micro-film, you can photograph 
ony finger print. All you have to do is to place the micro-film on the spot where you hove found the 
finger print. The computerized database research unit can then identify the owner of the finger print you 
have photographed. 

THE SUSPECTS 
SUSPECT No. 1 - GENERAL MANIGUA 
He was democractically elected by the Paraguayan people three years ego. 

At thottime, he was adored by his fellow countrymen. He hod thwarted a military junta that threatened 
to seize power. General MANIGUA was not known then as General but as President MANIGUA. 

He had never been o military men, but had studied sociology ot Harvard. Unfortunately, he hos changed 
a lot since he came to power, but we do not know the reasons why. 

A year ago he assumed the title of General and dissolved the People's Assembly, making himself dictator. 

The country is now in a state of siege. Even his own family no longer recognize the good President 
MANIGUA. Freedom of speech has disappeared in SANTA PARAGUA. No one dare voice any opposition. 
General MANIGUA hos surrounded himself with a terrifying secret police farce which is ruthlessly efficient 
in its repression of political opponents. 

It is under these circumstances that a resistance group called LIBERT AD hos been formed. 

This group struggles in secret against the dictactorship. According to them, MANIGUA is only the puppet 
of an international crime syndicate. However, opinions are divided in the group. Other members believe 
that MANIGUA rules the country with a rod of iron by himself. 

Since General MANIGUA plunged the country into a dictatorship, we have ceased to support him. 

We are now supplying LIBERTAD with arms to fight MANIGUA's secret police, making us MANIGUA's 
enemy No. 1, for without our arms supplies, the local resistance would be incapable of fighting. 

We are sending you to SANTA PARAGUA immediately because agent DSC 2, who has been on a mission 
there for the last six months, has sent this worrying telex: 
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"IMPORTANT INFORMATION ABOUT THE STEALTH AFFAIR. STOP. I NEED URGENT HELP. STOP." 

It is therefore probable that MANIGUA is implicated, either directly or indirectly, in the theft of our 
STEALTH. We do not know, however, if he planned the whole affair, or whether he was collaborating 
with a foreign power. 

SUSPECT No.2 THE U.S.S.R. (The KGB) 
Over the last few years our relations with the Soviet Union have improved considerably. 

We have jointly signed several treaties in such areas as disarmament end trade. The present leaders of 
the Soviet Union seem to be looking for dialogue. 

However, in the heart of the Supreme Soviet there are extremist elements who advocate the destruction 
of capitalism and war with the United States. We also know that Soviet scientists have been working for 
the last two years on an aviation project similar to STEALTH. The man in charge of the project, Professor 
LUKASIEWICZ, fled the U.S.S.R. and sought asylum in West Germany. Since he left, the project has been 
frozen. It could be that the Soviets, unsettled by our progress on the STEALTH project, have stolen our 
technological jewel to copy it. 

Did they act in collaboration with General MANIGUA? 

We have no clues. 

Your air ticket. Destination : SANTA PARAGUA. 

@1990 DELPHINE SOFTWARE. All rights reserved. 
Cinematique is a trademark of Delphine Software. 

Manufactured and distributed under license 
from Delphine Software by U.S. Gold Ltd, 

Units 2/3 Holford Woy, Holford, 
Birmingham B6 ?AX. Tel: 021 625 3388. 
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REFERENCE MANUAL 
FOR THE CINEMATIQUE SYSTEM 

We recommend thilt you make 11.fety copies of yoar original 
dilb and aae these when yoa ue playing. 

Jlote: Before you start playing, it iJ adTI1Ule to make sure 
that yoa han a blulr: formatted dllk at hand 10 that you cu 
uve glJllH put way through. 

HOW THE GllME WORKS 
Entirely controlled with the moue, this new generation game 
concentrate. on the e11enliah: plu1ure ud adventure ... 

Moving the Hero 
Yoa cu move the figure that represent• you uound the 1creen 
at will. All you b;ne to do to ma.ke him move iJ to move the 
cunor ud pre11 the LEM mouse batlon. The hero will then 
walk towuda the spot you have chosea.. 
The figure will 1top i' u ob1tacle en route blocks his way. 
Choose another point that will allow him to get rollDd the 
ob1tule. 

The llctions Menu 
You CilD cury oat numeroas ud vuied 1.ction1, by a1ing the 
hero, even though the aclio111 menu is very simple. 
The actiou me a a is displayed if you pre11 the RIG8T moue 
battoa. Move the meau ba.r until it highlight• the action you 
desire and pre11 the moHe button. 
The action.a activated by the LEFT bultoa ue as follows: 
EXAMINE: Leta you get more information a.boat an object in 
you:r vicinity. When the cunor changes to iii. '+', point to the 
object yoa want to examiae and preu the LEn moaae button. 
TAKE: Un this command when yoa wa.nt to pick ap a.n object 
which you think may be useful. When the cuHor chuges to a 
•+,point to the object you wut topicka.pud pre11theLEn 
moaae button. 
IJllVEJn'ORY: Shows yoa. the objects you hold. Pren on either 
moue ba.ttoa to qa.it the in·nntory. 
IJSE: Leta you a.Han object yoa. po11e111 to ca:rry oat Ill action 
on any object or penon in the vicinity. When the cunor 
cha.ngeato a 1+'1 choonthe object in theli1t then click on the 
object or penon yoa. want to ue it on. 
ACT: Leta yoa. ca:rry oat an action on any object or person. 
When the cano:rcha.ngea to a 1+•, point to the object orpenon 
to be affected and pre11 the LEn moan button. 
SPED: Yoa use thi1 to 1pnk to the people you will meet. 
When the cuaor changes to a '+', point to the penon you wish 
to speak to and pre11 the LEn moun button. 

