LOADING INSTRUCTIONS FOR MYSTERIOUS ADVENTURES

BRC MICROCOMFUTER MODELS A & B

To load any MYSTERIOUS ADVENTURE into your BRC @ Microcomputer,
gsimply follow these steps:-—

1) Switch on computer, or if already switched on press <BREAK:.

2) Ensure that the cassette is fully rewound and that the FLAY
button on your tape recorder is pressed down.

3) Type CHAIN"ADVENTURE" or simply CHAIN"" then press <RETURNI:.

At this stage the Adventuwre should begin to load. I+ for any
reason, an  error message is displaved such  as BLOCE?T  or DATA?
rewind the tape, adjust the volume slightly and try again.
Shouwld all attempts fail to load the program, please return the
tape to us for inspection and/or replacement.

The program is in two parts which will both load asutomatically
and then begin to run.

At the beginning of the program you will be asked whether or
not vyou wish to resume play on a stored game. Unless you have
previously SAVEd a game vou should answer "N to this guestion at
which point play will commence.

To save a game situation at any point during play, simply type
the word "SAVE". You will then need to insert & blank cassette
and set vour recorder to record. Fress <RETURN> and all your
current situation in the scenario will be stored on tape. You
can then resume play or, if just starting a session, you can
answer "Y' to the guestion "RESUME FLAY ON A SAVED GAME 27".
Fosition the tape to the beginning of your data and set it to
play. The data will then load in and yvou can start playing from
where vou previously left off.
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* PMYSTERIOQUS ADVENTURES +
Some gemneral hints om sclving RAdventures

Havivg trouble making progress ? Getting frustrated because
your computer will not co-operate o Ready teo give ug
adventuring and ge back to SBpasce Invaders 7?7 Worry no more!

These ncotes have beern written with the intention of making
the task of the adventurer a little easier. Net toec easy mind!
One can hardly qualify for the title, "Master Adventurer", if
he/she has merely followed a set of writtesn instructions!

After reading these notes caregfully, ore should be armed
with the knowledge required to successfully "interact" with any
cf the scenarics which Cdmpris;éi the series,’ "Myesterious
Adventures". Selving specific problems, however, is up to the
individual. If he/she so wishes tHFy may  refer to the enclosed
"Advice Sheet" in order to tackle & particularly difficult
situation they have encountered in that particular story.
Remember though, that — befere-you adwit defeat and decide to
"Take a peep”", you may wanrnt te kick wvyourself Ffor net working
cut the solution for yourself.

A1l of the stories in the series '"Mysterious Adventures”
have been extensively play tested by both experienced and
inexperienced RAdventurers, the results of these tests have
showrnt  that each and every preblem that is faced in these
Adventures DOES have a logical sclution, however chscure this
may seew to you at the time!

Wherr you power up your computer and load & "Mysterious
Adventure”, you are stepping cut into ancther world, & world
where things are not always what they seem to be, a world where
the basic laws of physics and nature as we know thew do  not
always apply. At this =same time, you are in effect making &
promise to yoeur cowputer that you will abide by it’s rules for
the duration of the session. In return for this wdertaking,
your computer will accept any comment or command youw care to
give it. It will then process your entry, and after less time
than the blink of an eye, it will report back to you the result
of your action.

" For many newcemers to the world of "Mystericus Adventures",
this basic act of communicating with your computer can present
guite an chstacle.
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* MYSTERIQUS ADVENTURES #
Some general hints on selving Adventures

1k must  be  rewembered from the outset that itnas,
unfoertunately, not possible to converse with & computer in
plain English. This is due to ambiguities which exist in any
humarn Language. We humans can cope with these ambiguities by
examining the context of particular woerds and interpreting them
accoerdingly, alsc by listening for tonal variations in spoken
words.

Once one can'accépt that they must make allowances for their
cemputer, they will be well on their way te establishing &
working relationship with thedir machine.
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In order to make it possible for the computer to
successfully interpret an input statement it  is. necessary to
erganise that input inte a form that can be easily processed.
For "Mysterious Adventures" this format is as fellowsi-

In alwost all cases; ean-dinpubt will consist of two words, the
first word will invariably be a VERE., There are oene orF Lwo
exceptions te this rule which will be discussed later.

Having entered the VERE, ore must alse enter & NOUN or object
uporn which te operate the VERE., A typical exawple of an inpub
statement dis "GET LAMP". This is a statement that vour
computer will understand perfectly, also it is reasonably plain
Eviglish. We humans would preobakly say something like, "GET THE
LAMPR OFF THE TRELE". Both statements mean exactly the same
thing, the shoerter one is  the only ome which will be accepted
by yeur computer. The space betwesn the iftwe words is
important. Although yeur computer will only leook at the First
FOUR letters of any word, it still needs the words to be
separated by a space in order teoe find the beginming of the

second  word. Newcomers to "Mysterious RAdventures", can
sometimes get fFrustrated when they Find it difFficult - to
condernse an expression inte  twe words. An example of such  an
crocasion can e as  followsi- Durirng the progress of an

Adventure vyou wmay have found an cbject that can e worn,
Gloves, or maybe a cleoak, etc. Initially, it is fairly easy to
put  en such an  item, the command being something like, "WEAR
GLOVES"., What happens though, whern yvoeu  do net wish  to wear

these items any longer? It wonld be nice teo be able to input
semething like, "TAKE OFF GLOVES". As youw krnow from above, it

is not pessible to enter such & command., A little thought
though, will provide amn eqguivalent statement in TWO words e.9.
"REMOVE GLOVEES",
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* MYSTERIOUS RDVEMTURES %
Some general hints on sclving Adventures

Don’t be frightened to try out any word that comes to mind.
Extensive error trapping is built inte all of the pregrams in
the "Mysterious RAdventure" series s0 it is wmoet possible to

crash the computer in this way.

