








throughout the Complex. This design
restriction was based on the following
consideration: Iris can wander about the
areas in which she can perform a useful
function.

3 Waldo is an industrious robot,

« £ built primarily for manipulating
objects. Since his primary purpose is

to manipulate objects, he has been pro-
vided with six grasping extensions. He
travels by using a sonar-feedback mecha-
nism and, when close or touching an
object, can detect quite a bit about its
inherent characteristics based on this
sonar. In addition, he has a highly devel-
oped sense of touch and can prove to
be a delicate workman.

3 Sensa is a peculiar mixture of

«»J sensory apparatuses. She can
detect vibrational activity, photon emis-
sion sources, and ionic discharges. She

is also rigged to automatically perform
such sensory tasks as the analysis of
diffraction indexes. Sensa has five exten-
sions, two of which are used exclusively
for sensory input. The other three exten-
sions are grasping extensions.

3 Auda is all ears, capable of pro-
«“T cessing and interpreting audi-
tory signals within the Complex. Her
presence there was required by the CLU
(Consolidated Listeners Union), and
though Auda may not be very helpful in
the high-tech sense, in case of human
intervention, she is absolutely required.
Auda has but one grasping extension.

3 5 Poet is a peculiar robot whose

»J « S function was somehow. altered
over time by the Filtering Computers.
Poet was originally intended as a diag-
nostic robot. He has been equipped with
a diagnostic sensor which is activated
when he has been directed to TOUCH
something. Unless Poet is actually doing
his thing, he makes the best of what

he perceives, translating his input into
sometimes bewildering output. Despite
the sometimes seeming lack of sense to
his statements, they provide an accurate
representation of reality. In addition to
his “touching" extension, Poet has been

provided with three grasping extensions.

3 Whiz is an interfacing device

« U between you and the Central
Library Core, a huge data bank available
to your queries. Whiz can PLUG IN to
any of the four CLC peripherals and find
information for you. This information
pertains to objects and the Complex in
general. The CLC contains no information
about any of the rooms your robots can
visit. Although Whiz is extremely help-
ful, he does have his limitations. There
was once a robot-joke about Whiz be-
ing a real airhead and, if he could have
understood it, he would have taken
offense. Whiz has two grasping
extensions.

3 7 Note: There is a seventh robot.
. 4/ Standing almost two meters
tall and featuring sixteen grasping ex-
tensions, verbal circuits, and heavy-duty
shielding against acid damage, this model
is optimized for a multitude of applica-
tions. It should be mentioned that this
robot was attended to by Gregory
Franklin, who abandoned it within the
Complex after brutally mangling it
beyond recognition or hope of repair.

The Central Library Core (CLC)

The Surface Systems

4The Central Library Core (CLC). The
CLC is composed of several distinct
parts: Whiz, the Peripherals, and the
Library Core.

4 -1 Whiz. Whiz's function with the
« 1 CLCis to act as your querying
device. By plugging him in, you can ask
questions about objects and get advice
on situations.

4 The Peripherals. There are four
« L. peripherals accessible to Whiz.
U] The Index Peripheral—Querying this
peripheral performs the following opera-
tions: The object is passed along to the
Central Language Core, at which point
its name is matched against an index. If
the name has not been found, you will
be informed that that object is not on
file and no peripheral will contain any
reference to it. If the object has been
found within the Language Core, it is
passed to the Index Core.The Index Core
then scans through the tagging device
for references. If no references are
found, you will be told that no data is
available at any peripheral. If references
have been found, you will be told at
which peripherals information can be
retrieved.

[] The Technical Peripheral —This periph-
eral can provide technical data on some
objects. If you absolutely need to know
how something works, querying this
peripheral can sometimes prove helpful.
Technical information is not available

on all objects.

(] The Advisory Peripheral —When you
need advice and just can't understand
what's going on with something, ask
this peripheral. It is attuned to provide
Hierarchical Information for Newly
Terraformed Systems (H.I.NTS.).

L] The Historical Peripheral—This periph-
eral can provide you with historical refer-
ences for certain objects found within
the Complex, adding a greater under-

standing of what these things do and
how they interact.

4 The Library Core. The CLC itself
«»J is also accessible from the Lower
Access area, but all interactions and
queries here are designed solely for hu-
man interaction. Whiz cannot perform
queries from this area since there isn't a
suitable peripheral for him.

