






















IXJNTGO 

Combat (continued) 

Failure in combat has consequences, of course. If the party has to be 
transported, or it flees, or if it fails to conquer in time, individual members 
will invariably lose an item. However, if you are successful, your party gains 
experience points, objects (sometimes), and may advance in level, title, and 
stature. 

Constructing Formulas 
At the start, each member of your party is given a "chemistry set," a book 
(Fig. 10) , and a Formula Notebook in which they can enter, delete, edit 
and prepare formulas. 

The formulas in the books produce many different results. Some are food for 
strengthening a character's resolve; others cause varying degrees of damage 
to monsters, or reveal the levels of effectiveness for objects you find. Sti ll 
others will reveal an entire floor plan to aid in your exploration. 

Fig. 10: Book Screen 
A person's ability to prepare good working formulas depends on his or her 
level of concentration. The higher the level on the Concentration Bar, the 
higher the apti tude. Each correct formula requires a minimum degree of 
concentration to work successfully. 

The books contain explanations of each fo rmula: name, composition, and 
resu lt. As each member of your party collects additional volumes, the 
contents are automatically copied into that person's Formula Notebook for 
future use. 
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Some of these texts, however, are difficult to read. Indeed, some elements 
are indecipherable. These are marked by a ?? and you may have to go to the 
Table of Elements and experiment with various elements to determine the 
correct one. Other clues and methods are available to accomplish this; feel 
free to find them, too. 

! THE TABLE OF ELEMENTS 
The Table of Elements (Fig. 11) features, obviou ly, a number of elements, 
as well as the books that the party leader has obtained. You can use it to 
complete formulas in the party leader's Formula Notebook. 

Fig. 11: Table of Elements with 
Select Options 

Open the Formula menu on the Main Game screen, then select Add to go 
to the Table of Elements. A lighted frame surrounds one of the elements. 
A similar frame surrounds one of the four Formula Boxes, which represents 
the party leader's Formula Notebook. Here's a description of the menu 
options available from the Table: 

Select 
1 Select Book of Formulas to "read" the contents of any of the books in 

the party leader's posession. 

• When the Which Book menu opens, select the book you want to 
read and press OK or Enter. (Cancel returns you to the Main Game 
screen.) 

• When you finish reading, press any key or the left mou e button to 
return to the Table. 
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Select (continued) 
2 Select Return to House to return to the Main Game screen. (You can 

also press Q to do this.) 

Edit 

Fig. 12: Edit Options 

1 Select Add New Formula and the party leader's Formula Notebook 
opens to the first empty slot. Now you can copy or construct a formula. 

• Pressing the + or - keys also accomplishes this, scrolling you through 
existing notebook entries until an empty one is found. 

• To construct or copy a formula, use the arrow keys to highlight the 
desired element on the Table. 

• Use the Tab key to highlight the block the element should be placed 
in. 

• Press Insert to place the element in the Formula slot. 

• Remember that you can return to the Main Game screen from any 
open menu if you press Esc. 

2 Select Delete Formula to delete the current notebook entry; the next 
valid entry will automatically be displayed in the window. 

3 Select Insert Element to copy the highlighted symbol in the Table into 
the highlighted window in the Notebook. Pressing the Ins key does the 
same thing. 

4 Select Delete Element to delete the highlighted symbol in the Notebook 
window. Pressing the Del key does the same thing. 
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Move To 

Fig. 13: Move To Options 

1 Select Next Formula to advance the notebook entry to the next 
notebook entry. Pressing the+ key does the same. 

II 

2 Select Previous Formula to display the notebook entry prior to the one 
that is currently displayed. Pressing the - key does the same. 

3 Select Next Element to make the highlighted window in the Notebook 
to move one window to the right. Pressing the Tab key does the same 
thing. 

4 Select Previous Element to make the highlighted Notebook window to 
move one window to the left. 

A Note About Formulas: Notebook entries "wrap" from the last entry to 
the first entry, and empty entries are not generally displayed unless you're 
creating a new formula . Each party member has 25 entries, so judicious 
selection is necessary. If, for instance, a party member acquires a new book 
and there are not enough empty entries available in his Formula Notebook 
to hold all the new ones, only some portion of the latest formulas are copied 
automatically. You may then have to delete a formula or two to make room 
for the newcomers. 

Formula Names and Effects 
The chart on page 22 lists the names of the formulas you will find as you 
explore the house, and their effects. But you will have to discover the actual 
elemental composition of each formula as you find the books. From time to 
time rumors have surfaced that other volumes exist and lie hidden in the 
house. This may or may not be true. 
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Formula Names and Effects Chart 
Volume 1: Chemistry Basics: 
Copper Halo Diminishes fear attacks to user by 1/2 
Silver Mist Restores Concentration to user by 1/8 
Ocularium Activates full-screen auto-mapping function. 
Oxyacid Damages monster for 1-6 hit points 
lrradium Provides UV light source for detecting invisible objects 

Volume 2: Chemistry and Nature: 
Vallium Dust Lowers fear index by 1/8 
Vitallium Increases maximum user concentation for a short time. 
Atomite Release a stream of Becquerel rays damaging monster for 

10-18 hit points 
Mesonium Increase user strength by 1/2 for a short time 
Analyticum Reveals an attacking monster's stats 

Volume 3: Physical Chemistry: 
Hypno Powder Disorganizes monster temporarily 
Ebbnium Drains monster's strength for a short time 
Killflash Hits monster for 20-40 hit points 
Neomycin Lowers party fear index by 1/2 
Demon's Breath Dissipates a single monster 

Volume 4: Advanced Chemistry: 
Ring of Fire Party protection against beasts and underworld creatures 

of cold and shade 
Arrowroot 
Cloud Wall 

Erato's Slave 

Party protection against undead creatures 
Party protection against otherworld creatures 

Resets all party members to fear level of zero. 

