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THE LOST CRYSTAL 
Welcome to THE LOST CRYSTAL, a full-scale graphical adventure through 
a land of magic and mystery. You will be able to move around and explore this 
fantasy world by typing ordinary English sentences into the computer, which 
will respond by describing your surroundings in both words and pictures. 

During your travels you will meet various characters and monsters, some 
friendly, scme hostile, and there will be many puzzles to solve. You will need 
to use a combination of logic and magic to defeat your enemies and 
successfully complete the adventure. 

The game contains the following advanced features: 

* 400 locations, each one depicted in colourful high-resolution 
graphics and proportionally spaced text. 

* Intelligent moving characters with whom you may 
communicate and interact. 

* Advanced language and speech interpreters capable of 
accepting complex commands in plain English. 

* Comprehensive position-save facilities. 

* Programmable function keys. 
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INTRODUCTION 
Long ago in the Dark Ages, the people of the Free Lands lived in fear of the 
dreaded Morgs from the Bad Mountains. Led by their ruler, the hideous Bogle, 
the Morgs were terrifying creatures who used Black Magic to bring misery 
and despair wherever they went. The villagers of the Free Lands were helpless 
to resist their power and it seemed as though nothing could stop the Morgs 
from destroying everything in their path. 

One day, after a Morg raid had destroyed three neighbouring villages, the 
Elders of Zaloria held a meeting to discuss ways of overcoming the mighty 
force of the Morgs. Suddenly there was a bright flash of light and a stranger 
appeared in their midst. He held out a crystal which gave off a strange light 
of many colours. 

"The Rainbow Crystal will protect you from the evil of the Morgs. It has life­
giving properties and whilst it is in your keeping, the people of Zaloria and 
the Free Lands will never suffer illness or misery". There was another flash 
of light and he disappeared. 

The stranger was true to his word and for many years the Free Lands were 
peaceful and calm - until the sighting! 

One of the villagers came running into Zaloria shouting hysterically and when 
the Elders managed to calm him down, he told of how he had seen a Marg up 
on the hills near the village. That night there was a violent storm and one of 
the Elders, worried by the story of the sighting, went to check on the Rainbow 
Crystal. As he stood looking at it there was a terrific crash of thunder. A bolt 
of lightning struck the Crystal shattering it into seven small pieces. As the 
shocked Elder watched, each piece slowly formed into a replica of the original 
until seven different coloured crystals lay where the Rainbow Crystal once 
was. Suddenly, a swirling cloud of dust descended and engulfed the crystals. 
The cloud spun faster and faster until a small tornado developed and carried 
the crystals up into the night sky. 

The next morning an aura of doom descended on Zaloria. The Rainbow 
Crystal was no more and several of the villagers were struck down by a 
mysterious illness; the first illness of any kind since the visit of the stranger 
years before. The villagers were in a panic. There was nothing to stop an 
invasion of the Morgs now that the Crystal was destroyed, unless the seven 
coloured crystals could be found and somehow re-formed back into the 
Rainbow Crystal. But without the protection of the Crystal, no-one would have 
the courage to set out on such a seemingly impossible quest - or would they? 

The Elders have chosen you to try to save Zaloria and the Free Lands from 
the wrath of the Morgs by finding not only the seven coloured crystals but 
also a way of re-integrating them into the Rainbow Crystal. 

As you set out on your long journey the people of Zaloria wish you well and 
you can't help wondering whether you will ever see them again. 
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LOADING INSTRUCTIONS 

Because the adventure is so large, it is supplied on 2 cassette tapes, each of 
which contains 2 parts to the game, making 4 parts in all. To load the game 
into the computer proceed as follows: 

1) Connect up your cassette recorder and computer in the normal way. 

2) Take the tape marked PART 1 and insert it, with that side uppermost, into 
the recorder. Make sure that it is fully rewound. 

3) Type CHAIN" " and press RETURN. (Disc owners should type *TAPE 
before attempting to load cassette software.) 

4) Press PLAY on the recorder and wait for the first section to load. 

5) When this has loaded, a brief description of the game will appear on the 
screen. If your cassette recorder has motor control, the tape should stop 
playing at this point. If not, press STOP on the recorder. 

