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FOREWORD

Hi. You don't know me, but | love you. After all, you bought this game which is
the result of many people’s hard work, passion and late, late hours in front
of glowing computer screens. The Dig represents over two years of work
with a development team that ranged in size from one person to over 30 at
its peak. Yup, that's a lot of people. Why? Well, it's a big game. There are
lots of places to explore, and truckloads of special scenes and close-ups. |
decided early on that the game should be more than a story on an alien
world—it: should be a story /n an alien world. That is, you should be
immersed (as well as can be done with current technology) in an alien
environment. The world should be complete enough that you begin to know
it. It's not important whether you like it, hate it or fear it, but that you know it
well enough to make a subconscious decision about it. Toward that end, we
tried to push every aspect of the game as hard as we could. Music and
sound design go way beyond the usual “filler” and off-the-shelf sound effects.
The full-digital music, ambient noises and sound effects play an important
role in setting the mood and feel of the environment. We've employed new
t;echmques for generanng more realistic movement ln our animations, as

ABOUT THE DIG

The Dig was written and developed by Sean Clark, based on an idea by Steven
Spielberg. The legendary director originally wanted to develop the idea into a
film, but costs proved to be prohibitive. Being a gamer himself, Spielberg
saw the possibilities of The Dig as a multimedia adventure. He approached
LucasArts with his idea, resulting in the game you are about to play.

THE DIG BEGINS
When Asteroid Attila appears suddenly in orbit around planet Earth, it caus-
es an immediate panic in the scientific community. It appears that Attila’s
orbit is decaying, putting it on a slow but steady collision course with our
planet, the potential impact packing enough punch to wipe out a small city.
NASA quickly organises a shuttle mission to place two carefully designed
nuclear devices onto Attila. It is hoped that when detonated, these devices
will con-ect:me big rock's course into a more st:able orbit. Commander




MEET THE CREW

Commander Boston Low

A man of few words. Ordinarily he's a by-the-book astronaut,
but he has a talent for getting out of tight scrapes with novel
solutions.

Dr. Ludger Brink

Science advisor on the mission, world-famous geologist and
archaeologist. Brink has an unquenchable curiosity and tends
to be stubborn when people get in the way of his research.

Maggie Robbins
Civilian observer and distinguished member of the press.
Robbins has a unique combination of perﬂsl;ence and luck that
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PLAYING THE GAME
This manual is intended to help with game play. For instructions on starting
the game on your computer, please refer to the reference guide included in
The Dig package.

As the story opens, the space shuttle Atlantis approaches its orbit around
Attila; the astronauts then leave the shuttle to begin their mission. These
non-interactive sequences are known as “cut-scenes”— short, animated
sequences, like scenes from a movie—that can provide clues and informa-
tion about the characters. Cut-scenes are also used to show special animat-
ed sequences, such as the removal of the toolkit from the shuttle. \When you
view a cut-scene, you do not direct the action.

When the astronauts have left the shuttle, a crosshair-like cursor will
appear on the screen. This means you are ready to begin directing the
actions of Commander Low, your player character.

WHERE'S YOUR INTERFACE?

To pfﬁkup objects, use the mouse
‘ the

E£Trange device



key if you're a Mac user), which will allow you to add the object to your inven-
tory. After using an object or placing it in your inventory, the cursor will reap-
pear on the screen. If you want to talk to someone, click on that person, and
you will get a series of dialogue options.

Click on the icon that represents the subject you wish to talk about. \When
Low receives all the information he desires about a given subject, the icon
will “blue out.” If you wish Low to come up with his own dialogue click on the
exclamation point () or the question mark (?). When you're finished talkmg,
click on the stop sign.

USING YOUR INVENTORY

To access your inventary, click on the
small “i" in the lower left-hand corner
of the screen or right-click (Tab key if
you're a Mac user) and the inventory
screen will appear. : :

 typing the name of your save ‘game, click on OK

THE PEN ULTIMATE

This useful item, found in your inventory, has two basic functions: the Lunar
Lander game (a quick diversion to clear your mind of solving difficult Dig puz-
zles), and the communications function, which lets Low contact other mem-
bers of the crew by pressing buttons with their pictures on them. Of course,
this doesn't always guarantee that they'll answer....

FUNCTION KEYS

Save/Load Control Panel

To save your progress in a game, which will enable you to turn the computer
off and start again later in the same place, use the save feature. Simply
press the Save/Load Control Panel function key (F1 or F5 on most
computers).

Click on the SAVE button, then enter the name of the game you want to save
in the first vacant slot (reading from the top down). When you have finished




Pausing
To pause the game, press the space bar. Press it again to resume play.

Dialogue

You can display text and adjust its display speed through the Save/Load Con-

trol Panel (F5). By using the CTRL-T key combination, you can choose (l
whether you want Text and Voice, Text Only or Voice Only mode. If you are

reading the text and have finished a sentence, you can use the period (.]) key \l

to move to the next sentence.

To quit The Dig, press Alt-X (on most computers). If you plan to return to the
game you're playing, remember to save the game before quiv;i’ng.

OUR GAME DESION PHILOSOPHY
We believe you buy games to be entertained, not to b whackad cwer the
head (and abducted to an alien planet) every time you |
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ANY QUESTIONS?
Call our Customer Services line on:
0171-368 2266
When you call please be sitting in front
of your computer with paper and pen,
and gather as much pertinent informa-
tion about your computer as you can
assemble: make, model, amount of
RAM and disk size, graphics card type,
make and model of sound card and CD
drive, as well as the information in your
3 GONFIG SYS and AUTCEXEE.BAT ﬁlea

NEED MORE HINTS? Please do not
call Customer Services for HINTS, as
they do not give hints over the phone.
However, you may call our 24-hour
automated hint line on:
0891-333529
This service costs 39p a minute, and
you must be over 18 years old or have
your parents' permission to call. Max 7
minutes. Price as advertised correct at
time of release (November 1995).
Sennce avallablem UK msldents on!y.
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LIMITED WARRANTY

Notice: LucasArts Entertainment Company ("LEC") reserves the right to make changes in the product described
in this manual at any time and without notice.

The enclosed software product and this manual are copyrighted and all rights are reserved by LEC. No part of
this manual or any of the accompanying materials may be copied, reproduced, or translated in any form or
medium without the prior written consent of LEC,

LEC warrants to the original consumer purchaser that the media furnished in this product will be free from
defects in materials and workmanship (as evidenced by your receipt). If the media supplied as part of this prod-
uct prove to be defective, and provided that the consumer purchaser returns the media to Virgin Interactive
Entertainment. (Europe) Limited in accordance with the instructions in the following paragraph, Virgin Interactive
Entertainment (Europe) Limited will replace the defective media free of charge.

To obtain a replacement CD, please return the CD only, postage prepaid, to Virgin Interactive Entertainment
(Eurape) Limited, at the address below, accompanied by proof of date of purchase, a description of the defect,
and your name and return address.

THE ENCLOSED SOFTWARE, MEDIA AND DOCUMENTATION ARE PROVIDED “AS IS." LEC MAKES NO WAR-

WRITTEN OR ORAL, EXPRESSED OR IMPLED, INCLUDING, vwnnrrumrmsn{mmnvmn-e
‘ ARRANTIES \
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