The actiou actinted br tl1e llIC•r battoa ue u follows: 

EXAMllll: Leta you find out more &boat &a object you po11e11. 
Mo·n the mena baz util it highlight• the chotea object then 
preu the LEn moun button. 

IJSE: Let• you use one object foa ban, to cury oat an action 
on another object you ha•e. Mo•• the meau bu ulil it 
highlights the chosen object then pre11 tbe LEM button. 

ACT: Le11 you carry out u aclioa on an object you ha•e. Mon 
the mena bu util it highl19ht1 the chosen object then pre11 
the LEn button. 

The User Menu 
Th.ii menu pro'ridea additio·nal functiou. The meaa i1 
displayed wbea you pre11 on botD buttons at the Hme time. 

PA1JS£: Stopa the game a.ntil yoa preH one of the moa.1e 
buttoa1. 

RESTART: Allows you to tea tut the giilme from the be9inn.in9. 

DISK DIUVI:: Use this to tell the program wb.ich ditk dri•e 
you wa.a.I to uae for 1ni.a.9 9amea. 

LOAD A GAME: If you wish to resume a HTed gillDe1 when 
the program 11b you, insert the dilk contailling J01ll HTed 
games. The li1t of gamet Hved on the disk will be displayed. 
Move the CU1or to the name of the ga.me to be loaded a.a.d 
confbm. 

SAVE A GAME: To H•e a game, when the program ub you, 
i.a.Jert you H•ed game disk . A list of all tht 9am11 already 
on the disk will be displayed. Choose a.a. empt1 apace a.a.d 
confirm. Type in the text box the name you with the ga.me to 
be H•ed under, ud confmn. If there it no' free 1p1.ce1 eltber 
un a new disk or 1a•e it o•er a.a. existing game. 

NOTE: As long as you hero is aliTe , you cu. 1a•e the game. 
We :recommead that you ue tbia optioa frtq11.tatl1 1 t1peclally 
if facing a du9e:roD1 1itu1.tioa. In the coune of certain 
animation nqa.eacea, you cannot guide 1ou figa..re or H•e 
the game. But doa't worry , nothing really da.a.gero111 can 
happen to you during thete sequences, or if it does , it is already 
too 11te to take any action. 
MUSIC AJID SODJID: to acti•ate or deaetbate muic ud 
1oa.nd effect1. (PC and Compatiblea only.) 

•=••Ii SOFTWARC 
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Hints 
• Elwniae all the objecta in you ridnity. 
• Get cloee to objects to ex.amine them. No one ii bdallihle and 

our hero cenot see certain detaila unleu he examines them 
clooely. 

• Read tht comm.eats tha.t are d.ilplayed cue fully. They· mar 
cont&iD clues which may be important ~te.r . 

• Pic:k up the greotest number or objecb poaible. 
• TbiU about all the pcmihle different uaee of the objecta you -• Act on nerything yoa eu. 
• Speak to umuy,eople u pouible, they may gin you a lead. 
• Make a copy immediately JOU H!lH danger. 
U1 afte:r all thla, JOU get stuck at a certain point in the ga.m.e 1 try 
and remember ii you h.an forgotten u object, or if JOU did not do 
aomething eulier oL .. 

LOllDING INSTRUCTIONS 
llTAlll 520, 1040 ST, lllEGll ST, - STE 
• Switch on computer. 
• llLlm game diU No. I in drive A. 
• Double click on the icon DELPlllNE.PRG. 
• The game will load and nlZl 1utom.atically. 
lludDIU-D 
• Check that the nlllllhor or bytes avaiW>ie on the bud cliak ii 

iuver thu that UMd by the game. 
• Create a new directory ud copy tht cont en II of each diak into it. 

Loadlag ...... - - -• Double click on the bud dill icon. 
• Double click oa the icon of the directory that coa.talat the game. 
• Double click on the icon DELPlllNE.PRG. 
• The game will loa.d and ru automatically. 

.lllllGll SOO, 1000 - 200 
(U JOU ue uiag the A.MIGA SOO without extended memory you 
may ban to up1119 the utem.ol diU drin.) 
• Switch oft the computer for at leut ten aeconda. 
• Switch on computer. 
• lmert the IDckStart cliak in diU drive DF0 
• When the compa.ter prompts you for WorkBeach1 iuert game 

diU No. l in drin DF0. 
• The pmt will load ud ru automatically. 

--~ • Check that the amaber of trytea available on the bud cliak is 
tarver thu that - by the lf'llle. 

• Cnate a new directory and copy the coateatt of Heh diak into it. a--.----• Double click OD the hard diak icon. 
• Do1able click oa the icon of tht dlrectory th&t coataina the game. 
• Doable click Oil the iCOA DELPlllNE.PRG. 
• The game will loiil.d and ra.n automatically. 
mM PC .1U1D CO-llTlllLES 

--~ • Switch oa compa.ter. 
• lmert the DOS diak in diU drive A: 
• Oace your compate:r is up u.d nanning1 insert pm.e diA: No. 1 

in cliak drin .ll 
• Type II: ud ..... Elft'Ell 
• Type lllSTllLL and preu EllTDl 
• Follow the iutnlctiout dilplayed on the acreea. ---• Check tha.t the number of bytes a•ailable on the bud dialc is 

iuver thu that UMd by the game. 
• Create a new directory and copy the contentt of each d.iak into it , 

