









































































































































































































































































































































FROBOZZCO
FINANCIAL REPORT

FrobozzCo International Income Statement FrobozzCo International Balance Sheet
(Zorkmid Amounts in Millions) (Zorkmid Amounts in Millions)
Year end Year end
Y
T Y 8 m
: : 393459 Zm 219,067
Sales of goods and services Zm5431922 Zm5,108,113 Cash Zm 393, ;
Sale of property T s Inventories 566,790 465,634
Other revenues 812,913 656,106 Loans to Royal h::y 1,153,322 ?ggggg
Executive Party Fi
mm. REVENUES 6595420 5,764,219 g e T 232232
Cost of goods and services 2773119 2,655288 S 323939 2
Selling, administration, bribes 1243984 1,256,712 TOTAL ASSETS Zm3,297395 2Zm2,610,584
Depreciation 127,353 112,499
Contributions to Royal Charities 888,307 888,307 Sales
Printing of Annual Report 285,238 279,540 Short term loans Zm 456,872 388,431
TOTAL EXPENSES 5318001 5,192,346 Accrued payroll deductions 594,311 435,923
NET INCOME Zm1,277419 Zm 571,873 Deferred bribes 2;2,3; 2&;;3
; Sl AP BT A T e R : '
Earnings per uncommon share:
Continuing operations Zm 272 Zm 154 Total Liabilities 1,363,173 1,114,222
Discontinuing operations (0.03) (0.02) Shareholder’s equity:
NET INCOME PER UNCOMMON Uncommon stock 345,287 291,054
SHARE Zm 2.69 Zm 152 Unpreferred stock 1,112 858
: , e ——— Retained earnings 1,587,823 1,204,445
FrobozzCo International Retained Earnings Statement Total shareholder's equity 1934222 1496357
(Zorkmid Amounts in Millions) L TOTAL LIABILITIES AND EQUITY Zm3.297.395 Zm2,610,579
Retained earnings at year opening Zm1,204,445 Zm1,162,556
Net income 1,277,419 571,873
Dividends pald on uncommon stock (894,017) (529,971)
Dividends paid on unpreferred stock (24) 13)

Retained earnings at year end Zm1,587,823 Zm]1,204,445

103



'3 ik
ek o

Rork 09 -




Planetfall

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 formed 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 formative 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 Meretzky that he should pursue a career in Construction Management. Follow-
ing his unexpected graduation, several construction firms convinced Meretzky that he should pursue a career as a game tester for Infocom.
Finally, by 1982, Marc Blank had convinced Meretzky that he should pursue a career as an author of interactive fiction (“implementor” in
Infocom 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

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."
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DO YOU HAVE

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 INTO AN ORGANISM
MY PROGENITORS CAN BE PROUD OF.

"I'm part of a team devoted to excellence and enterprise that is the Stellar Patrol's proud tradition," says Cadet
4th Class Darrell Plintiv. "In my three years with the Patrol, I've found plenty of opportunity 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 VALUABLE
SKILLS AND EXPLORE
THEGALAXY.

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 intensive 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.

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 abductor 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-kilometer 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!

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 activ}ties
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
WHERE TO 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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TAKE COMMAND OF

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) - GF's 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 with 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 Fluffer (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 vodel 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?

[] =
yes

2. Color of hair:
Present hair length: On head:

Elsewhere (specify): __
Are you bald? OJ yes O no [0 receding hairline

3. Height (check one):

[J 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.

[J Between 1.5 and 3 meters

[J Above 3 meters but willing to undergo Artificial Shrinkage
Therapy to meet Stellar Patrol requirements

[J Above 3 meters and unwilling to undergo A.S.T.

