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LOADING INSTRUCTIONS FOR MYSTERIDUS ADVENTURES

BBC MICROCOMPUTER MODELS A & B

TAPE VERSIONS

1) Suitch'on Computer, or if already switched on press <BREAK>.

2) Ensure that the Cassette is fully rewound and that ‘the PLAY
button on your Tape recorder is pressed down.

3) Type CHAIN"ADVENTURE" or simply CHAIN"" then pfess <RETURN?>.

At this stage the Adventure should begin to load. If for any
reason, an error message is displayed such as BLOCK? or DATA?
rewind the tape, adjust the volume slightly and try again. Should
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 automatically
and then begin ta run.

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

DISK VERSIONS

i TR S ST BT IS SN AR
1) Switch on caomputer or press {CTRL-BREAK)>

- . »
- 2) Ensure that the Program Disk is inserted into Drive O with the

< Label uppermost and that the Drive door is closed.

3)  Hold Aﬁun either <SHIFT> key and then tap the <BREAK> key. The
Adventure will then begin to load and automatically start to run.

-.~BOTH VERSIONS
A 3 X 7 A 22 03 XY OX ST 9 M SR W
. i

To save a game situation at any point during play, simply type
the word “SAVE". For Tape versions you will need to insert a blank
Cassette and set vyour recorder to record. For Disk versions you
must ensure that you have a Disk in the Drive that has at least
TWO free Sectors available. All your current game status will
then be saved onto Tape or Disk. X

To start a game where you previously left off, you must answer
’Y’ to the question "RESUME PLAY ON A SAVED GAME ?’ Position the
Tape to the start of the SAVEd Data or insert the storage Disk
into the Drive and then press <RETURN>.

The Data will then load in and you can start playing from where
you previously left off. -

%
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Having trouble making progress .? Getting frustrated because
your computer will not co-operate ? Ready to give up
adventuring and go back to Space Invaders ? Worry no more!

These notes have been written with the intention of making
the task of the adventurer a little easier. Not too easy mind!
One can hardly qualify for the title, "Master Adventurer", if
ne/she has merely followed a set of written instructions!

After reading these notes carefully, one should be armed
with the knowledge required to successfully "interact" with any
of the scenarios which comprise the series, "Mysterious
Adventures". Solving specific problems, however, is up to the
individual. If he/she so wishes they may refer to the enclozed

"Advice Sheet" in order to tackle a particularly difficult
situation they have 'encountered in that particular staory.
Remember thouah, that before you admit defeat and decide to

"Take a peep", you may want to kick yourself for not wurking
out the solution for yourself.

All of the stories in the ceries "Mysterious Adventures”
have been extensively play tested by both experienced and
inexperienced Adventurers, the results of these tests have

shown Lhat each and every problem that is faced in  these’
Adventures DOES have a logical celution, however obscure this
may seem to you at the time!

Whern  you pewer up your cemputer and load a "Mysterious
Advent wire”, you are stepping out into arivt her werld, & world
where things avre ool always what they ceem to be, a world wihere
the bacic lawe of ohysics end nature as we know  them de not

alwayz apply. At this same time, you are in effect making o
promise LYo your computer that you will abide by it’s rules for
the duration of | the session. In return  for this undertakinag,
yoeur coemputer will accept any comment or command you care to
give it. It will then process your entry, and after 1less time
than the blink of an eye, it will report back to you the result
aof your action.

For many newcomers to the world of "Mysterious Adventures".
this basmic act of communicating with your computer can present
gquite an chstacle.
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1t must be remembered from the outset that it is,
unfortunately, not possible to converse with a computer in
plain English. This is due to ambiguities which exist in any
human Language. We humans can cope with these ambiguities by
xamining the context of particular words and interpreting them
accordingly, also by listening for tonal variations in spoken
words.

Once one can accept that they must make allowances faor their
computer, they will be well on their way to establishing a
working relationship with their machine.

