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Loading the program

1. Put the cassette in the cassette
player and rewind the tape to the
beglnnm

TERe CLOADM and pres!
3. Press the pla buttofi @r¥the

Objective
ﬁs Arnold Q. Volestrangler bored

mi lonalre eccentric u

decided 13 dAtarR té%fﬂﬂlgd the

HOLY GRAIL and return to the

privacy of your padded cell.

The Display
The Cricklewood Incident uses a
formatted display. At the top of the
screen is a brief description of the
place you are currently in. Below this
are two boxes. The one on the left
tells you how much money you have,
and which exits are available to you
(e.g. N,S,U,D). The one on the right
tells you how you re feell g. Béle

computer s responses

¥ — - —you must-issue instructions to-the -

Money

You will need money both to buy
various items during the course of

lay, and to pay for riding on London
gransport and British Rail. To
complete the adventure, you will
need quite a bit more money than the
few pence you start with, so kegpa:
yaurieyes:openifor passzhlefsoums
of incemeilq ,msy; go1q airlt priinnu 10

of nv"v ig 9t pnitsia

Health

The display of |ve
you a rough |nd| Q'ZQ‘ e
current physical stat tius
bad, you will be whisked oﬂ’w ﬁ#
Hospital for Sick Heroes so fast' W?fl
make your head swim. They have the
techfiblogytosrebuild you, andwonly’
charge £1.00

fi ouiran

Communicating

The Cricklewood Incident is an
adventure game. As such, it is up to
you, the player, to find your way
around London and the rest of the
items

world, carrying and using an
o this,

you find, as appropriate. To

computer These instructions take the

noun, separated__.

ace. An example would be
'E M?NETREES Wh%n‘you [vor

finished ty pir &Mmoommaﬂd;apressw
(E rER) and:the:dompitenwill JAC
res
he command INVENTORY is: 2aif
specialsYou Jﬂnmdwwnedhex #
one word, and the.computer wikiv
respend;rtelhngcyou aliﬂ:eutams;you
are currently carnyin biow ¢
When .rsfernngrto*%ems that yom «
find; only-the’last word!should be)
used. Forzexample; thedRON BAR:
wouldbelreferredtosas BAR: 02 1T =
Most words can be:abbreyvidted to
three letters. Forexample; FALK:afid
LOOK ican:beshorténed to FAL'and «
LOO. The only exceptions are:ywhen
aomg directions. The.directions =&
rthz8outh; East;! West; Unahdoﬂ *
‘Downrmust she shortened=e: & 1iup
N,SBW ¥y and:BDsp ari svsz uoy i
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Saving the Game
At any point during the game, yostsH
cansavethegicument situatiansbyri’
typing ¢he.conimandi SAVE: Begause)
of the way! ithe Dragon82 saves files;
yourcassette;recorderimusthavebhs
motorwcontroktousé ithis featuresioin0
Before you save thwgamar,amaka sute
that the cassette you are usi 3
save on is correctly positione
restore the game to the saved



osition, you can issue the instruction
OAD at any time during the game.

Tiﬁs on Plal

* Keep track of where you are and
where you've been.

* |f the computer doesn’t understand
one word, try another.

* Don't take anything for granted.
Some useful-looking items may be
no good at all, and vice-versa.

* Try some lateral (or just plain
weird) thinking if you get stuck. |
Don’t be afraid to do stupid things. |

* Don’t go around doing stupid
things all the time.

* Be observant.

* Don't just save the game when you

uit a session. It can save time later
if you save the game at various
points.

Hel

TRere is no HELP facility for the
Cricklewood Incident. If you get really
stuck, send a stamped, self-
addressed envelope requesting the

Problems

If you have any problems loading
or running this program, please
return it, stating the problem, to:

SALAMANDER SOFTWARE
17 NORFOLK ROAD

IGHTON
EAST SUSSEX
N1 3AA
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Cricklewood Incident help sheet, to
the address below.