4. Respiratory functions: Can you breathe through your:
] nose
[J mouth
] both nose and mouth
{J neither nose nor mouth
] none of the above
Do you smoke?
[ often
[C sometimes
 never
! never looked
5. How would you describe your overall physical health?
[0 Excellent
O Good
O Fair
[ Poor
[J Notify my next of kin immediately

EDUCATION/PERSONAL BACKGROUND

6. Have you finished high school or do you know someone
who has?
O yes
O no
[J not sure



7. Iamable to communicate with others:
" O in Galalingua
[J in monosyllabic grunts
[ via Astronmet’s Universal Sign Language
[(J not atall

8. Do you have any experience:
a. using a megaplenoscope? O yes [ no
b. operating a Schistosoma detector? ] yes [J no
¢. actuating a seroepidemiological cyclodiathermy laser?
Oyes Ono

d. doing laundry? O yes [J no
e. other (speggr):

9. What are your interests and hobbies? (Check up to three)
ey Think:

[J Traveling O Thmkmg out loud/talking

O Playing Double Fanucci to yourself - )

0 Moving mounds of dirt [J Filling out questionnaires
from location to location [ Drooling

[J Climbing trees O Scratching
[0 Climbing walls O Being miserable
[Z! Writing manuals [J Apologizing

[J Reading manuals

10. In ten words or less, describe the very reason for vour
existence:

PSYCHOLOGICAL PROFILE

11. Which of the following would you be willing to do for your
Union?
0 die
[ die slowly
[J die slowly and painfully
O read an Infocom instruction manual
[J none of the above

14.

16.

17.

. I am most attracted to:

[0 beings who are superior to myself in rank
O beings of the opposite sex

O beings of the same sex

[J beings of no sex

O myself

. Do you suffer from any mental disorders that would prevent

you from participating in laboratory experiments?
8 it doesn’t matter; I'll do whatever I'm told

no
O definitely not

My favorite form of recreation is:

[J mopping up after slimy beings who are superior to my-
self in rank

O dueling with laser bazookas at two paces

O forcing people to read Infocom manuals

. Do you enjoy working with:
people? Oyes [Jno
animals? Oyes [no
plants? Oves Ono
aliens? Oyes Ono

finger paints? [Jvyes [ no

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).

Hydrophobia factor: Chain yourself to a rock underwater for
as long as you can. Don't continue reading until you stop.
Now, write here how long you held your breath:

(in days).

. 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-
peatnumber17: _ |
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LOGICAL REASONING ABILITIES

19.

Y 8 & N

FOOT is to SHOE as FINGER is to:
Nose

b. Eye
¢ ' Ear
d. Mouse
£

=R

Donut
Honesty

. RAIN is to SNOW as GROTCH is to:

. Leopard

Hurricane .

Amoeba

Cage

aand b, and maybe c and d
. 3.14159

panoe

-

HULL is to SPACESHIP as SKIN is to:
a. Glove

b. Cat

¢.  Thermonuclear fusion

d. Titanium

e. Burn

f.  Muffin

. In what year was the Intergalactic Commerce Act passed?

. Who ;nvented the light deceleration process known as slow

. Name the act passed in 11,205 GY to strengthen the Plane-

tary Commerce Act.

. Name the year in which Arnold Guunuf invented slow glass.

.. The Intergalactic Commerce Act, passed in 11,205 GY,

strengthened what earlier act?

In 11,210, a glazier named Arnold Guunuf invented a light
deceleration process. Name it.

28.
29.

30.

What is the answer to this question?

Three couples (the Phariixes, the Boorbs, and the
Kegrees) 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, and Jaaggo. Each male sat be-
tween two females, and no one sat next to their spouse.

From the following information, determing 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 Keqgrees.

b. The female Phariix was seated across the table from
the gravity engineer.

c. The male on the fusion supervisor’s left sat across
from the person from Granjil-6.

d. The ambassador was seated between the Jaaggoian
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.

Four robotic satellites were designed to do the following:
YAS3 to find drifting garbage, JP7 to transport the garbage,
SEMS to turn the garbage into energy, and MD8 to distrib-
ute the energy. As Destiny would have it, however, YA3
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 S;::I;IG made no distinction between garbage and

YA3.
d. MDB8 transmitted signals to YA3 only in Galalinguan.

Submit this completed questionnaire to a Stellar Patrol re-
cmitetx".rgf you qualify for the Patrol, you will be notified within
two chrons.



