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Welcome to the Infocom Adventure Collection! 

Close to twenty years ago, a game called Zork took the MIT campus by storm. Following on the heels of 
the very first interactive fiction game, Zork opened up a whole new realm of gameplay. The creators of 
these text adventures strove for surprising plot twists, mysterious unknown worlds to explore and intrigu­
ing characters previously only found in role-playing games like "Dungeons and Dragons'." " The purpose 
of these games was to challenge the imagination with computerized fiction, and the popularity of this new 
gaming experience soon gave rise to the creation of the company Infocom. 

Infocom created an unparalleled modern form of literature that no other game company has attempt­
ed to explore. The unique text adventures in this collection carry the strength of a good novel which has 
been taken to a new level, inviting the player to take an active role in the storyline. 

We at Activision appreciate the sustained interest and support that our Infocom games have received 
for two decades. As a significant piece of video game history, Activision is proud to present these classics 
to you. 

The Infocom Adventure Collection features five classic Infocom titles with the epic feel of Errol Flynn 
adventures. From a cold-war thriller set behind the Iron Curtain to a search for a legendary pyramid in the 
Egyptian desert, the Adventure Collection takes you to worlds beyond your imagination. We wish you 
many adventurous hours of interactive enjoyment. 

If this collection delights you as we know it will, be sur~ to explore other interactive fiction collec­
tions from Infocom: 

• The Infocom Mystery Collection 
• The Infocom Sci-Fi Collection 
• The Infocom Comedy Collection 
• The Infocom Fantasy Collection 

Enjoy! 
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Border Zone 

Preface to the Story 
Washington and Moscow are the capitals of the Superpowers, but the Cold War is fought at the front 
in Eastern Bloc countries like Frobnia and adjacent neutral countries like Litzenburg. In these 
countries, where all strangers are suspect and all actions observed, paranoia and vulnerability are 
inescapable. In these countries, innocent travelers get caught in the web of international espionage. 
This is the setting for Border Zone. Border Zone consists of three chapters. In each chapter, you 
play a different character (an American businessman, a Western spy, and an Eastern spy) involved in 
the assassination attempt of an American ambassador. Each chapter is a story unto itself, with its own 
unique puzzles and goals. The chapters take place at different times and at different locations; as a 
player, you will get the most satisfaction if you play the chapters in order. Border Zone has a built-in 
clock which drives the story forward. Unlike other Infocom stories, the clock in Border Zone 
continues to tick even while you stop to think. So if you find yourself in a dangerous situation, you 
can't just sit back and relax. Whether you type in a command or not, characters will move around, 
events will happen, and the story will proceed. 

Speeding Up or Slowing Down the Clock 
The clock in Border Zone always runs; it cannot be turned off. However, the clock can move at two 
different speeds: SLOW and FAST. Chapter 1 starts with a SLOW clock; Chapters 2 and 3 start with a 
FAST clock. You can change the clock speed by typing SLOW or FAST. Experienced Infocom 
players ought to try Chapter 1 with a FAST clock, since it's a greater challenge. Slow typists and 
players with weak hearts may find Chapters 2 and 3 more enjoyable with a SLOW clock. 
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Questions 
Every now and then, someone in Border Zone will want you to answer a specific question. When this 
happens, you will see two prompts (>>) instead of the usual one (>) on the command line. You must 
answer the question to proceed; simply type YES or NO and press the RETURN (or ENTER) key. 
Unlike other Infocom stories, time passes in Border Zone whether you type something or not Like a 
real spy, you probably won't be able to plan your moves as slowly and carefully as you want, since 
timing is critical and you are usually being watched or chased. 

FAST - Chapter 1 starts with a SLOW clock. By typing FAST, you can make the clock in Chapter 1 
go faster. Experienced Infocom players are encouraged to play Chapter 1 with a FAST clock, since 
it's a greater challenge. See also SLOW below. 

HINT - If you· have difficulty while playing the story, and you can't figure out what to do next, just 
type HINT. You will see a list of questions you can ask. Just follow the directions at the top of your 
screen to see the hint of your choice. 

SLOW - Chapters 2 and 3 start with a FAST clock. By typing SLOW, you can make the clock in 
Chapters 2 and 3 go slower. Slow typists may find the SLOW clock more to their speed. See also 
FAST above. 



FROB~IZ IZlffi!· 

IAM FROBNIA 

Fortunate Tourists Guide 
and Phrasebook 
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Plmit-iD, rROBt-JIZ! 

Beyond your wild dreams is frobnia, 
a republic to please happy tourists! 
from alpine mountains to billowing 
fields, there is in frobnia for all 
tastes. Although frobnia is mostly 
for crop, do not forget to visit our 
most modern cities, with cafe for 
your pleasure. Also to hand is the 
famous factories of frzi.. 

In frobnia, you will go onboard train, 
th~ efficient transport for frobnian 
and tourist alike. You will find there 
much to please you, from delicious 
refreshments at convenient station 
to cheerful peoples you will meet 

Do not forget to greet your new 
friends. This little booklet helps you 
find precise words to say. 

Enjoy our efforts! Each wonderful 
page shows the treat ahead for fortu­
nate tourists like you ... visitors of 
frobnia. 



PRE:P CflPt-Jil ! 

"WJ Our attractiue peoples 
welcome !IOU to Frobnia. 

"1IJ The shrewd merchants 
of Khoblatz will sell !IOU 
man!I interesting souuenirs. 
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Here are many--saiUteSyou will use 
in our goodhumored country. 

Hello. 
Goodbye. 
Yes. 
Yes, sir. 
No. 
I am sorry. 
Please. 
Thank you. 
You're welcome. 
I can't tell you that. 

Pimsna. 
Zlettna. 
Yep. 
Yep. uaz. 
Nyep. 
lzi slep. 
(no translation) 
Prep tipna. 
(no translation) 
Snemetz pushna. 

OOPZI DDZI! 

Walking on the street, you will use 
many friendly words. 

Excuse me. Oopzi dazi. 
forgive me. Hartzi dazi. 
Pardon me. ·· ..... ~. Pripsa dazi. 
You are in my way. Vinchim dorn. 
It is my fault. · Popka izim. 
It is not_ my fault. . (no translation) 
It's not allowed Nye mneshna ... 
to ... 

take photographs'-. fotomattni. 
here. ·,, 
walk here. ple~ka bli. 
look at this. skopil fresna. 
talk to him/ snemsna /in~/ 
her. dink. \ 
do that. uilmi fresnq. 

You;re under arrest. Ouzna gotc~a. ~-.. ... 



€1-JlfZ, lfR€1-JlfZ, ffiR€1-JlfZ ... 

Even you can learn counting in Frobnia! 

1 Entz 
2 Trentz 
3 Mrentz 
4 Pentz 
5 Gribni 
6 Squibni 
7 Plibni 
8 Glibni 
9 Kipitz 

10 Nimitz 
11 Enimitz 
12 Trenimitz 
13 Frenimitz 
20 Trenimski 
30 Mrenimski 
50 Gribnimski 

100 Nimnimski 
1'000 Nimnimnimski 

1000000 Nimnimnimnimnimnimski 

RilP GDZl-JI~ 

Don't go at haphazard! Plan your 
journey from the interesting sights 
of Frobnia. 

Where is ... Kap ... 
Where are ... Kop ... 

the mountains? edeluas? 
the catacombs? toumzim? 
the swamp? gazni? 

the factory? anzingetz? 
the forest? chopom? 
the market? ugetzis? 
the border? hazbnigetz? 
the road? stritz? 
the museum? folkznip? 
the tunnel? ·blakiz? 
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1 o'clock 
2 o'clock 
2 fifteen 

2 thirty 
2 forty·five 

entz ornim 
trentz ornim 
mrentz-pentz 
gribni ornim 
grip gribni ornim 
entz·pentz gribni 
ornim 

lt-JCfZ kE:ffi rROBt-JIZ! 

Why not make a companion of 
Frobnia? 

Hello. Pimsna. 
My name is ... Riza yorp . .. 

Gurthark. Gurtarl:~. 

Bob. Bob. 
I am from ... lntz kem ... 

Frobnia. Frobniz. 
Litzenburg. Litzenka. 
the KGB. KGB. 

Where are you Kap kladni? 
from? 
What is your ... Snim pli ... 

blood type? corpzim? 
age? heriznip? 
potato ration? oiski huritz? 



DLP! 

Not to worry about emergency in Frobnia. Our many assistants will 
soothe you. 

Help! Alp! 
I've been ... Hapenz ... 
We've been ... Hapninz .. . shot. bangni. 

robbed. stolni. stabbed. uezni. 
killed. hazbni. beaten. 9rushni. 
seduced. o/inki. bludgeoned. reznetzi. 
photographed. fotomattni. garrotted. :meretzni. 

IUFRIZ? 

At the top of the world is medical care in Frobnia. 

Hello. Pimsna. 
I have ... Sufrizim ... 
a headache. anzin. bullet wounds. bangnim enzom. 
diarrhea. nudgetz. stab wounds. ueznim enzom. 
bad diarrhea. nudgetz oboi. cyanide poisoning. poiznim cianidom. 
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On trains is the best way to see the varied sights of Frobnia. 

All aboard! 

Where is track ... 

number one? 
number two? 

Where is the train 
to ... 

Ostnitz? 
Litzenburg? 

Gormnash 

Kap insken ... 
rallni? 
entzen 
trentzen 

Kap choozhoo .. . 

Ostnezka? 
Litzenka? 

µ009/e nomnetz! 
{literally- it will 
leaue without you) 

I must search your 
baggage. 
Open the bag! 
This/that is 
contraband! 
You're under arresL 

Mischen rifna 
ba9ni. 
Enzen ba9ni! 
Esnalfresna 
9orbneshl 
Ouzna gotcha. 



Flt-JGlffi FIIh! 

Why not eat where food is good! It tastes best from Frobnia. 

I would like... Fingim . . . Sorry, we don't Slep, nye fingri ... 
steak. beef. have ... 
lamb. lamb. steak. 
chicken. 
veal. 
fish. 

chicken. 
ueal. 
fish. 

Well, what do you 
have? 
What is 'slopz'? 
Really? 
Is there nothing 
else? 
Where is the 
bathroom? 

lamb. 
chicken. 
veal. 
fish. 