Loadlag ...... - - -• Double click OD the bud diaJt icon. 
• Doublecllckoa the icon of the directory thi.t coataiu the game. 
• Double click on the icon DELPlllNE.PRG. 
• The game will load and nm automatically. 
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IBM PC .un> CO-llTIBLES ----• Switch on computer. 
• lmert the DOS dWt in diU drive A: 
• Oace you.r computer is up and ruan.ing, insert game ditk No. l 

in diak d.rin A. 
• Type II: and pr .. ElrtEll 
• Type lllSTllLL .. d preu Dr!ER. 
• Follow the iastnctiom ditplayed on the ac:reea. 
Loading floom floppy Diab 

Starting - the Disk 
• Switch off the computer for at 1eut tea aeconda. 
• Switch on computer. 
• Insert the DOS diak in diU drive A. 
• Oace your compa.ter ii up and ruan.ing, l.uer1 the game ditlt 

No. I in diU drin A. 
• Type II: ud preu ElrtEll 
• Type DELPBDIE ud P1"1 ENTER. 

Loading ...... Bard -
• Type C: ud preu ElrtEll (U yoor lwd diak ii not called C:, 

type the letter that corresponds to it.) 
• Type CDIDELPBDIE ud pr ... ENTER. 

KEYBOllRD COMMllNDS 
• The eight anow bys move the c:unor one pixel each time they 

... preued. 
• Preuing SlllFI' u.d au anow key, moves the c:unor rapidly. 
• Prelliug CT'ltL and an anow key 1 positiout the cunor iD the 

centre of one of eight IC(UUH into which the tcteen is divided. 
• The ESC key fun.ctiom like the right moue bu.tton. 
• Preuing CTRL ud the 11S11 key naru the toUDd OD and oU. 
• The RETVRJf 1 ENTER and "5" (the central key OD the numeric 

keypad) function u the left mouse button. 
• You can l.llo me the function keyw to directly iilcceu the 

col!UIWlda u follows: 
11Fl 11 EXAMINE 11f5" ACTIVATE 
0 F2" TAKE 11F6" SPEAK 
11F3" DfVENTARY "F9" The actiol\9 menu 
"F4" IJSE "FlO" The user menu 

• Preuing 11P 11 b.alll the game until you preu the key again. 
• Preuing 11+11 lpeedl up the animation. 
• Preui.ng "-" aloWI down the animation. 

Moving the Figure: 

NW N NE 

~~m 
w--m[D§--E 

[!] [!]@] STOP 

SW SE 

Mo'O'lng the -
flumlock key on: 

NW N NE 

hJm m 
w::DJ-0 CD- E 

STOP 8 0 m 
SW S SE 

Moving the mouse 
llumlockkeyolf: 

NW N NE m m~STOP 
w-E] CDLD-E 

S ;:::ITt1IJ 0F:t SE 

SW Q=~HJJlJ 
Actions Menu Con.firm 

User Menu 

© 1990 DELPHINE SOITW ARE. All rig h .. reserved. 
Cinem1tiqae is a trademark of Delphine Software. 



REFERENZ·llARTE 
DES 

CINEMATIQUE·SYSTEMS 
Wir emp[ehlen Ihnen, von lhren Originaldilkenen 
Slcherheit1kopien 1.nzufertigen und nur dine Sicherhei11kopien fur 
du Spiel zu benutzen. 
HINWEIS: Bev or Sie mil dem Spiel begu1nen, 1ollten Sie sich ein.e 
leere , form1tiene Diskette 1nlegen, um zw11chendarch den 
Spielstud 1.b1peichern za konnen. 

SPIELAVFBAV 
Oiese neue Generation von Spielen , die ausschlie8lich mit der 
Mouse bedienl wird, hit nw ein Ziel: Die Freo.de am Abenteuer ... 

Kontrolle des Heiden 
Die Figur, die eigentlich Sie selbst ha d.iuem Spiel dantelh , bewegt 
1icb, Ibren Befeblen folgend , uber den Bild1chirm. Um da1 zu 
erreichen genugt es, den Car1or der Mouse dorthin zu setzen, wo 
die Figa11ich hinbegeben soil und diDn die lh1ke Mouse-,Tute zu 
betitigen. lbr Beld aetzt sich wie gewunscht in Ricbtung des von 
Ihnen gewahlten Zieles in Bewegang. 
Ihre Figar wird stehenbleiben, wenn er u ein Bindern.11 kommt. 
Butimmen Sie dun ein uderu 2iel, du ihm erlaubt , dines 
Hindernls zu umgehen. 