The Surface Systems. The surface

of Contra is controlled by the three
Filtering Computers. These systems,
when in proper balance, maintain the
weather, the transportation systems
and the food production automatically.
By polling surface-side peripherals, the
Filtering Computers can make decisions
on what adjustments are necessary for
a balanced environment. If the Filtering
Computers cannot mutually agree on a
course of action, you will be awakened
to make the necessary decisions.

5 The Weather System. Weather

« 1 on the surface of Contra is con-
trolled by Weather Towers. Each city has
three Weather Towers which control
atmospheric pressure within the sur-
rounding area. By testing temperature,
wind velocity and relative humidity, the
three Filtering Computers can make
adjustments in the Weather Towers to
maintain a balanced, comfortable state.
Since the weather on the surface is con-
trolled, housing and clothing are more
decorative than protective and maintain-
ing a balanced weather condition be-
comes a primary concern.

Since the planetary engineers were
aware of this, they built the Weather
Monitors and the Weather Controls into
the Complex. If the Filtering Computers
fall out of synchronization and cannot
agree on a course of action, you have
been provided with manual override
controls. These controls are found in the
Weather Control Area and consist of



three dials, each of which controls a set
of towers in all the cities of Contra.The
first dial, for example, controls the pres-
sure in all of the first towers in all of
the cities.

The Weather Monitors provide you
with the necessary feedback as to
what is happening on the planet’s sur-
face so that you can make necessary
adjustments.

5 Food Production. Food is
« £ produced hydroponically deep
underground, separated from the
Underground Complex by nearly half a
planet. The Filtering Computers prepare
and balance the amount of water, miner-
als and light for the Hydroponic Growing
Area. This area is not accessible to you
or the robots due to its distant locations,
but you do have manual control over
these areas should the need ever arise.
The Hydroponic Monitors provide you
with analysis of just what is going on
in the Growing Area, while three levers
in the Hydroponic Control Area allow you
to manually override the three Filtering -
Computers’ settings.

5 3 The Transportation System.
«»J Transportation on Contra’s sur-
face is totally automated and controlled
by the Filtering Computers.There are
three basic forms of transportation:
Floaters, Taxis, and Glide Ramps.
Floaters are small, single- or double-
occupant bubbles which travel through
the air. They travel on lines of force,
generated from the ground, maintained
and controlled by the Filtering Com-
puters. Collisions are normally unheard
of, and not a single casualty has ever
occurred due to traffic problems.The
Transit Monitors tell you how many
Floaters are currently in use, while a
manual override switch is located in the
Transit Control Area. By turning off the
switch, you can turn off the lines of
force to the Floaters.

The Taxis are actually robots, semi-
intelligent vehicles which are guided by
the Filtering Computers. They are pow-
ered by on-board power, so the manual
override system provided, a switch in
the Transit Control Area, instructs the
Taxis to stop picking up passengers
rather than simply shutting them off.
When Franklin was in control, he man-
aged to figure out a method of getting
the Filtering Computers out of balance,
causing the Taxis to seek out pedestrians
and run them down.

The Glide Ramps are similar in func-
tion to conveyor belts, transporting the
bulk of the population at a leisurely pace.
The ramps are speed-controlled by the
Filtering Computers and can be shut off
by using the manual override switch
located in the Transit Control area.

Abridged List of Useful

Commands

Abridged List of Useful Commands.
Since you are in limited cryogenic
suspension, it is important to remember
that all communication must be directed
through the three Filtering Computers.
The vocabulary provided in the Filtering
Computers' circuits provides many syno-
nyms, so if you try something they don't

understand, use a word with a similar
meaning. The FCs know far more com-
mands than are listed below, and you
should feel free to experiment, trying
out different commands. There's really
no one outside your cylinder to hear
what you want done, so keep these
special commands in mind.

ADVANCED

By typing ADVANCED, HARDER, or
EXPERT, you can play a more difficult,
time-intensive version of SUSPENDED.
Type this command right after the
game starts, before any FC cycles have
occurred. The Advanced game has been
included for those players who have
already completed the standard version,
have optimized their moves to get the
best ranking possible, and are looking
for a greater challenge.

ALL ROBOTS

You can address all robots at the same
time by typing ALL ROBOTS, (do some-
thing). You can also address specific
robots by typing SENSA, AUDA, AND
WALDO, (do something), etc.