Om, sni fingrom? 

Sni slopz? 
Nyep! 
Fingrom oltz? 

Kap inskem 
uashnoo? 

I'm leaving. Rizitz na. 
You're under arrest. Ouzna gotcha. 

beef. 
lamb. 
chicken. 
ueal. 
fish . 
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TRAINS FROM FRZI TO VIENNA DAILY! 

MThexH Iv frzi late morning ar Vienna evening \'ia Knukla 'J: • > 
f Iv frzi early morning ar Vienna late afternoon via Ostnitz 'J: 

WT express Iv frzi mid-afternoon ar Vienna after midnight ~::>;< 

S Su ex H Iv frzi noon ar Vienna early morning via Yinsli >~* 
MW express Iv frzi late morning ar Vienna midnight 

H "vacations" Iv frzi mid-morning ar Vienna early evening >?<j{ 

Th S express Iv Vienna late evening ar frzi noon :::!:: 

MW f ex H Iv Vienna afternoon ar frzi early morning via Yinsli 'J:. > 

via Ostnitz >~* 
Su Iv Vienna morning ar frzi early evening & Knuckla ::s 'J: • 

TM express Iv Vienna noon ar frzi late morning ~~ •! 

f S Su 
~ ...!.>. • 

"weeksend" Iv Vienna early afternoon ar frzi midnight via Sizka 

ex H express Iv Vienna evening ar frzi noon -;i:t> 

Please $ee agent for current schedule. 
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_J LJI .....___ om____,m 
1 
[ · RIZNIK'~ 

~QI SQllRE II ANTIQUES 
R1mn ·Rare Books and Curios· 

In Historic Ostnitz for 35 Years 
\'elkom! Pimsna.! Welcome! · Willlommen! 



Cutthroats 
In CU'ITHROATS, you are a skilled diver living on Hardscabble Island, a small seaport past its 
prime. You will try to salvage a sunken treasure from one of four shipwrecks; if you are successful, 
you will be fabulously wealthy and enonnously respected among old salts. Some characters in the 
story will help you; others will try to stop you any way they can. If you can think logically and keep 
your throat intact, the treasure can be yours. 

There is more than one shipwreck in CU'ITHROATS, but you will be trying to recover only one 
particular treasure each time you play. When you restart the story, you may find yourself diving for a 
different treasure. 

Special Commands 
PUSH (something) TO THE (direction) - Pushing something to the North, the South, or some other 
direction, may prove useful under certain circumstances. 

WITHDRAW (some amount of money) - Enter the amount of money as a number preceded by a 
dollar sign ($). They're your life savings. Use them as you see fit 

There are many other words and phrases, including: ATTACK, BREAK, BUY, CLIMB, CLOSE, 
CUT, DIVE, DRINK, DROP, EAT, EXAMINE, GIVE, INSERT, JUMP, LOCK, PULL, READ, 
RENT, SLEEP, TAKE, TURNOFF, TURN ON, WEDGE, WIND, YELL. 

About the Author 
Michael Berlyn is a writer whose books include The Integrated Man and Crystal Phoenix from 
Bantam Books. He is the author of SUSPENDED, INFIDEL, and CUTTHROATS, all from Infocom. 

Jerry Wolper. Jerry Wolper majored in computer science at MIT before coming to Infocom in 1982. 
He is often considered Pittsburgh's greatest contribution to interactive fiction. 
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Four Shipwrecks 
off 

Hardscrabble Island 

HARDSCRABBLE HARBOR HISTORICAL SOCIETY 

INTRODUCTION 

FROM THE TIME IT WAS FOUNDED by Reverend Ezra Gladstone 
and his followers in 1692 until the decline of the fishing industry 
in the 1920s, Hardscrabble Harbor was an important port for the 
sailing ships of the world. Its deep channel offered sufficient 
draught for everything from sloops to the giant five-masters of 
the late nineteenth century. (Islanders who remember the 
Harbor's boom years say that at times there were more foreign 
sailors roaming the Wharf Road than there were Hardscrabble 
natives.) 

However, like any other seaport, Hardscrabble has its 
treacherous shoals and narrow straits. Consequently, a side effect 
of the great sea trade was a number of shipwrecks. This volume 
concerns four of the most famous vessels to go down in our 



waters: the Sao Vera, the H.M.S. Intransigent, The Fianna and the 
S.S. Leviathan. 

Many stories have sprung up over the years in regard to the 
fates of these ships. Some of these tales are based on fact; others 
are little more than strands in the fabric of local legend. By 
searching through the town archives (and in the case of the 
Leviathan, conducting interviews with survivors), we have 
endeavored to separate truth from fiction. 

While the subject of this book is one of tragedy and great 
loss of human life, we hope it will prove enlightening to the 
reader, as well as valuable to anyone who might wish to explore 
these old and historic wrecks. 

THE HARDSCRABBLE HARBOR HISTORICAL SOCIETY 
August 1937 
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SA.OVERA 

THE SAO VERA WAS ONE OF THE FIRST ttansallantic cargo ships, carrying gold coins and 
jewels to Ponugal from its colonies in the New World. The ship was built to carry a crew of 110, and 
had a wide stem to allow for a great cabin oft in the style of the large merchantmen of the day One of 
her most striking characteristics was a figurehead in the shape of a lion. 

Dame Fortune seems to have smiled on the Sllo Vera at first. During her maiden voyage, she 
struck a reef near the island of Santo, but against all odds limped to the Brazilian mainland with no 
loss of life or cargo. A year later, the Spanish set fire-ships laden with explosives adrift in Recife 
Harbor, destroying much of the Ponuguese merchant fleet moored there; the Sllo Vera, however, was 
in dry-Oock for repairs and escaped unscathed. 

Tragically, her luck failed to hold out through the succession of violent gales that pummeled 
her in the fall of 1698. The first of these blew the ship off her course for Rio de Janeiro in mid­
October, causing severe damage to the hull. Before this could be repaied, a second gale swept down 
on the Sao Vera, carrying her into the waters near Hardscrabble Island, where she foundered for days. 
The fatal blow was struck when a third vicious storm broke upon the disabled vessel. The captain, 
Juan Estaban de! Cano, went down with his ship, and all hand save two were lost The survivors 
managed to make their way to Chocteague Neck by clinging to a broken spar. They were pulled from 
the icy wate.rs, frostbitten and near the point of hysteria, by passing fishermen two days later. 



H.M.S. INfRANSIGENT 

THE INrRANSIGENT WAS A BRITISH W ARSJilP of the frigate variety. She was used by the 
Royal Navy primarily for patrolling the sea lanes between Africa and North America in the eighteenth 
century, although it was rumored that one of her skippers, "Icy Will" Bose, secretly employed the ship 
for smuggling slaves and ivory to the colonies. 

This man-o-war was armed with 40 guns and led a colorful history. In 1745, for example, 
she was attacked by corsairs while anchored off the Ivory Coast, but managed to escape by cutting her 
cable. Three years later, she was engaged in an action against a French convoy near Gibraltar. 
Disaster was turned to victory, however, when the captain of the Intransigent, Sir Harle Perkins, 
skillfully lured the enemy into the Straits, where a detachment of British warships waylaid and routed 
the French forces. Pirates commandeered her for a brief time in 1759 by attacking at night and 
overpowering the sleeping crew, but they were caught and hung on what was then known as 
Hispaniola (an island which has since been divided into the Caribbean nations of Haiti and the 
Dominican Republic) shortly thereafter. 

Captain Bose took command of the Intransigent in 1761. It sank under extremely mysterious 
circumstances five years later, in 1766. Bose, who was said to have survived, was never heard from 
again. A number of unreliable sources reported him living in luxury somewhere in the West Indies, 
and one s\ory claimed that he eventually died in a duel over a certain lady of British nobility. None of 
these tales has ever been substantiated. 
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THE FIANNA 

THE FIANNA WAS ORIGINALLY KNOWN as the Gloria Dieu, a British tea clipper built for speed 
to race across the great distances of the China Trade routes. She was designed by Phineas Hayes, then 
commissioner of Chatham Yard, and was laid down in Woolrich in 1869. The vessel was composite­
built; that is, while she was an ironclad, her keel, stem and sternpost were of wood. 

The Gloria Dieu did very well at the tea trade, and later, when the Suez Canal put it at a 
disadvantage to the newer steamships in that line, she was concerted over to the Australian wool trade. 
It was while she was sailing from Melbourne to Liverpool in late 1878 that she was attacked, boarded 
and hijacked by "Iron Mike" Quinn, the last of the great pirates. Iron Mike's men ruthlessly murdered 
the entire crew of the Gloria Dieu, and the pirate king himself re-christened the clipper "The Fianna" 
after a legendary band of Gaelic warrior heroes. The next nine years were bloody pages in the story of 
the vessel.. Under Iron Mike's iron hand, the cold-bloodedly efficient buccaneers pillaged and 
plundered the high seas, raiding more than 150 merchant ships. 

There are several widely disparate versions of how The Fianna finally went down. The most 
believable of these stories is that after Iron Mike and his crew relieved the Scottish mercantile vessel 
Donalwald of its cargo of rare whiskey in 1887, they failed to notice a partially submerged ledge 
located to the northwest of Hardscrabble Island. It is believed that currents caused her to drift from 
the point where she was lost 



S.S. LEVIATIIAN 

IN 1903, HOLLYWOOD CRUISE LINES announced its intention of construction a new 30,000-ton 
express steamer. The Leviathan was to be the last word in all that constituted luxury, from the 
extremely rare materials used in the decoration and paneling of the ship's many saloons and lounges to 
the extraordinary plushness of the private suites and cabins. The Leviathan was also designed to be 
faster than any competing cruiseship of her time-without sacrificing passenger comfort 

The vessel's speed might have saved her had it not been for a last-minute compromise by the 
directors. A decision was reached to increase the amount of space allotted to first-class passengers. 
However, because of the extravagant size of each first-class compartment, it was necessary to 
"borrow" space from other parts of the ship. 

