Welcomme to The City of Xebec's Demise. Read
this Guidebook before entering. It gives you
important information for survival. On the
rear of this sheet you will find instructions for
using your conputer to enter Alternate
Reality.

The Floating Gate, is surrounded by Granite
Bank, Best Bargain Store, Best Armorers,
and Tail of the Dog Tavern. Use this base to
explore the rest of the City.

There are many establishments in The City:.
This list will help you inyour travels. Inns: 7;
Taverns: 14; Banks: 3; Shops: 15; Smithies: 4;
Healers: 2; Guilds: 12 (you car't join
Guilds, but they're useful in other ways).

In addition to the game, you need a blank,

formatted disk to use as a Character Disk.

Without a Character Disk, you car’t save a

game. Refer to your computer user’s guide for

instructions on formatting a disk. Be sure to

format the Character Disk on the drive you [l

be using in the game.

Note: Neverplaywithadifferent Disk
2 (Side 2, onthe Apple) thanthe
oneyouusetocreatea :
If you create a character using
your backup of Disk 2, always
use the backup disk when play-
ing with that character. If you
use the original game Disk 2
when creauﬂ character
always use the original game
Disk 2 to play wvtﬁ that
character.

You're kidnapped by an alien spaceship and
find yourself in a room with onfyrone exit.

Strength gives you an advantage in a fight;
Skill helpsyou avoid blows from an adversary.
Intelligence is crucial for tricking your
enemies, Wisdom far making decisions. Hit
Points are very impartant: the more you
have, the harder you are to Rill!

You are closely monitored! Dor't think the
Stats at the top of the screen make up the
whole. Many things, including your
personality, are constantly taken into
account by the computer. To achieve your
goals, be yourself!

Secret Passages There are many Secret
Doors and One-Way Walls in The City.
A Secret Door [ooks [ike a wall, but you can
walk right through it (accompanied by a
whooshing noise and an odd melody).
One-Way Walls are invisible on one side.
You can pass through the invisible side, but
not the visible one.

Inns offer lodging for a price. They’re also
Time and Date information centres.

Taverns sell food and drink and offer
entertainment. The menus change hourly.
Often, the songs sung in a Tavern give you
important clues.

Alcofiol Tavems serve alcohofic beverages.
Alcohol is also an ingredient in many
Potions. Drink in moderation. If you're
drunk, movement is hampered, mani-
pulating screens is difficult, and you
even experience blackouts. Find an Inn and
sleep it Oﬁ

Smithies As you approach a Smithy, you
may hear the Smith hammering away on his
arvil. New Weapons purchased at a Smithy

valuable; Cursed items can be a source of
great despair.

Gems and Jewelry are obtained after
Encounters or found in Treasure. Tuke them
to a Bank for appraisal and sell them.
Appraisals vary from Bank to Bank.

Weapons are necessary for survival. Event
if you abforviolence, you need a Weapon for
self-defense. Sorme creatures in The City will
attack you, no matter how nice you are, and

bare ﬁarufs are rarely useful.

There are three ways to acquire Weapons:

1. Finding them after an Encounter

2. Finding them after uncovering a

Treasure

3. Buying them from a Smithy

Always Examine a Weapon carefully before

picking it up. The more Intelligent you are,
the easier it is for you to tell if it's Magical or
Mundane (normal). Magical means it has
special properties: it’s very valuable or it’s
Cursed. Once you Pick up a Cursed Weapon,
you car’t Drop it; you need felp to get rid of
it. Pick up any Weapon you find as a




Lhrough tus doorway you see L/e ity of
Xebec s Demise. An enerqy field moves across
the opening. Overfiead is a panel with
constantly changing numbers. As you go
through the door, the numbers freeze. This
sets your levels of Stamina, Charm, Strength,
Intelligence, Wisdom, Skill, Wealth, and Hit
Doints. The higher these Stats, the better your
chances are in The City. You decide whether
you're Good or Evil.