6) When you have read the text on the screen, press the space bar to allow 
the loading process to continue. If you have stopped your recorder, don't 
forget to press PLAY again. 

7) When the main program has loaded you will see the message 'Press N to 
start a NEW game or L to LOAD a saved position'. If you are playing the 
game for the first time simply press RETURN and leave the PLAY button 
pressed. The game will continue to load and you will be taken to the start 
of the adventure. 

8) If you have already completed part of the adventure and have saved your 
position on tape, press Lin answer to the above question. This allows you 
to continue the adventure from your previous position. In this case you 
must insert your data tape into the recorder and follow the instructions 
on the screen. For a more detailed explanation of this see the section 
headed TAPE HANDLING. 
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PLAYING THE GAME 

When the game has loaded you will see that the screen is split up into 2 parts. 
The top half of the screen shows a picture of your immediate surroundings. 
The bottom half contains a description of the location which you are in, and 
any other relevant text. If at any time during the game there is more text to 
be printed than will fit on one screenful, the printout will pause and you will 
hear a short beep. Pressing any key will allow you to read the rest of the text. 

ENTERING COMMANDS 
When you see the message 'What now?' the computer is waiting for your next 
command. Commands can be typed in at any time, and they will be executed 
when the computer is ready to accept them. Don't forget to press RETURN 
after each command. During command entry you can use the DELETE key 
to delete characters back from the cursor, and CTRL/ U to delete the whole 
line. You cannot use the CURSOR and COPY keys to copy characters from one 
part of the screen to another. 

The program is equipped with an advanced language interpreter which allows 
it to understand complex multiple commands of anything up to 254 characters 
in length. On the other hand it will cope just as readily with commands that 
consist of only a single letter. For example, to move about you can type WALK 
NORTH TOWARDS THE BUILDING, or just GO NORTH, NORTH, or Non 
its own. 

You can either enter your commands separately: UNLOCK DOOR. Or you 
can type multiple commands within the same sentence: TAKE THE KEY AND 
UNLOCK THE DOOR THEN OPEN IT. If you use multiple commands like this, 
the program is able to fill-in any missing words by searching back through 
previous parts of the command. For example, you can use the same verb to 
act upon a number of objects without having to retype it, eg: TAKE SPADE, 
FORK, LAMP AND HAMMER. It is also possible to perform a number of 
actions on the same object without having to repeat the name of the object, 
eg: TAKE THE SPADE, CLEAN IT, GO NORTH AND GNE IT TO THE 
GARDENER. Here IT refers to the last object mentioned (the spade). You will 
notice that all of the above examples are phrased just as you would normally 
say them, and in general the program will be able to understand most complex 
commands providing that they make sense in ordinary English. You may also, 
for example, TAKE EVERYTHING or DROP ALL OBJECTS BUT THE LAMP. 

Here are some more examples of correctly-worded commands: 

TAKE THE MATCH AND LAMP. FILL A~'D LIGHT IT. TAKE THE MONEY 
AND RUN SOUTH 

TAKE THE KEY AND UNLOCK THE SHED DOOR WITH IT. GO INTO THE 
SHED, GET EVERYTHING FROM THE BENCH AND LEAVE AGAIN 
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EMPTY THE BOTTLE AND FILL IT WITH WATER FROM THE RNER THEN 
GNE IT TO THE BEAR. SIT DOWN AND EAT THE SANDWICHES AND 
DRINK THE TEA THEN GO NORTH TOWARDS THE MOUNTAIN 

As mentioned above, the program will also accept abbreviated words, and all 
of the commonly used commands can be abbreviated to a single letter. These 
abbreviations can also be used in multiple commands, so you could type 
something like T KEY, UNLO DOO, OPE, IN which is a shortened form of 
TAKE THE KEY AND UNLOCK THE DOOR THEN OPEN IT AND GO 
INSIDE. There is a list of all the commonly used commands and their 
abbreviations at the back of this book. 

Sometimes the program will not quite understand what you mean and will ask 
you a question about the command which you have just entered. In this case 
all you need to do is to supply the missing word as requested, or you can retype 
the whole command if you like. 

