
















Inte ractive fiction is a story in which you are the main 
characte r. Your own thinking and imagination de te r­
mine the actions of that character and guide the 
story from start to finish. 

Each work of inte ractive fi ction, such as Ballyhoo , 
presents you with a series of locations , items, char­
acte rs , and events . You can inte ract with these in a 
variety of ways. 

To move from place to place , type the direction 
you want to go. When you find yourself in a new loca­
tion , it 's a good idea to become familiar with your 
surroundings by exploring the nearby rooms and 
reading each description carefully. (You may notice 
that Ballyhoo occasionally refers to a location as a 
" room," even if you are outdoors.) As you explore it 
is heillful to make a map of the geography. ' 

An unportant element of interactive fiction is puz­
zle -solving. You should think of a locked door or a 
ferocious beas t not as a permanent obs tacle , but 
merely as a puzzle to be tackled. Solving puzzles will 
frequently involve bringing a certain item with you 
and then using it in the proper way. ' 
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. In Ballyhoo, time passes only in response to your 
mput. You might Imagme a clock that ticks once for 
each sentence you type, and the story progresses 
only at each tick. Nothing happens until you type a 
sentence and press the RETURN (or ENTER) key, so 
you can plan your turns as slowly and carefullv as you 
want. . 

To measure your progress, Ballyhoo keeps track 
of your score .. You may get points for solving puz­
zles , performmg certam actions, or visiting certain 
locations . A perfect score is to be s trived for but of 
course having fu n is much more important. ' 

Tips for Novices 
1: Draw a map. It should include each location, the 
directions connecting it to adjoining loca tions , and 
any mterestmg objects there. (See the small sample 
map that goes along WIth the sample transcript on 
page 20.) Note there are 10 possible directions plus 
IN and OUT. ' 

2. Examine all objects you come across. Most ob­
jects in the story that you can pick up are important 
for solvmg one or more of the puzzles you ' ll run into . 

3 . Save your place often. That way, if you mess up or 
ge t " killed ," you won't have to start over from the 
beginning. See page 16 fo r instructions. 

4 . Read the story carefully. There are often clues in 
the descriptions of locations and objects . Even 
strange or dangerous actions may provide clues , and 
lTllght prove tQ be fun l You can always save your 
positIon first if you want. Here's a silly example: 
> PUT THE SADDLE ON THE PONY 
As you drop the heovy saddle onto the po ny, the animal 
IS crushed by the weight, and it fall s down, legs splayed . 

Here you have a clue that you should find ei ther a 
lighte r saddle .or a sturdie r harse. 

5. Unlike other "adventure games" you may have 
played, there are many possible routes to the end of 
Ballyhoo. Same puzzles have mare than one salu­
tion; other puzzles don' t need to be solved at all. 
Sometimes yau will have to solve one puzzle in order 
to obtam the Item(s) or information yau need to 
solve ana ther puzzle . 
6. You may find it helpful ta go through Ballyhoo with 
another person . Different people may find different 
puzzles easy and can often complement each other. 
7 If you really have difficulty, you can order a hint 
booklet and a comple te map using the order form in 
your package. You don't need this booklet to e njoy 
the s tory, but It will make solving the puzzles easier. 
8. Read the sample transcript on page 20 to get a 
feel for how Infocom's interactive fi ction works . 
9. You can word a command in many diffe rent ways. 
For example , if you wanted to pick up a yellow hoop, 
you could type m any of the following: 
> GET HOOP 
> TAKE THE HOOP 
> PICK UPTHE YELLOW HOOP 
In fact, if the hoop is the .only thing in s ight that you 
can take, jus t typing TAKE would have been enough. 
But mare abaut that in the next section ... 
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Communicating with Ballyhoo 
In Ballyhoo, you type your sentence in plain English 
each time you see the prompt (> ). Ballyhoo usually 
acts as if your sentence begins" I want to ... ," al­
though you shouldn't actually type those words. You 
can use words like THE if you want, and you can use 
capital letters if you want; Ballyhoo doesn't care 
either way. 

When you have finished typing a sentence, press 
the RETURN (or ENTER) key and Ballyhoo will pro­
cess your request. Ballyhoo will then respond, telling 
you whether your request is possible at this point in 
the story, and what happened as a result. 

Ballyhoo recognizes your words by their first six 
letters, and all subsequent letters are ignored. 
Therefore, HYPNOTist, HYPNOTize, and HYPNOTic 
would all be treated as the same word by Ballyhoo. 