This ultimately resulted in a modification of the hull, which compromised the Leviathan's 
ability to achieve her originally specified top speed. Otherwise, she might have been able to 
outdistance the Gennan warship that sent her to the bottom near Hardscrabble Island in 1916-at least 
long enough for help to have arrived. As it was, all passengers escaped in lifeboats, but Mr. 
Alexander Moorehead's famed stamp collection, encased in glass, was lost, along with many other 
items of value. The Gennans later excused the sinking claiming that the U.S. was using the Leviathan 
to ship weapons to Europe, but this accusation was never substantiated. 
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RAMBUNC WITH JACK 
A LETTER FROM THE EDITOR 

In the brotherhood of true adventurers, no name was 
more revered than that of Moose "Moose" Llasko. I 
say "was" because it saddens me to report that 
"Moost-" has passed into the Great Beyond, a victim 
in a hopeless wrestling match with a giant octopus 
who attacked his underwater bagpipes quartet. 

I always admired "Moose" because in many ways 
he reminded me of myself. Like him, I wasn't exactly 
born with a silver spoon in my mouth. Oh, no. A kid 
growing up in UeU 's Kitchen teams pretty early about 
survival of the fittest. Or he doesn't survive. I re­
member, for instance, the time in kindergarten when 
I dropped my crayon and lillle Danny Esterhazy 
kicked me in the teeth. And then there WJS the time 
when I was holding the ball for a field goal in the 
Thanksf,iiving Day game, and Danny Esterhazy delib­
erately missed the ball . . . and kicked me in the teeth. 
But most of aU, I recaU my senior prom. And how my 
date and I snuck outside the rec hall for a little neck­
ing. There wJs a light, cool breeze in the air, and the 
fr.t!,>r.mce of the river was in our nostrils, and I could 
feel the wet !,'l<tSS through the holes in the soles of my 
two-tones. It was a maf,iic moment indeed-and then 
and there, gazing into my !,iirl 's eyes, I made the most 
!mportant decision of my life. I knelt down on one 

knee, and began stammering my proposal. And she 
kicked me in the teeth. I later found out Danny Es­
terhazy had paid her to do it. 

I learned a lot from those childhood experiences iri 
lleU's Kitchen. I learned that life is a jungle. I teamed 
that after a certain 1x>int, aU the reconstmctive dental 
surgery and expensive braces in the world won't make 
a bit of difference. And I learned the real survivors are 
the ones who end up in the NICE UIYI'OWN OFFICE 
BUILDINGS with GORGEOUS SECRETARIES 
and jobs which let them SEE THE WORLD and 
wmTE WIDELY READ EDITORIAL OBITUAR­
IES about their FAMOUS FRJENDS! Think about 
that while you're peddling papers at your corner 
newsstand, Danny Esterhazy, you bum. 

Anyway, this issue is dedicated to Moose "Moose" 
Llasko, a real nice b'lly. 
'Tit next month, 

Jack "Jack" Zumwalt 
Managing Editor 
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OUR READERS' OWN 
TRUE TALES OF ADVENTURE 

steaming In the 'Tropics 
The Mogga Beast is dead. None of the natives dared 
brave its poisonous tentacles and lashing spiked tail, 
so they hired nw to do the dirty work for a cool million 
clams. After chumming the w.iternear the Creal J{eef 
to stir up the creature's bloodlust, I dove in and 
w.itched from beneath a cornl arch. Not one minute 
after I'd reached my hiding ph1ce , I saw Mogga slither­
ing through the murk, all fifty horrifying feet of the ' 
brute. And he saw me - my bubbles had given me 
away. 

It was do or die . The beast was almost upon me be­
fore I'd uncapped lhe dart. Ill' took a swipe at nw with 
his anterior tentcJcle, hut in his frenzy, he missed by a 
hairbreadth. And that gave me the split second I 
needed to pump 20 cc's of strychnine into his gaping 
maw. That night, I delivered Mogga's head to the 
chieftain. 

My problem is this: Does anybody have any sug­
gestions on where I can unload 1673 bushels of cherry­
stcmt>s? Fishmarkets, rush your orders now! These 
things are starting to stink up the joint. 
(Name withheld by request) 
P.O. Box3 
Lesser Wug-lukka Atoll 
Near Mindanao 

Dune Buggies 
The name has been bandied about in the press to such 
an extent that I need not identify the subject of this 
letter. Sullice to say that this 1,rreat explorer boldly 
threw caution to the wind and championed my effort 
to locate the phantom pyrnmid whose existence my 
father had postulated. That the quest ended in inde­
scribable horror is the world's tragedy. In the words 
of The Bard: "Sleep well, heroic soul, 0! let/ Not 
dread Isis' sandfleas in thy khakis get." 
Ms. Rose Ellingsworth 
(Address withheld by request) 

ReQulem for a Lightweight 
The rat had it coming! Commandeered MY expedi­
tion, and cut me completely out of the action. L>on't 
believe one word of that sob story the Ellingsworth 
dame is leaking to the media. And if anyone's inter­
ested in an assistant's job for an exploration outfit, you 
can shove your resumes! From now on, I go it alone. 
Cmige 
(Address withheld by force) 



DANGER 
AT FIFTY 

FATHOMS! 
by Hobie Brinston 

"IT'S TRUE!" TllE NATIVE 
SHirnmED. "BIG l'EAl~L­
lllG LIKE A MONSTtm!" Sure. 
I'm a def'p-sea diwr. Who isn't? 
II ave been almost all my life.· But 
that doesn't mean I've cwr run 
into a 2,000-pound oyster 
wrapped around a 400-pound 
pearl. I mean. gimme a hrt>ald 

I st:ired ;it the pitiful native and narrowed my eyes. I 
tried to imagine ;i pearl that large and how I rnuld g!'l a 
photograph of it for this issue of TIWE TALES OF 
ADVENTUl<E. 

"Yeah. sure," I quipped in true adventurer's fash­
ion. "t\nd where did you see this pearl?" 

The wretched native shulnc>d his feet and stared al 
th<• sand, digging his hig toes into the gleaming white 
silica. "You pay, and I take you out there." he said. 

Sounded fair lo me. I had the underw·Jter e<11nera, 
some unused film and som<' dough from a risky hut 

profitable raft trip up the Congo, so l was halfway 
there already. l figured l 'd better outfit myself for the 
dive, lhou!(h, since cameras don't help you breathe 
underwater. And the first thing I needed lo know was 
what kind of equipment l would n 'ed. 

"A Diver without Equipment is like 
a Fish without Gills" 

"It's trne," I thought as I wandered over to the marina 
and checked out what they had. The standard stuff, 
scuba equipment, was something I was very familiar 
with. I knew what kind of tanks I'd need, and I also 
knew that l 'd need fins and a wel suit. 

Scuba gear. as all you divers know, has ils limits. 
You wouldn't want to go mucking about in the deep 
blue sea deeper than 250 feel or so in scuba !(car. 
You 'd use up your air so fast. you wouldn't even have 
time to blink! 

The marina ht1cl a crnnplele line of deep-sea diving 
gear, loo, which included diving suits, air compres­
srn-s and those cute mct<il helmets. 
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Anyw:1y, I fiJ.,'llrt-'tl since the native diver lu1d spot­
ted the pearl in the oyster and he'd done it without 
deep-St •a diving t'quipnwnt. all I'd need for:i success­
ful divt> w:1s the scuh11 stun: 

I m.ade sure my tanks were fully charged (no sense 
running off half-cocked) and loaded the stuff onto the 
boat. The native arrived at just the right time for us to 
catch the tide, and we took off onto the ocean blue, 
whitecaps just starting to form. 

If he'd been much later, we would have had to put 
off the whole expedition, but he seemed to lu1ve an 
intuition about when the tide woukl be in. At low tide, 
it would lu1ve heen treacherous and downright suicidal 
to dep;irt from the tiny harbor, possibly puncturing 
our bottom on the coral reefs, in the attempt. 

"Cocktails for TWO" 
"It's true," the perStm in the marina warned. "Dive 
too deep in scuba gear and you can end up in more 
\\/filer than you can shake a slick at." Well. I sure 
found myS(•lf owr my head on I his fatt>ful day, and if it 
wasn't for . .. well, if it w:1sn'l for my quick thinking and 
derisiveness, I wouldn't be relating this true story 
right now. 

Anyway, it S{'cms I stayed down a little too long. Or 
nu1ybe I dived a little loo deep? But there I w:1s with 
my camer.i on the ocean floor, with this huge mother­
of-pearl staring me right in the kisser. I quickly un­
folded the camera and sd it up, getting just the right 
anglt'. 

I had been fiddling with the focus and the exposure 
setting quite a while when I suddenly got this creepy 
feeling that I was being watched-that I was not 
alom·! I looked around, hut all was still. Suddenly, 
s11111t'lhing 111ov1•d about 20 ft'l'I in front of me! It was 
hig-too big for m1• to ignore. Could have been a har­
rarucla, or a shark, or any ont• of a hundrt•d horrihle 
things. I dan·d not move, but th<' hubbies from my air 
lank rnnlim11·d to rise and madt' my localion a dead 
g1v1·away. 

A f1·w 111on· minutl's pass1·d. and nothing hap­
pcn1·d. Nothing in front of 1111· moved. I shook my 
h1•ad, figuring my imagination was playing tricks on 
me. I realiu·d l hat tlw huge oysll'r was there before 
nw, mouth sl<1rting to open wide, and the time for tak­
ing the picture I'd carefully planned for was now. 

As I looked through lht' viewfinder, something 
strange happened. From behind me I heard a voice, a 
woman's voice, humming! I turned around as quick as 
a dart fish, but only in time to see the colorful caudal 
fin of some large tish swimming away. 

By now I was sure that I w:1s haUucinating; nitrogen 
narcosis, perlmps, w:1s setting in. I figured I had only 
five more minutes unde1water before I ran out of air 
completely. Once again, I looked through the view­
findn and s;1w th<' inrredihlc pearl in p1•rfcct focus. I 
reached for the shutter release. "Now," I coached 
myself. "Take the picture and go up." 

"Focus in and find the finest," a voice said behind 
me. 



I whiprx•d around and there, smiling al me. head 
tilled coyly, was a lx•auliful mermaid! I stepped back 
in wonder and awe; I vab'llely recall bumping into my 
tripod and watching my ramer.i fall on lo the pearl. The 
oyster dosed up, and my rnmer.i w;is gone! 

