




Playing th is game will take you through a year in the 
life of Adrian Mole. When you have loaded the fir<t 
part of the game, you will see that as you progress 
through the days in Adrian's diary you will be asked to 
make choices for Adrian . Press a number from 1to3 to 
choose one of the options suggested. Pressing key 
number4 w ill display the command and help system 
menu. This gives a list of the additional features in the 
game and full instructions on how to use them. 

The aim of the game is to make Adrian as popular as 
possible with everyone- family, friends and the dog! 
At regular points in the game your score will appear 
on the screen to ind icate how well you are doing. 
(You can aim to make Adrian as unpopular as possible 
and see how low a score you can achieve!) 

The results of your actions may not be immediately 
obvious. It won't necessarily pay to overdo things: 
for example, being too neat and tidy might arouse his 
mother's guilt feelings. 

There are a number of random elements in the game 
and yourcour<e through the troubled path of 
adolescence may vary every time you play. 

If you have already read Sue Townsend 's books 
The Secret Diary of Adrian Mole Aged 13% and 
The Growing Pains of Adrian Mole, you will find some 
character< you have met before and a number of 
familiar scenes. But, if you haven't yet read the books, 
you ' ll still be able to play the game-and knowing the 
books won't necessarily give you an advantage: in the 
game, familiar scenes may well have a new twist. 

USING THE PROGRAM 
The game consists of a number of separate programs. 
Forsome computer ver<ions the whole game is 
recorded twice, once on each side of the cassette. 
For other computer ver<ions the fim half of the game 
is recorded on side 1 of the cassette and the second 
half on side 2. Each program cover< a few month< nf 

Adrian's life. When playing the game, press SHIFT to 
continue when the game pauses. 

Saving the game position 
While playing the game you can save your current 
posit ion . To do this, insert a blank cassette in the 
recorder. 

Type4 instead of 1-3 when asked to make a decision 
on behalf of Adrian Mole. This will display the 
command and help system on the screen. Press RECORD 
on the recorder, type SAVE and press ENTER. (If the 
program lSks for a " file name", type any short word 
and press ENTER.). When a message appear< on the 
screen to tell you the save is completed, stop the 
recorder. 

Loading a saved game position 
To load a saved game position you must be playing 
the same program of the game that you were playing 
when you saved the game. (ie. that program must be 
loaded). Remove the game cassette from the recorder 
and replace it with the one used to save the position 
earlier. 

Type 4 instead of 1-3 when asked to make a decision 
for Adrian to display the command and help system 
on the screen. Type LOAD and press ENTER. (If the 
program asks for~ "file name", type whatever name 
you used to save the position and press ENTER.) 
Rewind the cassette on which the position was saved 
and press PLAY on the recorder. Press ENTER. 

When a message appear< on the screen to tell you the 
load is completed, stop the recorder. The saved game 
position will reappear on the screen. 

The Secret Diary of Adrian Mole Aged 13%- -
The Computer Game fim published by Mosaic 
Publishing ltd. 

Game Design: Pete Austin . 

Programmed by: Pete Austin . 

Program Copyright © 1985 level 9 Computing. 
Based on The Adrian Mole Diaries by Sue Townsend. 
Copyright © 1982, 1984, 1985 Sue Townsend 
DrawingsCopyright © 1982, 1984, 1985 
Caroline Holden . 
Fim published in Great Britain by Mt.thuen, London Ltd . 
Additional text and story lines for t he game by 
Pete Aust in. 

Mosaic signature tune Copyright @1984 David Stoll 

No part of this software maybe rep1roduced in any 
form or by any means by any per<ons or institutions 
without the prior written permissic1n of the publisher< 
Mosaic Publishing limited. This software is sold 
subject to the condition that it sh al I not, by way of 
trade or otherwise, be re-sold, lent or hired out 
without Mosaic Publishing limited's prior written 
consent and, in the case of re-sale without a similar 
condit ion being imposed on the subsequent purchaser. 

© Alternative Software 1988. 

PROGRAMMERS-If you have wntten a good pre.gramme for ANY home 
computer, send 11 to us now for evaluat ion. We pay EXCELLENT royalt1e.s! ! 
Your programme could be in the shopsw1th1n 3 weeks!! SE NOTO· 
ALTERNATIVE SOFTWARE Un1u 3-6 Ba1leygate Industrial Estate, Pontefract 
West Yorkshire. We will acknowledge receipt of your programme same day 
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