The game has been designed to be as user-friendly as possible, and at no stage 
in the adventure does the program insist on a strictly-worded response from 
the player. In other words, there is usually a number of alternative commands 
which can be used in each situation. Every attempt has been made to 
anticipate the player's likely responses, and to cater for them as much as 
possible. Therefore, if you are having trouble making the program understand 
you, and you have tried rephrasing your commands, you are probably doing 
the wrong thing! 
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MOVING ABOUT 

The 4 directional commands NORTH, SOUTH, EAST, WEST are used to move 
about in the game. Occasionally you will also need to use UP and DOWN. The 
description of each location includes a list of the possible exits from that 
location. Directional commands can be shortened to N, S, E, W, U, D, and can 
also be strung together, eg: N,U,U,W,S,S,D,W,N,E. You can also type BACK to 
return to your previous location. 

If you already know your way about, there are 2 ways of travelling through 
the adventure more quickly than by typing in the individual directions. The 
command CONTINUE (which may be shortened to C) will take you as far as 
is possible in the direction in which you last moved. For example, if you wanted 
to get to the other end of a long road you would take one step along the road 
then press C. This would take you along the road until you could go no further 
in that direction. Alternatively, if you wanted to travel just 4 paces to the east, 
simply press Ethen press the RETURN key 4 times. Pressing the RETURN key 
on its own like this repeats the last command. This works for any command, 
not just directional commands, but it is the most useful when used for this 
purpose. 

You may be relieved to know that, like all Epic Adventures, there are no so­
called mazes in this game. Directions are always logical, so that if you travel 
west then east you will always get back to your starting position. However it 
may still be advisable for you to draw a map of your travels as you go along. 
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DEALING WITH OBJECTS 

In order to complete the game you will need to manipulate and use the large 
number of objects that are scattered about the adventure. You can pick things 
up by typing TAKE followed by the name of the object, alternatively you can 
use GET. If you wish to drop an object, simply type DROP followed by the 
object name. 

Just as in real life you can only carry a limited number of things at a time, so 
sometimes you will have to drop one of your objects before being able to pick 
up a new one. You may type INVENTORY or INV at any time during the game 
to see a list of the objects which you are carrying. If there are any characters 
in the room with you this will also tell you what they are carrying, if anything. 
(See the section headed THE OTHER CHARACTERS.) 

In order to use an object, it is generally only necessary to be carrying it when 
attempting to do the job for which the object was designed. For instance, to 
unlock a door you need not type UNLOCK DOOR WITH KEY, but simply 
UNLOCK DOOR. The program will check to see whether you are carrying 
the correct key, and will inform you if you are not. On some occasions it will 
be necessary for you to be wearing an object, rather than carrying it. To wear 
an object simply type WEAR followed by the object name. To remove it again, 
use REMOVE. 

You need only specify which object you wish to use if you are carrying 2 
objects which could be used for a similar purpose, and you specifically wish 
to avoid using the wrong one. For example KILL DRAGON WITH GUN or KILL 
DRAGON WITH SWORD. Because there are a number of different coloured 
crystals in the game, it is advisable to specify the colour of the crystal when 
referring to each one. If you do not do this, and there is more than one crystal 
in the room with you, the program will have to guess which one you mean, 
and it may not be the one you intended. 

Unlike some games, it is not necessary to examine the objects in order to 
discover hidden secrets about them. All the information you need to know 
is giv"!n either in the description of the objects themselves, or in the associated 
text. You are, however, advised to READ all signs and notices, and anything 
else which may contain a written message. 
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THE OTHER CHARACTERS 
During your travels you will encounter a number of other characters 
wandering about. You can interact with these in various ways, and can even 
talk to some of them. You will need to get these characters to help you at 
various stages of the game, either by getting them to perform certain actions, 
or by asking them for information. They may also want your help from time 
to time. 

The movements of the other characters are not random, each has his own area 
of the game which he normally patrols. However these areas may change at 
different stages of the game, according to the circumstances prevailing at the 
time. Whenever you meet another character, that character will remain in 
position until you move away. This is deliberate, and allows you to interact with 
the characters without them ignorantly walking away from you. 