STELLAR PATROL OF THE THIRD GALACTIC UNION

11,344 JULT 22 - TRAVSFERRED FROM 3.P.5. TRILOBYTE TP
S.P.S, FEMSTENR) FoR THE TH(£D OF MY Foo& TOURS
OF DUTM. I'M TRULHY GoONS TO MISS MY COMMAVDEE.
ELSIGA) FIRST CLASS ¢, HE wAS A FREND 10 &UERY
BESPECT — SOMEONE “oU coveds AcalA4vs Bg . &o T WiTH
A PEOBLGM, DOAMEONE I Coved RBEAULY coorx /P TO.
WE IOOLD SorE T /MES TAcLK. (o2& AITO THE MWIGHT,
HE coove TEIL MHE ABoo7  HS poME wokedh oF
ASH - bow ) F/t/é{ A r woodd TALK ABOIT GO /A6
vP o GAcciom, T ET PRETTY HOME Sicx
SOMETIHES, EUVEN) THOOGH GALC rdM (S MoTr EXAcTZH
ONE pF THE GALLEAN) SPoOTS oF THE JNIVERSE . I JUST
HOPE MM WNEW COMMANDER. S HALKE AS MNIcE AS i,
THIS wNEW =SHIP SeEMS PRE77® Swere . I'M
IV A CABM) wWIiTH oMY FIVE OTHER. ENSIGROS, aub IT'vE
GOT OMNE -AAD-A -HALF CUBIE. METERS, OF OCKER SPﬂcs./
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349 Jvey 23 - MET MY NEW comMrHAVDCR TOLAY —
ENVSIGR CADET™ FIRST CCLASS RLATHER | HE SeEMS
CIKE A RBAC kKRiIP, (excose THe CAV GUAE, brARY )
BUT THAT MieHT JUST BE A BAD FIRST |MPRESSOOA,
IH,394 JuLq 25 - ONE oF MY CABW MATES |, GOoRUMLD,

ORGANI2ED A DoURLE FANOCCT ToOovEVAMENT AMOé
AlLL THE ELSISRIS SEVENTH CLASS wWE wEPRE PLAHAIG

DURING THE |50~ Mice/CHRONY REC PERIOD AFTER (UMCH,
AL BLATHER BORST /A AMD COMFISCATED THE SETS
AUL TDLb VS THAT PLAYING WAR GAMES wAS A ViocATION
OF PATROL RESVLATIONS, BUT EMSIGAN wWHIRP, wWHO'S
STUDH/WG TO BE A PATROC CAWHER., SAD SHE cooedn'T

Frob ARYTHING ABOUT T (10D THE RESULATIONS AANTWHERE,

BUATHER |1 ReALY A
TOTAL MEGAKRIP/,




1,344 Tve 28 ~ I wENT TO SEE THE

PERSONMEL OFF(CER TODAY TO FiAb OUT WHAT M1 new
DOTIES would VovE, HE SHouwEeED ME A LisT oOF
ALL THE OPEN) ASSISGHMENITS, AAD I DELUBLED TO
POT (&) FOR THE GROTCH-FEEDING DETAIL, WE Picked
VP A FEW GROTCHES wWHEA WE wWERE oM CRASSUS,
ARD WE'RE TAKING TUEM TD THE 200c0&Y CABS oL
TRE AMAIA) SO THAT MAUBE THEYU CAA) FI(GURE oOJT How
AR ARIMAC cAV PEOBOCE 47 TIMES (TS WEIGHT 4

TROT EVERHAY DAY,

/", 344 ROZBAR 7 - EVERUONE FROAM TUE Po. TO THE SHIPS
CoOOK. HAS APARDUED MY APPLICATION FOR THE GEOTCH -FEEDAG
DETAIC — EXCEPT BLATHER , I HAVE AA) APPOIMT MeNT TO ==

HIM TOMoRROW . wISH Me cock
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i, 344 BozBAR ® — [ROT . ,/ BLATHER REIECTED MY
APPucA-ncw,/ AD TO MAkE T WORSE, HE SAD THAT
SINCE I SEEM TO (ovE GROTTHUES SO MUcH, HE'S