During the first few days, you're extremely
vulnerable to foul play. The safest area of
The City is near the Floating Gate. Of course,
safety isn't your only consideration; there are
benefits to discover in the more dangerous
[ocales. But keep a low profile until you're
familiarwith The City. And avoid Encounter
with (ife forms that are obviously superior
(dor'’t tease a Wizard, for example!).

Have enough sense to come in out of the
rain! Bad characters (ike bad weather. It’s
also dangerous to be out at night. Find anInn
and check in before sundown. A good night’s
sleep does wonders for your Stamina and
restores Hit Points.

Keep an eye on your Stats. You can becore
fiungry, thirsty, or tired. Find a Tavern for
food and drink, an Inn for rest. You have a
(ittle momney; use it wisely. A compass,
available in most Shops, is a wise investment.
It's helpful to remember that the inventories
in Shops and Smithies change daily.

The values at the top of tﬁe screen help you
decide what action to take. Increasing these
levels is important to achieving your

goals. Good Stamina is useful in surviving
Fumfsﬁ ips. Charming an opponent,
naturally, requires Charm (charisma).

are never Cursed. But pnccs (and quality)
vary greatly; bartering is ess

buying a Weapon, remember that each fas
unique characteristics. For example, a
Longsword is a better offensive Weapon than
a regular Sword; but the reqular Sword is a
better defensive Weapon.

BanRs offer investment plans for your
money. The higher the interest rates, the
greater the nsk They sometimes offer money
for gems and jewelry, Banks have reqular
hours; you can't do business in the middle of
the night!

Shops offer a variety of wares, usually
ormamental. If you become wealthy, you may
want to deck yourself out according to your
station.

Healers There are Places of Heaﬁng inThe
City. Like clinics everywhere, a fee is charged
for services. There are some effects of Disease
or Poison that dor’t show up right away; so
dor’t wait! If you're wounded, ill, or
poisoned, see a Healer as soon as possible.

Guilds Guilds are'very particular about
accepting new pledges, so don’t expect to be
welcorred as a member on your first visit.
However, even a first visit is rewarded with
Character-enhancing knowledge. And, for a
fee, any Guild will help you get rid of a
Cursed Weapon.

Treasure takes many forms: Jewelry,
Weapons, Anmour, Potions, Money, a
other special items. All treasure, except gold,
sifver, and copper; is potentially Magical or
Cursed. Pick something up to discover its
unique properties. Magical items are
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Secondary Weapon. This way, if it's Cursed,
you arert’t stuck with it as a Primary Weapon
while you travel to a Guild for Fu:?/

Note: A Shield should always be used as

a Secondary Weapon.

If you find a Weapon you want while
carrying the maximum load, Drop one of the
Weapons you already have to Pick it up.

A Weapon must be Ready as either Primary
or Secondary Weapon in order to be dropped.
Follow tfie prompts.

Potions Some Potions are beneficial in
advancing your Character. When you find a
Potion, decide whether to Keep it, Leave it, or
Use it. Once you Open a Potion, Examine or
Use it right away. The Potion deteriorates
orice the seal on the container is broken.
Examine a Potion for colour. To find out
more, Sip or Taste it. Each Sip or Taste tells
you a [ittle more about the Potion. Marny
Potions are unstable and disappear dunnq
examination. To save a Potion for later, don’t
Open until you're ready to Use it.

There are four tnajor categories of Potions:
Benign: Water, Fruit Juice, Milk,
Mineral Water



Advantageous: Invulnerability, Cure,

Potions to aid Stats

Disadvantageous: Strong Alcohol,

Potions to Diminish Stats, Weak Poisons

Dangerous: Strong Poisons, Acids

Poison in your system usually causes

death. When poisioned, you sustain initial
Hit Point and neurological damage in [ine
with the strength of the Poison. If you're
fucky enough to find a Potion that cures
Poison, drink it. Otherwise, find a Healer
right away.