Volume 5: Nuclear Chemistry: 

Cloak of Darkness Protects party from fear attacks by 3/4 
Dragon's Tooth Damages monster by 80-100 hit points 
Potion of Death Inflicts massive damage to monster by 100-150 hit 

Timebender 
points 
Doubles user dexterity and allows more attacks in 
a given time frame 
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! CHARACTER LEVELS 
There are four classes of characters in Don't Go Alone: Technician, 
Chemist, Psychic, and Adventurer. Within each of these classes, there are 
ten levels of achievement. (See the table below for the names of each level 
within each class. ) Every character is a member of one of the classes and 
starts at Level 1. He or she advances levels by gaining experience points. 
And as their levels increase, so do their abilities. For example, they might 
be able to make more accurate hits against attacking monsters. 

You'll notice that you can advance to higher levels quickly in the early 
stages of the game. But the highest character levels are more difficult to 
reach - and only the most stalwart and true of heart can attain them. 

Technicians Chemists Psychics Adventurers 

Level 1 Student Student Student Student 

Level 2 Apprentice Apprentice C lairvoyant Soldier 

Level 3 Latrologist Formulator Seer Fighter 

Level 4 Technologist Researcher Parapsychic Mercenary 

Level 5 Physicist Alchemist Perceptor Tracker 

Level 6 Logicist Engineer Mentat Ranger 

Level 7 Atomicist Analyst Medium Warrior 

Level 8 Theorist Druggist Precognator Killer 

Level 9 Master Master T elekinator Guardian 

Level 10 Lord Lord MindLord Warlord 

Note: 

Technicians are located in the upper left comer of the game screen; press 
Fl for statistics. 

Chemists are located in the lower left of the screen; press F2 for statistics. 

Psychics are located in the upper right of the screen; press F3 for statistics. 

Adventurers are located in the lower right of the screen; press F4 for 
statistics. 
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ACCOLADE CUSTOMER SERV1CE: (408) 296-8400 
If you need he lp wid1 this- or any 01hcr - Accolade product, please give us a ca ll between the hours of 
Barn and Spm (Pac ific Standard Tjme). Be sure you are al your compu1er when you ca ll . We'll do everyth ing 
we can ro solve your problem or answer your quC5tion . r write to us at: 

Accolade 
Attn: Customer Service 

550 S. Winchester Blvd., Suite 200 
San Jose, CA 95128 

DO YOU WANT TO BACK-UP YOUR DISK? 
We know you're con em e<l abou t disk damage or foi lurc. So feel free ro make a back up of the game. See 
your computer manual for dct<1ils about sav ing disks. If you lose the Don' t Go Alone slide ru ler, please send 
us $ 15 and we'll send you a new one. If it's dcstroyL-<l, send us Lhe remains, and we' ll give you a rcplilcemcnt. 

YOUR DISK CARRIES A 90-DA Y WARRANTY 
A coladc, Inc. warrants fo r a period of 90 days from the date o( purchase by the o rigina l pu rchaser of the 
Sofrwarc chat chc record mg medium on which 1t 1s re o rded will be free from defects m materia ls and work· 
manship. Defective media which has no1 lx--en subJ cc1cd to misuse. excessive wear o r damage due lO 

carelessness may be re1urm .. "C.I dunng the 90-day period without charge. 

Afrcr the 90-day period, dcfoc11ve media may be replaced m the Umte<l Sta tes for $ 10 (plu!!- 7% sa les mx if 
the purchn..scr resides in Ca li fo rnia). Make checks paya ble 10 AccolaJc, Inc. and rc1urn to the address above. 
(To speed up processing, return onl y dw disk nm orher materials. ) 

LICENSE AGREEMENT and LEGAL MUMBO JUMBO 
TI11s computer sofrwarc product (the "Software") anti the w.cr manual arc prov ided to the C ustomer under 
license from Accolade, Inc. and are !1-ubject to the following tenns and condiuo n:,, to which the C us1omer 
agrees by opening the package of the Software and user manual and/or usmg the Software. Grnntmg of this 
license docs no t transfer any right, tide o r interest m the Software o r 1hc use r manua l co the ustomer 
except as expressly se t forth in th is License Agrcemcn1. 

The software anJ the user manual arc copynghted 1989 by Accolade, Inc. All rights are reserved. Ne1cher 
the Softwmc nor the u:scr manual may be dup licated o r copied for any reason .. TI1e customer may noi transfer 
or rei,ell Lhe Software or user manual. All regislerc..J crademarks and names are properties of their rcspcccive 
owners. 

The remedies provid<.-d above arc the C ustomer's sole and exclus ive remedies. In no event shall Accolade, 
Inc. be liable fo r any direc t, indirect, spec ial, incidental or consequemial damages with respect to the 
Sofrware o r d1e user manual. Exccpl as provided above, Accolade, Inc. makes no warranties, either express 
o r implied , with respect to the Software or the user manual , and expressly disclaims all unpli cd warranties, 
including, withou t l1m1tat1on, the warranty of merchantability and of fitness for a particu lar purpose. 

ACCC llAD[>M 
The best in entertainment software T• 
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