
A peculiar old dame 
who claims 

she has a stone 
that makes wishes 

come true 
wants to send you 

on an errand. 

And 
it's getting dark out. 



Welcome 
to the fantastic worlds of 
Inf ocom interactive fiction. 

W
hat's Infocom interactive 
fiction like? 

Well, imagine that 
you have just purchased 

WISHBRINGER'" our Introductory 
Level fantasy story. You take it home, 
slip the disk in your computer, and sud-
denly you are off on the wild- • J 
est adventure of your life. 

You start out as an 
ordinary mail clerk on an 
ordinary day. Ordinary, at 
least, until the old woman in 
the Magick Shoppe gives you a 
mysterious metal can and sends you 
off to rescue her kidnapped cat 
from someone called the "Evil 
One." And now-here you are­
trying to convince a troll to let you 
cross his toll bridge. 

What happens next? It's com­
pletely up to you. As the main charac­
ter, you have literally thousands of 
alternatives at every turn. And each 
decision you make will shape the sto­
ry's outcome. Suppose, for instance, 
you decide to pay the troll 's toll. You 
simply type, in plain English: 

>GI 1.}E THE GOL..D CO m TO THE 
TF.:OLL 

And the story responds: 

THE n::OLL ::;tiRTCHE::; Fll•Ji=I\' \'OUF.: 
GOLD co I t·i l·j I TH ::;u::;p I c I m·l Firm 
::; Ol_I nn ::; fF IT ::; l_I ::w I CI 0 u ::; L \' ' 

11 UCH I II HE 
CF.:IE::;, 1-JC1LDrnC 
IT UF' TO THE 
MOotlL I CHT, 

II TH I::; I::; Fl 

' Suppose on 
the other 

hand you 
type: 

> C H 01 E THE METFIL 
CFltl TO THE rF.'.OLL 

In that case, the story responds: 
THE METFIL CFltl F.:FITTLE::; Fl::; '/OU 
c I l,)E IT TC! THE TF.:OLL' 11 MMM ' 
\'Ui'11'1'i' i II HE i:::::::CLFI IM::;' F'EEF.:­
IllC FIT THE LF1E::[L.. mm THrn 
CP[[[I IL\' OF'EiH tlC THE LI [I, , , 

\'Ol,j ! F1::; HE OF'UJ::; TH[ CFltl Fl 
F.:EFIL .. LI 1.}E F.:FITTLE::;t·lFIKE LEFIF'::; 
OUT I Fl ::;CPEFIM OF TEF.:F.:OP ECH­
OE::; OFF THE CL I FF::; Fl::; THE 
TF.:OLL F.:Ur·E Fll·H/, 

You communicate-and Infocom • /. 
stories respond-in full sentences. And ·· 
the characters you'll encounter are as 
vivid as the prose that brings them 
to life: 