To get the other characters to help you, you will need to talk to them. You do 
this by enclosing any speech inside quotation marks. Eg: "OPEN THE DOOR". 
It is not usually necessary to identify the character you are talking to unless 
there is more than one character with you, and you think that the wrong one 
may also respond to the message. In this case you should type the character's 
name after the message: SAY "OPEN THE DOOR" TO THE GUARD. The quote 
symbol(") is obtained by pressing the shift key followed by the 2 key. It is vital 
that you remember to use the quote symbol when talking to people, otherwise 
the program will interpret your speech as a direct command which you are 
trying to perform yourself. 

If you want someone to help you at a particular location, you must first find 
them and ask them to follow you (type "FOLLOW ME"). Lead them back to 
the location, then tell them what you want them to do, or ask them what you 
want to know. You can ask them to stop following you if you get fed up with 
their company. 

The characters may also carry around and use the various objects in the game, 
and objects may also be passed between you and the other characters. To give 
an object to one of the characters, simply type GIVE KEY TO GUARD. To take 
an object from a character you can either use the TAKE command or put GIVE 
in quotes. For example: TAKE KEY FROM GUARD or "GIVE ME THE KEY". 
Of course, the guard may not want to give his keys away! Again, it is not 
necessary to specify the character if there is only one character with you at 
the time. If there is any confusion, the program will ask you who you mean. 
Therefore TAKE KEY will work whether the key is on the ground or it is being 
carried by somebody else. If the command is successful you will be told 
whether you picked the object up or were given it. 

Remember, you can find out what the other characters are carrying by typing 
INV. This will give you a complete list of objects heing carried by you and any 
characters in the room with you. 
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SAVING YOUR POSIDON 

It may take weeks for you to complete the adventure. During this ~e you 
will need to save your position so that you may return to that same position 
at a later date. The saved position includes all the details of what is happening 
everywhere in the game, including locations, objects, characters, etc. The 
program contains 2 methods of saving your position in this way: Save to tape 
and save to memory. There is also an automatic save facility whereby your 
position is automatically saved to memory approximately every 8 moves you 
make, so that if you suddenly get killed you can return to the point just before 
it happened. 

To save your current position in the game, type SAVE. You will be asked 
whether you wish to save your position to tape or memory. Press Tor Mat 
this point. The memory save is useful for short-term saves, for instance before 
you enter an unpredictable situation or try a dangerous manoeuvre. It is 
instantaneous and you do not need to fiddle about with recorders or tapes, 
but you may only save one position at a time. Every time you save your 
position to memory, it will overwrite any previous position that was stored 
there. The tape save is used for long-term and permanent storage of positions. 
You will need to use it before switching the computer off, and to keep a library 
of different positions which you may wish to return to later on. You may save 
any number of positions on tape, and it only takes a few seconds to save each 
one. See the section headed TAPE HANDLING for more information on how 
to use the tape save. 

To return to a previously saved position you may type LOAD at any time 
during the game. The program will again ask you whether you wish to load 
a position which is stored on tape or in memory. Press T or Mas before. See 
the section headed TAPE HANDLING for more information. After a loading 
operation, the game will continue from the exact point at which that position 
was saved. 

THE AUTOSAVE FACILITY 
As mentioned previously, the autosave facility enables your position to be 
automatically saved to memory approximately every 8 moves. You will be told 
when this happens. This feature is selected when the adventure is first loaded, 
but you may switch it off with the command SAVEOFF. Type SAVEON to 
switch it back on again. You may still save your position manually when the 
autosave is switched on, and it will automatically be switched off if you choose 
to save your position to memory. This prevents your saved position from being 
accidentally overwritten by the autosave. 

9 



TAPE HANDLING 

This section explains how to load the various parts of the adventure, and how 
to save your position onto tape and load it back in again. 

NEW PART NUMBERS 
As mentioned earlier, the whole adventure is split up into 4 parts on 2 cassette 
tapes. When you have completed one part it will be necessary to load the next 
part to enable you to continue the adventure. This is taken care of 
automatically by the program. All you have to do is to place the appropriate 
cassette into your recorder and press the PLAY button. 