ARR

ALL ROBOTS, REPORT.This supplies
you with a complete report from all
robots including their location and cur-
rent status. :
ARL

ALL ROBOTS, REPORT LOCATIONS.This
supplies you with each robot’s location.

BOTH

Use this to tell the Filtering Computers
when you want two robots to do some-
thing at the same time, as a team. For

example, BOTH POETAND IRIS, OPEN
THE MACHINE.

CONFIGURE

This command can be used (and should
be used only when you are familiar and
successful with SUSPENDED) to con-
figure your own setup. Once you have
the game loaded and you see the first
prompt, typing in CONFIGURE will allow
you to change certain important ele-
ments of the game. Using this command
can provide some challenging scenarios.
If you have played SUSPENDED with
other people who are familiar with the
robots and the Complex, you could chal-
lenge each other with different
problems.

DRAG (robot) TO

Use this to DRAG a disabled, nonfunc-
tioning robot to a different area. For
example, WALDO, DRAG SENSATO
ALPHA REPAIR.

EXAMINE

This tells the Filtering Computers to
instruct the robot to use his/her special
talents to examine an object.

FOLLOW

You can have the robots follow each
other or any other interesting creatures
yOU may run across.

GO TO

By typing in WALDO, GO TO THE CEN-
TRAL LIBRARY CORE, you can get him
to travel to that location. You can have
any number of robots going to any loca-
tions you like, at the same time or in
any sequence you like. You can also tell
the robot to GO TO another robot, thus
saving you and the Filtering Computers
time and aggravation.

IMPOSSIBLE

Beyond Advanced, beyond Configure, is
this, the ultimate challenge. Anyone
successfully completing the Impossible
version of SUSPENDED will win an all-
expenses-paid trip to Contra, there to



be immediately installed as Central Men-
tality for the next 10,000 years.

INVENTORY

This command will provide you with a
list of whatever the specified robot is
carrying/wearing. You may abbreviate
this command by typing I.

LISTEN

This command activates Auda's Audi-
tory Sensors. Whatever she hears from
then on will be relayed directly to you.

LOOK AROUND

This will provide you with a complete
description of the robot’s surroundings.
There will be cases when the robot has
nothing to report (e.g., Auda may not
hear something in every room). This
command may be abbreviated by typing
LOOK or L.

PLUG IN

You can direct Whiz to PLUG INTO any
CLC pedestal. This enables him to process
queries you may have about objects
within the Underground Complex.

QUERYABOUT

Whiz can QUERYABOUT an object

for you once he's been plugged in. Whiz
cannot, however, provide you with
information about places you see in the
Underground Complex. The specific pe-
ripheral you QUERY (or ASK) may not
have information about the object, but
other peripherals may. Not all objects
have relevant data stored on them, even
though they may be CLC-tagged objects.
For more information about the periph-
erals, see the section on the Central
Library Core.

QuUIT

If confirmed, this terminates the game.
If you wish to continue the game at a
later time, use the SAVE command first.

REPORT

This gets you a full report for whichever
robot you specify. This would normally
include a LOOK, an INVENTORY, and
other information dependent upon the
robot. ;

REPORT LOCATION

This will get you the current robot'’s
location in case you've forgotten where
he or she is. This command may be ab-
breviated by typing RL.

RESTART
If confirmed, this terminates the game
and starts it over from the beginning.

RESTORE

This continues a saved game. Consult
your Reference Card for the procedure
on your system.

SAVE

Save your game position by typing in
SAVE. Consult your Reference Card for
the procedure on your system.

SCORE

This command will tell you how you are
doing during the game.

SCRIPT

This command allows you to make a
written transcript of what is going on
in the game (if you have a printer).

STOP

This stops a robot from continuing on
its present course. If you've told Waldo
to GO TO THE CENTRAL CHAMBER, for
example, and you realize you need him
someplace else, just type in WALDO,
STOP, and he will. It is not necessary

to tell a robot to stop before sending
him/her off in a new direction, however.

UNSCRIPT

This command stops your printer from
printing.

VERSION

Displays the revision number and serial
number of your copy of SUSPENDED.

WAIT

This directs the Filtering Computers to
let time pass without passing any in-
structions on to your robots.