TH[ l·ICMFltl ::;rmm I rlC i:::EFCl~:E 
\'OU I:;::; O! ... .DEP THf=irl ':'OUF: CLD­
t:::::;T F!l .. i!!T , HER TH I rl , F'HU: 

~~~~- ~i~!~~~~~~g~ ~op 
I rJ1_; ::; I 1_;tJH I UF.:E:. ~· • :. 

i:::om::: ' BUT HEP 
E\'E::; F.:EMEMBEP E1.}­

EF:\'TH I rlC THE\' Hf=! 1)E 
E1.}t::F.: ::;EEi··J, 

And whether you select an 
action-packed story from ow· Fan­
tasy, Science Fiction, Mystery, or Tales 
of Adventm·e categories, you'll find 
that just making yom way from one 
suspenseful situation to the next will 
require every proton of puzzle solving 
prowess yow· mere mortal mind 
can muster. 

On the following pages 
we feature four stories 

that we recommend 
as ideal ways 

to introduce 
yourself to 

lnfocom 
interactive 

fiction. Pick one 
up at yow· software 

store today. (They're 
available for most personal 

computers.) 
Or to get a taste of Infocom inter­

active fiction without risking a cent, 
check out our amazing Fow·-In-One 
Sampler disk offer on the last page! 

And hurry. Before it gets dark. 



Science Fiction 

FUY-i'D CI CCLE::; Fli"·m F'IY:'.:HE::=.; \'CU 
i=:~·lf1\'. "\'OU· F:T nu:::ur.1c 
FLO\'[I i " THE F:OE:OT CLUTCllE>:; 
AT HI::; ::: IDE: F'Flf·JEU:: , LHUCH HIC 
H'/:::TEF:: I CHL.L\', 0 IL [lf::oF'::; 
:::TF::Efil·i FF:Ul·i HI::: E\'E::::;, 

PLANETFALL® 
We recommend this sci-fi comedy as 
the perfect way to make your maiden 
voyage into Infocom science fiction. 
It teleports you 100 centuries forward 
to a Stellar Patrol ship where your rank 
is Ensign 7th class-about as low as 
you can go. But then your luck takes a 
turn for the better. Your ship explodes. 
True, the mysterious, deserted world 
to which you're jettisoned is plagued 
by floods, pestilence and a mutant Wild 
Kingdom. Luckily, you'll have Floyd 
the mischievous robot to help you find 
the secret to saving it. Standard 
Level. 

Other Science Fiction Stories. 

THEHITCH­
HIKER'S GUIDE 
TO THE 
GALAXY" 
By best-selling 
author Douglas 
Adams and Inf ocom's 
Steve Meretzky, this 
is unquestionably the most mind-bog­
glingly hilarious thing we've ever pub­
lished. Your sides will absolutely split 
as you travel the galaxy searching for a 
decent cup of tea. Standard Level. 

r----==-=~-, A MIND 
FOREVER 
VOYAGING'" 
Infocom's bold en­
try into the realm 
of serious science 
fiction such as 1984, 
this excitingly dif­

ferent story contains fewer puzzles to 
solve and more avenues to explore. As 
the world's first conscious, intelligent 
computer, you must simulate the fu­
till'e, stepping forward in time to pre­
dict the effects of a radical new political 
plan. Advanced Level featuring Inter­
active Fiction Plus~· 

STARCROSS® 
In this mind­
bender, you ren­
dezvous with a 
gargantuan star­
ship bearing three 
intriguing commod­
ities: an alien micro- ~~~~~3 
cosm of otherworldly beings; a 
complex, interlocking puzzle to un­
ravel; and a challenge that was issued 
eons ago and light years away-one 
only you can solve. Expert Level. 

1t;;:;:::== I SUSPENDED® 
You are blU'ied 
alive in a cryogenic 
capsule deep inside 
an alien world. 

'!I~'!~~ Suddenly, an earth-
liii quake strikes. Now 
a.....~~~===~ you must stabilize 
the planet's life support systems­
something you can only do by com­
manding your six robots, each of whom 
perceives the world differently. 
Expert Level. 

"The folks at Infocom have a liter­
ary style that infuses their text 
adventures with a wonderful sense 
of humor." -PC MAGAZINE 

"All the ingredients of a good Robert 
A. Heinlein sci-fi novel are here ... 
a great game in which to lose 
yourself." - PC WORLD 

"Masterpieces of logic." -PLAYBOY 

PLANETFALL 
includes yow· Stellar 
Patrol manual, ID, 
diary and postcards 
from the galaxy's 
hottest vacation spots. 



Fantasy 

\'OU' F::E ::; rni··m 11··11::; Ir~ F: nr.1f; 
HI CH-CE I!._ I r!CED CHf'.H TEP, 
HUr~DF'E[1::; OF F'L.F!T\'F'U':;E::; AF.:E 
MI!._!._ I riC AE:OUT ~·l I TH TEF!CUP::; 
I ri THE IF.: F'Fl~·l::; , THE IF.: FFICE::; 
I 1._1._UM I riATED L::\' A F'OAF.: I r~c; 