To move around, just type the desired direction. 
You can use the eight compass directions: NORTH, 
SOUTH , EAST, WEST, NORTHEAST, NORTHWEST, 
SOUTHEAST, and SOUTHW EST. You can abbreviate 
these to N, S, E, W, NE, NW, SE, and SW, respec­
tively. You can use UP (or U) and DOWN (or D) . IN 
and OUT will also work in certain places. 
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Ballyhoo understands many different kinds of sen­
tences. Here are several examples. (Note that some 
of these objects do not actually appear in Ballyhoo.) 
> WALK NORTH 
> DOWN 
> NE 
> GOUP 
> GET THE LEDGER BOOK 
> READTHE BANNER 
> LOOK UNDER THE BED 
> GO OUT 
> POUR THE WATER INTO THE POT 
> EXAMINE THE LARGE RED BALLOON 
> PUSH THE BLACK BUTION 
> GIVE $1.50 TOTHE HAWKER 
> SHOOT TH E ELEPHANT WITH TH E ELEPHANT 

GUN 
> GIVETHE FLYTOTHE FROG 
> LOOKINSIDETHECAGE 
> CLIMB THE FENCE 
> BET 75 CENTS 
> SET THE WATCH TO 8:30 
> TAKE THE BURNING COAL WITH THE ASBESTOS 

You can use multiple objects with certain verbs if 
you separate them by the word AND or by a comma. 
Some examples: 
> TAKE BOOK AND KN IFE 
> DROP THE YELLOW BALL, THE SPOTIED FROG, 

AND THE PEANUT 
> PUT THE LADYBUG AND THE SPIDER IN THE JAR 

L 

You can include several sentences on one input 
line if you separate them by the word TH EN or by a 
period. (Note that each sentence will still countas a 
tum. ) You don't need a penod at the end of the mput 
line. For example, you could type all of the foUowing 
at once, before pressing the RETURN (or ENTER) 
key: 
> READ THE SIGN. GO NORTH THEN TAKE THE 

CROWBAR AND MALLET 
If Ballyhoo doesn't understand one of the sentences 
on your input line, or if something unusual happens, 
it \\;i11 ignore the rest of your input line (see" Bally­
hoo Complaints" on page 18). 

The words IT and ALL can be very useful . For 
example: 
> TAKE THE APPLE. POLISH IT. PUT IT IN THE BOX 
> CLOSE THE HEAVY METAL DOOR. LOCK IT 
> TAKE THE SHOE. EMPTY IT. PUT IT ON 
> TAKE ALL 
> TAKE ALL EXCEPT THE WET EGG ANDTHE KEY 
> TAKE ALL FROM CABINET 
> DROP ALL BUT THE PENCIL 
The word ALL refers to every visible object except 
those inside something else. If there were an apple 
on the ground and an orange inside a cabinet, TAKE 
ALL would take the apple but not the orange. 

There are three kinds of questions that Ballyhoo 
understands: W HO IS (someone). W HERE IS (some­
thing), and W HAT IS (something). For example: 
> WHO IS HARRY? 
> W HERE IS THE TICKET? 
> W HAT IS A PHRENOLOGIST? 

You will meet other people and creatures in Bally­
hoo . You can "talk" to some of these beings by typ­
ing their name, then a comma, then whatever you 
want to say to them. Here are some examples : 
> LOI S, HELLO 
> FRED, W HERE IS MY TICKET? 
> JUGGLER, FOLLOW ME 
> MIDGET, GETOFFTHE PONYTHEN GIVE ME A 

TICKET 
> HARRY, TAKE THE GUN. SHOOT THE PENGUIN 
Notice tha t in the last two examples, you are giving a 
person more than one command on the same input 
line. But remember: most people in the story don't 
care for idle chatter. Your deeds will speak louder 
than your words. 

Ballyhoo tries to guess what you really mean 
when you don't give enough information. For exam­
ple , if you say that you want to do something,. but not 
what you want to do it to or with , Ballyhoo will 
sometimes decide that there is only one possible 
object you could mean. When it does so, it will teU 
you. For example: 
> UNLOCK THE DOOR 
(with the key) 
The door is now unlocked. 

If your command is ambiguous, Ballyhoo will ask 
what you really mean. You can answer most of these 
questions briefly by supplying the missing informa­
tion, rather than typing the entire mput agam. You 
can do this only at the very next prompt. For 
example: 
> CUT THE ROPE 
What do you want to cut the rope with? 
> THE KNIFE 
As you cut the rope, you hear a loud crosh in the tent. 

or 
> TAKE THE BUTIERFLY 
Which butterfly do you mean, the delicate magenta 
butterfly or the fat yellow butterfly? 
> DELI CATE 
The delicote magenta butterfly ~utters away as you 
reach for it. 

Ballyhoo uses many words in its descriptions that 
it will not recognize in your commands. For example , 
you might read, " The full moo~,is brightan~ clear, and 
the wagons cost eerie shodaws. However, if Ballyhoo 
doesn't recognize the words MOON or SHADOWS 
in your input, you can assume they are not Important 
to your completion of the story, except to proVIde 
you with a more vivid description of where you are 
or what is going on . Ballyhoo recogruzes over 900 
words, nearly all that you are likely to use in your 
commands. If Ballyhoo doesn't know a word you 
used, or any of its common synonyms, you .are al­
most certainly trying something that is not Important 
in continuing your adventure. 
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Starting and Stopping 
Starting the story: Now that you know what to expect 
in Ballyhoo, it 's time for you to "boot" your disk. To 
load Ballyhoo, follow the instructions on the Refer­
ence Card in your package. 

