


























































































































































































































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 
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), 

128 

• 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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