ASSGNIVE ME TD CLEAN 0UT THER cAceS. TRV

AND Douvice 7o/

1,344 BOZRAR 26~ I HAVEN'T HADL TIME TO ORITE (A
THIS BlAEY (ATECLH, RECAISE RCATHER 'S BEEND

WAT CHINGE US Al ke A TELERAND RRDL | ACSO cAsr
WEEK HE Foolod THE bDiaev Do I/IV&S A SURPR(SE
IVSPECT (00, GAVE ME 200 bEMERTS, AND Tob ME
THAT DBIARIES (WERE R AGA/AIST RESUILATIONS, 88U
I'Cc AE FEORBED (F I'M oS 70 SP, L'VE STARTE
HIDING THE biALY [RSIDE M4 OFFICIAL DOCUOMENTS
FILE, ALD T KEEP THAT HDBLEN (K TUE AR bUCT, FRoAy
RO oA I'Le HAVE TD SAEAK ALOAH4 DOME WHERSE w HEN

IT'M wWRIT NG,



,rue
1,344 BOZRBRAR 27 - GReETMES Feom Abeck Fooul

SUPRCY CcLOSET OF THE SPS, FE/NSTEW, [ HoPE IT'M

ROT TEMPTINVE FATE, SNEAR /DG ARCIAID wWITH MU baky
THIS wAM, T USED T0 BE AS MUCH OF A bBISBECIEVER
0 BEST/VY AS THE WNEXT &1, BOT AoT- ALYMORE,

POT S)RCE THE TI/AME MY MomM LWIARAED MY DAD
OT T2 TEMPT FATE RY wWAK/IMNG AcROSS THE

ASTRAL PLAMIS AFTER DARE , LWHEA) THE COMPUTERIZED
ARALUSS, SHOWED A 43% CHANCE OF RE SUCTIAIS
INSORY, MY DAL, STURRORAL AS AL AYS  JSUST cAUSHED
AT HER AJD we—u-r- Rle«-r ) TAKHUG HIS AU&HTLY

'3 & o e e N
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1,344 BozBAR 28 — W€ EVTERED RAVETARY ORB(T
TDDAY, A AON - HOMAN wIoBD cALED Accaedt -3 (ACTHOUGH
THE ROATIVEDS CALL (T SOMETHING CIKE BLOW K.-BIRGEN -
GORDO), THEY'RE WOT oFF (ciAcce PART OF THE UAION,
THE RUMoERS SAH THAT wWE'RE Plcis oP A SPECiac
AMBASSADoE TO TAKE RAcCK TO TREMALD FoR.
NEGOTTATIOAS OA) IJIOANIIGEG THE Ao, TOMoRROW
WE HAVE TO PuT o ovR beEss paliEoRAs FOR Some

SPECAC WELCcOMING CceREMONVY,

I, 344 AUGUST 2 — [ cAJGHT A GUMPSE oF THE
ALIEN AMBASSALOL. DURING THE (LDECLCOMING CEREMONIES,
UESTERDAY, HE (OOKkS CIKE A CcROSS BeTivocEN A

TREE TROMK AMD A MELTING ICE CREAM CloaE, Rov
ANUYLWIAY | THE cEREMoNT GOT ME o7 OF CULEANIS
THE GROTCH CAES TODAY,



1,344 AVGUST 7 - WEMNT TO THE MANDATORY
PATROC TMNFORMATIONAL TRI(- Uisio) TRIFE FEATURE
LAST MIGHT ., WE <SAW " TREATMERIT ’
FOR SPACE ((ce (VFESTATION,”
"SHORE LEAVE SHIRLEY: HOW TO GuABD
AGAINST CorTRACT V& ACEN)
DISEASES, " AD "THE OX1eER) TANK:

YOUR GALVAN Iz BUDDY (8 THE ACOUAL.®
BLATHER COMFIVED HALF THE EVSISAOS TD QUARTERS FokR
HOOTING bURING THE SEcomd FEATVES | ( THE OTHER. HALFE

HAD FAuEN) ASCEEP DUBING THE F(B<sT FEATIRE )

,344 AVGLST 24 — TROT THAT TROTTIANAS P!
I APPCIED Fol ASTROPHYSICS TRAMIANG FoR THE MEXT
QUARTER. | BUOT BLATHER SAYS MY «ORK FoR THE

SPECAL ASSIGAI MENIT TASK FORCE HASKO'T Reen oob

123



124

€uouc,o-l, SO ROT oMLY bbb He RE IECT MY
ASTROPHUSICS APPLCATION, RUT HE SAYS ILL HKAUVE TO
TAKE REMEDBIAC SCRUBR/IG LPEXT QUARTER , WUIH AT
A TROTTIN G- KRIP!