The story will begin with a description of In the 
Wings, the opening location. Then the prompt (» 
will appear, indicating that Ballyhoo is waiting for 
your first command. 

Here's a quick exercise to help you get accus­
tomed to interacting with Ballyhoo. Try the following 
command first: 
> LOOKATTH E BIG TOP 
Then press the RETU RN (or ENTER) key. Ballyhoo 
will respond with: 
Soiled by endless miles of travel and heavily patched in 
places, the wide blue-and-white stripes nevertheless rise 
up to meet at the top of the towering center pole. 
Then try: 

> GO NORTH EAST 
After you press the RETU RN (or ENTER) key, Bally­
hoo will respond: 
Climbing up into the deserted and littered grandstands 
produces a disorienting sense of deia vu. You make a 
headachy descent down the steps. 
Saving and restoring: It will probably take you many 
days to complete Ballyhoo. Using the SAVE feature, 
you can continue at a later time without having to 
start over from the beginning, just as you can place a 
bookmark in a book you are reading. SAVE puts a 
"snapshot" of your place in the story onto another 
disk. If you are cautious, you may want to save your 
place before (or after) trying something dangerous 
or tricky. That way, you can go back to that position 
later, even if you have gotten lost or "killed" since 
then. 
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To save your place in the story, type SAVE at the 
prompt (», and then press the RETU RN (or ENTER) 
key. Then follow the instructions for saving and re­
storing on your Reference Card. Some computers 
require a blank disk, initialized and formatted, for 
saves. Using a disk with data on it (not counting 
other Ballyhoo saves) may result in the loss of that 
data, depending on your' computer. You can save 
your position as often as,You like by using additional 
blank disks . 

You can restore a saved position any time you 
want. To do so, type RESTORE at the prompt (», 
and press the RET URN (or ENTER) key. Then follow 
the instructions on your Reference Card. You can 
then continue the story [rom the point where you 
used the SAVE command . You can type LOO K fo r a 
description of where you are . 
Quitting and )'estmting: If you want to start over 
[rom the beginning, type RESTART and press the 
RETURN (or ENTE R) key. (This is usually fas ter than 
re-booting.) Jus t to make sure, Ballyhoo will ask if 
you really want to start over. If you do, type Y or YES 
and press the RETURN (or ENTER) key. 

If you want to stop entirely, type QUIT and press 
the RETURN (or ENTER) key. Once again , Ballyhoo 
will ask if this is really what you want to do. 

Remember when you RESTART or QU IT: if you 
want to be able to return to your current position, 
you must first do a SAV E. 

Appendix A 
Important Commands 
There are a number of one-word commands which 
you can type instead of a sentence. You can use them 
over and over as needed. Some count as a tum , 
others do not. Type the command after the prompt 
(» and press the RETURN (or ENTER) key. 
AGAIN -Ballyhoo will usually respond as if you had 
repeated your previous sentence . Among the cases 
where AGAIN will not work IS if you were Just talking 
to another character. You can abbreviate AGAIN to G. 
BRIEF- This tells Ballyhoo to give you the full de­
scription of a location only the first time you enter it. 
On subsequent visits, Ballyhoowill tell you only the 
name of the location and the objects present. This IS 
how Ballyhoo will normally act, unless you tell it oth­
erwise using the VERBOSE or SUP ERBR IEF 
commands. 
DIAGNOSE-Ballyhoo will give you a medical report 
of your physical condition. 
INVENTORY -Ballyhoo will list what you are carry­
ing. You can abbreviate INVENTORY to I. 
LOOK- This tells Ballyhoo to describe your location 
in full detail . You can abbreviate LOOK to L. 
OOPS - If you accidentally mistype a word, such that 
Ballyhoo doesn' t understand the word, you can cor­
rect yourself on the next line by typing OO PS and the 
correct word. Suppose, for example , you typed 
GIVE THE YELLOW BALL TO THE KU GGLE R and were 
told " [I don't know the word 'kuggler'.]" You could . 
type OOPS JUGGLE R rather than retyprng the entire 
sentence. 
QUIT -This lets you stop. If you want to save your 
position before quitting, follow the rnstructIons rn the 
"Starting and Stopping" section on page 16. You can 
abbreviate QU IT to Q . 
RESTART -This stops the story and starts over [rom 
the beginning. 