As you finish each part of the adventure you will get a warning message asking 
you to press a key to load the next part. When you press a key the screen will 
clear and a message such as 'LOAD PART 2' will be displayed. All you need 
to do is to insert the tape containing the relevant part number into your 
cassette recorder and press the PLAY button. The new part will then load in 
and you will be able to continue the game. It takes less than 3 minutes to load 
a new part. The program will only load the correct part number, so if it doesn't 
load, check to make sure that you have selected the right tape and have 
rewound it back to the beginning. 

Note that PART 1 does not start at the beginning of the tape due to the 
introductory files that are necessary when loading the complete adventure 
from scratch. Therefore, when loading PAR'f l, you can save time if you skip 
over these introductory files and go straight to the file named PART 1. This 
can easily be located by reading the loading messages that appear on the 
screen. 

SAVING YOUR POSITION 
Typing SAVE at any time during the game allows you to save your current 
position to tape or memory. If you select the tape option you will be prompted 
to enter a filename. This allows you to give a different name to each position 
that you save so that you can identify it later. Type in any filename of 7 letters 
or less and press RETURN. Make sure that you have placed a SPARE cassette 
in your recorder, and press the RECORD buttons. Press RETURN on the 
computer to save the position onto tape, it only takes a few seconds, after 
which you can continue the game. Always keep a spare tape with your 
positions on and never try to save your position on either of the 2 program 
cassettes that come with the game! 

LOADING A POSITION 
Typing LOAD at any time during the game enables you to load back a 
previously saved position from either tape or memory. You are also given the 
option to load a saved position whenever you would normally have to restart 
the game again. For example, when you type QUIT or get killed. The program 
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will prompt you to enter the filename of the position which you wish to load 
in. If you do not know the filename, simply press RETURN and the computer 
will load the first file it comes to on the tape. When you have entered the 
filename, you will be reminded to insert your data tape into the recorder and 
press PLAY. The file will then be loaded in. 

Please note that if you attempt to load in anything other than a valid position 
at this point, the computer will lock up and you will have to switch off and 
reload the entire program again. So if you have not specified a filename 
make sure that the first program on your tape is a valid position file. 

If you make a mistake when entering a filename and that particular file cannot 
be found on th.e tape, you can break out of the load function by pressing 
ESCAPE. You will then be able to re-enter the file· name, or load a position from 
memory if you cannot find your data tape. 

You may load back any position at any time during the game, even if it refers 
to a different part number from the one which you are currently playing. For 
example, if you are currently playing part 3 of the game and wish to go back 
to an earlier position which was saved when you were playing part 1, all you 
need to do is to load in the position as normal. The program will know whether 
or not the position just loaded refers to a different part number from the one 
currently held in memory. If it does it will automatically prompt you to load 
the new part number before continuing with the game. 
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SPECIAL COMMANDS 

Apart from the commands already discussed, there are a number of other 
commands which have a special purpose: 

If you want to see a repeat description of your current surroundings, type 
LOOK or L. This will also tell you about any objects lying about, any 
characters that are with you, and list the possible exits. 

The graphics may be switched on and off with the commands GRON and 
GROFF. Switching the graphics off allows the game to run faster and the whole 
of the screen is devoted to text output, thereby allowing more messages to 
fit onto the screen at once. However, you will not see any. graphics, and some 
pictures contain extra clues. The graphics are switched on every time you load 
in a new position. 

If you find that you are regularly entering the same command, or sequence 
of commands, you can save yourself lots of typing by setting up the 
command(s) on one of the 10 function keys. This is done by means of the 
STORE command. After typing STORE you will be prompted to enter the key 
number, then the sentence which you wish to store on that key. You can store 
any command sequence you like on a key, provided that the total number of 
characters on all the keys does not exceed 256, but you are unlikely to need 
anything like this amount. If you do try to exceed this limit, the program will 
warn you that the key store is full. You can place a RETURN character after 
the command by using :M just as if you were programming the keys from Basic. 
See your handbook if you are not familiar with how to use the function keys. 
Once a command sequence has been set up on a function key, you can enter 
that command simply by pressing the function key. You will find that we have 
stored some example commands on the function keys at the start of the game. 
You are free to use these or change them as you require. 