It may prove helpful to have a dicticmary handy when playing
these programs, better still, find a good Thesaurus, this may
prove to be invaluable to you.

Arncther stumbling block for many Adventurers occurs when
they read the descriptiern of their surrcundings. Having done
this they try to use words that are contained in  that
description. Normally this is guite feasible, but it should
rnot be taken for granted that & word used in & description is
bound to be contained in the pregraw’s voecabulary. For example,
you are given the following descriptions-—

I AM IN Q‘ DARK, DREARY FOREST,; -I-EAN-—HEAR BIRDSTSTINGING IN THE
DISTANCE. EXITS RARE, NORTH, GSO0OUTH.

Having read this description, you may wish te search the fForest
for scmething. You could type, "BEARCH FOREST".
You may get a reply like "BORRY...TI DON'T KNOW  WHAT A  °*FOREST?
18%, The reason for this should be obvicus...If there is
something te be gained by searching the Forest, you can he
assured that the word "FOREST" will be known to the computer.
On the other hand, having realised that being in a forest means
that there are trees around, you could type sowmething like
"SEARCH | TREES® o ! "MCLIMEKY TREEY. If memery space in  your
computer were mnet limited, it would ke peossible to have an
absolutely vast voecabulary. Unfortumately this is not the case
s0 it is up te you to make up your cwm  "Onm the Spot” judgements
in cases like this.

A little earlier we menticomed actions that can be carried
cut by using a single word, a few examples of this arei- HELP,
SCORE, QUIT, SBAVE, INVENTORY.

Commandes of this sort are usually self-explanatory, most of
thew are direct commands that produce a direct response. e.g.
HELP e i in your particular situation, the computer
decides that a little helping hand is in corder, it will reply
with an appropriate mwessage. Or the other hand, 1t may respond
with & simple, non-committal instruction such as, "BEARCH AND
EXAMINE".
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*# MYSTERIOUS ADVENTURES *
Some general hints om sclving Adventures

Experience will teach you how te interpret these vague
camments.

There are some sSingle word cowsands that can invoke an
action on the part of your computer, e.g. RUN, JuMP, GHOUT,
WAIT. Again, these commands are self explanatery and can be
used at any time during & game. He careful though! Using the
word "SHOUT" for instance when you are stoecd next teo a sleeping
Dragon is not advisable, ner is the use of the werd "JUMPY,
when you are stood on the edge of an awesome precipice!

The last type of single woerd commands are direction
commands, e.g. N or NDRTH, 8 or SOUTH. Rs you see, it is not
necessary toe even type in the ofull woerd, for travelling in a
given direction you need simply enter, M or & or E, etc.

If you have read carefully all of the foregoing advice,
you should mnever need tcoc wonder why yeou got a strange response
from your computer. Now you sheuld be capable of workinéﬁ
"together with your computer on the selution of any one of the
"Mysterious RAdventures". Next we shall discuss the business of

how to solve Adventures.

From the moment that you enter inte & session of RAdventuring
vou must be on  full alert.. The first thing to take into

account as you come acress the different locations and
different objects, is that EVERYTHING I8 THERE FOR A RERSONM. Do
not ke afraid te ask Guestions! When you Ffind an obhject,

examine it, taste it, smell it, manipulate it in every way that
you can think of. Only by deing this can you hepe teo find out
it’s true purpose. Whenever you come to a new location, search
it lock arcund at every ocbject you find there. If you find a
painting, try to see whats behind it, if you coeme to & door,
try to copen it, if you see a tree, Ly « dpelimbh it Don’ t
worry about yeur computer, it has no sense of time which means
it has infinite patience, even if you have’nt. If you rurn out
of time after a particularly long session, use the SAVE command
to store the game to the point you have reached. Mayhe after &
goed think, the sclution to a tough problem will come to you.
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#* MYSTERIOUE ADVEMTUREDS «

You may find it helpful to make & Map of the lccabtions  that
you have visited during your Adventure. There iz noething :
-than getting somewhere, prily te find cut that yvou canmob
your way back!

Havirng said &1l this, it is omly fair te warn you of bthe
sporadic eccourence of the dreaded Scarlet Fish, or  Red Herring
as it is more comwoenly  known, This i85 a fiendish plot by
Adventure writers to rob their cliente of the last resmants of
their sanity. YDU HAVE HBEEN WARNED !!!

If you are still floundering on & specific problem in your
particular Adventure, send a large &G.A.E. o uwus and we will
send you the appropriate Advice Bheet, but ONMLY after you are
sure that it is impossible for you' te fFind the sclution for
yourself! o

A1l -MYSTERIQUS ADVENTUREL are comceived and writben by BRIAN
HOWARTH except where otherwise mentioned. If you have any
comments, suggestions, etec. we would be grateful if you could
write to us at the address stated ow the cassette label.