Y00 KOV, FOR THE FIRST TIME I'm BEGINNING
T HAVE DOURTS ABOUT (WHETHER I'MM REALLY cuoT™ oOT
FOB THE PATROL, HEND I wAS GROWNGS OF oN) GACL/wWIM,
IT LIOAS ALWAYS TAKED EOR GRAAMTEDN THAT I wowed

TODIAS UP WWHEN I CAME OF ASE. MY FAMILY HAS sServed
S THE RATRoc FOR FVE &&ENERATIONS ., I A) FAcT,

MU GREAT - GREAT - GRAAUDFAT HER. LWAS A HIGH ADMIRAC
AMD OMNE oF THE FoonbING FATHERS, oF THE PdTreoc.
BUT I =seEmM 70 BRE PeRMANENTLY STuck AT
ENDEV TE AL RCATRER (D MAKINVSG 1 (FE
MISERABCE ...

1,344 =E€PTEM 4 - WE (EFT HUYPERSPACE ToDAY AT

ARCUT 7600, wWERED'T SCHEDULED T Fom ABOUT AAOTHER.



TUWO WEEKS, THE GRAPEVINE SAYUS ULIE HAVE SPEciAc
ORDETS TD (MUESTIGATE A FPLALETARLY SUSTEM HERE,
APPAREITCH , SemE OF THE ABCHAEOCOGSTS RAck o
VARSUHOA THINK (T MIaHT HAve REEAD FAer oF THE
Scconh ONEON, T CAN'T IMAGINE wWHA AQYorE
WOULD SETTLE VT HERE A THIS REMSTE coRMNER

OF THE GACAXY,

11,344 SEPTEM S — THAT KR(P uAs Cowe (T AcAK) !

I AMISSED TWO UTITE PELLETS OF TROT uHer L wAS
CULEAN IS COT THE aROTCH CAGES UHESTERDAY, AAD
BLATHER GAVE ME (00 LEMER TS AUVD ASSiewed ME o
EXTRA SUIFTS oF bfck scRuUBBWNG —
I ODINES DECK UINEI THE

FCTHIEST bEck ol THE SHP!
I'M coal SIBERMAS A<ginG FoR A
TRALVSFeR -~ OR (F THISS SET woRs e
T AMIGHT gUer’) ARAUDOA) uuP.'

125



> Mw ‘“mmwa m-s,f
R e TS S’ TA2S 3.\:'—.3-
o w-wwﬁ%ﬁ're PO - A
St O o T P AR TAD PRI, Ve, G-
b “‘mm b s e oo

u'&s.asm m.»-w

-- Tranke 2PTIS
ﬂ%‘“ﬁu m R

; w M"W-v.u—ln .
T - X A N m MA *»B&ﬁ‘-".‘ﬁ\ M‘
,&h&- 5 8 AN 3 AP e
smw .é:'!m iy o N




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: ACTI10B

GEnie: ACTIVISION

America OnLine: ACTIVISION or use keyword “ACTIVISION” to locate the Activision forum.
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 reccommended 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),
* 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: In Europe send to: In Australia send to:
WARRANTY REPLACEMENTS WARRANTY REPLACEMENTS WARRANTY REPLACEMENTS
Activision Activision Activision
P.O. Box 67713 Long Island House, 3A P.O. Box 873
Los Angeles, CA 90067 1/4 Warple Way Epping, NSW 2121
USA London, W3 ORQ Australia
(310) 479-5644 United Kingdom (61) 2 869 0955
(44) 181 742 9400
Technical Support:

0990 111 557

ACIIVISiON,.

Copyright ©1995 Activision, Inc.
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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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INTERACTIVE FICTION FROM INFOCOM
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