There are four ways you. can be poisoned:

1. Swallowing poisonous Potions

2. Being clawed by a poisotious creature

during an Encounter

3. Being bitten by a poisonous creature

during an Encounter

4. Being hit by a poisonous tail during

an Encounter

Disease, untreated, causes death.
Contracting a Disease results in Hit Point
and neurological damage in line with the
severity of the infection. If you get a Disease,

Sneak attack is ayailable when you
Surprise a [ife form.(Since your opponent
is unaware of your presence, you have the
advantage.

Lunge is a two-handed blow that can
(and with great force. Beware: If this
blow fails, you have virtually no defense
against retaliation.

Attack is the standard figfiting
manoeuver. You move offensively while
maintaining a decent defense.

Parry is an offensive move offering the
highest possible defensive posture.

Disengaged (ets you deal with your

opponient in a [ess violent manner:

Trick an opponent if you're Intelligent.
If a Trick fails, try it again. Beware:
You're not prepared for defense if the

Trick fails.

Charm an opponent if your Charm [eve(
is high. {

Some options are found in either menu:
Ready item if you have something
appropriate, (ike a Weapon.

Use itern you have Ready.

Leave to get out of the Encounter.
Tailor your Encounter strategy to fit your
condition and the kind of life form confronting

you. It's easier to Trick a Warrior than a

Master Thief. Don't expect to Charm or Trick

mindless (ife forms; you'd [ook pretty silly

trying to Charm Mold!

Life Forms There are many [ife forms in

The City: |

The Poor are humanoids who have no
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night. An extremely powerful beast that no
one can be certain doesn'’t exist.

Others There are many other creatures,
mostly evil, in The City. You must be
constantly vigilant.

Coming soon in the Alternate Reality
Series from Datasoft!

The Dungeon is a world shrouded in
mystery. This subterranean realm feeds
your terror and serves it back to you. Ri
treasure and exciting adventure await you
beneath The City. Are you strong enough to
take the risk?

When The Dungeon is conquered,
you're ready for the challenge of The Arena.
For the first time, you see and control yourself
in actual combat. If you survive your first
contest, you have the privilege of mingling
with the martial arts scholars who [ive in
The Arena.

The Palace brings you to the pinnacle of
(ife in The City. The Castle and other upper-
class establisfiments are now open to you. You
may buy property in The City and have a

to return to at night. Your social
standing continues to grow, your knowledge
and strength increase, until you are ready to
travel into the world beyond The City.

The Wilderness takes you beyond the
gates of The City and [eads to the
mountains that have tantalized you ever
since your arrival. You travel over fiot deserts,
through thick forests, perhiaps ever.overwater,
until you reach the rocky goal. You cannot
climb the mountains, but there is a wav in.
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drink a Potion that Cleanses or seek out a
Healer. If you're clawed or bitten in an
Encounter; find a Healer to prevent possible
infection.
There are three ways to contract Disease:
1. Contact with bacterial spores from
Mold and Slime
2. Being clawed by a diseased creature
3. Being bitten by a diseased creature
Encounters with beings in The City are
common. The five categories of Encounters
are [isted below in the order most favourable
to you.
1. You Surprise a life form
2.You Noticea [ifeform beforeit sees you)
3. You See a [ife form at the same time it
sees you
4. A life form Notices you first
5. You are Surprised by a [ife form
In an Encounter, you are either Engaged or
Disengaged. There are separate menus for
each of these options.
Engaged means you must battle the (ife

1o special skills or distinctions.

Merchant You usually see these capitalist
types on their way to or from wheeling-and-
dealing. They work hard to keep The City’s
economy healthy.

Couriers There’s no t¢lephone or
telegraph, so Couriers are necessary for
delivering messages as well as parcels.

Guard Most Guards are employed by the
nobility. They're The Ciny’" s policemen.

Gladiators are provm fighters from the
Arena Garmes.