RESTORE - This restores a position made using the 
SAVE command . See "Starting and Stopping" on 
page 16 for more details . 
SAVE-This puts a "snapshot" of your current posi­
tion on vour storage disk. You can return to a saved 
position' in the future using the RESTOR E command. 
See "Starting and Stopping" on page 16 for more 
details . 
SCORE- Ballyhoo will show your current score. 
SCRIPT - This conunand tells your printer to begin 
making a transcript of the story as you venture on­
wards. A transcript may aid your memory but IS not 
necessary. It will work only on certain computers; 
read your Reference Card for details. 
SUPERBRIEF- This commands Ballyhoo to display 
only the name of a place you have entered, even if 
you have never been there before .. In this mode, 
Ballyhoo will not even mentIon which objects are 
present. Of course, YOll can always get a description 
of your location, and the items there, by typmg 
LOOK. In SUPER BR IEF mode , the blank line between 
turns will be eliminated. This mode is meant for play­
ers who are already very familiar \vith the geography. 
Also see VERBOSE and BR IEF . 
UNSCRIPT - This commands your printer to stoP . 
making a transcript. 
VERBOSE-This tells Ballyhoo that you want a com­
plete description of each location, and the obj~cts in 
it. every time you enter a locatIon, even if you ve 
been there before. Also see BR IEF and SUP ERBRIEF. 
VERSION - Ballyhoo responds by showing you the 
release number and the serial number of your copy of 
the storv. Please include tlus information if you ever 
report a- "bug" in. the story. 
WAIT - Tlus will cause time in the story to pass . 
Normally, be tween turns, nothing happens in the 
story. You could leave your computer, take a nap, and 
return to the story to find that nothing has changed . 
You c;rn use WAIT to malke time pass in the story. 
without doing anything. For example, you can WaIt 
[or a specific time, or wait for an event to happen, 
etc. You can abbreviate WAIT to Z. 
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AppendixB 
Some Recognized Verbs 
This is only a partial list of the verbs that Ballyhoo 
understands . There are many more . Remember you 
can use a variety of prepositions with them. For ex­
ample, LOOK can become LOOK INSIDE, LOOK 
BEHIND, LOOK UNDER , LOOK THROUGH , LOOK 
AT, and so on. 

ASK EXAMINE LOCK 
ATTACK EXIT LOOK 
BET EXTINGUISH OFFER 
BOARD FILL O PEN 
CLIMB FIND POUR 
CLOSE FOLLOW PULL 
COUNT GIVE PUSH 
CUT JUMP PUT 
DESTROY KICK RAISE 
DIG KILL READ 
DISEMBARK KISS SEARCH 
DRINK KNOCK SET 
DROP LIE SHAKE 
EAT LIGHT SHOUT 
ENTER LISTEN SHOW 
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SIDEWALL 
SLIDE 
SMELL 
STAND 
TAKE 
TELL 
THROW 
TIE 
TOUCH 
UNLOCK 
UNTIE 
WAKE 
WAVE 

Appendix C 
Ballyhoo Complaints 
Ballyhoo will complain if you type a sentence that 
confuses it completely. Ballyhoo will then ignore the 
rest of the input line. (Unusual events, such as being 
attacked, may also cause Ballyhoo to ignore the rest 
of the sentences you typed, since the event may 
have changed your situation drastically.) Some of 
Ballyhoo's complaints: 
I DON'T KNOW THE WORD " ______ " . The word 
you typed is not in the story's vocabulary. Some­
times using a synonym or rephrasing will help. If not , 
Ballyhoo probably doesn't know the idea you were 
trying to get across . 

YOU USEDTHE WORD " ____ __ " IN AWAYTHAT I 
DON'T UNDERSTAND. Ballyhoo knows the word you 
typed, but couldn't use it in that sense. Usually this 
is because Ballyhoo knows the word as a different 
part of speech. For example, if you typed LOWER 
THE FLAG, you are using LOW ER as a verb, but Bcli­
lyhoo might know LOWER only as an adjective, as in 
PRESS THE LOWER BUTTON. 

THERE WAS NO VERB IN THAT SENTENCE! Unless 
you are answering a question, each sentence must 
have a verb (or a command) in it somewhere. 

THERE SEEMS TO BE A NOUN MISSING IN THAT 
SENTENCE. This usually means your sentence was 
incomplete, such as EAT THE BLUE or PUT THE 
BOOK IN THE. 

THERE WERE TOO MANY NOUNS IN TH AT SEN­
TENCE. An example is PUT THE SOUP IN THE BOWL 
WITH THE LADLE, which has three noun "phrases," 
one more than Ballyhoo can digest in a single action. 

I BEG YOUR PAR DON? You pressed the RETURN (or 
ENTER) key without typing anything. 

YOU CAN'T SEE ANY __ __ __ HERE! The object you 
referred to was not accessible to you. It may be 
somewhere e lse, inside a closed container, and so 
on. 

THE OTHER OBJEG (S) THAT YOU MENTIONED 
ISN'T (AR EN 'T) HERE. You referred to one or more 
objects in the same sentence, some of which aren't 
present or accessible. 

YOU CAN 'T USE MULTIPLE (IN)DIREG OBJEGS 
W ITH " _____ _ " . You can use multiple objects (that 
is, nouns or noun phrases separated by AND or a 
comma) or the word ALL only with certain ve rbs . 
Among the more useful of these verbs are TAKE, 
DROP, and PUT. An example of a verb that will not 
work with multiple objects is EXAMINE; you coulcln't 
say EXAMINE ALL or EXAMINE THE BOWL AND THE 
SWORD. 