Operator’s Reference Chart

7-1 Loading Suspended. To load SUS-

. 1| PENDED, follow the instructions
on your Reference Card. The copyright
notice will appear, followed by the open-
ing scene of the game.The FCs will re-
port on your robots’ locations, enabling
you to set up your board.

When you see the prompt (>), the
Filtering Computers are waiting for you
to type in your instructions. When you
have typed in your instructions press
the RETURN or ENTER key. Pressing
this key tells the Filtering Computers
you're done typing and to execute your
commands. When the Filtering Com-
puters are done passing your commands
on to your robots, another prompt (>)
will appear. You may then type in an-
other set of commands.

72 Strategic Planning. Start off by
« L familiarizing yourself with each
of the robots, what their special charac-
teristics are, how they perceive things
differently, and how they describe ob-
jects differently. The easiest way of
accomplishing this is by having them
walk around different areas. You might
find it useful to send several robots to
one location to see how their descrip-
tions differ. Objects they find there will
be described differently, too, as they
will perceive objects through their own
unique senses.

Explore all the rooms. By doing so,
you will become acquainted with the
Underground Complex, an important
skill which must be developed to accom-
plish your ultimate goal, bringing the
Filtering Computers back into balance.

Once you're familiar with what s occur-
ring (both on Contra’s surface and within
the Underground Complex), you will be
ready to start playing to win.

Even after successfully resetting the
Filtering Computers, you can play SUS-
PENDED again, trying to better your
score. There are lots of factors involved
in scoring—the casualty rate, the num-
ber of cycles, and most importantly, the
conditions on the surface of Contra.The

first time you play, don't worry about
your score—waorry about what needs to
be done to complete the game.

Every cycle which elapses before the
damage done to the Complex is repaired
means more casualties occur. It is impor-
tant to solve the problems as quickly
and efficiently as possible. Don't waste
time mapping the Complex. You have
been provided with a board which con-
tains the entire layout. You can use this
when you send robots to specific rooms
to keep track of their locations.

Moving your robots one room per
cycle can be extremely costly. You may
find it easier and more efficient to direct
a robot (or series of robots) to GO TO a
room so you can do something else while
the movement is taking place. A robot
will progress one room per cycle and
will report in on reaching his or her
destination.

Keep in mind which robot you're
addressing. A quick glance at the Status
Line (when one is provided) can save
you critical cycles in the long run.

If you instruct Whiz to QUERY a
peripheral, make sure you are linked to
Whiz and that Whiz is plugged in. It is
also a good idea to keep your queries to
a minimum since each one costs you
cycles. Remember—with every query
you make, the situation on the planet’s
surface deteriorates.

73 Scoring. Each cycle, the Filtering
«»J Computers perform one of their
most important tasks—determining
the casualty rate. Where available, the
Status Line (the line at the very top of
your screen) shows you this casualty
rate over the last cycle. This number can
be misleading since it looks like a small
number. Keep in mind that it represents
casualties in thousands over the last
cycle. Your cumulative score, the total
number of casualties since the initial
tremor, can be found by typing SCORE.
On those computers with Status
Lines, the number following the casualty
rate will be the number of cycles you've



used so far. In addition, the name of the
robot with whom you have a Cryolink
will be displayed on this line.

On computers which do not have a
Status Line, you will be informed of the
link between yourself and the robot
before you type any new command.

7 How to Quit. If you want to stop
«“—T playing and never continue from
where you currently are in the game,
type QUIT. If, however, you'd like to take
a break or stop playing for awhile and
resume playing at a later date from
where you currently are in the game,
type SAVE first and follow the instruc-
tions on your Reference Card.

To continue playing from a saved
game position, type RESTORE and fol-
low the instructions on your Reference
Card.

7 Command Summary. The follow-
«»J ing list of useful words includes
some common verbs, some commands,
and those special commands and verbs
described in the section Abridged List of
Useful Commands. This list does not
represent the entire vocabulary available
to the Filtering Computers, and makes
next to no mention of the numerous
command variations you can construct
by using prepositions (e.g., LOOK could
also be LOOK UNDER, LOOK AT, LOOK
INSIDE, LOOK ON, etc.).