Noblemen are rich and powerful. They
(ive in the Palace and are fond of Games in
the Arena. When out in public, they’re
attended by their private Guards.

Dwarf Short (4 feet tall) and stocky (150
pounds), Dwarves are interesting characters.
They're resistant to many Poisons and Magic

Spells, have excellent night vision, and are
terrific close combat fighters.

Mages, Wizards and other magical
types dwell in The City. Most are associated
with Guilds or other leaming institutions.

revealed. You make startling discoveries and
prepare yourself for the final step.

Destiny is the last episode in the
adventure. Here you must make the ultimate
moral decision: Return to Earth or seek
reverige on your Ridnappers.

These Alternate episodes will be
available for Atari, Apple II series,
Commiodore 64128, IBM PC|PCjr, Amiga,
Atari St, and Macintosh computers.

Datqsoft

orm or try to become Dise ed:

f - Thief There are many Thieves in The City,
each with his own criminal specialty.
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For the Atari Computer

Here's fow to use your Atari camputer to enter Altemate Reality.
Read tfe Guidebook before loading the game. It has information you'll
need in The City.

Requirements

® Atari " 400/800XL series computer (48K)

® Compatible disk drives (1 or2)

® TV or video monitor

.Alﬂ)'ﬂi&'f{

® Blarik, formatted disk (Character Disk—
Optional)

® Altemate Reality—The City game diskettes (2)

Note: Do not Write Protect the game disks or your Character Disk.
It’s a good idea to make backup copies before you load the
gane. You can make copics of both sides of Disk 2 and Side
2 of Disk 1. An clementary copy program is included on
Disk 2., Tum off your computer. Insert Disk 2 (either side)
into the disk drive and close the door. Tim on the computer.
Follow' the prompts. You can also use this copy program to
backup your Character Disk.

Getting Started
T off the computer and cormect a joystick (if desired).
2. Place Disk 1, Side 1 in the drive (with two drives, place Disk
2, Side 1 in the seccond drive). Tum on the drive and the
computer. If the wrong disk is in the drive, the game asks for
the correct one. With two drives, the gare checks both drives
for the correct disk.
. When the game is loaded, follow the prompts.
4. Once you're familiar with the game, press Start to bypass the
opening scenario. This takes you directly to the Character
Decision menu.

s
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you make an errorwiten typing a character name, fit Returm when the
program asks you to verify the name.

After selecting from the Character Decision menu, you're at the door
to enter The City.

To Save A Character

Save your character when you're ready to stop playing. Press S.
You're prompted to remove the AR disk, insert the Character Disk, and
press Start. To play again, refoad, sefect the saved character from the
Character Decision menu, and (e game resumes at the point you
stopped.
Note: Save the character to disk or you'll lose it when you tum off
the computer.

Compass

Firding your way around The City is simplified by use of a conpass,
available for purchase at most Shops in The City. If you buy acompass,
press the Select key until you sce it. The direction you're feading will
always be topmost on the compass (the amow always points North):

N E w S
2% f E N --=§ S=s N E * 5%
S w E N
North East West South
Joystick Control

The Joystick controls pl'\)'siru( movement.
® Enter The City in the beginning scene by pushing up on the
joystick.
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For the Apple Computer

Here's how to use your . \ppﬁ computer to enter Altemate Rul[xtv
Read the Guidebook (uhm' [oading the game. It has information you'll
need in The City.

Requirements
® Apple 1™ series computer (64K)

® Compatible disk drives (1 or2)

® TV or video monitor

® Blank disk (Character Disk—Optional)

® Altemate Reality—The City game diskette

Gettmg Started
; 'llmm” the computer. Place Side 1 of The City disk in
Drive 1 and close the door (with two drives, use Drive 2
for your Character Disk).
Turn on the TV or monitor and the computer. If the wrong
disk is in the drive, the game checks both drives for the
correct one.
. When the game is loaded, follow the prompts.
. Once you're familiar with the game, press ESC to bypass the
opening scenario. This takes you directfy to the Character
Degcision menu.