YOU CAN 'T GO THAT WAY. There is no passage or 
exit in the direction you want to move. 

THAT SENTENCE ISN'TONE I RECOGNIZE. The 
sentence you typed may have been gibberish, such 
as TAKE ROPE WITH READ. Or, you may have typed a 
reasonable sentence but used a syntax that Ballyhoo 
does not recognize, such as WAVE OVER THE 
MOUNTAIN. Try rephrasing the sentence. 
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AppendixD 
Sample Transcript and Map 
This transcript is not from Ballyhoo, but it does show 
most of the usual things you can do in the story. It 
contains several simple puzzles and their solutions, 
and it will give you a good idea of how Infocom's in­
teractive fiction works. The player's commands ap­
pear in capital letters after each prompt (> ). The 
map represents the terrain in the sample transcript 
as you might have drawn it. 

Bfir):.g,JPlATf 
LACROSSE IYlLL 

CRACK.£O CANIXYIN 

BY 
THE 

MAGICIAN 

( 
BY 

THE 
JUGGLER 

CftJPSTiCK I 
BY 

THE 
Gfi,JNDER 

/l'JoJ.JkfY ' ___ ---' 

--

r--I 

IN THE 
PAR,k, 
NEAR 
TREES 

IN THE 
PllP.k, 

sourwOF 
TREES 

APPLE TREe 
·ELm rR£€ 

Every summer the circus comes to town; ond every yeor, 
you ond 011 your neighbo rs line the streets to wotch the 
onimals parade from the roil road station to th e big field 
on the hill. Many of th e performers in the circus also line 
the streets-acro bats, magicians, musicia ns, jugg lers, 
and clowns-to e ntertain the crowds before the parade. 
Usua ll y, the sideshows are better than the main event. 

By the Grinder 

You' re awaiting th e po rode o f the circus here o n sunny 
Pa rk Street, which runs north and south .. A thick hedge to 
the east ru ns parollel to the street. People line the street 
as fo r as you con see in both directio ns. No rth of here 
you can see stronge objects being tossed into the air 
sporadica lly; south of here you can heor "oohs" and 
"aahs" of a tighte r crowd. 

I n fro nt of you is an unshaven o rgan-g rinder, looking 
ho t, bored, and weary. Stropped to him is a hand o r­
gan, a b lack-and-yellow box with a crank . O n to p o f the 
organ is a little groy monkey, dressed in 0 red-and-gold 
vest and weari ng a fez. 
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> PET THE MONKEY 
The mo nkey jumps onto the o rgan-grinde r's head , out 
of you r reach. 

> MONKEY, DAN CE 
The mo nkey yawns and ignores you. 

> TURN THE CRANK 
The o rgan-g rinder steps back away from you. " No 
performance withou t a ticket," he grumbles. 

> INVENTORY 
You are carrying a circus ticket. 

> EXAM INE TICKET 
You see no thing interesting a bout the ticket. 

> GO NORTH 
By the Jugg le r 

You ' re still awaiting the parode of the circus here a n Park 
Street, which continues north and south . A th ick hedge to 
the east runs parollel to Pa rk Street. 

In front of you is a young, dork-haired man jugg ling a 
broken plate, a lacrosse ball, a crocked condlepin, a nd 
a chopstick. 

> APPLAUD 
The juggler bows, dropping everything . The candlepin 
lands squo re ly on your foot. 

> PICK UPTHE CANDLEPIN THEN G IVE ITTOTHE 
JUGGLER 

candlepin: Ta ken. 

candlepin: " Thanks," says the embarrossed jugg ler, 
ta ki ng the cand lepin. He starts to jugg le agai n but soon 
drops everything . 

> GO SO UTH 
By the Grinder 

The organ- grinder a nd his monkey are he re. 

The monkey is on its knees, arms outstretched, basking in 
the applause o f a small crowd. " That was g reat," you 
hea r someone say. " The best act on the street." The 
people disperse, talking appreciatively about the mo n­
key's act. 

> GIVE MY TI CKET TO THE MONKEY 
You g ive the ticket to the monkey, who sniffs the ticket, 
le ts out a yawn, and tosses it into the air. The ticket sails 
over the hedge to the eost a nd disappears. " You 
should ' ve g iven the ticket to me," says th e o rgo n-grinder 
sodly. 

> ORGAN-GR INDER, FIND MYTICKEY 
[I do n' t know the wo rd ' tickey'.] 

> OOPS TI CKET 
" Find it yourself." 

> EAST 
There's a hedge in the woy l 

> SOUTH 
You con' t go in that direction. There ore too many peo­
ple crowded arou nd 0 performer. 

> N 
By the Juggler 

The juggler is he re, dropping things. 

> E 
There's 0 hedge in the way l 

> GO NORTH 
By th e Mogician 

Park Street continues north and south here. A thick 
hedge to the east runs parollel to Park Street. 

A womo n wea ring a black to p hat and a tuxedo is here . 
She is waving colo rful hondkerchiefs oro und, which turn 
into flowers, and then turn back into hondkerchiefs. 