ADVANCED* LOOK™

ALL ROBOTS* OPEN

ARR* ‘ PLUG IN*

ARL* PUT

BOTH* QUERYABOUT*
CLIMB QuIT*

CLOSE READ
CONFIGURE™ REMOVE
COUNT REPORT*

DRAG (robot) TO*  REPORT LOCATION*

DROP
ENTER
EXAMINE*
FIND
FOLLOW™
GETIN

GO

GO TO*
IMPOSSIBLE™
INVENTORY *
KILL
LISTEN*

*See Abridged List

of Useful Commands
for definition.

RESTART™
RESTORE*
SAVE*
SCORE™
SCRIPT*
STAND
STOP*
TAKE
UNSCRIPT*
VERSION*
WAIT*
WEAR

INTERLOGIC™ Reference Card for the

. What You Need

Required
O Commodore 64 Computer
O One VIC-1541 diskette drive

Optional

O One or more blank, formatted
diskettes (for SAVES)

0 VIC graphic printer (or
equivalent) connected to the serial port
(for SCRIPT)

O Second VIC-1541 diskette drive
(for convenience with SAVE)

Il. Loading the Game

1. Turn on the power to your
Commodore 64.

2. Insert the game diskette in
Drive 1 (device 8) and close the drive
door.

3. Type

LOAD “GAME”,8

When the computer responds
“READY,”

type
“RUN.”

The diskette drive will spin the
diskette and the program will load. A
message should appear asking you to
wait while the game loads (this should
take no more than 2 minutes).

4. If nothing appears on your
screen, something is wrong. (See the
Troubleshooting section.)

COMVMIMIODORE 64"

Ill. Talking to the Game

Whenever you see the prompt ( >),
the game is waiting for you to type in
your instructions. You may type up to
two full lines of text at a time. If you
make a mistake, use the DELETE key
to erase the error. When you have
finished typing in your instructions,
press the RETURN key. The game will
respond and then the prompt (>) will
reappear.

NOTE: You may use the left- and
right-arrow keys in combination with
the DEL and INST keys to edit your
command; however, use of the up- and
down-arrow keys will cause unpredict-
able results.

If a description will not fit on the
screen all at once, [MORE] will appear
in the bottom left portion of the screen.
After reading the part on the screen,
you will need to press the space bar to
see the rest of the message.

Commodore 64 and VIC are regis(ered trademarks of Commodore Business Machines, Inc.

INTERLOGIC, ZORK, and DEA

LINE are trademarks of Infocom, Inc.



IV. The Status Line

At the top of the screen, you will
see a status line. This line is updated
after every move to show your current
whereabouts in the game. Depending
upon the type of game, it may also
show other information:

Score

In games that keep a score, such
as the ZORK® underground adven-
tures, the right side of the status line
will show something like this:

SCORE: 245/920

The first number is your score and
the second is the total number of
moves you have made. In the example,
you have 245 points in 920 moves.

Time

In games that keep track of the
time (e.g., the mystery thriller
DEADLINE™), the right side of the
status line will look something like the
following:

TIME: 9:22 AM

This shows the current time of day
in the game.

V. Saving a Game Position

To save the current position, use the
SAVE command. You may SAVE up to
eight different game positions on each
storage diskette and RESTORE them in
any order. To keep track of these dif-
ferent positions, each is assigned a
number (from O to 7). Each time you
SAVE a game position, it will overwrite
any position that is already on your
storage diskette with the number: you
specified. If you want to SAVE more
than one game, you must use a dif-
ferent position number for each one.

When you enter the SAVE com-
mand, .the game will respond:

Please insert SAVE diskette,

—Press RETURN key to continue —

1. If you have only one diskette
drive, remove the game diskette and
insert the storage diskette; otherwise
just insert the storage diskette in the
second drive. (To prepare this diskette,
see Initializing Storage Diskettes.)

2. Press RETURN. The game will
respond

Position (0-7): Default = 0

3. Type a number between 0 and 7
to tell the game which save position on
the diskette to use (or simply press the
RETURN key to select the default). The
game will respond

Drive (8/9): Default = 8

4. Select whichever drive contains
the SAVE diskette. Now the game will
respond

—Press RETURN key to begin —

5. Press RETURN. The game will
type

Saving. ..
to indicate that the game is being
saved. This should take about half a

minute. When the game has been
saved, it will respond

Please re-insert GAME diskette,

—Press RETURN key to continue —

6. Remove the storage diskette
from the drive and insert the game
diskette again (this step is unnecessary
if you are using two drives). Close the
drive door.