The mermaid laughed. "Spec~tlly focused with a 
narrow, even beam," she said. 

My inifo1l shock turned lo curiosity-and fear. Was 
this magnilin·nt und ·rworld crl'alure trying lo tell mt• 
something, or warn me of somt• danger? If so, I could 
not decipher her cryptic messages. But before I could 
think of something lo say, she sang, "Compact, 
cllicient and rechargeable ." Then, with a waw of her 
haml and a flip of her lail, she was gone! 

Oh, how I wish I could have followed! But as Fate 
would have it, I had barely enough oxygen to get lo l he 
surface. Sadly, I lookt•d one last time al lht• rlost•d 
oyslt'r, whirh ronlai1wd my t•x1:icnsivl' l'quipmenl and 
a much more valuable gem. Longingly, I lookl'd lo­
ward the shadows into which the mermaid had disap­
peared; but there was, of rourse, nothing lo sec, and I 
started up. I l><'gan my ascent not a second too soon, 
for my tanks were empty when I rcarhl'd lhe surface. 

"The pearl!" the native shrieked. "Did you see 
it?" 

I nodded my head. I had seen it all, and it's all tnie . 

ll. C. w.,:Kktcr ci.,ro won our rt'<:<'lll STRANCE llNJIERWATER 
ENCOUNTERS rnnkst w11h this •·ntry, t•11ti1!.·1I. '" Fish Say ilk• 
llarn<·d.:sl 'l11111gs!'" L'la111" W<·a<ld<·r, '"II ask,•d Ilk' lor .111 K·b)'·IO 
gki.sy. ll111l<·s1! 00 
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THE RETURll 
OF THE llATIYES 

Ray Lily and Bill Burroughs knew there was a fabulous ~asure 
lying somewhere below die dark waters off Pagu Reef 

All they had to do was find the right natives lo lead them to it. 

"IT'S TRUE!" say the intrepid 
adventurers in unison. "We 
won fame and fortune in the 
South Seas!" Today, Ray and 
Bill live a life of opulence in 
their Florida Keys compound. 
And, as Bill says, "We earned 
every bit of itl" 

For 10 years prior to their 
Pagu adventure, the two had 
run a marginally successful sal­
vage business in the Florida 
Keys. Then one day, Ray de­
cided they should return to the 
South Sea island of Pagu where 

Bill and Ray had plenty to smile about on their arrival back in 
the States. Aller their press conference, they were hustled off 
to a nasal swgeon for reconstructive swge:ry. 

Pagu's Pug Pap tribesmen talk 
of rare gems that were trapped 
in ancient sunken wrecks off 
Pagu. 

"Luckily, I believed every 
word of it," Ray said, "and I 
knew that the only way to get 
a crack at that treasure would 
be to "go native.' " 

Lily recalls: "After life in 
America, it was tough becom­
ing a native again . But we 
learned to adjust to the Pug Pap 
ways-the hammocks, the Ytk 
Fish Stew, the roast grubs and 

he had been stationed as a Merchant Marine just be­
fore the Korean War. Thirty years ago, Ray had heard 

the ' dress.' Of course, Bill and I weren't trying to be 
Margaret Mead-type anthropologists; we were strictly 



in it for the money. 
"After about eight months of acculturation, we 

were able to recruit two Pug Pap guides who would 
take us out on the reefs to some of their sacred fish­
ing grounds. "Magic Lim' and "B.C.,' as we called 
our two companions, proved to be able, if somewhat 
superstitious, partners. They refused to dive. But they 
did show us where some of the wrecks 'might' be 
found. 

"We worked some of the world's most treacher­
ous waters in those two years. Deep cuts between 
islands where the current came through like a freight 
train . Underwater cliffs. And shark-infested reefs 
where no man had ever dived before. 

"Finally, in our twenty-first month, we started find­
ing some giant rock outcroppings that looked like the 
hulls of ships. After eight dives to one particularly 
promising site, we hit pay dirt. Bill went down about 

nine fathoms, and I was up top on shark watch with 
B.C. Suddenly, Bill burst to the surface holding a fi­
ery red rock about the size of a golf ball in his hand. 
When the sun hit it and it sparkled, my heart nearly 
came out of my throat. It was the biggest ruby I had 
ever seen. 

"The rest, as you know, is history. We spent the 
next three months hauling gems out of the belly of the 
old boat and ferrying them back to the island. Eight 
million dollars worth. We unloaded most of the take 
in Hong Kong, then flew back to Pagu with a team 
from the Natural Graphic Society. They had hoped to 
bring the old stone boat up. It was too heavy. But Bill 
and I had what we wanted. We were millionaires!" 

Editor~ not.: B1mo11gh.r and Lily have establisMd a 1Tust Fund for 
the native tribes of Pagu and neighboring islands as thanks for their 
unflagging assistance throughout the o~ration. 

29 



30 

REFURBISHED 
REGULATORS 

Better Than New! 
Wlmlhrr you'rn diving in lhc icy w;1h!rs of lht: 
Norlh /\tlanlic or 1111: s.nuly d1:plhs of tho South 
l~1cilk. yon want a regulator yu11 c;111 trust. Timi's 
why so many divers use l111pcrial rcfurliislllJu rcg­
ulalurs: a thcrmuplastir. vulvt: system prevents icc­
up in r:v(!11 thn cold1!st wat1:rs. and all lmtmrial 
products an: tll() p1:n :1:nt corrusio11-fn:u . Most 
11tlwr regulators n:quin: adjust11m11ts in tho first or 
second slagfls of diving. IJ11t lmpt:rial rnfurbishud 
rng11lat11rs adjust ;111tu11rntii;ally. 11111i11taini11g a 
strn1dy llow fur 1:asy hrt:alhing. 

"1111111/u/11111l'f/1wt11111/ 1111u111/\ 11111\\J~1 · 11 11';1.!11l11f1 !d 
n·111r1111:-. 11pjtn1\1111ull'/r 11111 l11111g 1•d n111/1111111/h 

n~1m/11•:-.,, u/ dq1f/1. lunk 1111 •s., 11n · or dn1•1 pu:-.1lu111 " 

:->1u11N1·ulH·11\ 
l '111/1-. .... -. 11t1111/l)1\1•r 

DID YOU KNOW ... ? 
1'11ne arc ;i!l8 rhcrryslom· dams in ;1 bushel. 



NEPTUNE'S 
BRITE-2000 

Focus In and Find the Finest 
Don't go diving without Neptune's Brite-
2000, the best underwater light source 
money can buy! Who knows what trea­
sures await you in the rich dark deep- IF 
you can see them! Our super-deluxe un­
derwater flashlights are specially focused 
with a narrow, even beam. Compact, 
efficient and rechargeable, Neptune's 
Brite-2000 is ideal for day or night diving! 

Available in all fine underwater light 
source stores. 
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~ 
OUTFITTERS 

INTERNATIONAL 

FALL/WINTER 
SUPPLEMENTAL 

PRICE LIST 
$ AUTHORIZED SALES 

AND SERVICE 

$ OPEN ALL YEAR ROUND 

$ MARINA FACILITIES 

$ LAUNCH, HAUL A REPAIR 

$ SHIP CHANDLERY 

$ RENTAL VESSELS 

VOU'll "ICNOT" FIND 
BmER PRICES ELSEWHERE! 

Diving book . .. . . . . . . . . . . . . . . . . . . . . . $20 

Nautical charts . . . . . . . . . . . . . . . . . . . . . $150 

Flashlight . . . . . .. . . . . . . • . . . . . . . . . . . $24 

Dry cell . . . . . . . . . . . . . . . . . . . . . . . . . . . $5 

Small air compressor (rental) . . . . . . . . $100 

Tube of putty. . . . . . . . . • . . . . . . . . . . . . . $15 

C battery . . . . . . . . . . . . . . . . . . . . . . . . . . $1 

Net ........................ . . . .... $50 

Spear gun . . . . . . . . . . . . . . . . . . . . . . . . . $45 

Compass . . . . . . . . . . . . . . . . . . . . . . . . . . $50 

Location box ...... . ........... . ... : $1000 

Portable electromagnet . . . . . . . . . . . . . $250 

Diving cage (rental) . .......... . . A~~O~ 
Shark repellent canister . . . . . . . . . . . . . $20 

Winch ......... . ...... . ........ . .. . $300 

Anchor. ...... ... .............. . ... $50 

" The tourist folks come here in June with a 
clean shirt and a ten-dollar bill .. . and they 
don't change either one the whole summer." 
(From Captain Haskell's Logbook) 



"U-TRAWL-IT" 
RENTAL VESSELS 

THE NIGHT WIND 
44' trawler, sturdy, 
steady. Capable of 
handling heavy fish­
ing and dirty weather. 
Maine built 1970. 

Wheelhouse, split Deme winches and rigging 
new 1981 . Loran, radar, recorder. Rigged for 
snapper/grouper fishing. 1000 gals. fuel, 500 
gals. water capacity. 10,000 lbs. fish hold. 453 
Detroit Diesel. Pot hauler, hydraulic steering. 
2" shaft, Quad nickel propeller, deck hatch, 
bilge pump, fuel-water strainers, 8" fiberglass 
muffler. Can be transported on existing triple 
axle trailer. Now in water and completely 
seaworthy. 

THE MARY 
MARGARET 
55' salvager, ideal 
for deep-water recla­
mation jobs. Oak 
construction . Over­
hauled V8-71 Detroit Diesel, Allison gear. 
Electronics, rigging, ground tackle. Well out­
fitted, fast, dependable. Finished fo'c'sle, 20' 
tower, 16' pulpit. Cuttyhunk built 1975. Sonar 
1/2 mile color, color sounder, radar, loran, VHF, 
CB, hydraulic steering, s/s hydraulic and fuel 
system, s/s prop and rudder basket. 1400 
gals. fuel, 600 gals. water capacity. Comes 
complete with deep-sea diving gear, including 
compressor. 
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Infidel 
Preface to the Story 
You like to think of yourself as a bold and adventurous soldier of fortune, daring to brave the perils of the Egyptian Desert in search of a 
great lost pyramid. In fact, you're a small-time explorer, and you've just been marooned by your crew. Thoughts of getting lost, starving to 
death, or dying of thirst cross your mind, but you are sustained by the faint hope that you can somehow find the pyramid in this smoldering 
heal You're all alone. Perhaps the sun has affected your thinking. Do you really expect to find a lost pyramid in this vast, endless desert, 
much less survive? Even if you do find it, can you get inside? Hardest of all, are you capable of matching wits with the ancient Egyptians? 
Still, you 're driven onward against desperate odds. Undreamed-of riches and treasures beyond imagination await you. And your pride and 
dignity, your reputation and self-esteem, are at stake. 
For you are branded INFIDEL. 