> EAST 
There's a hedge in the way! 

> CLIMB OVER TH E HEDGE 
Its bronches are too little and prickly to climb. 

> CRAWL UNDER THE HEDGE 
You smell the dirt in you r face a nd feel the thorns on 
your back as you crowl under the hedge and find 
yourself . . 

In the Pork, Neor Trees 

You're in a la rge, su nny park, neorly empty since most 
people are awaiting th e parode of the circus o n Pa rk 
Street. An apple tree ond an elm tree stand neo rby. 

A la rge dog comes bounding up to yo u, toil wagg ing. It 
has something in its mo uth . 

> LOOK AT THE DOG 
This is a very lorge dog, a cross (you 'd g uess) between a 
Great Dane and a German shepha rd. It hos you r ticket 
in its mouth. 

The dog runs around you playfu lly. 

> TAKE THE TICKET FROM THE DOG 
The dog, en joying the game of tug-of-wa r, holds o nto 
the ticket tightly. 

> EXAM INETHETREE 
(Which tree do you meon, the apple tree or the e lm 
tree?) 

> APPLE 
The tree already conta ins good-sized o pples, even 
though apple season is weeks away. 

> PI CK AN APPLE 
apple: Picked. 

> SHOW TH E APPLE TO TH E DOG 
The dog isn' t interested. 

> THROW THE APPLE 
The dog brieBy considers chasing the a pple, which 
bo unces away, then decides not to. It runs around you 
playfully. 

> PICK AN APPLE 
opple: Picked. 

> W 
You crowl under the hedge and find yourself . 

By the Mogician 

A woman wearing 0 black top hat ond a tuxedo is here. 

> ASK THE MAGICIAN ABO UT THE DOG 
The woman ignores you. 

> SOUTH. 
The juggle r is here, juggling. 

> WAIT 
Time passes ... 

The juggler drops everything . The lacrosse boll lands 
squarely o n your foot. 

> TAKE THE LACROSSE BALL AND THE CHOPSTICK 
lacrosse ball: Token. 
cho pstick: Token. 
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> JUGGLER, TELL ME ABOUT TH E DOG 
"You mean the big dog in the park? I don't know much 
about him, other than he's fr iendly and likes to fetch 
sticks." 
> GIVE TH E LACROSSE BALL AN D TH E APP LE TO 

THE JUGGLER 
lacrosse ball: "Thanks," says the embarrassed juggler, 
taking the lacrosse ball. 
apple: " Hey, thanks! Keep the chopstick!" He starts 
juggling the apple, the lacrosse ba ll, the broken plate, 
and the crocked candlepin. 
> 1 
You are carrying a chopstick. 
> CRAWL UNDERTHE HEDGE 
You crawl under the hedge and find yourself ... 
In the Park, South ofTrees 
You're in a large sunny park. North of here, you see an 
apple tree and an elm tree. 
The large dog comes bounding up to you, ta il wagging. 
It has something in its mouth. 
> SHOW TH E CHOPSTICK TO TH E DOG 
The dog looks excitedly at the stick, and starts jumping 
for it. 
> THROW THE CHOPSTICK 
You heave the chopstick as far as you can. The dog 
drops the ticket and bounds happily after the stick. 
> TAKE THE TICKET 
ticket: Taken. 
>W 
You crawl under the hedge and find yourself. 
By the Juggler 
The juggler is here, juggling. 
> SO UTH 
By the Grinder 
The organ-grinder and his monkey are here. 
> GIVE THE TICKET TO THE ORGAN-GRINDER 
The organ-grinder smiles broadly as he takes your ticket 
and punches it. "Thank you, sir," he says pleasantly. He 
cranks his organ, and despite the tinny sound, the mon­
key perfarms a memorable interpretive dance, rem inis­
cent of Gene Kelly in An American in Paris . Indeed, the 
best act on the street. 
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AppendixE 
We're Never Satisfied 
Here at the Tnfocom Game Writers Clown Society, 
we take great pride in the quality of our stOlies . 
Even after they' re "out the door," we're constantly 
improving, honing, and perfecting them. 

Your input is important. No matter how much 
testing we do, it seems some "bugs" never crawl 
into view until thousands of you begin doing all those 
wild and crazy things to the story. If you find a bug, 
or if you think a certain puzzle was too hard or too 
easy, or if you have some other sugges tion, or if 
you'd just like to tell us your opinion of the story, 
drop us a note! We love every excuse to stop work­
ing, and a letter from you is just such an excuse I 
Write to: 

Infocom, Inc. 
125 Cambridge Park Drive 
Cambridge, MA 02140 
Attn: RIMSHAW 

AppendixF 
If You Have Technical Problems 
You can call the lnfocom Technical Support Team to 
report "bugs" and technical problems, but not for 
hints to solve puzzles, at (617) 576-3190. If your disk 
develops a problem within ninety (90) days after 
purchase, we will replace it at no charge. Otherwise, 
there is a replacement fee of $5 (U .S. currency) . If 
you call to report a bug, please provide your release 
number, which you can find by typing VERSION. 
Please return your registration card if you'd like to 
be on our mailing list and receive our newsletter, The 
New ZOl'k Times. 