"3
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Note: Do ot Write Protect the game disk or your Character Disk.
It’s a good idea to make a backup copy of Side 2 before you
play the gane, An elementary copy program is included on
Side 1 (see the Character Decision meru). You can also use
this copy program to backup your Character Disk.

Character Decision

The Character Decision menit offm ﬁ\'c options:
Hit N to become a new person
Hit E to resume an existing one
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gameplay. When the game asks for Side 2 of Disk 2, put your
backup copy of Disk 2, Side 2 in the first drive, Leave Disk 2,
Side 1 in the second drive.

Character Decision
The Character Decision menu offers four options:
Hit N to becone a new’ person
Hit E to resure an existing one
Hit I to initialize a Character Disk
Hit T for a temporary character

Press 1 to initialize a disk to use as a Character Disk. As
prompted, remove the Altermate Reality disk from the drive and insert
a blank, formatted disk. Press any key o continue. Note: Initializing
doesn't format the disk. it simply prepares the disk for use as a Character
Disk. See your Atari user’s guide for formatting mnstructions.

Press N to create a character. Press Retunt. As promped, type
a Character name (up to 31 letters, including Secret Name) and press
Retunt. ‘The next prompt is 1erifityour name. Type the name again and
press Retunt. You're prompted to remove the AR disk and insert a
Character Disk. You can store up to four characters on a Character
Disk, but can only play with onc at a time.

To prevent anyone else from using your character; use the
Control key for a Secret Name. Evample: You want a character
named Morag with the Secret Nante, Morag Giant. When prompted to
name your characten type Morag. Press Control and type Giant. Press
Retunt. Only Morag appears on the screen. Verify the full name when
prompted, pressing Control again for the Secret part. To access this
character, type the full name, using the Control key for the Secret
Name. Secret (etters can be used before, aften or within a character's
nane, or for the entire name (up to 31 letters).

Press I for a T temporary character. Follow the prompts,
pressing Retum after each response. You can't save this character, but
it’s useful for getting into the game quickly to look around and get the
feel of the game.

Press E if you already hiave a character from a previous
venture into AR. At the prompt, type the ID number corresponding
to the rame you're using. Type the name (when prompted) and press
Retunt. To retum to the Character Decision menu, press Retun instead
of typing a name.

If you make a wrong selection from the Character
Decision menu, press the Option key instead of typing a name. If

® Move Bmk lrv pulhng rfmm on Uw joystick.

® To Tum Right or Left, press the Fire button while pushing the
joystick to right or left.

® To Enter a shop or store) pusfi up on the joystick. Follow the
prompts. Pull dowr on the joystick to Exit. It’s possible to back
through a doonway:

Keyboard Control

To play without a joystick, us:the keyboard cormmands shown in the
diagram below.

Jioy E
K

® Press | to enter The City in the beginning scene.
® To enter a shop or store, press 1. Follow the prompts.

You also usc the keyboard to interact with business establishments,

review and position your belongings, and during Encounters.,

® A Menuat the bottomof thescreen displays youroptions. Eachoption
has a flashing [etter or number. ‘To choose, press the appropriate
flashing character. In some situations, there is no flashing character.
Either hit any key or answer s or No, witere appropriate.

® Press the Select keyto getafullaecount of your conditiort. Repeat until
you've seen all the mturmatwv; and are back in nonmal operating
mode.

® Defend yourselfwith citﬁcrﬁamf in an Encounter. Press LI to switch
hands.

® Press R to ready aw uxpm_fm use. Follow the prompts.

® Press D to Drop items. This i§ usually done to make room for new
acquisitions, since fow much you can caryis fimited.

® Press P to pause the game. Priss P again to resume play.

® Press S to save a character. Folt;w the prompts.

® Press U to use Potions it youripossession. You can’t use Potions
during an Encounter.