About the Author 
Michael Berlyn is a writer whose books include The Integrated Man and Crystal Phoenix from Bantam Books. He is the author of SUS­
PENDED, INFIDEL, and ClITTHROATS, all from lnfocom. 
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~iRELMENHIR I 

"' "' FLIGHT· DESTINATION• ~ SEAT NUMBER• - TICKET NUMBER• 
ftS 976Y EL MENHIR-EGYPT 138 AISLE 0098 764 9823 a. 
0) DATE OF FLIGHT· BOARDING TIME• NON-SMOKING ESTIMATED 

c JULY 9 3 PM 
TIME OF ARRIVAL· 

·- CLASS· 2:30 PM JULY 10 "C COACH ~ 
GATE• DEPARTURE TIME· 

ftS 23 3:25 PM I 0 m 

36 



37 



38 



39 



40 



41 



42 



43 



44 



45 



46 



47 



48 



49 



+lOTE{f~MERlCAlN 
Abbas Hi I mil Blvd. El Menhir, Egypl 8-6130-5 
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+lOTEz.f@MERlCAlN 
AbbOs Hilmil Blvd. El Menhor, Egyp• 8-6130-5 Coble: HASKEUOTELS 
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Plundered Hearts 

Preface to the Story 
Plundered Hearts is set in the late 1600s, where you are living the genteel life of a beautiful young 
Englishwoman. You have received news (the note included in your game package) that your dear 
father is ailing, and so you are travelling to the West Indies to care for him. As the story opens, the 
ship you are aboard is attacked by pirates, and you are carried off bu the dashing pirate captain! But 
this does not dissuade you from your detennination to find your father. Along the way, you shall 
encounter danger, adventure ... and more than a touch of romance. 

About the Author 
Amy Briggs was born a quarter of a century ago in a small town in western Minnesota. She graduated 
in 1984 from Macalester College, St Paul, with a degree in English, specializing in British Literature. 
Strongly influenced by Jane Austin and Ian Fleming, she has often wondered what would have 
happened had Elizabeth Bennett met James Bond. 
Plundered Hearts is her first Infocom story. 

Special Command 
HINT - If you have difficulty while playing the story, and you can't figure out what to do next, just 
type HINT. You will see a list of questions you can ask. Just follow the directions at the top of your 
screen to see the hint of your choice. 
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TRINITY 
You're neither an adventurer nor a professional thrill-seeker. You're simply an American tourist in 
London, enjoying a relaxing stroll trough the famous Kensington Gardens. When World Way m 
starts and the city is vaporized moments after the story begins, you have no hope of survival. 
Unless you enter another time, another place, another dimension.Escaping the destruction of London 
is not the end of your problems, but rather the beginning of new, more bizarre riddles. You'll find 
yourself in a exotic world teeming with giant fly traps, strange creatures, and other inconveniences. 
Time and space will behave with their own intricate and mischievous logic. You '11 visit fantastic 
places and acquire curious objects as you seek to discover the logic behind your newfound universe. 
And if you can figure out the patter of events, you'll wind up in the New Mexico desert, minutes 
before the culmination of the greatest scientific experiment of all time: the world's first atomic 
explosion, code-named Trinity. 

Some Recognized Verbs 
This is only a partial list of the verbs that Trinity understands. There are many more. Some of the 
verbs listed can be found in all Infocom stories; others are included especially for Trinity. Remember, 
you can use a variety of propositions with some verbs. (For example, LOOK can become LOOK 
INSIDE, LOOK BEHIND, LOOK UNDER, LOOK THROUGH, LOOK AT, and so on.) 
ASK EXAMINE POUR TOUCH 
ATTACK EXIT PULL UNFOLD 
CLIMB FILL PUSH UNLOCK 
COUNT FOLLOW RAISE UNSCREW 
CUT KNOCK SHAKE UNTIE 

65 



66 

DIG 
DRINK 
LOOK 
THROW 

LIE 
LISIBN 
STAND 
ENIBR 

Special Commands 

SHOW 
SMELL 
EAT 
OPEN 

WAKE 
DROP 
OFFER 
TIE 

TIME- This gives you the current time of day in the story. In Trinity, using this command does not 
advance the story's internal "clock." You can abbreviate TIME to T. 

About the Author 
"Professor" Brian Moriarty built his first computer in the fifth grade. This early experience with 
electronics led him to seek a degree in English Literature at Southeastern Massachusetts University, 
where he graduated in 1978. He lives near the bridge in Historic Concord, is a member in good 
standing of the Nathaniel Hawthorne Society, and accepts full responsibility for his previous Infocom 
title, Wishbringer. 
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SUNDIAL 
Man first conceptualized time 
as consisting of only two units -
day and night. Then came the 
understanding that daytime could 
be separated into smaller units 
marked by the shadows cast by the sun on its path from sunrise to 
sunset. The sundial evolved as a means of indicating the passage of 
time according to these units. 

I . Carefully cut out the two shapes. 
Malec sure NOT to cut at lhc dotted line. 

2. To fonn the gnomon (triangular 
shaped object), fold along the 
dotted line. 

3. Carefully cut a slot through the eye on the 
base. The black bar through the eye repre­
sents the location of where the slot should be. 

4. To attach the gnomon to the base, insen flaps 
A and B into the slot, taping lhc flaps to the 
underside. 

5. To complete the sundial, fold the base along 
its center line. Secure with tape or glue. 
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Zork Ill: 
The Dungeon Master 

Welcome to Zork! 
You are about to experience a classic interactive fantasy, set in a magical universe. The ZORK Trilogy is set in the ruins of an ancient 
empire lying far underground. You, a dauntless treasure-hunter, are venturing into this dangerous land in search of wealth and adventure. 
Because each part of the ZORK saga is a completely independent story, you can play them in any order. As Zork III begins, your greatest 
challenge beckons as you take the final step down into the very heart of the Great Underground Empire. Your character and courage will 
be tested as the enigmatic Dungeon Master confronts you with predicaments and perils. Your quest hinges upon discovering his secret 
purpose, even as he oversees your ultimate triumph-or destruction! 
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A MESSAGE TO OUR SHAREHOLDERS 

778 was a year of continued growth for FrobozzCo and its many 
subsidiaries. Gross income rose 14% and our revenue increased by 
22 % . The employment rate now stands at 98. 7 % for the entire 
workforce of the Great Underground Empire and is limited only by the 
birth rate and the size of the Royal Family. · 

Following the completion of the Royal Museum, the Frobozz Magic 
Cave Company, our largest subsidiary, moved to increase its staff 
even more as the well-publicized dam and volcano projects moved into 
full gear. The Cave Company will also be creating the new 400-story 
FrobozzCo world headquarters in Flatheadia, scheduled to open 
sometime in 781. 

More than 18,000 additional subsidiaries were formed or taken over 
during the last year, further increasing the scope of our industrial 
empire. FrobozzCo now produces everything from aardvarks to 
zwieback. 

I trust that you, as a stockholder, will take the time to read through 
this report and learn about at least a few of the many exciting things 
that are going on here at FrobozzCo. It's certainly been a tremendous 
year, but we're looking forward to an even tremendouser year in 7791 

John D. Flathead 
President and Chairman of the Board, 
FrobozzCo International 



FROBOZZ MAGIC 
CAVE COMPANY 

The first of FrobozzCo's myriad 
subsidiaries, the Magic Cave Com­
pany was formed over a century ago 
to implement King Duncanthrax's 
massive tunneling project Today, the 
Magic Cave Company is an umbrella 
for a wide range of underground 
construction projects. 

1Wo of the most ambitious con­
struction projects ever attempted are 
now on the Magic Cave Company 
dra~ boards. Consbuction has 
already started on a clam of stagger­
ing proportions that will span the 
Frigid River. Tentatively called 
Flood Control Dam NumberThree, 
the clam is scheduled for completion 
in 78.3 G.U.E., and comes with a 
price tag of 37 million zorkmids. 

Magic Cave Company engineers 
are planning an amazing project to 
quench and then hollow out a 
mighty volcano. The project is being 
conducted under very tight security, 
and Lord Dimwit Flathead himself ic; 

personally reviewing the plans at 
each stage. 

In addition to these landmark 
projects, the Magic Cave Company 
created an additional 46,000 linear 
bloits of tunnel this year, including 
nearly 200 bloits of the Great Un­
derground Highway extension, as 
well as 8,000 cubic bloits of addi­
tional cavern space. 

FROBOZZ MAGIC 
TWEEZERS COMPANY 

One of the newest and brightest 
members of the FrobozzCo family, 
the Magic 'JWeezers Company was 
formed after a 652,000.zorkmid 
market research survey revealed a 
widespread need for a high-quality 
technologically advanced tweezer. 

Following several years of plan­
ning and development, the Frobozz 
Magic 'JWeezer Model A-1 is now 
ready to roll off the as.sembly lines 
and into millions of homes all across 
the Great Underground Empire. The 
A-L which will retail for Zm0.29, 
has sold briskly in test markets. 
Within six months, a top of the line 
Model X-1 tweezer will be introduced 
and will retail for Zm0.89. Six more 
models, as well as various add-on 
accessories, are currently on the 
drawing board. 

The Board of Directors of Fro­
bozzCo welcomes the Frobozz 
Magic 'JWeezers Company aboard, 
and is confident that this new divi­
sion will pluck a lot of business for 
the parent conglomerate. 
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FROBOZZ MAGIC 
SPELL COMPANY 
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While the well-heeled Enchanters 
Guild remains the primary customer 
of the Frobozz Magic Spell Com­
pany, the invention of self-casting 
spell scrolls has created a huge new 
market for magic technology. 