Aktionsmenu 
Durch lhren Belden, konnen Sie 1 trotz eines sehr einfachen 
Hudlung1menu1, eine Vielzahl Aktionen durchfuhren. 
Das Aktion1menu encheint auJ dem Bild1cb1rm. wenn Sie die 
RECHTE Mouse-Tute betatigen. Setzen Sie den Mena-Bal ken nf 
die Hudlang die Sie wahlen mocbten und betatigen S1e entwei.:er 
die rechte oder die linke Taste. 
FolgHde Aktionen werdea n•ch Bet•tigen der hnkeo Taste 
•algeru/en: 
IJNTERSIJCHEN: Dies erlaubt Ihnen mehr Details uber die 
Gegen1tande 1 die sich in lhrer Umgebung befinden, zu erfahren. 
Wenn derZeiger der Mouse sich in ein •+1-Zeichen verwa..ndelt , 
selzen Sie .jhn auf den Gegen1tand, der naher witenucht werden 
soil und drucken an.I die linke Taste der Mouse. 
NEHMF.N: Wird benutzt , wenn Sie Geqenstande, die Ihnen nutzhch 
encheinen, mitnehm.en mochten. Wenn du Zeiger der Mouse sich 
in ein '+ '·Zeic:hen verwudelt , setzen Sie ihn au! den Gegenstand, 
den Sie mitnehmen mochten und drucken auf die linke Taste der 
Mouse. 
INVENTllR: Gibt Ihnenjederzeit an , was fur Gegienlilande slch in 
Jhrem Besitz befinden. Drucken Sie aul eine der beiden Mouse · 
Tuten um die Bestandn.afnahme za beenden 
BEN1JTZEN: Gestattet Ihnen, mit einem der Gegenstande, die s1ch 
in lhrem Besitz belinden, eine Bandlu.ng in Bezag au.f einen 
Gegen11and oder au.f eine Person, die sicb gera.de Ill lhrer 
Umgebung befindet , au.szafahren. Wenn der Zeiger 1ich 1n ein 
'+'-Zeichen verwandelt , wahlen Sie den Gegenstand au1 der L111e 
aa1, den Sie benutzen mochten and klicken dun den Gegen11a..nd 
oder die Person 1-n1 anf die die Aktion gerichtet werden 1011. 
HANDEJ.N: Gestattel Ihnen eine Bandh1ng in Bezug auf einen 
Gevensta.nd oder eine Person aa1zufahren. Wenn der Zeiger der 
Mouse sich in ei.n '+1-Zeichen verwa.ndelt , wablen Sie den 
Ge9en1tand, der untenucbt werden 1011 , 11nd drucken auf die 
li.nke Mouse-Taste. 
SPRECHEN: Gestattet Ihnen, 11ch mit den Penonen1 die Sle im 
Spielverlauf treffen werden zu unterhalten. Wenn der Zeiger der 
Mou.se sich in ein '+ 1-Zeichen verwa.ndelt , wahlen Sie den 
Gegenstand aus , der untersucht werden 1011, und drucken auf die 
linke Mouse-Taste. 
Folgende Baadlungeo werden a.eh Betatigen dtr R£CHf£N 
Mouse -Tutt aulgeraftn: 
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VNTERSVCHEN: Gestattet Ihnen nahere An;aben uber einen 
Gegenstand za erhallen, den Sie buitzen. Setzen Sie den mena· 
Bllken auf den 9ewun1chten Gegen1t1nd wid dnckenSie die.linke 
Mouse-Taste. 
BEN1JTZEN: Gestattet Ihnen, eine Bandla.ng mil einem 
Ge9en1tand in lhrem Gepack •uf einen anderen Gegen1ta.nd in 
Ihrem Gepack auszu~en . Setzen Sie den Menu-Balken auf den 
9ewun1chten Gegenstand und drucken Sie die linke Moue-Taste. 
HA.NDELN: Gestattet Ihnen, eine Bandlun9 aaf einen Gegen1tand 
in lhrem Besitz auszulahren. Setzen Sie den Mena-Balk en auf den 
gewunschten Gegen1tand und drucken Sie au.f die linke Mou.se· 
Taste. 

Das Hilfsmenu 
Dieses Mena bietet Ihnen Funkllonen an, die mll dem eigentlichen 
Spaelverlau.f nichts za tun haben, Ihnen aber z.B ermOglichen, 
Zwischenspeicherungen oder Teil-Ladangen von:unehmen ... Sie 
gelangen in dines Menu, wenn Sie auf beide Mouse-Tuten 
9lelcbzeitig drucken. 
PA.IJSE: Bringt das Spiel in Wartestellang, bis Sie erneut auf elne 
der Mou.se ·Tasten dracken 
NEIJBECINJll: Gestattet Ihnen, mu dem Spiel bet Null wteder 
an.zaJangen. 
SPEICHEllLAUFWERK: Dtent dazu. , dem Programm anzageben, 
Nelches Di1kettenlaafwerk Sie zum Z1schen1peichern benatzen 
wollen. 
TEILLA.DUNCEN: Mll dieser Funkllon konnen Sie e1n be1eil1 
begonnenes, zwischengespeichertes Spiel fordubren . Wean du 
Programm Sie darum bittet 1 legen Sie die Speicherdi1ket1e ein. 
Danuf'hin encheint eine Lisle der auf dieser Diskette 
gespeicherten Spiele . Setzen Sie die Mouse auf den Namen du 
Spiels, das Sie laden mochten and bestatiQen Sie (wir empfehlen 
Ihnen, sich zu diesem Zweck eine leere , formatierte Diskette 
an.zalegen). 
SPIEL SPEICHERN: Gestattet Ihnen, das Spiel , das gerade in 
Gang i1t , zu speichern. Wenn das Programm Sie duum billet , le gen 
Sie die Speicherdiskette ein. DarauJlun erscheint auf dem 
Bi1dschirm eine Aufstellunr , die eine L11te der be re Its auf D1skette 
gespeic:herten Soiele e":ha.11 • Wahlen Sie i:~c.~n freien Platz und 
beslatiQen Sie. Geben S1e in das Tex1fen1ter einea"' ~men fur den 
neuen Spielstil.Dd e1n, und beslatigen Sie. Sollte in diner 
Aufstellunq kein Platz mehr fre i sein, nehmen Sie enlweder eine 
neue Speicherdiskette oder uherschreiben Sie ein bereils 
gespeichertes Spiel 
MUSl.K UNO TON: Cestattet Ihnen, die Musik und die Gerausche 
ein·oder auszuschalten (nw fw MS PC-DOS kompal ible). 
HINWEJS: Sie konnen nur so lange den Zwi1chen1tand spe1chern, 
wie lhre Fiaur noch lebt. Wir emofehlen Ihnen daher , diese Option 
regelma6ig zu benu.tzen, sobald sich eine gefahrliche Situation 
ergibt. Wahrend einer S~ielseauenzen , In der Sie lhre figur nlc:ht 
fuhren , kon'len Sie das Soiel nicht zwischensoeichern. Doch 
bleiben Sie ganz ruhig 1 wahrend d1eser Sequenzen wird Ihnen 
nichts buonrlers aefahrlcihes w1derfahren, es se1 de.nn , es 111 
sowiuo schnn zu soi\I zu handeln 