In order to make it possible for the computer to
successfully interpret an input statement it is necessary to
organise that input into a form that can be easily processed.
For "Mysterious Adventures" this format is as follows:-—

In almost all cases, an input will consist of two words, the
firel word will invariably be a VERE. There are one or two
exceptions to this rule which will b2 discussed later.

Having entered the VERBE, one must also enter a MNOUMN or object
upaon which to operate the VEFE. M typical erample of an input
statement is. "GET LAMF". This is a statement thak vour
computer will understand perfectly, alsoc it i= reasonably plain
English. We humans would probably say samething ‘like, "GET THE
LAMF OFF THE TAEBLE". Both statements mean eractly the same
thing, the chorter one is the only ane which will be accepted
by yvour computer. The space between the two words is
important. Although your computer will only look at the first
FOUR letters of &any word, it still needs the words to be
separated by a space in order to find the beginning of the
second word. Newcomers to "Mysterious Adventures", can
sometimes get frustrated when they find it difficult to
condense an expression into two words. An example of such an
occasion can be as  follows: - During the progress of an
Adventure you may have found an object that can be worn,
Gloves, or mavbe a cloal, etc. Initially, it is fairly easy to
put on such am item, the command being something like, "WEAR
GLOVES". UWhat happens though, when you do not wish to wear

these items any longer? It would be nice to be able to inputk
something like, "TalE OFF GLOVES". As you know from above, 1t
is not possible to enter such a command. A little thought

though, will provide &n equivalent statement in TWO words e.g.
"REMOVE GLOVES".
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Don"t be frightened to try out any word that comes to mind.
Extensive error trapping is built into all of the programs in
the "Mysterious aAdventure" series so it is not possible to
crash the computer in this way.

It may prove helpful to have a dictionary handy when playing
these programs, better still, find a good Thesaurus, this may

prove to be invaluable to you.

Another stumbling block for many Adventurers occurs when

they read the description of their surroundings. Having dane
this they try to use words that are contained in that
description. Normally this is quite f=asible, but it should

ot be talken for granted that a word used in a description 1s
baound to be contained in the program®s vocabulary. For example,
vo are grwven the following descripgtion: —

I AM IM & DARE, DREARY FOREST, I CAN HEAR EIRDS SINGING IN THE
DISTANCE. EXITS ARE, NORTH, SOUTH.

Having read thie description, vou may wish to search the forest
for som=zthing. You could type, "SEARCH FOREST".
You may get a reply like "SORRY...I DONM"1 KNOW WHAT A *FOREST?
2. The reason for this should be obvious...If there is
something to be gained oy searching the Forest, you can be
assured that the word "FOREST" will be +“nown to the computer.
On the other hand, having realised that being in a forest means
that there are trees around, you could type something like
YSEAGRCH TREES"  @r POLTMB  TREE®. 1f nemory space in your
computer were oot limited, it would b2 possible to have an
absolutely vagt vocasbulary. Unfortunatels this is not the case
€0 it is up te you to make up your own “JIn the Spot" judgements
in cases like this.
A little earlier we mentioned acti»is that can be carried

out by using & single word, a few examp 38 of this are:- HELF,
SCOFE, QUIT, SAVE, INVENTORY.

Conmznds of this sort are usually sa2.f-explanateory, most of
them are direct commands that produce a direct response. e.q.

HELP — I, in your particular =si:uation, the computer
decides that & little helping hand is in order, it will reply
with zn appraopriate message. On the other hand, it may respond

with & seimple, non-committal instructiasn such as, "SEARCH AND
EXAMINE".
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" Experience will teach you how to interpret these vague
comments.

There are some single word commands that can invoke an
action on the part of your computer, e.g. RUN, JUMP, SHOUT,
WAIT. Again, these commands are self explanatory and can be
used at any time during a game. Ee careful though! Using the
word "SHOUT" for instance when you are stood next to a sleeping
Dragon is not advisable, nor is the use of the word "JUMP",
when you are stood on the edge of an awesome precipice!