Sales increased 11% during 778, 
marking the twentieth year of steady 
growth for this lucrative FrobozzCo 
subsidiary. In response to the grow­
ing demand for magic spell acces­
sories, several new FrobozzCo 
divisions were formed, including the 
Frobozz Magic Scroll Rack Com­
pany, the Frobozz Magic Spell Book 
Company, and the Frobozz Magic 
Scroll Mailing Tube Company. 

Four new spells were added to 
the Magic Spell Company product 
line this year, a Magic Spell Com­
pany record and a tribute to the 
wizards in FrobozzCo's famous 
Magiclab. The four new spells are 
DRILBO (strips a floor of yellowed 
wax), BORCH (puts insects to sleep), 
GIZGUM (predicts visits by relatives) 
and QUELBO (transmutes coconuts 
into gold). 

FROBOZZ MAGIC 
GRUE REPELLENT COMPANY 

The Frobozz Magic Grue Repellent 
Company is one of FrobozzCo's 
fastest growing divisions. Sales of 
grue repellent nearly tripled last 
year, spurred on by drastic extensive 
improvements made in the product 
and by an aggressive marketing 
campaign. Magic Grue Repellent 
Company executives can proudly 
point to a 31 % drop in grue-related 
deaths during the last year, and a 
consequent 31 % drop in the grue 
population. 

The discovery of a particularly 
effective new additive by the Magic 
Grue Repellent Company's research 
division has increased the efficiency 
of the product by 45%. Studies have 
shown that most grues will not come 
within 70 feet of someone sprayed 
with New Improved Repellent The 
new additive, dubbed G-17, is also 
longer-lasting, requiring fewer spray­
ings, and it can be made from ordi­
n;irv s;:inci! 

The Magic Grue Repellent Com­
pany also increased the product line 
with the introduction of seven new 
odors of repellent, in addition to the 

regular old socks/burning rubber 
odor. The new odors include ro~ 
eggs, dead fish, swamp gas, three­
week-old meatloaf, gym locker, wet 
dog and mint 

Several ingenious sales strategies 
were highly successful. The Free­
Noseph.tg.s-Wrth-Every.Qm cam­
paign, in as.50ciation with the 
Frobozz Magic Noseplt.tg.s Com­
pany, ran for one month and 
increased sales by 92%. Advertise­
ments featuring grue-mangled 
corpses ran before and during the 
peak travel season. Finally, a joint 
packaging effort with the Frobozz 
Magic Lantern Company to produce 
a Frobozz Anti-Grue Kit paid off with 
remarkable end-of-year sales. 



FROBOZZCO 
FINANCIAL REPORT 

FrobozzCo International Income Statement 
(Zorkmid Amounts in Millions) 

Revenues: 
Sales of goods and services 
Sale of property 
Other revenues 

TOTAL REVENUES 
Expenses: 
Cost of goods and services 
Selling. administration, bribes 
Depreciation 
Contributions to Royal Charities 
Printing of Annual Report 

TOTAL EXPENSES 
NET INCOME 

Earnings per uncommon share: 
Continuing operations 
Discontinuing operations 

NET INCOME PER UNCOMMON 

Year end 
778 

Zm5,431,922 
350,585 
812,913 

6,595,420 

2,773,119 
1,243,984 

127,353 
888,307 
285,238 

5,318,001 
Zml,277,419 

Zm 2.72 
(0.03) 

Year end 
777 

Zm5,108,113 

656,106 
5,764,219 

2,655,288 
1,256,712 

112,499 
888,307 
279,540 

5,192,346 
Zm 571,873 

Zm 1.54 
(0.02) 

SHARE Zm 2.69 Zm 1.52 

FrobozzCo International Retained Earning.s Statement 
(Zorkmid Amounts in Millions) 

Retained earnings at year opening 
Net income 
Dividends paid on uncommon stock 
Dividends paid on unpreferred stock 
Retained earnings al year end 

Year end Year end 
778 777 

Zml,204,445 Zml,162,556 
1,277,419 571,873 
(894,017) (529,971) 

----"(24:..:l (13) 
Zml ,587,823 Zml ,204,445 

FrobozzCo International Balance Sheet 
(Zorkmid Amounts in Millions) 

Assets: 
Cash 
Inventories 
Loans to Royal Family 
Executive Party Fund 
Plant and Equipment 
Other assets 
lUfAL~ 

Liabilities: 
Short term loans 
Acaued payroll deductions 
Deferred bnbes 
Other liabilities 

Total Liabilities 
Shareholder's equity: 
Uncommon stock 
Unpreferred stock 
Retained earnings 

Total shareholder's equity 

TOTAL LIABILITIES AND EQUITY 

Year end 
778 

Year end 
777 

Zm 393,459 Zm 
566,790 

219,067 
465,634 
900,000 
135,252 
596,025 
294,Ei06 

1,125,000 
107,374 
778,833 
325,939 

Zm3,291,395 Zm2,610,584 

Zm 456,872 
594,311 
216,343 
95,647 

1,363,173 

345,287 
1,112 

1,587,823 
1,934,222 

Zm3,291,395 

388,431 
435,923 
209,575 
80,293 

1,114,222 

291 ,054 
858 

1,204,445 
1.496,357 

Zm2,610,579 
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Planetfall 
Preface to the Story 

!
After the fall of the Second Galactic Union in 1716 GY, a ten-thousand-year dark age settled upon the galaxy. Interstellar travel was non­
existent , and many star systems descended into a near-barbaric state, burning coal and gas for energy, and growing food directly from 
exposed topsoil. In 11,203 GY, a treaty between the Empires of Tremain and Galium Conned the Third Gallictic Union. Ships of the Stellar 
Patrol (a pseudo-military wing of the Union government on Tremain) began exploring the galaxy, searching for the human civilizations that 
are the remnants of the Second Union. You are a native of the planet Gallium. Although it is one of the most politically powerful worlds in 
the Union, Gallium is no garden spot. In fact. the Gallium Chamber of Commerce brochure entitled "Ten Great Reasons to Visit Gallium" 
ends on page 3. The author ran out of reasons after listing just two. For five generations, your family has served in the Stellar Patrol. Your 
great-great-grandfather was a High Admiral and one of the founding officers of the Patrol. It was taken for granted that when you came of 
age you would join up. Now, more than a year after signing up, and two months after being transferred to the S.P.S. Feinstein, you are still 
only ranked Ensign Seventh Class. Your superior officer, Ensign First Class Blather, has been making your life miserable. You're begin­
ning to wonder if you're really cut out for the Stellar Patrol... 

About the Author 
Steve Meretzky (1957- ) was born and raised in Yonkers, NY, where his early hobbies included rooting for the New York Mets and against 
Richard Nixon. A few historians of interactive fiction think that Meretzky's first job, packing nuts and bolts for his father's hardware 
business, was the fonnative moment of his writing career. A few other people think that there's absolutely no connection. Most people 
don't think about it at all. Meretzky arrived at the Massachusetts Institute of Technology in September of 1975 to pursue a career in 
architecture. MIT's Department of Architecture convinced Meretzlcy that he should pursue a career in Construction Management. Follow­
ing his unexpected graduation, several construction finns convinced Meretzlcy that he should pursue a career as a game tester for Infocom. 
Fmally, by 1982, Marc Blank had convinced Meretzlcy that he should pursue a career as an author of interactive fiction ("implementor" in 
lnfocom lingo). Along with Infocom's Dave Lebling, Meretzky is the first person admitted to the Science Fiction Writers of America for 
authoring interactive fiction. 
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THE PATROL'S LOOKING 
FORA FEW 
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GOOD ORGANISMS 
When the Third Galactic Union was formed by the Great Treaty of 11, 203 GY between the Empires of Tremain 
and Gallium, an order went forth from the capital on Tremain that a great armada be formed. 

The greatest military and philanthropic in the Galaxy, including High Admiral Merescu and the Lord 
Beatitude Berezza, were sequestered in a brightly lit map room for a week-long intensive brainstorming 
session. No records were kept of this top-secret strategic summit, but out of it came the most ambitious 
apostolic pseudo-military unit ever conceived. The seven-day conference changed the course of intergalactic 
exploration and diplomacy forever. 

First, blueprints for huge multipurpose starships were drawn up. Next, designers from Vandermeek, the 
fashion capital of the Universe, were commissioned to create the perfect uniform: functional, comfortable, and 
virtually indestructible. Finally, a highly sophisticated, incredibly accurate weapon prototype was assembled. 

Appeals for soldiers appeared in all Third Union publications, as well as on all subspace frequencies. 
Almost immediately, the ranks were filled and a waiting list was established. 

Thus was the Stellar Patrol born, and our mission ever since has been to explore the Galaxy, to seek out such 
remnants of human civilization as have managed to survive the Second Union's collapse and the Dark age that 
followed - in short, to "Boldly Go Where Angels Fear to Tread." 



DOYOUHAVE 
WHAT IT TAKES? 

The Stellar Patrol is like a giant, ever-growing benevolent bird: its top leaders the brain, its commanders the 
wings, its starships the body, its strong recruits the backbone and muscle, its discoveries the energy that makes 
it fly, its weak recruits the bodily waste that gets left behind. Carelessness and laziness have no place in the 
Stellar Patrol: recruits must be strong, brave, and resourceful. Recruits must be able to laugh in the face of 
death, sneer in the clutches of adversity, and eat almost anything. Loyalty to the Union must be limitless and 
unconditional, and dedication to a project - be it building a space pod, exploring a new planet, or shining a 
superior's shoes - must be absolute. 
In short, if you are the kind of organism who can stare 10,000 years of darkness straight in the visual receptor 

without flinching - if you can stand up to the horrors of star systems descended to near-barbarism, where 
uncivilized beings live savagely in primitive shelters rudely constructed of coarse minerals and deceased 
vegetation - then you may just have what it takes to be a part of our proud tradition. 

Cadet 4th Class Darrell Plintiv is a fine example of the kind of being today's Stellar Patrol produced. Let his 
story serve as an inspiration to all. 

THE PATROL MADE ME IN10 AN ORGANISM 
MY PROGENllORS CAN BE PROUD OF. 