FIF.:EF'LFICE, 

WISH BRINGER 
In this, ow· recommended introduction 
to Infocom Fantasy, you start out as an 
ordinary mail clerk delivering a myste­
rious ransom note, and end up-magic 
stone in hand-embarking on a re­
markable series of whimsical adven­
tw·es. You'll need every wish that your 
magic stone will grant you. Because 
the letter's true destination is some­
where beyond yoill' wildest dreams. 
Introductory Level. 

1niiocal\ ~.~' .-.' ''""'*.ar• _. ,- Z-tL~""~,.,oe_•..rrt.., 

"'~ •V JUIQ:' ,.,~.,,.•lftlU 

ENCHANTER® 
This, the stunning 
first story in the 
much-heralded 
Enchanter Trilogy, 
pits you, a begin­
ning magician, 
against a dark and 

fierce power. Succeed, and you'll be 
elevated to a seat in the illustrious 
circle; fail and ... but one doesn't speak 
of such things. Swndard Level. 

SORCERER'" 
The second daz­
zling story in the 
Enchanter Trilogy 
presents new cha!- N...:.=.T.i=::... 

lenges in the heady SOR\ "2'.eR.eR. 
battle against evil - -- - -
magic. To rescue 

~COR\ A - • o . --
the kingdom and locate your mentor 
in the treacherous mists of Time, 
you must gain the powers of a true 
Sorcerer. Advanced Level. 

SPELLBREAKER'" 
In this riveting 
conclusion to the 
Enchanter Trilogy, 
a world founded on 
orcery uddenly 

finds its magic fail­
·~=~E!il ing. To uncover and 
destroy the cause of this paralyzing 
chaos presents challenges that even 
you, now leader of the Circle of 
Enchanters, will find awesome. 
Expert Level. 

ZORK® I 
The best-selling 
computer game 
ever, this world­
renowned introduc­
tion to the Zork 
Trilogy plunges 

------ you into the extra­
ordinary environs of the Great Under­
grow1d Empire where you'll encounter 
outlandish creatUl'es at every tw·n as 
you search for incomparable treasw·es. 
Swndard Level. 

ZORK®II 
The Wiza.rd of 
Frobozz takes you 
to new depths of 
the subterranean 
realm where you'll 
confront new SUl'­
pri es, including 
the Wizard himself, who'll endeavor to 
confound you with his capricious 
powers. Advanced Level. 

ZORK® III 
The Dungeon 
Master draws you 

..--.......__. ...... , into the most mys­
terious reaches of 
the Great Under­
ground Empire, 

------ testing yoill' wis­
dom and cow·age in an adventw·e 
where nothing is as it seems. 
Advanced Level. 

" If it's 2 in the morning, this must 
be Zork. Not even Ted Koppel can 
keep the nation up so late." -THE 
WASHINGTON POST 

"Remarkable adventure fanta­
sies. "-THE NEW YORK TIMES 
BOOK REVIEW 

"We have said it again and again. 
lnfocom can't be beat. For richness 
of description, unfolding of story­
line, sharpness of wit and challenge 
of puzzles, Infocom has no equal ... " 
- CREATIVE COMPUTI G 

Wl HBRINGE R 
includes your map of 

the local postal zones, 
a mysteriou~ sealed 

letter postmarked 
Parts Unknown and 
yow· glow-in-the-dark 
magic stone. 



::;U[IDD-1L\' THEF.:E I::; A FLA::;H OF 
L. I CHT 1=it·m At1 E: :i=vi::n ot1 ' THE 
l·1 I tmm.1 FF!L.L.::; I tno [lll:::'.Dl::; OF 
::;H Hf1' ::;HAF.:D::;, l·1HEJ1 '/OU TUF::t·1 
E:ACf: F!F.:outm ' \'OU ::;EE LI rmEF: 
::;LUMP I t1C I tl HI::; CHFI IF.: , A 
E:L.00[1\' ::;TA I t·l ::;PF.:EAD I t·lC 
ACF'O·:::, HI':. ·:.IL> 
::;H IF.:T , 

THE WITNESS® 
This hard-boiled 
1930's who­
dunit, in whlch 
blackmail 
tw·ns to mur­
der before 
yow· eyes, is 
the recom­
mended way to 
start yow· career as an , 
Infocom sleuth. Anyone from --~ 
the lmockout heiress to the poker-faced 
Oriental butler could be the kille1: And 
the only thlngs you can believe are 
yow· own eyes-because you are THE 
WITNESS. St.andard Level. 

Other Mystery Stories. 

SUSPECT" 
The hostess of a 
lavish masquerade 
ball has just been 
strangled. Fortu-

.. _..-,.. nately there's a 
,~~~~~ suspect. Unfortu-
1 nately it's you. 
Now you must race against the clock to 
expose and convict the real killer-or 
wind up in the slammer yourself. 
Advanced Level. 

DEADLINE® 
Adeadman.A 
locked door. Start­
ing with lab re­
ports, police 
