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The HOUSE on
DAMNED HILL

OVERVIEW

Controls . .. Type commands in UPPER CASE for some of
the words in the vocabulary type “HELP".

If you are stuck at a point in the game type
“HINT".

Commands must be unambiguous and can be
shortened — i.e. — GN for “GO NORTH".

The aim of the game is to try to get to the room in an old
house where a maiden is being held captive. The house
consists of four floors, cellars, ground floor, 1st floor and
attics. In the house ara lots of creatures, some of which can
be friendly whilst others are definitely not. Also in the house
are objects, of which some are needed to progress, whilst
othars are of no use (common sense rules here), Also in the
game is a clock — a time limit is imposed. This clock is shown
all tha time when in a room. Anothar factor to take in
account is strength, the player has only 2 certain amount and
loses some every time he moves! But strangth can be gained
by dropping objects, or gambling some of your strength in 8
fight with a monster. Fos the unwary are traps — some of
which can be gotten out of (if the right objects are being
carried), and some which are fatal - BEWAREI

Unautharised Copying, Lending or Hiring
is prohibited.
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LOADING INSTRUCTIONS

To Load - Type: LOAD “ * (Press Enter)

THE PROGRAM CODE, GRAPHIC REPRESENTATION AND ARTWORK ARE THE
COPYRIGHT OF CENTURY CITY SOFTWARE (UK) LTD AND MAY NOT BE REPRODUCED,
STORED, HIRED OR BROADCAST IN ANY FORM WHATSOEVER WITHOUT THE WRITTEN
PERMISSION OF CENTURY CITY SOFTWARE (UK) LTD. ALL RIGHTS RESERVED