Tip IUr llnliinger 
Sollten Sle zum ersten Ma-1 ein Adventure sp1elen, sollten S1e 
folgendes beachten: 
• Unlenuchen S1e a.lie Geqenslande , dte l'l tch an lhrem 

Aufenthilltsort befinden. 
• Gehen Sie dic:ht an die Gegenslande heran , die Sie gerade 

untersuchen, denn niemand ill unfehlbar und unser Seid kann 
einige Details nur dann erkennen, wenn er auch nah genug dran 
ist. 

• Lesen Sie die erscheinenden Kommentare sorgfaltig durch , denn 
sie konnen wichtige Hinweise fur den Rest lhres Anbenteuers 
beinhalten. 

• Nehmen Sie so v1ele Gegens1ande wie moglich mi! 
• Denken ste genau uber aUe in frage kommenden 

Verwendung1moglichke11en der Gegenstande, die S1e bes1tzen, 
nach. 

• Betatigen Sie alles was sich Ihnen bietel 
~ Sprecbu Siem.it 101'ielen Per.onen wie mOglich. Sie konnten Ihnen 

vie.lleicht wicbtige Binweite geben. 
• Speicheni Sie den Zwilchen1tud lb, soba.ld Sie Gefahr witteni. 

SoUten Sie trotz allem irgendwo im Spielnrlauf steckell.bleibea, dun 
venue hen Sie oachzuprii!en., ob Sie nicht einen Gegeutud verveuen, 
oder ob etwu noch lll\erledigt ill ... Es gibt fiir jedes Problem eine 
Losung. 

ATARI 520, 1040 ST, MEGA ST und STE 
I. SPIEL VON DISKETTE 
Laden des Spiels Yon Diskette 
• Schalten Sie den Computer fiir rnindesten1 JO Sekunden &b. 
• Sch.alten Sie den Computer ein.. 
• Legen Sie Dilkette Nr. l in La.ufwerk A: ein. 
• lOicken Sie du Icon DELPBINI.PRG doppelt a.n. 
2. Spiel von Festplatte 
lnltallalion 
• Priifen Sie nach, ob die A.nzah.I {reier Bytes auf lhrer Bud-Disk 

gr06er itt, all die au den Dilketten. 
• Leg en Sie einen a ea en Ordner u., in dea Sie a.acheinander de.a la.halt 

der Diskette kopieten. 
Sie des Spiels Yon Festplatte 
• Klicken Sie du Icon der festplane u.. 
• Klicken Sie du Icon des Ordnen doppelt u , der du Spiel entha.lt. 
• Klicken Sie du Icon DELPBINE.PRG doppell an, 

AMlCA SOO, 1000 und 2000 
(Bei einer Amiga SOO ohne Spiechererweiterung1 sollten Sie exteme 
Laufwerke vom Rech.aer trenaen.) 
1. Spiel von Diakette 
• Laden des Spiels von Diskette 

AMIGll 1000 
• Sch.altea Sie fir mindestens 30 Seka.nden den Computer ab 
• Schalten Sie den Computer ein. 
• Legea Sie die Diskette KkkStart in du Laufwerk Df0: ein. 
• Wean der Compnterdie Diskette Work Bench fordert , legen Sie statt 

deuea die DWcette I des Sl)ieles in du Lautwerk Df0· ein. 

AMIGA SOO und 2000 
• Schallea Sie fti.r miadestens 30 Sekunden den Cornputer ab. 
• Scha.lten Sie den Computer ein. 
• Wennder Computer die Diskette Work Bench fordert , kgen Sie stan 

deuen die [)\l.kette I des Spieles in das Laufwerk OF0: ein 
2. Spiel von Festplatte 
Installation 
• Vergewilsem Sie 1ich, daB lhre Festplatte noch aureichend freien 

Platz fur du Spiel anbtelet 
• Leg en Sie einen neaen Ordner an, in du Sle nacheinander den lnha.11 

der Diskette kopieren. 
Laden des Spieles von Festplatte 
• Klicken Sie das Icon der festplatte doppelt an. 
• Klicken Sie du Icon des Ordnen, der du Spiel enthalt doppelt an. 
• Klickeo Sie du !coo DELPB[N[ SOITWARE.PRG doppelt ... 

MS/PC 0 DOS KOMPllTIBLE 
Installation 
• Schalten Sie filr mindeslens 30 Sekunden den Computer &b 
• Schalten Sie den Computer ein. 
• Legen Sie lhre MS'PC·DOS Diskette in Lallfwerk A: ein. 
• Nach dem Booten lhre• Compalen legen Sie die Diskette 1 des 

Spielu in Laufwerk A: ein. 
• Geben Sie A: ein und bestatigen Sie atit DITER.. 
• Geben Sie INSTALL ein und bestatigen Sie mH ENTER. 
• Befolgen Sie d.ie Anweisungen, die au! dem Motutor encheinen. 
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I. SPIEL VON DISllETTEN 
Laden clff Spleles YOn Didiette 
• Sc:baltea Sie fiir mindetten1 30 Selom.den den Computer a.b. 
• Sc:baltea Sie den Computer eia.. 
• ~ea Sie die OOS-Dilkette iD Llalwtrll: A: ein. 
• Nach lD.lt~tion lhres Computen, lf!9ea S.ie die DWtette I des 

Spielet in Llalwerk A: eia.. 
• Geben Sie A: ein u.nd bestitigea Sie mlt DITElt 
• Geben Sie DELP11111E el.n und bestliligen Sie lllil DnEll. 