findings, dastardly 1-.-..llllW"""­

looking pills and 
more, you've got 
just 12 hours to discover which of your 
six suspects is the killer. One wrong 
move ... and one of them may do you in. 
Expert Level. 

"For game gourmets, Infocom 
is to the personal computer what 
Selchow and Righter (the Scrabble 
people) are to board games: clever, 
thought-provoking and forever 
popular.''-THE BOSTON GLOBE 

" You are a police detective in the 
best Dashiell Hammet tradition. " 
-MS. 

Tales of Adventure'" 

::::::;~HH·.l l·lf.::: THE Mot-!:=.:;TE:F.: 

THE CAMEYH Pm1:; Hrm THE MOl--1· 
·::;TEr.:: CClt'IE::; 11rro 1.Hn1' IT F:E­
::; E:i"'ff:: u:: ::; r:I Hu c E ::; E Fl ::; UJ c ' I r:; 
CLm·ED TEtHACLE::; POUtm Atm 
::;CF.:ATCH FIT THE DOME . 

SEASTALKER 
Ready for an Inf ocom Thie 
of Adventure? Then 
hurry: a monster of 
terrifying pro-
portions is 
laying waste 
to the 
Aquadome, 
your under ea 
research station. 
What's more, you 
haven't tested 
your new 
submarine 
... and your crew 
may have a traitor in its ranks. 
You must unravel mysteries and make 
life-or-death decisions if the Aquadome 
is to be aved. Introductory Level. 

Other Tales of Adventure~· 

CUTTHROATS" 
When a motley 
band of local salts 
gets wind of a 
sunken treasure, 
they off er you a 
piece of the action 

L..:....:;;___=:.;;;..;_--=• in exchange for 
your diving skills. Now you must srn·­
vive the perils of the deep-and the 
greater danger that yow· crew may 
harbor CUTTHROATS. 
Standard Level. 

INFIDEL® 
You're a soldier of 
fortune searching ~~~ ~~~ 
for the untold 
riches of a lo t pyr­
amid. Death licks 
at your heels as 
you match wits 
with the most ingenious architects, 
builders and murderer of all time­
the ancient Egyptians. 
Advanced Level. 

"The passion that players bring to 
these games comes from the same 
source as all fiction-induced plea­
sure-the projection of self into an­
other world and the desire to learn 
what happens next as the adven­
tures unfold. Only in this case, it's 
up to you to determine what hap­
pens next. "-ROLLING STONE 



Mystery 

LEVELS 

Fantasy Science Fiction 

INTRODUCTORY 
Best introduction to interactive fiction, 
with some built-in hints. Written for 
everyone from age 9 up. 

STANDARD 
This is Inf ocom's most popular level of 
interactive fiction, enjoyed by both 
first-time and experienced players. 

ADVANCED 
A greater level of challenge. _Recom­
mended for those who've already expe­
rienced Infocom's interactive fiction. 

EXPERT 
The ultimate challenge in interactive 
fiction. 

Tales of 
Aclventw·e" 

,, 

Sam ler 

THE FOUR-IN._ 
INFOCOM SAMPLER 

I \l"l flll" from f•)Or or u\lr 1110 .. 1 \)O!)Ular .. ton~:.,. 
l'lw.ani111tm1mt·fk1\nn1u1on11l 

The Four-In-One 
Infocom Sampler" 

Not convinced yet? Our Sampler 
is the perfect way to introduce yourself 
to the addictive pleasures of Inf ocom. 
Containing portions from four differ­
ent types of stories-ZORK I, The 
WITNESS, PLANETFALL and 
INFIDEL-it's completely risk-free. 
Because if being clubbed by trolls, shot 
by gangsters, stranded in space and 
trapped in pyramids doesn't make you 
happy, we'll refund your $7.95 pur­
chase price. And if it does, we'll give 
you $8 toward the regular purchase of 
any Inf ocom story. You can't lose. Ask 
for it at your software store or call 
us at 1-800-262-6868. 

lnPDCDR\ 



lnFDCDR\ 

125 CambridgePark Dr. , 
Cambridge, MA 02140, 
1-800-262-6868. 

In case you find legal detail enormously fascinating, you \loll 
be interested to note that WISH BRINGER, SORCERER, 
SPELLBREAKER, SUSPECT, CUTTHROATS, A MIND 
FOREVER VOYAG ING,1\1les Of Adventure and Inter•c· 
tive Fiction Plus are trademarks of lnfocom, Inc. ZORK, 
DEADLINE, STA RC RO , PLANETFALL, INFIDEL, 
The WITNE , E CHANTER. USPENDED and 
SEASTALKER, on the other hand, are registered tr•de­
marks of Infocom, Inc. And, as you no doubt realize, THE 
HITCHHI KER' GUIDE TO THE GALAXY isa lr•de­
mai·k of Douglas Adams. Watch this space for further rnind­
numbing minutiae. 


