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Important: It is cruel a( to reaa tfre enc(osea <juiae6oo{ 6ef ore 
(oatling tfre game. 

'l{equirements 

• .'Atari ST computer (512/U • 7Yfouse or 1oynic( {optional) 
• Compati6(e cfis( d'riQe (1 or 2) • 'B(an( cfis( {Character 'Dis/U 
• Tll or Qideo monitor • :llftemate '1(,eaOty - 11ie City game d'is~ 

'J{ote: 7Yf a(e sure the game cfis( is Write 'Protected'. 'Do not Write 'Protect 
your Character 'DislC,; 'Use the ST operating synem to ma(e 6ac(up copies of 
your Character 'DislC,; 

<;ettin9 Startea 

1. If you have a machine with '1{07Yf-6ased' G'F2V( ™(the operating Sljnem 
is a(ways in the computer), jun insert Si<le 1 of 11ie City into 'DriQe .'A 
and' turn on the computer. 71ie game CoadS automaticaffy. 

2. If your computer has 'l{.'A7Yf-6ased' G'F2V( {you use a Sljnem cfis( to 6oot 
the macfrine), insert tfre G'E7Yf cfis( into 'DriQe .'A and' turn on tfre 
computer. Once G'E7Yf is Coad'ecf, remove tfre cfis( ana insert Sid'e 1 of 11ie 
City into 'Drive .'A. 'Dou6(e-cCic( on tfre 'Drive .'A icon, tfren open tfre 'Auto 
'Fo(d'er. 'Dou6(e-cCic( tfre :ll'l(,fi(e and' tfre game CoadS. 

you can use tfre secon<I metfrod' to Coad' 11ie City from the 'Des~op, 
regardfess of your operating Sl)Stem. 'J{ote: If you have two cfis( cfriQes, 
use 'DriQe 'Bf or your Cfraracter 'Dis IC,; To use 'Drive 'B, you mun turn on 6oth 
d'riQes and' ensure tfrat tfrere is a cfis(in each 6efore 6ooting tfre macfrine. 



Cliaracter 7Jecision Menu: T1ie Cfiaracter Vecision 7VCenu offers 
four options: 

Uit ?(,to 6ecome a 'l{ew cfiaracter 
Uit 'E to resume an 'E"Xjsting one 
Uit I to Initia(ize a Cfiaracter Vis( 
Uit T for a 'Temporary cfiaracter 

'Press I to lnltlatlze a di's{ for use as a Cliaracter Vlst .'As 
prompted', remo'()e tfie :4ftemate 'l(,eaflt!I d"is(from Vrive .'A and' insert a 
6Cank,_ aisK,; 'Press S'P .'AC'E 73.'A~ to format or 'ESC to cancef. If you (ia'()e two 
d'ri'()es, p(ace tfie new(r;-initiafizei Cfiaracter Vis( in Vri'()e 73 and' rep(ace 71ie 
Ci't!f d"is( in Vrive .'A. 

'Press ?(, to create a ?(,ew cliaracter. .'As prompted', type a 
cfiaracter name (up to 31 fetters) and' press ~'ETU~'J{. 11'ie ne:><J prompt is 
1/erl.f!I !fOllr name. 'Type tfie name again and' press ~'ETU~'J(. you're 
prompted' to remo'()e tfie :4'1(, d"rs( and' insert a Cfiaracter Vis( (witfi two 
ari'()eS, (eave tfie :4'1(, aisf<.. in Vrive .'A, tfie Cfiaracter Vis( in Vrive 73). you 
can store up to eigfit cfiaracters on a Cfiaracter Vis~ 6ut can on(r; p(ar; witfi 
one at a time. 

'Press T for a 'Tempora1'9 cliaracter. 'Foffow tfie promp'ts, pressing 
~'ETU~'J{ after eacfi response. you can't save tfiis cfiaracter, 6ut it's useful 
for getting into 71ie Ci't!f quicR.f r; to Coo( around' and' get tfie f eeC of tfie game. 
you ion't need' a Cfiaracter VisK.jor a 'Temporary cfiaracter. 

'Press 'E to resume an 'E~tln9 cliaracter from a prer>lous 
r>enture Into "Ifie C~. 'Type tfie IV num6er correspondtng to tfie name 
you're using. 'Fo(Cow tfie prompts. 

If 9ou ma{e a wron9 se(ectlon from tlie Cliaracter Veclslon 
1tfenu, press tfie 'ESC (er;. If you ma(e an error wfien typing a cfiaracter 
name, just fiit ~'ETU~'J{ wlien tfie program as~ 1JOU to verify tfie name. 