The last type of single word commands are direction
commands, e.g. N or NORTH, S or SOUTH. As you see, it is not
necessary to even type in the full word, for travelling in a
given direction you need simply enter, N or S or E, etc.

If you have read carefully a&all cof the foregeing advice,
you should never need to wonder why you got a strarmge respornse
from your computer. Mow you should be capable of working
together with your computer on the solution of any one of the
"Mysterious Adventures". Next we shall discuss the business of
how to solve Adventures.

From the moment that you enter into a sessicon of Adventuring

you must be on full alert. The first thing to take into,
account as you come acress the different locaticons and
different cbjects, is thal EVERYTHING IS THERE FOR A REATOM. Do
not be afraid te ask Duesticas! When you find an obtject,
examine it, taste it, eme=ll it, manipulate it in ewvery way that
yeu can think of. Only by doinug  this can you hope Lo Fisd oub
it’s true purpoge. Whernever you come o & new loecobion, cwearch
it, lock arpund at every ohbject you fFind there. IF  you Find
painting, t® teo cce whatsvbuhipd it, if you come toe a door,
try to open it, if you see a tree, try to elimb it. Ben® &
worry about your computer, it has no sense of time which wmeoans
it has infinite patience, even if you have’'nt. If you runr cut
of time after a particularly long session, use the SAVE cowmein!
to store game to the point you have reachecd. Maybe afle: a

good think, the solution to a tough problem will come to you.
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You may find it helpful to make 'a Map of the locations that
you have visited during your Adyenture. There is nothing worse
than getting somewhere, only ¢to find out that you cannot find
your way back!

Having said all this, it is only fair to warn you of the
sporadic occurence of the dreaded Scarlet Fish, or Red Herring
as it is more commnonly known. This is a fiendish plot by
Adventure writers to rob their clients of the last remnants of
their sanity. YDU HAVE EEEN WARNED !!!

If you are still floundering on a specific problem in your
particular Adventure, send to us for an Advice Sheet, but ONLY
after you are sure that it is impossible for you to find the
solution for yourself!

All MYSTERICOUS ADVENTURES are conceived and written by ERIAN
HOWARTH except where ctherwise mentioned. If you have any
comments, suggestions, etc. we would be grateful if you could
write to us at the address stated on the cassette label.

Please send S.A.E.when requesting an Advice Sheet.
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WHAT ARE MYSTERIOUS ADVENTURES
MYSTERIOUS: (Adjective):- “Baffling, full of mystery, strange or unaccountable”.

ADVENTURE: (Noun):- “An enterprise full of risk or danger, an experience of
unforeseen events endangering the participants life, a gamble on failure or
success”.

To start play on a MYSTERIOUS ADVENTURE is to take a step out of the
world of reality and into the world of dreams. Your computer is your guide on
these fantastic journeys in time and space where danger is ever present and
solutions to problems seldom come easy.

By typing in simple commands in plain english you can “talk’” to your
computerised guide and tell it what your next actions are to be.

MYSTERIOUS ADVENTURES bring a frightening reality to the surreal
situations in which you will find yourself. You will become involved in these
strange worlds of the imagination, you will feel anger when things seem to be
moving against you, you will feel elated when you overcome obstacles that are
set in your way. Eventuaily you will feel overjoyed as you reach the climax of
your mission and success is yours.

Any MYSTERIOUS ADVENTURE is not a mission to be taken lightly, success
will never be instant - just as Rome was not built in a day, so each Adventure
can rarely be completed in one session. To this end a “SAVE GAME" feature
has been incorporated in each of the Adventures. This means that at any given
time during play of an Adventure, you can store on tape your precise
whereabouts, your equipment carried, and any other pertinent details about
your present status.

COPYRIGHT

THIS PRODUCT IS COPYRIGHTED and all rights are
reserved. This product is intended only for the use of
the original purchaser on the Computer System(s)
specified. Any unauthorised copying, duplicating,
selling or otherwise distributing this product is hereby
expressly forbidden and any such illegal activities
discovered will be dealt with to the fullest extent that
the law currently allows.
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