2. SPIEL VON Fl:STPLATTE 
Laden des Spieln TOft r ntplatte 
• Gebeo Sie C: eill ood bestitigeo Sie mit DnEll (oollte lllre Festplatte 

nicht Lautwerk C: Mia1 ;tbea Sie de.a eallprechend.ea Bacbtdea 
ein). 

• Gebea Sie CD/DELPllDIE ein and bHtltigea Sie mit Dn'EJl 
• Gebea Sie Dll..PllDfE ein uad bestitigea Sie mit DfTEll 

3. Tl'5TllTIJR°KOllTROLLE 
• Die a.cht Cunor·Tutea veri.adeni die Pmition det Zeigen um ein 

Pixel 
• Durch gleichzeitiges Dnickea der SlllFr·Tute a.ad ein!r Cunor· 

Tute beweqt sich der Zeiger schaeUer. 
• Durch gleichzeitiges Driickea der CTIU.-Tute and eiaer Cusor· 

Tute, winl der Zeiger i.nJ Zent.rum eines der acbt Qudnte des 
Bildes gtsttzt. 

• Die Tute ESC entspricbt der rechtea Moa.se-Tute. 
• Durch gleichzeitiges Drue ken der CTIU.· Tute wut S konaen Sie 

den Ton ein· oder auucbalten. 
• Die Tuten RETVRN, ENTER wid 5 (des Zilfena-Blockl} entlpnchen 

der Unken Mouse-Tutt. 
• folgende Tuten rulen Befehle direkt auf: 

11r1° IJNTERStJCBEN 11rs" BETllTIGEN 
llF2" JrfEllMD( Hf'6tl SPRECllEN 
11F3" INVENTILR 111'9" IUdionsaenU 
11F4" BENVTZEN 11 FlO" llllbmani 

• DrilckenSie die Taste, 11P" bi.It das Spiel u , bis Sie e.rnat 1uf 11P'
1 

driicken. 
• Driicken Sie auf "+''. werdea alle Bewfg'Ullgea beschleuaigt. 
• Druckea Sie auf "-", werden ~e Bewegungen ven:Ogert. 

Kontrolle der Figur: 

NW N NO 

'@J [!] m' 
w-ill~E 

,0 ~ @l STOP 

SW S SO 

Die Maus bewegen 
mit Nwnlock: 

NW .I_ NE 

m~m 
w~ffi-o ;rop fIJ qJ ~ 

SW S SO 

Die Maus bewegen 
ohne 11Numlock": 

NW N NO 

bJ ctJ B..-sroP 
w-EJ CITLD-o 

s -fniTl go· so 
SW~q : 
Aktion.rmenii Rill1menh 

Btnuuermenu 
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PRONTUARIO 
PERIL 

SISTEMA CINEMATIQUE 
St couiglia di fare delle copie dei dilcb.etti origiAali • unn 
q'll.Hle pet giocue. 

ATTE•ZJOIR: Prima d.i llliziare, u1iC1ll'&ral d1 ••ere a 
d.bpomizioae u d.1.tchetto noto fonnattato n. Cta.i pot er Hl't'ue 
ell ••Ila ill nlta It part! dtl ;loco. 

FVNZIONAMENTO 
lattraatate coatrollato coa U moue, q11.eato qioco della na.o·n 
gea11uioat al coaceatra 1allt cose e11enziall: it piacere e 
111.neahlra ... 

MuoYere l'eroe 
La fl,.ra che ti n.ppresea.ta, la p11oi mao•ere a •olonti 1a.llo 
1cUna.o. htto quello cb.e dtYi fut per fulo 1po1taH, t di 
muo•tre U C1LROH t premere il paltute SOOSTRO del moa.H. 
L'eroe 1l 1poeta, cp.ia.dJ , T\?:IO il puto clle llaJ 1celto. 

Se u oatacolo gll blocca la 1trada, la flgun. 11 ferma . ScegU 
u altro puto cht gli permelta d1 aggirue 1'01tacolo. 

II Menu di llzione 
bcht 1t U mta11 di uioat i piatto1to semplice, puoi 11egu.ire 
tute uioa.J diYene con l'eroe. 

11 men11. d.1 uloae appue quu.do premi il pulaute DESTRO 
del moue. Mao•i la bun del m.ea.a fuao ache DOD eTideula 
l'uioDe dt1iderata, e pnml 11 pul1ute del mo111e. 

Le uioai •ttlr•t• co.a 11 paJu..ate s1111srao del moo•, •oao 
1 ... ,.. •• t1: 

l:JlAMDfE (Eaaalaa): Ti permene di oneDere maggiorl 
LaJqrmuioai 1• u 041getto Delle hle riciauze. Quu.do U 
C"Ulore 11 caal>ia iJt ua 1+', puta aall'oggetto che noi 
uamlnan t prtllli 11 pllhute 11 .. STllO del mo11>e. 

TllU (Pre..U): UH qae1to comudo qaaDdonoi raccogliere 
u oggetto cbe ritlelli potH e11erti a tile . Quudo U cunore 1i 
cuabla u ua '+'. puta eall'oggetto cbe noi raccogliere e 
pnlli il palaute SOOSTllO del moue. 

lllVDITOllT (ln•Hntario): loellca 9U 09getti ill tuo 
poue110. Per ucire cla.ll'La·nata.rio, pre.mi uo dei plll1ute 
del IDODH. 