.'After seCecting from tfie Cfiaracter Vecision ~enu, you're at tfie porta( to 
71ie City (ex.,,isting cfiaracters go stralgfit into tfie game at tfils point). 'To 
enter, press tfie S'P .'AC'E 73.'A1(, 

To S a_,e a Cliaracter: 'Press S to sa'()e your cfiaracter. 'Foffow tfie 
prompts. If r;ou ion't sa'()e your cfiaracter to d"rs~ you'(( Cose it wfien you 
turn off tfie computer. 

73e sure to save a cfiaracter regu(ar(r; <luring gamep(ar; . .'After sa'()ing, taf<..e 
time to ma(e a 6ac(up copy of your Cfiaracter 'DisK,; T1iis war;, if you Cose a 
good' cfiaracter in 6att(e or from d"zsease or otfier misfortune, you won't fiave 
to start from scratcfit 

'To resume p(ar; witfi a saved' cfiaracter, reCoai 71ie City and' seCect 'E at 
tfie Cfiaracter Vecision 7VCenu. 

Compass: 'Finarng your war; around' is simpCifiei 6r; using a compass, 
avaita6(e for purcfiase at Sfiops in 71ie City. Sar; ?(,O wfien a sfiop(eeper 
as~ if you want to see fiis wares. Ue tfien offers to sef( you a compass. Once 
purcfiased', tfie compass appears at tfie Ceft of your screen. T1ie arrection 
you're fieaarng is afwar;s topmost on tfie compass and' tfie arrow a(war;s 
points 'J{ortfi. 

Mouse Contra(: 'At tfie rigfit of tfie screen tfiere are four Carge arrows. 
T1ie Ce ft and' rig fit arrows are for turning Ce ft or rig fit; tfte top and' 6ottom 
arrows are for moving forward ani6ac(warcl 7VCo'()e tfie 7VCouse cursor to an 
arrow am/ press eitfier 6utton. T1iis fiigfiCigfits tfie arrow and' you move or 
turn in tfie direction it's pointing. you can use tfie 7VCouse to enter Sfiops, 
73an~, and' otfier esta6(isfiments, 6ut you must use tfie iown 'Arrow (er; or a 
Jor;stic( to e"Xjt (see 6eCow). 

1oystic( ana 'J(ey6oara Contra(: 'Use a Jor;sticf<.. for quic( 
mo'()ement tfirougft 71ie Cll!f. 'Pusfi up on tfie Jor;stic( to move forward', pu(( 
6ac( to move 6ac(warc(; move tfie Jor;stic( Ceft or rlgfit to turn feft or rig fit. 

7VCo'()ement via tfie 'J(er;6oari is accomp(isfiei using tfte 'Arrow f<..er;s for 
mo'()ement: tfie up 'Arrow mo'()eS you forward', tfie iown 'Arrow mo'()es you 
6ac(warcf, tfie (eft and' rig fit 'Arrows turn you Ceft or rigfit. 

Wfiene'()er you move in anr; dtrection using eitfier a Jor;stic( or tfie 
'J(er;6oarcf, tfie Carge arrow at tfie rigfit of tfie screen (corresponarng to tfie 
direction you're going) is fiigfiCigfitecl 

'To enter a Sfiop, 73an~ or otfier esta6tzsfiment, push up on tfie Jor;stic( 
or press tfie up 'Arrow (er;. 'Puff 6acf<.. on tfie Jor;sticf<.. or press tfie iown 
'Arrow to e"Xjt. 

you a(so use tfie 'J(er;6oari to interact with 6usinesses, re'()iew and 
position your 6efongings, and' <luring 'Encounters. 



• In a 6usiness or clurins an 'Encounter, a menu at ttie 6ottom of ttie 
screen d'rspfags gour options. 'Eacti option tias a f(astifns number or 
(etter. 'To ctioose, press ttie appropriate j(astiins character. 

• 'Press ttie < (6ac~ ancf > (forward) f(eys to set a ju(( account of 
gour condition. 'I1iese f(egs cgde ttirousli a(( ttie menus cfescri6ins 
gour wea(tti, weapons, armour, masic, etc. 

• Some commanc{s gou neecf aren't stiown on ang menu (press ? to set 
a fist of ttiese commanc{s at ang time clurins ttie same': 

'Prus C to Cast a Speff; 

'Prus 'D to 'Drop an item or ctiecf( gour fnventorg; 

'Prus c; to Get an item gou've cfroppecf or d'iscoverec(; 

'Prus 'U to 'Use an item or ctiecf( gour inventorg; 

'Prus 'W to switcti 'Primarg ancf Seconcfarg Weapons; 

'Prus 1' to 'Pause ttie same (press ang 1<._eg to continue'; 

'Prus S to Save a same (joffow ttie prompts,. 
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