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RESAVING A GAME 

You may want to re-assign a game in progress to a file name that 
you have already used. To resave a game under an existing file 
name type: @ O:fi Ie name 
for example: @O:GAME ONE 

NOTE: Caution is advised when resaving games under the same 
file name. There is less chance of damaging a file by saving games 
under new names, and erasing old files. 

PLAYING HINTS 
MAPPING 

Draw a map to keep you from wandering in circles, losing your 
orientation, or even avoiding trouble. (You escaped with your life 
last time, and you really don't want there to be a next time!) 

THE FOLLOWING IS A USEFUL METHOD 
FOR MAPPING ADVENTURES 

Trees 
Each area is represented by a box with the name I 
of the area in it, and all original items found FOREST 
in it are noted alongside. 
Directions from a location are indicated by a line coming out of 
anywhere on the box, but with the direction leaving the box 
Indicated by the first letter of that direction. 
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Bird neat 

The above shows that you must go East from the grove to the 
swamp and West from the swamp to the grove. If you can only go 
In one direction, put an arrow at the end of the path. 

Trees 

FOREST 

Bird nest 

Mud Oil 
------ Tree 

SWAMP 

This indicates that upon leaving the grove you can go north to the 
forest but you cannot return . 

The best way for you to use this system is to draw a line 
representing each possible exit and its direction when you enter a 
location. Later, connect the lines to rooms as you continue your 
explorations. S Trees Sign Dragon 

GROVE SWAMP 

Bird Nest 

This way, you won 't forget to explore an exit once you get past 
your first pass. Another advantage of this system is that you never 
need to redraw your map, since you can add extra locations 
anywhere on your paper. 
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Notice that in the forest the exits N,S, and Ware available but they 
all return to the forest! Also note that when additional locations 
were found off the swamp, the map was not redrawn. Instead, the 
locations were simply put where needed. And since we "CLIMB 
TREE" instead of going in a particular compass direction, this is 
written as a direction to leave the swamp for a new place. 

This is an easy system to use. Once you start using it, you'll spend 
less time mapping or wandering around lost, and more time facing 
challenges! 

OTHER HINTS 

Never take anything for granted! If there is a torch lying on the 
ground, give specific instructions: GET TORCH, LIGHT TORCH, 
CARRY TORCH. Don't assume that you 've done something unless 
you have actually given the computer your instructions. 

Be sure to examine the items you find throughout your adventure! 
Keep in mind that most problems require no more than common 
sense to solve; special knowledge and information are rarely 
necessary. For example, if an area is too dark to see in, you'll need 
a light to avoid diaster. 

If you get stuck, type HELP and press RETURN. You mayor may 
not receive assistance, depending on factors such as what you 're 
carrying or where you are. Also, be careful about making 
assumptions-they can be fatal! 

Finally, if you 're REALLY stuck, special hint books are available 
from Adventure International. The Hint Book contains listings of 
words, coded by number, that you can use to decipher messages 
and clues to help you solve problems in the adventure that bring 
you to a crashing halt . These tips can save you hours, or even 
days, of frustration. Call (305) 862-6917 for ordering information. 

SUMMARY 

Your adventure game is a sophisticated puzzle that will take you 
many entertaining hours to explore and solve. There are three 
recommended approaches to the game: 

1. Try to go as far as you can and collect as many valuable or 
useful items as possible, bringing those items to some "safe" 
location where you accumulate points for depositing your items. 

2. Try to map your adventure so you can find your way through 
it ... in other words, master the adventure by unraveling the 
physical layout of the different locations and using your map to 
help you get valuable items. 

3. Solve the adventure .. . by preventing the explosion , getting all the 
treasures, or whatever. 
To solve the adventure, you have to find your way through the 
puzzle locations and collect the items you need to accomplish 
your mission. 

If yo.u want entertainment and creative chaHenge, adventure games 
provide the perfect script. The stage is set, now it 's time for you to 
perform! 
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