VU (1'1a): Ti permette di 11u.re u 099etto iD tuo po11e110, 
di eHpire u'uioae 1& cp.a.luqae 09getto o penoDa Delle 
Yiclltaue. Quudo il cunore 1i c&Jllbiil iJt Uil 1+'. 1eegli 
l'oggetto 1.U'eleDco e poi fa.J. cllc 11ill1oggetto o penou. 111. C11i 
lonoiuue. 

ACT (Agtaei): Ti permette di eaeguire u uione 111. qailla.nqae 
oggetto o peraoaa. ()u.&ndo U C"UIOrt 11 ca.mbiil u a.nil 1+'. 
puta 111ll'041getto o penoaa e premi i1 palsu.te SIWISTaO del 
moaae. 
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SPl:All (Parla): Que110 lo ui per pulue .U1. geDte cbe 
incontri. Qaa.ndo il canore 1i cambia iil ua '+', pa.nta 111.lla 
penoaa a C1li noi pulue e prem.i il paLH.Dte SDllSTaO del 
mouse. 

Le uio.ai •ltintecoa JJ palH11teD£SFRO de/ moue, •oaole 
ngaeali: 

EJlAMDfE (l:aaalna): Ti permette di ottenere maggiori 
imJormuiolli 111 un oggetto iil tao po11e110. Maovi la barra del 
mean fino a qaudo DOD eTideazia 1'09getto prt1celto e poi 
prellli U poll&Dte ell SIJllSTIUI. 

VSI: (Vaa): Ti permette di uue un oggetto iil tao po11e110. 
di e1ega.ire u 'uioDe ID qa.aha.Dq"IH oggetto. Ma.oTi la bura 
del mena fiilo a cbe non erideazia l'oggetto prt1ceho e poi 
prellli ii pllhute ell SIJllSTIUI. 

ACT (Apel): Ti permette di e1egu.ire u u.ione ID qa.&lanque 
oggetto in tuo. pOllfllO. Ma.ovi la barra del meDa fino a cbe 
DOD eTideu.ia l'oggetto prescelto e poi prem.i il paJ.11.Dtt di 
SIJllSTIUI. 

Menu dell'Vtente 
Oat1to meac.fomi1ce fUD.Zioni aggiunti·n 1 e appue premendo 
coDtempora.nea.mente i due palsa.nti. 

PAV SE (Pau.aa): Ferm.ail gioco flno a cbe non premi uno dei 
pa.huti del moue. 

RESTART (IUpreaa): Ti permette di ripreDdere ii gioco 
dall'illizio. 

DISK DllJVE (Vnlta Disco): Queot• la 11>i per dire •I 
programma q11.ale drive noi uare per Hlvare i giochi . 

LOAD A GAME (Cariea an Gioeo): Se dt1ideri riprendere 
un gioco 1&1va10 1 qua.ndo ii program.mate lo chiede, inseri1ci 
il di1chetto conlenente i giochi Hlvatol . L'elenco dei giochi 
1alvati appare . MaoTl il car1ore nl nome del gioco da earl care 
e con.term.a. 

SAVE A GAME (Sal•• un Gioeo): Per 1alvare an gioco, 
qa.udo te lo chiede il pro9)'&mma, iueri1ci ii gioco Hlvato. 
Appare an elenco di ta.tti i giochi 1alvati. Scegli uno 1puio 
noto 1 conferma. Digita il Dome 1otto cai vaoi Hlvue ii gioco 
nella cuellil tuto e poi coafermil. Se DOD c1e 1puio1 u1a an 
dilchetto Daovo 1 oppa.re 1alva 1opn an gioco gii t1i1tente . 

ATTE•ZIOXE: Puoi 1alvue UD gioco fint&Dto che l'eroe e 
ucon in Tita. £1 couigliabile UH.re qae1ta opzioDe con 
beqaeaz.1 1 1pecialmente qa.udo ti troTi in litaazioni 
pericolo1e. Da.rute 1.lcune sequeaze Wmate , DOD paoi 
quidue il penoDaggio o HITare U gioco. Ma DOD li 
preoccapare, in qae1te seqa.eaze DOD ti 1accede niente di 
nra.mente pericolo10, oppure e gii troppo tardi per fare 
qaalco1a. 

MUSIC AJfD SOUWD (Muiea e Sonoro): Per attivare o 
diutti•ue la muica e gli~effetti 10Dori. (Solo per PC e 
compatlhlli.) 

Suggerimenti 
• E1amina tutti gli 09getti cbe ti 1til.llDo 'ficiilo. 

• Aniciilatiagli oggetti da e1aminare. Ne11uno e infallibile , 
e ii Do1tro eroe DOD paO vedere i pa.rticolari 1e DOD li enmiila 
da vicino. 

• Leggi attentamente i commeDti cbe app&ioDo. Pouono contenere 
degli illdlzi atilt per il IDturo. 

• hccogli il Dl.i.ggior numero poaihile di oggetti. 
• PeDM ii tutti gli ui polllibili di an ogntto in tv.o J)09e'UO. 

• A;llci dovuqae ti e poeolbile. 

• Palla col maggior numero pouibile di gente. Pottesti otten.ere 
delle pre~ lndicuioDi. 

• Appena ti aenti in pericolo, faJ imme~tamente au copia. 

Se dopo hltto qa.etto, ti troti bloccato in un pun to del gioco, cerca 
di ricord&re ae ti aei dimentie1.to a.a 0999tto, o M! non ha.i fatto una 
cert.I cou prim.A. ... 