Hit T for a temporary character
Hit B to backup disk
Press I to initialize a disk to use as a Character Disk. As
promypted, remove the Altemate Reality disk from Drive 1 and insert
a blank disk. Press any key.to continue.
Press B to make backup copies of Side 2 of The City or your
Character Disk. Follow the prompts.
Press N to create a character. Press Retum. As prompted, type
a character name (up to 31 letters) and press Retunt. The next prompt
is Verify your name. Type the name again and press Retunt. You're
promipted to remove the AR disk and insert a Character Disk (with
two drives, [eave the AR disk in Drive 1, the Character Disk in
Drive 2). You can store up to four characters on a Character Disk,
but can only play with one at a time.
Press I for Temporary character. Follow the prompts,
pressing Retumn after each response. You can't save this character; but
it’s useful for getting into the game quickly to look around and get the

feel of the game.

Press E if you already have a character from a previous
venture into AR. At the prompt, type the ID number corresponding
to the name you're using. Type the name (when prompted) and press
Retum. To retum to the Character Decision menu, press Retum instead
of typing a name,

If you make a wror;? selection from the Character
Decision menu, press the ESC key instead of typing a name, If
you make ait error wihen typing a character nasme, hit Return whten the
programt asks you to verify the name.

After selecting from the Character Decision menu, you're at the door
to enter The City.

To Save A Character

Save yourcharacter when you re ready tostop playing. Press S. You're
prompted to remove the AR disk, insert the Character Disk, and press
the Space Bar (with two drives, you don't need to remove or exchange
disks; the game checks both drives for the correct one). ‘To play again,
reload, select the saved character, and the game resumes at the point

you stopped.

Note: Save the character to disk or you'll (ose it whert you tunt off
the computer.




Compass

Finding your way around The City is simplified by use of acompass,
available for purchase at most Shops in The City. If you buy acompass
it will appear at the [eft of your screen. The direction you're heading
will always be topmost on the compass:
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Keyboard Control

The diagram below shows the keyboard commands for movement
in The City.

K

® Press | (Forward) to enter The City in the beginning scene.
® To Enter a shop or store, press 1. Follow the prompts. Press K
to Fadt. It's possible to back through a doorway.

For the Commodore 64 Computer

Here's how to use your C-64 com;‘iutcr to enter Altemate Reality.
Read the Guidebook before loading the game. It has information you'll
reed in The.City.
Requirements

® Comumodore 64" computer
® 1541 disk drive
® TV or video monitor

® Joystick
® Blank disk (Character Disk—Optional)
® Altemate Reality—The Cliy fame diskettes (2)
Note: Do not Write Protect the Character Disk. An elementary copy
program is included on Disk 1, Side 1 so you can make backup
copies of your Character Disk (§ee the Character Decision menu).

Getting Started "

L. Tumt off computer, remove cartridges, and connect a joystick
(if desired) to Port 1.

2. Tiim on the disk drive, insert Disk 1, Side 1 into the drive,
and close the door. {

3. Tum on the computer. Wheti READY appears on the screen,
type LOAD “*; 8, 1 and press Retum. If the wrong disk
is i the drive, the computey asks for the correct one.

4. When the game is loaded, fllow the prompts.

5. Once you're famifiar with the game, press 7 to bypass the
opening scenario. This takes you directly to the Character
Decision men.,

Character Decision
The Character Decision menu offers five options:
Hit N to become a new person

Hit E to resume an existing ong

Compass

Finding yourway around The City is simplificd by use of acompass,
available for purchase at nost Shops in The City. If you buy acompass,
press the f7 key until you see it. The direction you're heading will
albways be topmost on the compass (the arrow always points North):
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Joystick Control

The joystick controls physical movement.

® Euter The City in the beginning scene by pushing up on the
joystick.

® Move Forward by pushing up on the joystick.

® Move Back by pulling down on the joystick.