"I'm part of a team devoted to excellence and enterprise that is the Stellar Patrol's proud tr~dition," says Cadet 
4th Class Darrell Plintiv. "In my three years with the Patrol, I've found plenty of opportumty for advancement. 
And I've seen solar systems never before visited by the Third Union, some inhabited only by crystalline-based 
life forms! Sure, life in the Patrol isn't always a thrill-a-millichron, but they've developed a wide range of 
activities to improve my mind and encourage personal growth. You have to be strong, brave, and resourceful. 
I'm gaining invaluable experience that can lead to a high-paying civilian career in later life. And my uniform is 
functional, comfortable, and virtually indestructible!" 

The Stellar Patrol builds character. You learn new cultures and new ways of thinking. You learn to survive 
hardships both mental and physical. You learn how to withstand pain - and be proud of it. If you're the type of 
organism we're looking for, read on. 
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LEARN VAWABLE 
SKILLS AND EXPLORE 

THE GALAX~ 
Sure, you'll get a paycheck in the Patrol. But 32 credits, new underwear, and a pack of chewing gum every 
month isn't all you'll get out of it. You'll also be traveling to distant worlds you never imagined existed, earning 
the respect of your friends and family, and acquiring outstanding technical training that can get you a good job 
in later life. Here are just a few of the valuable skills you can learn in the patrol. 

HOW TO BECOME 
A FAST LEARNER 

As a new recruit to the Stellar Patrol, you will spend your first four weeks in Intelligence Camp. There, you 
will be taught the most essential knowledge in the Universe using highly advanced int'!nsive studying 
techniques. You'll learn to read and speak the 18 principal languages of the Galaxy fluently in three days. 
You'll memorize the structural formula, molecular weight, melting point, boiling point, density, and solubility of 
every known organic and inorganic compound in two days; thermodynamic properties (including temperature, 
heat, and entropy of transition) of all elements and oxides in one day; and all 300 astrophysics log tables 
overnight. Other areas of study will include general nuclear phenomena, isotopes, radioactivity, fusion, 
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antimatter, the origin of life, the classification and metabolisms of organisms, energy, transportation, religion, 
and philosophy. 

It might take an unenlisted civilian months, even years, to learn all this essential knowledge. But the Stellar 
Patrol is staffed with the Third Union's finest educators and electric shock therapists to guarantee that all 
recruits learn FAST. 

HOW 10 BE STRONG 
After Intelligence Camp, you will spend six to 10 weeks in Boot Camp. There, every muscle we can find in 
your body, from your frontalis to your alxiuctor of hallux, will be stretched, trained, toned, and hardened. 
Scrawny recruits will become muscular powerhouses; corpulent recruits will become lithe, quick, and sinewy. 
Only high-protein no-fiber diets will be dished out. To build up endurance, you will be permitted little or no 
rest time. Recreation activities will stress the importance of physical fitness: moving mounds of dirt from 
location to location, 20-kilome.ter jogs, boxing, sprinting, and 30-kilometer jogs. You will sweat your old body 
away and run it into the ground beyond recognition, and emerge from Boot Camp with a better-than-new 
physique of Gurtharkian proportions. 

What a challenge! 

HOW 10 BECOME 
AllADER 

Since its inception, the Stellar Patrol has always looked for individuals who shine. (We also look for celestial 
bodies that shine - ask for our full-color brochure entitled "Exploring Cosmic Phenomena.") 

To gain recognition and eventually serve the Patrol in leadership capacity, you should volunteer often for the 
toughest assignments: front line combat, reconnaissance missions, and grotch cage cleaning detail. It takes a 
very special soldier to recognize the potential that can be realized from the last-mentioned line of duty. 
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HOW TO USE YOUR TIME 
EFFECTIVELY 

Because life in the Stellar Patrol can't always be a thrill-a-millichron, we've developed a wide range of activities 
to improve your mind and encourage personal growth. One of the more popular - and profitable - ways to fill 
time between orbit watch shifts is to enroll in the Deep Space Hero Correspondence Course, (Since the Patrol 
places such a high premium on education, we will match - credit for credit - all funds you set aside for 
schooling. Ask your recruiter for details.) 

WE'LL TELL YOU 
WHERETO GO 

For more than 140 Galactic years, Stellar Patrol ships have been visiting foreign ports and exploring exotic 
planets - some inhabited only by crystalline-based life forms. But the excitement doesn't stop there. 

You'll explore solar systems never before visited by the Third Union. You'll teach Galalingua to children on 
Flemring-5. You'll see nebulea and novas. You'll hear the haunting music of the Stringface species on Brylyn 
Minor. You'll watch the double sunset and triple moonrise from Legllama. 

In the Patrol, you'll enjoy shore leave at exotic ports like Accardi-3. At the famed Thieves Bazaar you'll 
haggle for exotic placebo treasures, and at the Scavengers Market you'll find great buys on grotchbone carvings 
and ivory receptor shades. The multi-level swimming crater on Accardi-3 is the largest in the Universe. Also 
on Accardi-3 is the blindingly beautiful Refractory Wall, a 10-megameter natural formation composed of 
glistening crystal. 

But no matter where your stationed or on-duty in the Universe, you'll be welcomed by all life forms, because 
you're a member of he Third Union's Stellar Patrol, part of a team devoted to the excellence and enterprise that 
is the Stellar Patrol's proud tradition. 
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CO•ANDOF 
YOUR 

TOMORROW TODAY 
You may start out at the bottom as Ensign 7th, but you won't have to stay that way for long, because there's 
plenty of opportunity for advancement in the Patrol for those who live up to our motto, " Boldly Going Where 
Angels Fear to Tread." 

To ensure the future of your choice, be sure to tell your recruiter about the kind of job you're interested in 
when you enlist. (Enlistment is conditional pending on your results of the qualifications test, at the end of this 
brochure.) Your recruiter will do everything possible to put you in that line of duty. Occasionally a position 
you're interested in is temporarily filled, or will require experience in another Stellar Patrol position. If so, your 
recruiter can recommend your surest route to success. The following is but a sampling of the many fine ways 
you can serve the Patrol while gaining invaluable experience that can lead to high-paying civilian careers in 
later life. 
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Galactoturf Farmer (GF) - GFs are responsible for the growth and maintenance of all artificial green 
surfaces. When the Patrol is in orbit, all aboard-ship training is done on this material. Comparable civilian 
careers: lawn analyst, ground crew supervisor, and rug-maintenance manager. 

Grotch Breeder (GB) - GB's play an important role in the very survival of the Patrol. Without the grotch, 
zero-gravity lab experiments would have to be performed on crew members. Qualified applicants must be 
immune to grotch venom. One year's service as a GB counts as four credits toward an advanced degree in 
cosmobiology at most accredited learning centers. Comparable civilian careers: zookeeper's assistant and circus 
sanitation engineer. 

Hull Check Mate (HCM) - Responsible for the upkeep of all shipboard surfaces. HCM's also instruct 
crew members in the operation and maintenance of sliding doors. Comparable civilian jobs: gravity 
enforcement officer and receptor technician. 

Morale Officer (MO) - It takes an extraordinarily patient being to serve a Morale Officer. MO's offer 
guidance and encouragement to hundreds of crew members, and train new recruits to realize that all sickness 
and injury is in the mind. You must have a kindly countenance and a winning smile (since you alone will 
establish contact witli other ships.) Comparable civilian jobs: riot control officer, suicide counselor, and 
Double Fanucci referee. 

Mess Service (MS) - MS's control every aspect of the chow detail - from the ordering of supplies through 
the serving of well-balanced, appealing meals prepared in artificial-gravity ovens. Excellent equilibrium is 
necessary. Comparable civilian jobs: scrap metal recycler and faith healer. 

Military Music Maker (MMM) - MMM's must have talent and a portable instrument to qualify for this 
exciting duty. Familiarity with at least three chords is essential; two chrons of daily practice will be required. 
When you learn to play music the Patrol way, fellow beings will stand up and take notice. Also available are 
positions within the Floating Band. Comparable civilian jobs: teacher for the deaf and Ramosian sheep herder. 



Sleep Technician (ST) - Because crew members spend so much time in their berths, they must be kept in 
optimal resting condition. As an ST, you'll oversee complete alignment and cleaning of said sleeping quarters, 
and monitor the Flexbed automated system designed to prevent inactive muscles from atrophying in space. 
Two years' experience as a Pillow Fluff er (PF) required. Comparable civilian jobs: social adjustment worker, 
dry cleaner, and mortician. 

Support Systems Regulator (SSR) - SSR's have a long and proud history in the Stellar Patrol. Duties 
include construction, programming, and deprogramming of all shipboard support wywtems. A trorough 
knowledge of the events leading up to the Great Collapse is necessary. Must be very detail-oriented. Advance 
degree in computer psychology preferred. Comparable civilian jobs: electronics mastermind and ventriloquist. 

Yosailor (YS) - Calls troops to meals, to attention, and to combat-ready posture (upright). Although most 
recruits applying for this position can yodel proficiently,beginners will be auditioned and considered for 
acceptance. Exceptionally versatile larynx required. Comparable civilian jobs: auctioneer and evangelical 
preacher. 

Regardless of the position you hold in the Stellar Patrol, as a proud member you'll be helping to carry the 
Third Union's peaceful message of benevolent central bureaucratism to the thousands of worlds lost after the 
Great Collapse. It takes grit and courage as well as wisdome to be such a messenger. For while most civilized 
planets can be brought into the fold via a routine ambassadorial mission, certain worlds require further 
explanation of the importance of 600-page tax returns and forms to be filled out in triplicate. In such cases, its 
the job of the Patrol to step in, firmly plant its heel, and take charge of that situation. If you have a sharp mind, 
a quick wit, and the ability to guess between right and wrong, then maybe that heel could be you. 
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FIND OUT IF YOU'RE 
STELLAR PATROL MATERIAL· TODAY! 

This incredibly comprehensive questionnaire was prepared totally in accordance with the rules and regula­
tions of the Eighth Division Codes of the Third Galactic Union. 

To help your recruitment officer determine the best positions for you when you join the Stellar Patrol, fill 
out the entire questionnaire honestly and without help from family members or friends. 

Note: Although most of this data is on Permafile at Third Galactic Union Central Headquarters and can be 
verified instantly, this is our only method for determining how closely you adhere to the standard code of 
honor. 