ISTRVZIONI DI CARJCAMENTO 
llTAlll 520, 11>40 ST, MEGll ST• STE 
• Accendi il compGter. 
• luerild il dilcheno l nel dri'fe A: 
• Fai GD doppio clic IUll'icoa.a DtLPllINE.PRG. 
• n gioco Ii c:a.rica e gira aatom.aticameDte. 

llllllGll SOO, 1000 e 2000 
(Se ui an AMIGA SOO aenz.a HteuioDe di memoria, deti mccare 
l'uiti dlac:o esteru.) 
• Spegni il computer per almeno died ltC'ODdi. 
• RiacceDdi il computer. 
• IAleriac:i il dlac:hetto KickStart oel clrin DF0. 
• Qu.ndo appue il sollecito per il Workbench, inaerilci il 

diachetto I nel drive DF0. 
• n gioco Ii cuica e gin automaticamente. 

lnstallazlone na Diaco lligldo 
• CootroU. che il oamero ell bf1es diaPonlhih 1111 dlac:o rl;ido ala 

maggiore di qa..ello ua.to d..11 p.rogn.m.ma. 

• Crea an.a no.ova directory e copiaci il contenato di ciucun 
diacbetto. 

~o da Diaco lligldo 
• Fai un doppio clic nll'icona del di.tco rigido. 
• Fai un doppio clic nll'icona della directory cbe contiene il gioco. 
• Fai GD doppio clic nll'icona DELPHINE.PRC. 
• n gioco Ii carica e gin. amomatica.m-.. 

- .,. Diaco lligldo 
• CoDtroU.. cbe il aumero di by1et dlsponibili nl diaco rigido aia 

maggiore di qa.ello uaato d..11 prognmma. 
• Crn ana naova clirec:tory e copiaci il contenato di cia.JCUD 

diacheno. 

Caricamento da Diaco lligldo 
• Fai u doppio clic IUll'icon.a del diaco rigjdo. 
• Fai GD doppio die nll'icon.a deU..directory cbe contiene il gioco. 
• Fai GD doppio cllc sull'icona DELPHINE.PRC. 
• n gioco ai carica e gin aatomaticamente. 

DIM PC E COMPllTIBILI 

in.tallazlone .,. Diaco lllgldo 
• Aceendi il computer. 
• lueriad il dilcbetto DOS nel drive A: 
• Qu,ando il computer e avviato, in.teriaci il discheno 1 nel drive A: 
• Batti A: e premi DfVIO. 
• Batti DJSTALL e premi INVJO. 
• Segui le istruzioni 1allo tchermo. 

Caricamento da Dischi noppy 
• Avvln d& dlac:o. 
• Spegni il computer per Uneno dieci 1econdi. 
• Riaecendi il computer. 
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• luerilci il diacheno DOS nel drive A. 

• Qundoilcompa1ereanato, iuerilc:iildiacbetto l Del drive A. 

• 11.l.ttl A: e prellli lllVIO. 

• Oigita DD.PlllNE e premi DfVIO. 

Carlcamento da Diaco lligldo 

• Batti C: e premiDIVI0{1e il diaco rigido DOD Ii cb.Wn.a C:
1 
batti 

la lenen cbe corriqonde). 

• Digita CD/DD.PlllNE e premi DfVIO. 

• Digiti. Dll.Plllltt e preDLi DIVIO. 

COMANDI TASTIERJl 
• Gli ono tuti frecc:U muovoDo il cunore di a.a pixel oqni 'folta 

che ven;ono premuti. 

• PremtDdo SBllT e GD tuto freed.a , maovere il cunore piu 
npidamente. 

• PremeDdo CTIU. e un tuto f.reccia, colloca il canore al centro 
di ano de9li otto riquadri in cui e lo schermo. 

• U tuto ESC funziona. come il pW&ante dettro de) moo.at. 

• Pttme.ndo CTRL e il tasto S, acce.nde i? speqne il 1onoro. 

• 1 tuti RETVIUC, INVIO e S (qa.ello al centro del tutierino 
numerico) fa.n.z:ion.ano come il palaa.nte lin.istro del moaae. 

• lnoltre, po.of uaa.re i tuti fanzione per accedere direttamente ai 
comandi come 11gae: 

"FI" ESAMlllll 
••rz•• P'REIO>I 
••F3'' DfVENTARJO 
ur4u VSJl 

"FS" llTTIVll 
«F6•' PARLA 
urgn Menu Azione 
11r1on Menu 11tente 

• Premendo 11P 11 aospende il gioco fino ache non Jo prem.i di nao'fo. 

• Premtndo u+ " , accelen l'a.nimazione. 

• Premendo 11
-" 1 rallenta l'a.nimazione. 

Per Muovere la Figura: 

NO N NE 

A 00 
o---@]~E 
~~~STOP 

SO S SE 

Per Muovere il Mou.ae 
Con il taato 

Nwnlock acceso: 

NO N NE mmm 
o~@-E 

STOP ,(TI~ m 
SO S SE 

Per Muovere ii Mou.ae 
Con il tasto 

N~apento: 

NW N NE 

'mm [9j STOP 

w-EJ~ 
S;jTI"ill 0f:i SE 

SW y=J°'W 
Menu Azione Conlerma 

Menu Utente 

C 1990 delia DELPllINE SOITW ARE. Tutti I dirltti rlservati. 
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OPERATION STEALTH PROTECTION CARD

dark blue light green dark green

dunkelblau hellgnjn dunkelgrun

blu scuro verde chiaro verde scuro


