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It seems . only hour~ . agp that y9\;I< $toocl before . the Counc ~~ of Eldei;s ~ the Inner 
Sanctum of the Federation of t;!'le -seven C'..aimdes. 

You recall their orders to you: 
. .. : 

"'!'.rack down and captur.e the Jll®t wanted atJd1 d.anger'6us man in !a:Tl the Cosmos, a 
man knoWll only as 'NEMESIS' • " -

A shiver runs down your spine _but you st~l yourself. 

You check the controls in front o,f you a_g; 1:1ou spe'ed thro1.J9h deep space: towards 
his last known destination, a smah. planet in- the tmcharted outer regio~s . of the 
l='irsl Galaxy of the Federation. _ _.;, - ' - • · " · 

To load the game 

You must make a backup copy o,f tb~ .cartridge inunediateiy. 
-- ~ •f L, -

. ~ -

'i'e Oei Ud::er teee'e :iG.dt: ~Lr pze.s.., :~1 & L -2 caitil--i:i'let>-1:1"tft:ooti'le'"~!M:e'r-Ce1%"'t:P.i:dcJC"""%r'l.------t­

dnve two. Place a blank cartridge .ir,-.drlve one and ~ the. following 
SuperBA.5IC COllll1and: _,. 

lrun mdv2_backup 

'Ibis will format the blank cartridge six times and copy all the data over. 

Once this has been done, the game can be -loaded from the back~ copy with the 
master copy in drive 2 for a security check. 

Following the title screen, you are g iven a menu asking whether you want NEMESIS · 
1 or 2 - the game has had to be split intc two because of its size. 

You cannot play NEMESIS 2 until you have completed NEMESIS 1. Once this has been 
done, you can select either option. 

If you have not played the game before, press nl.Illber 1. 

'Ibe master cartridge can be removed when loading is canplete. 'Ibe backup 
cartridge must remain in drive one as it may be accessed from time to time for 
information. 

Playing NEMESIS 

As soon as the game has loaded, you are presented with a description of the ·first 
location. From here on you must explore the terrain, which, in turn, will yield 
clues about your ultimate destination. You do this by typing in a carmand in 
response to the prompt; it can be either in the form of a direction, a request 
for information or an action. 

Your canputer recognises most of the standard adventure cairnands. 'Ibey should be 
typed in using lower case letters (not capitals). 
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A. 'te':;; are .J.isl:ed here but ~s~t you discover the rest for yourselves. 

~. south, east, west, _!!E ana oown move you in a specific direction. 
&. ' ''flt . (1')')' . : ;.. E. ~ ;: 

1,ook displays int:ormation apo~the Jp,c~tiqn. · . . _ ""' .·L 

• ~ 1:. - "T ~-::- - r , • ). f~ .... ,, '\ . - p· .. -::.._,.,..": • .._ ! ~· 

inventory allows- you to find out what you aie carrying . 
~i· · - > ~ ·c. . ~· + r' ..... J ' ·~.;._ : . 

All these cari be abbreviated to a single letter canmand: 
' ·' !l.•o <{I, s e w u d 1 i 
" fl(" 'JP- ~ .. •l_I ,., ' Tf'." fr\\ -

~ .pf: ~ ll!QSt C~~j . Usp1 ilje9?~ ar~:. s o, -. '" .., ... r .<-

run, ~ump, 01g, swim, climb, pick up, take, drop, throw, examine, blast (for use 
w.i,th blaster), shoot, cu~~. e~bd:ink,r . .li!a:i\1. .c~.'\!.xit, enter. , } ~ , 

~e are, ~ i;:ourse, __ ipany more. 

TRe pr-Ogram will understand full sentences· entered but will not implement more 
~ OJ:!.e oi;:ei;;ation per; ,o$ente~'?· ;If ypu t.~, . 'P1,ck up food and eat', you will ,­
TI!J.lail'! 1.¥1fed !'. Don' t link up cOOrnan9f. p,.it .type them in ,o~. pfter the other . 

~e ,J.ist ot, vei;-bs r41Cognised is lar~e but not every verb is applicable to every 
l~t+on • . .,'l:'l:lereft?,re it .~.s not sensib~ · te_ stand in _the middle Qf a fi~ld ·and try 
every verb you can think of as you wt1I not get very far. swim would not be 
r~G13nised in a field. Try to use the- verb appropriate to the situation. 

,._ r '~'!· . . ! ·' ~ -~;;. 1 'J' L!•:?- ::.·· .... . J . ~ • .. 

~re-qre,fo~. special cc:mnands ~a~i c~ bier:Yf:~ ;et.:: !lf!Y· t;ime1 save, t resto.rel ~· 
~· ·r. 

~i1L~ves1 the cµ.rrent gametilay W..- ~ · t;!!icq:~riv~ in di:.:~ve.two. « Youc ~ye only one 
save per cartridge: if you save again; the second save will overwrite the 
pre\Uous one. - . r ;· ;; . .. 
- .. , ·' . .... . J. 111 · · - i~ · t • ,;. ·: ... ....... ';. 

restore l~s in- tfie saved ganep*ay t rC(lll .;lr!ye.,t..io . and -continues· fran ·the point 
_et wtuch,ypq.left o~. . . 1 ~ i:. :_·c .-, · ·• - :.··· 

.81!! initialises a simple . pi;_in~~r utp.,i~ w?~ch dumps the .scr~ display to an 
~o"""canpat;il>le printe,r. ~is enafile_~ hard~ed adven~lll'ers to study the game on 
~ loo.!- I -;- 2- :.~ , : 

~ turns ,it off again. · ·;r . 

Wh1en you gain admission to ~IS 2 frgn ·~IS 1, you will be instructed w,_ _.; 
to. do. ·next. . • 

. l' ~· 
'.lller:e-.:is. no JlCOre, function~· tpESIS. The object of your mission is to capture 
Nemesis and get him off the-planet - therefore you have either succeeded or you 
have failed • . 

, - • •. ~ : ., ;., ... ='t ; • 
This should be all you need to knciw· w start you on your voyage of discovery. 

We ~uld be pleased to hear fran anybody playing "t:ht; gane, esi:ecially if they 
:nave canpleted -it. we will also answer your queries if you get stuck (send a 
sAEl If you have made any 'go6d maps, please send us a copy - we ' d like to see 
~t ... ~ 

Paul P. Brittain & John A. Il;_N~tt .. 
ALCHFJUST 
5 Forster Street 
Gainsborough, Lines 0021 2LL 
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