Appendix G 
About the Author 
Je/fO'Neill is a computer school dropout from Whit­
tier, California. After graduating in 1982 from Califor­
nia State University, Los Angeles, he worked in 
journalism and for a while dabbled in computer sci­
ence at a local community college. [n the spring of 
1984 he did the equivalent of running away with the 
circus by moving to Massachusetts to become a 
game tester for [nfocom. Through diligence and hard 
work he finally came to fulfill the typical American 
boyhood dream- to get paid for writing interactive 
fiction. Ballyhoo is his first Infocom story. 

AppendixH 
Copyright and Warranty Information 
Limited Warranty 
This software product ;lnd lhe attached instruct ional materials are 
sold "AS IS," without warrant}' as to their performance. The enti re 
risk as to the qU<11it )' and performance of the computer software pro­
gram is assumed by the user. 

However, to the original purchase r of tl disk prepared by Infocom 
ilnd carrying the Infocom label on the disk jacket. In focom, Inc. war­
ra nts the medium on which the program is recorded to be free from 
de fects in mClteria ls and faulty workmans hip under normal use and 
se rv ice for;'l period of nine ty (90) days from the date of purchase. If 
du ring t hi s period a defect on the medium should occu r, the medium 
m;l\' be returned to lnfocom. Inc. or to an au thorized Infocom, Inc. 
de~ler. and Infocom. Inc . will replace the medium without chuge to 
yo u. Your sole and exclusive remedy in (he event of a defec t is ex­
pressly li mited to re placement of the medium as prov ided above. This 
warranty gives you speci fic legal rights and you may also have other 
righ ts which vary from sta te to state. 

THE ABOV E WARRANTIES FOR GOODS ARE IN LIEU OF 
ALL WARRANTIES, EXPRESS, IMPLIED, OR STATUTORY, IN­
CLUDING, BUT NOT LIMITED TO , ANY IM PLIE D WARRAN­
TIES OF MERCHANTABILITY AND FITNESS FOR A 
PARTICULAR PURPOSE AND OF ANY OTHER WARRANTY OB­
LI GATION ON THE PARTOF INFOCOM, INC. SOME STATES 
DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT 
APPLY TO YOU. IN NO EVENT SHALL INFOCOM. INC. OR 
ANYON E ELSE WHO Il AS BEEN INVOLVED IN THE CREATION 
AND PRODUCTION OF THIS COMPUTER SOFTWARE PRO· 
GRAM BE LIABLE FOR INDIRECT, SPECIAL , OR CONSE­
QUENTIAL DAMAGES, SUC H AS. BUT NOT LI MITED TO. LOSS 
OF ANTICIPATED PROFITS OR BENEFITS RESULTING FROM 
THE USE OF THIS PROGRAM , OR ARISING OUT OFANY 
BREAC H OF THIS WARRANTY. SO ME STATES DO NOT ALLOW 
TilE EXCLUSION OR LIMITATION OF INCIDENTAL OR CON­
SEQUENTIAL DAMAGES , Sa THE ABOVE LIMITATION MAY 
NOT APPLY TO YOU . 

N.B. After ~he warrant y period, a defecti\'e Infocom disk may be 
retu rned to In focom, Inc . with a check or money o rde r fo r $5.00 U.S. 
cu rrency fo r replacement. 

Copyright 
The enclosed software product i:> copyrigh ted and all rights <Ire re­
served by Infocom, Inc. It is published exclusively by Infocom, Inc . 
The distribution ;lnd sale of this product are intended for the use of 
the original purc haser onl y a~d for use only on lhe c~mputer syste m 
specified . Lawfu l users of thiS program are he reby licensed onl y to 
read the program from its medium into memory of a compuler solely 
(or the purpose o( executing the program. Cop)ring (except for one 
backu p copy on those systems which provide for it-see Reference 
Card), duplicating, se lling , or othe rwise distributi ng this product is a 
violatio n of the law. 

This manual and all other docu mentation contained here in are copy­
righ ted and all rights reserved by Infocom. Inc. These documents 
may no t , in whole or in part. be copied. pho tocopied. reproduced , 
Lr<lnslated, or reduced to any electronic medium or machine~readable 
fo rm without prior consent, in writing, from In[oco01, Inc. 

Willful violations of the Copyr ight Law of the United States can 
result in civil damages of up to $50,000 in addition to actual damages, 
plus c riminal pe nalties of up to one year imprisonment and /o r $10,000 
fine. 

Ballylloo is a trademark of Infocom, Inc. 
@ 1985Infocom, Inc. 
Printed in U.S.A. 
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Appendix I 
Quick Reference Guide 
1. To start the story (" boot up"), see the separate 
Refe rence Card in your Ballyhoo package . 