7. Press the RETURN key. If all is
well, the game will respond

Ok.
If it responds
Failed.
consult the Troubleshooting section.

You may now continue playing. You
can use the storage diskette and the
RESTORE command to return to this
position at another time.

Vi. Restoring a Saved Game
Position

To restore a previously saved game
position, enter the ""RESTORE’’ com-
mand. Then follow the steps (1 to 7) for
SAVE above.

VIl. SCRIPTing

If you have a VIC Graphic printer
(or any equivalent printer which
attaches to the serial port on the Com-
modore 64), you may make a transcript
of the game as you play it:

1. Connect the printer to the serial
port on the Commodore 64.

2. Turn on the printer.

3. Load the game as described
above.

4. To start the transcript at any
time, use the SCRIPT command.

5. To stop the transcript, use
UNSCRIPT.

6. SCRIPT and UNSCRIPT may be
used as often as desired as long as the
printer is left on-line.

VIil. Initializing Storage
Diskettes

Storage, or ‘‘SAVE" diskettes are
made using the standard Commodore
diskette initialization procedures
(““NEW’' command). See either the
Commodore 64 Reference Manual or
the VIC-1541 diskette drive manual for
detailed instructions.

IX. Troubleshooting

If the game fails to load properly,
or if SAVE/RESTORE fails, check each
of the following items. If none of these
offers a solution, call your Commodore
dealer for assistance.

1. Check to see that your Com-
modore and disk drive(s) are plugged in
correctly, connected properly, and that
everything is turned on.

2. Check to see that the diskette
was inserted correctly, and that the
drive door is closed.

3. Inspect the diskette carefully for
any visible damage.

4. Be sure that the diskette(s) is in
the proper drive(s). The game diskette
may only be run from the main drive
(device 8). For SAVE/RESTORE, be sure
that you have typed the correct drive
number for the storage diskette.

5. For SAVE, be sure that the
storage diskette is not write-protected
(i.e., there is nothing covering the
notch on the side of the diskette).

6. Also for SAVE, be certain that
the diskette has been properly initial-
ized (formatted). As a last resort, try a
different diskette.

7. If you have turned off your Com-
modore, follow the instructions for
loading the game.

8. Try again: the problem may be
only momentary.



Meet the tortured soul behind the
mask. His name is Michael Berlyn. And
for almost a year now, he has been
honing and perfecting, tearing down
and rebuilding SUSPENDED to make

it the game you see before you now.

Day after day, at Infocom headquar-
ters, Michael would sit at his keyboard,
guzzling coffee by the gallon and wres-
tling with the SUSPENDED program.
Night after night, he would emerge
from his cubicle, swigging antacid rem-
edy and singing the death scene from
Carmen. Until, at last, he succeeded in
making SUSPENDED the game he had
dreamed of for months on end. A game
more than up to the Infocom standard.
And, one that would make everyone at
Infocom a barrel of money.

So when you become aware of that
strange new intelligence in your com-
puter, speaking to you through your
imagination...when you become im-
mersed in the Underground Complex
...when you find yourself suspended
between the agony of a dying planet
and the ecstasy of a great computer
game challenge...pause a moment and
think kindly on the tortured soul who
put you there. Michael is not going
to the poorhouse. No, but the asylum
is not so far away.

Copyright

This software product is copyrighted and all
rights reserved by Infocom, Inc. It is published
by Commodore under license from Infocom,
Inc. The distribution and sale of this product
are intended for the use of the original pur-
chaser only and for use only on the computer
system specified. Lawful users of this pro-
gram are hereby licensed only to read the pro-
gram from its medium into memeory of a
computer solely for the purpose of executing
the program. Copying, duplicating, selling or
otherwise distributing this product is a viola-
tion of the law.

This manual and packaging are copyrighted
and all rights are reserved by Infocom, Inc.
and Commodore. This document may not, in
whole or part, be copied, photocopied, repro-
duced, translated or reduced to any electronic
medium or machine readable form without
prior consent, in writing, from Infocom, 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 dam-
ages, plus criminal penalties of up to one year
imprisonment and/or a $10,000 fine.

SUSPENDED™and INTERLOGIC™are trademarks
of Infocom, Inc.
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