® To tum Right or Left, press the Fire button while pushing
stick to right or left.

® o Enter a shop or store, pusf up on the joystick. Follow the
prompts. Pull down on the joystick to Exit. Tt's possible to back
through a doorway.

Keyboard Control

To play without a joystick, use the keyboard commands sfown in the
digaram below.



Note: On an Apple Ilc or Ile, you can use the four Amow keys
for movement insead of the letter keys. However you must
use K to exit Banks and some other establisfiments.

You also use the keyboard to interact with business establisfiments,
review and position your belongings, and during Encounters.
® AMenuat the bottorm of the screen displays youroptions. Eacltoption
has a flashing letter or number, To choose, press the appropriate
flashing character. In some situations, there is no flashing character.
Either press any key or answer )és or. No, where apprapriate.

® Press the ESC keyto get a full account of your condition. Repeat wntil
you've seen all the information and are back in normal operating
mode.

® Defend yourself with either hand in an Encounter. Press LI to switch

hands.

® Press R to ready a weapon for use. Follow the prompts.

® Press D to Drop items. ‘This is usually dore to make room for new

acquisitions, since how much you can carry is limited.

® Press P to pause the ganie. Press the Space Bar to resume play.

® Press § to save a character. Follow the prompts.

® Press LI to use Potions in your possession. You can't use Potions
during an Encounter.

® After you win an Encounter, the game is Paused. You're prompted
to press any key to continue,

Hit T to initialize a Character /SR
Hit T for a temporary character

o b 2 |
Hit B for backup program

Press 1 to initialize a disk to use as a Character Disk. As
prompted, remove the Altemate Reality disk from the drive and insert
a blank disk. Press any key to continue.

Press B to make backup copies of your Character Disk.
Follow the prompts,

Press N to create a character. [ress Retuni. As prompted, type
a character name (up to 31 letters) and{ press Retun. The next prompt
is Verify your name. Type the nane again and press Retumt. You're
prompted to remove the AR disk and insert a Character Disk. You
can store up to four characters on a Character Disk, but can only
play with one at a time,

Press T fora charaeter. Follow the prompts,
pressing Retum after each response. You can't save this character, but
it’s useful for getting into the game quickly to look around and get the
feel of the game.

Press E if you already have a character from a previous
venture into AR. At the prompt, type the ID number coresponding
to the name you're using. Type the name (when prompted) and press
Retunt. To retum to the Character Decsion menu, press Retum instead
of typing a name.

If you make a wrong selection from the Character
Decision menu, press f3 instead of typing a name. If you make an
error when typing a character name, hit Return when the program
asks you to verify the nane.

After selecting from the Character Decision menu, you're at the door
to enter The City.

To Save A Character
Save your character when you're reaify to stop playing. Press S, You're
promipted to remove the AR disk, insert the Character Disk, and press

7. To play again, reload, select the saved character, and the game

resumes at the point you smppetf.

Note: Save the character to disk or you'll ose it when you tunt off
the compudter.

® Press | (Forward) to enter The City in the beginning scene.
® To enter a shop or store, press . Follow the prompts.
You also use the keyboard to interact with business establisfuments,
review and position your belongings, and during Encounters.

© A Menu at the bottomn of the screen displays your options.
Each option has a flashing (etter or number. To choose, press
the appropriate flashing character. In some situations, there is
no flashing character. Either hit any key or answer ¥s or No,
where appropriate.

® Press the {7 key to get a full account of your condition. Repeat
wntil you fave seen all the information and are back in normal
operating mode.

® Deferd yourself with either fand in an Encounter. Press Ll to
switch hands.

® Press R to ready a weapon for use. Follow the prompts.

® Press D to Drop items. This is usually done to make room for
new acquisitions, since iow much you can carry is limited.

® Press P to pause the game. Press P again to resume play.
® Press S to save a character. Follow the prompts.

® Press L to Lise Potions in your possession. You can't Lse
Potions during an Encounter,




