




Reading Harry Harrison's book The Stainless Steel Rat 
Saves the Vl/orld before you start the game is not 
essential-but it will give you a number of clues and 
certainly help you achieve higher scores, you may 
even save the world again! 

In an adventure you instruct the computer in simple 
English so that you may move around from place to 
place, pick things up, examine objects, and carry out a 
number of other actions. 

Instructions should be given in the standard two word 
format. For example: 

EXAMINE BOX (press RETURN) 

In some cases the computer will accept abbreviations: 

T to travel (using the time helix, once acquired) 
H to ask for help (if needed) 
I to call up an inventory of the objects in your 

possession 

Due to the idiosyncracies of time travel, the following 
rules apply: 

You can only transport objects across the same time 
zone, and not between time zones (unless they are 
time protected) . 

Your (acquired) time helix will be tuned solely to your 
particular brain frequencies and so cannot be used to 
transport anyone with different frequencies. 

Control of your time helix is by manipulating the four 
time parameters: spin, flux, resonance and phase. You 
will have to experiment to discover their properties 
and relationships. 

THE STAINLESS STEEL RAT SAVES THE 
WORLD-© HARRY HARRISON 1972 

Program © Shards Software 1984 

ORIGINALLY RELEASED BY MOSAIC 
SOFTWARE LTD. 
If you get stuck and require assistance then please 
send a stamped, self addressed envelope to the 
address overleaf for a complete cheat list. 
Unfortunately we cannot accepttelephone enquiries. 
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