PHYSICAL ATTRIBUTES 
1. Color of eyes:-------------­

Do you need glasses or corrective surgery on your eyes? 

no D 0 

yes 
2. Color of hair:-------------­

Present hair length: On head:-.,...--------
Elsewhere (specify): _____ _ 

Are you bald? D yes D no D receding hairline 

3. Height (check one): 
D Below 1. 5 meters but willing to undergo Artificial Elonga-

tion Therapy to meet Stellar Patrol requirements 
0 Below 1.5 meters and unwilling to undergo A.E.T. 
0 Between 1.5 and 3 meters 
0 Above 3 meters but willing to undergo Artificial Shrinkage 

Therapy to meet Stellar Patrol requirements 
0 Above 3 meters and unwilling to undergo A.S.T. 

4 . l<espiratory functions: Can you breathe through your: 
0 nose 
0 mouth 
D both nose and mouth 
u neither nose nor mouth 
0 none of the above 
Do you smoke? 
0 often 
C sometim('s 
C neYer 
:J ne,·er looked 

5. How would you describe your overall physical health? 
0 Excellent 
0 Good 
D Fair 
D Poor 
D Notify my next of kin immediately 

EDUCATION/PERSONAL BACKGROUND 
6. Have you finished high school or do you know someone 

who has? 
Dyes 
D no 
D not sure 



7. I am able to communicate with others: 
0 in Galalingua 
0 in monosyllabic grunts 
0 via Astronmet's Universal Sign Language 
0 not at all 

8. Do you have any experience: 
a. using a megaplenoscope? 0 yes 0 no 
b. operating a Schistosoma detector? 0 yes 0 no 
c. actuating a seroepidemiological cyclodiathermy laser? 

0 yes 0 no 
d. doing laundry? 0 yes 0 no 
e. other (specify):-------------

9. What are your interests and hobbies? (Check up to three) 
0 Jogging· 0 Thinking 
0 Traveling 0 Thinking out loud/talking 
0 Playing Double Fanucci to yourself 
0 Moving mounds of dirt 0 Filling out questionnaires 

from location to location 0 Drooling 
0 Climbing trees 0 Scratching 
0 Climbing walls 0 Being miserable 
0 Writing manuals 0 Apologizing 

0 Reading manuals 
10. In ten words or less, describe the very reason for your 

existence: 

PSYCHOLOGICAL PROFILE 
ll. Which of the following would you be willing to do for your 

Union? 
0 die 
0 die slowly 
0 die slowly and painfully 
0 read an Infocom instruction manual 
0 none of the above 

12. I am most attracted to: 
0 beings who are superior to myself in rank 
0 beings of the opposite sex 
0 beings of the same sex 
0 beings of no sex 
0 myself 

13. Do you suffer from any mental disorders that would prevent 
you from participating in laboratory experiments? 
0 it doesn't matter; I'll do whatever I'm told 
0 no 
0 definitely not 

14. My favorite form of recreation is: 
0 mopping up after slimy beings who are superior to mv-

self in rank · 
0 dueling with laser bazookas at two paces 
0 forcing people to read Infocom manuals 

15. Do you enjoy working with: 
people? 0 yes 0 no 
animals? 0 yes 0 no 
plants? 0 yes 0 no 
aliens? 0 yes 0 no 
finger paints? 0 yes 0 no 

16. Patience factor: Stand in a corner of the room facing the wall 
for as long as you can. Don't continue reading until you stop. 
Now, write here how long you stood: (in days). 

17. Hydrophobia factor: Chain yourself to a rock underwater for 
as long a~ you can. Don't continue reading until you stop. 
Now, wnte here how long you held your breath: ___ _ 
(m days) . 

18. Monotony factor: Repeat number 17 above as many times 
as you can. Don't continue reading until you stop. Now, 
write here whether you were really gullible enough to re-
peat number 17: . 
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LOGICAL REASONING ABILITIES 
19. FOOT is to SHOE as FINGER is to: 

a. Nose 
b. Eye 
c. Ear 
d. Mouse 
e. Donut 
f. Honesty 

20. RAIN is to SNOW as GROTCH is to: 
a. Leopard 
b. Hurricane . 
c. Amoeba 
d. Cage 
e. a and b, and maybe c and d 
(. 3.14159 

21. HULL is to SPACESHIP as SKIN is to: 
a. Glove 
b. Cat 
c. Thermonuclear fusion 
d. Titanium 
e. Burn 
f. Muffin 

22. ln what year was the Intergalactic Commerce Act passed? 

23. Who invented the light deceleration process known as slow 
glass? 

24 . Name the act passed in ll,205 GY to strengthen the Plane­
tary Commerce kt.------------

25. Name the year in which Arnold Guunuf invented slow glass . 

26 .. The Intergalactic Commerce Act, passed in 11,205 GY, 
strengthened what earlier act?----------

27. In 11, 210, a glazier named Arnold Guunuf invented a light 
deceleration process. Name it. ----------

28. What is the answer to this quesbon? 
29. Three couples (the Phariixes, the Boorbs, and the 

Keqrees) were seated at a circular table playing Partnership 
Fanucci. They were a cosmobiologist, a gravity engineer, a 
sleep technician, an ambassador, a fusion supervisor, and 
an editor: and they were originally from Gallium, Legllama, 
Granjil-6, Storvbay, Ansill, andJaaggo. Each male sat be­
tween two females , and no one sat next to their spouse. 

From the following information, determini: where each 
person sat, what profession each had, and what planet each 
came from. 

a. The Ansillan sat between the cosmobiologist and one 
of the Keqrees. 

b. The female Phariix was seated across the table from 
the gra\'ity engineer. 

c. The male on the fusion supervisor's left sat across 
from the person from Granjil-6. 

d. The ambassador was seated between theJaaggoian 
and the editor. One of these three was the male 
Boorb. 

e. The Storvbayite sat on the right of the Galliumian. 
Neither of them was a Keqree. 

f. The sleep technician sat across from the Legllaman. 
One of them sat next to the fusion supervisor. 

30. Four robotic satellites were designed to do the following : 
YA3 to find drifting garbage, JP7 to transport the garbage, 
SEM6 to tum the garba~e into energy, and MOB to distrib­
ute the energy. As Desbny would have it, however, Yft.?> 
found more drifting garbage than the other three satellites 
could process. Based on the following clues, determine 
who designed the satellites. 

a. YA3 did not understand signals transmitted in 
Galalinguan. 

b. JP7 made no distinction between garbage and energy. 
c. SEM6 made no distinction between garbage and 

YA3 . 
d. MD8 transmitted signals to YA3 only in Galalinguan. 

Submit this completed questionnaire to a Stellar Patrol re­
cruiter. If you qualify for the Patrol, you will be notified within 
twochrons. 
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Customer Service 
If you have any comments, questions or suggestions about the Infocom Collections or any other Activision 
product, you can contact us at (310) 479-5644 between the hours of 9:00 a.m. and 5:00 p.m. Pacific Time 
(closed on holidays) or contact a customer service representative through the following on-line services: 

CompuServe: 76004,2122 or [GO GAMEPUB] in the Game Publishers Forum B 

Prodigy: ACTllOB 

GEnie: ACTIVISION 

America OnLine: ACTIVISION or use keyword "ACTIVISION" to locate the Activision for1:1m. 

Internet: support@activision.com or http://www.activision.com 

For customer service outside of the U.S. refer to the RETURNS section on the next page. 
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Returns 
Certified mail is recommended for returns. For best service, please be sure to: 

1. Send only the original product disc{s) {in protective packaging). 

2. Include a photocopy of your dated sales receipt. 

3. Enclose: 

• a brief note with your name and return address (typed or printed clearly), 
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• a description of the problem(s) you have encountered with the software, 

• name of the product, 

• the brand and model name {and/or model number) of your computer. 

In the U.S. send to: 

WARRANTY REPLACEMENTS 
Activision 
P.O. Box 67713 
Los Angeles, CA 90067 
USA 
(310) 479-5644 

In Europe send to: 

WARRANTY REPLACEMENTS 
Activision 
Long Island House, 3A 
1/4 Warple Way 
London, W3 ORQ 
United Kingdom 
(44) 181 742 9400 
Technical Support: 
0990 111 557 

In Awtralia send to: 

WARRANTY REPLACEMENTS 
Activision 
P.O. Box 873 
Epping, NSW 2121 
Australia 
(61) 2 869 0955 

Copyright © 1995 Activision, Inc. 
Printed in the U.S.A. 



Activision 90-Day Warranty & Copyright Information 
This software product and 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 program is assumed by the user. However, to the original 
purchaser, Activision, Inc. warrants 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 medium should occur, the medium may be returned to Activision, Inc. or the place of purchase, and Activision, Inc. 
will replace the medium without charge to you. Your sole and exclusive remedy in the event of a defect is expressly limited to 
replacement of the medium as provided above. This warranty gives you specific legal rights; you may also have other rights which 
vary from state to state. 

The above warranties for goods are in lieu of all warranties, express, implied or statutory, including, but not limited to any implied 
warranties of merchantability and fitness for a particular purpose and any other warranty obligation on the part of Activision, Inc. 
Some states do not allow limitations on how long an implied warranty lasts so that above limitation may not apply to you. In no 
event shall Activision, Inc. or anyone else who has been involved in the creation and production of this computer software pro­
gram be liable for indirect, special or consequential 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 break of this warranty. Some states do not allow the exclusion or limi­
tation of incidental or consequential damages, so the above limitation may not apply to you. 

After the warranty period, a defective Activision disc may be returned to Activision, Inc. with a check or money order for $7.00 
(U.S. currency) per disc for replacement. Copyright: The enclosed software product is copyrighted and all rights are reserved by 
Activision, Inc. The distribution and sale of this product are intended for the use of the original purchaser only and for use only 
on the computer system specified. Lawful users of this program are hereby licensed only to read the program from its medium to 

memory of a computer solely for the purpose of executing the program. Copying, duplicating, selling or otherwise distributing 
this product is violation of the law. This manual and all other documentation contained herein are copyrighted and all rights 
reserved by Activision, Inc. Willful violations of the Copyright Law of the United States can result in civil damages of up to 
$50,000 in addition to actual damages, plus criminal penalties of up to one year imprisonment and/or $10,000 fine. 

Copyright© 1995 Activision , Inc. 
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