To find out what your current score is type SCORE. This will give you some 
idea of how you are progressing in the game. It is possible to finish the 
adventure without scoring maximum points. If this happens you may have 
missed something interesting along the way and you might like to play the 
game again to see if you can pick up the missing points. 

If you get hopelessly lost or you want to let another player have a go, you can 
abandon the game by typing QUIT. The program will confirm with you that 
you really want to quit and will then give you the option of quitting or loading 
back a saved position. As usual, this saved position can be either from tape 
or memory. If you do decide to quit you will be taken right back to the 
beginning of the game. 
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HINTS AND TIPS 

LIGHT AND DARK 
In some areas of the adventure, such as caves and tunnels, there will be no 
natural light. In these places you will not receive a description of your 
surroundings unless you have a lamp or something similar with you. You do 
not have to be actually carrying the lamp, it can be carried by another 
character or placed on the ground. Remember, just because it is dark this does 
not prevent you from moving about, only from seeing where you are going! 

REAL-TIME 
You should be aware that the adventure runs in real-time. What this means 
is that the events in the game are not held up whilst you are sitting at the 
keyboard trying to decide what to do next. All the characters will act 
independently of you, and if you walk away from the keyboard for half an 
hour, you may return to a very different game! However, so as not to penalise 
slow typists, once you have started to enter a command the program will pause 
and wait for you to complete the command before continuing. 

HELP BOOK 
Enclosed with the game you will have found a help book. This is extremely 
comprehensive and contains a complete list of objects, locations, characters 
etc. in the adventure, arranged in alphabetical order. The location and purpose 
of each is given, along with cross-references to all associated items. 

It is up to you how you use the book. Experienced adventurers will probably 
not need to use it at all, except to score maximum points. If you are a novice 
you may want to read through the book as you play the adventure and you 
would still get a great deal of satisfaction from solving the game, as it is by 
no means a step-by-step guide to the solution. At first we suggest that you try 
to play the game without the book, using it only to help you out when you 
become stuck. 

-- GOOD LUCK - AND HAPPY ADVENTURING --
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SUMMARY OF COMMANDS 

Listed here are some of the more important commands which you will need 
to know in order to play the game, along with their abbreviations. It is not a 
complete list of the hundreds of words which are recognised by the program. 

DIRECTIONAL COMMANDS 
COMMAND ABBREV. 

NORTH N 
SOUTH S 
EAST E 
WEST W 
UP U 
CLIMB CLI 
DOWN D 
JUMP JUM 
IN 
OUT 
BACK 
CONTINUE C 

SPECIAL COMMANDS 
RETURN KEY 
LOOK 
INVENTORY 
TAKE 
GET 
DROP 
EVERYTHING 
EXCEPT 
GIVE 

SAVE 
LOAD 
SAVEON 
SAVEOFF 
GRON 
GROFF 
SCORE 
STORE 
QUIT 
VERSION 

L 
INV 
T 
G 
DR 
ALL 
BUT 
GIV 

SAV 

SAVEOF 

GROF 
SC 
STOR 
Q 
VERS 

MORE USEFUL COMMANDS 

FUNCTION 

Move north 
Move south 
Move east 
Move west 
Move up 
Climb up 
Move down 
Jump down 
Enter 
Exit 
Return to previous location 
Travel as far as possible in one direction 

Repeat last command 
Get description of current location 
List objects carried 
Take an object 
Take an object 
Drop an object 
Used with TAKE and DROP 
Used with EVERYTHING 
Give an object to a character 
Speak to character 
Save your position 
Load back a saved position 
Switch autosave on 
Switch autosave off 
Switch graphics on 
Switch graphics off 
Get current score 
Define function key 
Abandon current game 
Print version number of game 

ATTACK BREAK CLOSE DRINK EAT EMPTY FILL 
FOLLOW KILL MOVE OPEN PUSH READ REMOVE 
THROW UNLOCK WEAR 
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NOTES 
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