2. When )Iou see the prompt (» on your scree n, 
Ballyhoo IS waItmg for your input. There are four 
kinds of sentences or conmlands that Ballyhoo 
understands: 
A. Direction commands : To move trom place to 
place, just type the direction you want to go: N (or 
NORTH), E, 5, W, NE, SE, NW, SW, U (or UP), D, 
IN, OUT. 
B. Actions : Just type whatever you want to do. 
Some examples: READTHE BOOK or O PEN THE 
DOOR or LOOK THROUGH THE W INDOW or GIVE 
THE BALL TO THE CAT. Once you're familiar with 
simple commands, you' ll want to use more complex 
ones as described in " Communicating with Bally­
hoo" on page 14. 
C. Commands given to other characters: To talk to 
characters in the story, type their name , then a 
comma, then what you want to say to them. For 
example: FRED, GIVE ME THE AXE or O LD MAN 
HELLO. ' 

D. Special one-word commands: Some one-word 
commands, such as INVENTORY or DIAGNOSE 
give you specific information or affect your outP~t. A 
list of these appears in the " Important COllIDlands" 
appendix on page 17. 
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3 . Important! After typing your sentence or com­
mand , you must press the RETURN (or ENTE R) key 
before Ballyhoo will respond. 

4. On most computers , your screen will have a spe­
Clalline called the status line. It tells you the name of 
your current location, your score, and the numbe r of 
turns you have taken . 
5. You can pick up and carry many of the items you'll 
find m the story. For example, if you type TAKE THE 
FLASK, you will be carrying it. Type INVENTORY to 
see a list of the ite ms you are carrying. 

. 6 . When you want to stop, save your place for late r, 
or start over, read the" Starting and Stopping" sec­
tIon on page 16. 

7. If you have trouble, refer to the specific section of 
the manual for more detailed ins tructions. 



0 ;,;. . 

When the crowds have left the big top 
and the performers retire to their 

trailers. a heightened sense of mystery 
pervades the circus lot. Attracted by the 
shadowy recesses beyond the floodlights, 

you wander off to explore forbidden 
corners of the White City. There. amidst 
tattered banners and grotesque freaks. 

you find a world of corruption and crime. 
Overhearing a conversation between the 

circus owner and a local gumshoe. you 
learn that the owner's young daughter 
has been kidnapped. It soon becomes 

apparent that the sotted sleuth is in no 
condition to help. Whi le exploring the 

seedy nooks and crannies of the circus, 
you find evidence that the child is being 

hidden on the lot. Can you find her? 
Untangling a twisted skein of motives 
and mayhem. you begin to realize how 

much of an outsider you really are. You'l l 
need to perform a few stunts of your 

own to protect yourself and the missing 
child. as you try to break through a wall 

of secrecy to learn the truth. 
The Table of Contents for the instruction 

manual is on page 11 . Take a look at it 
to find out what you need to know before 

you start the story. 



DR. NOSTRUM'S EXTRACT 

This medicine was originated by Dr. Nostrum in 1863 and since that 
time numbers of grateful patients have testified to iu worth. It should be in 
every medicine cabinet as il is a prompt and pleasant remedy for aches. 
pains. sour stomach. heartburn, sick headache, constipa ti,on, diil1Thea. 
biliousness. it ch ... singer's throat," and pin worms. 

Dr. Nostrum's contains 190/0 alcohol as a preservative and solvent. 

For Toothache-WeI colton with Dr. Nostrum's Extract .and 
crowd into the cavity, or lay it around the roolS of the acrung tooth; also 
bathe the face over U,e tooth with Dr. Nostrum '5. 

For Itcb-Lie on flannel weI with Dr. Nostrum's Extrac!. 

For Grippe & Catarrh-Take 1'\0.'0 teaspoonfuls of Dr. Nostrum's 
EXlfilCI three [lmes a day. Apply Dr. NOHrum's to all sore spo ts. S leep 
indoors. preferably in bed . un til the attack is broken. 

F or Constipation, Diarrhea & Related Difficulties-O ne 
teasnoonlul of Dr. Nostrum 's Extrilct three rimes it day, 10 be taken hall an 
hour before me.d ~. Eat simple fond and then only when hungr y. Take 
outdoor exercise, be regular in habits , and drink plenty of waler. 

Sick Headacbe-Headache is often dUt! 10 indigrslion. Keep as 
quiet as pos.~ ib lc, clc!an 0111 !ht! intestinal canal with Dr. Nostrum's Extract, 
eal ~ I ()w. and chew the food well. 

For Sore Throat-Pul a piece of nn nnel around the throat wet 
with Dr. Nostrum's Ex tracl. Do not leav(! on too long or blistering may 
occur. 

For Pin Wom15-Round and pin worms arc transmitted 10 the 
human body as Worm Eggs, sw,IUowed in .... 'aler. or in un<:ooked meat and 
vegetables. Trea t with four L.'\blespoons of Dr. Nostnlm's Extract six limes a 
day. Dr. Nostrum's paralY7.cs the worm and makes il leI go its hold. 


