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LOADING INSTRUCTIONS FOR MYSTERIOUS ADVENTURES 

----------------------------------------------BBC MICROCOMPUTER HODELB A ~ B 

----~------------------------
TAPE VERSIONS --------------
1) Switch .on Computer., or if already switched on press <BREAK>. 

21 En•ure that th• Ca•••tt• is fully re~ound and that 'the PLAY 
button on your Tape recorder i• pre•sed down. 

31 Type CHAIN"ADVENTURE• or simply CHAIN'"' then press <RETURN>. 

At this stage the Adventure should begin to load. If for any 
reason, an error mes•age 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 to run. 

At the beginDing of the program you will be asked whether or not 
you wish to resume play on a stored game. Unle•s you have 
previously SAVEd a game you should answer 'N' to this question at 
which point play will commence. 

DISK VERSIONS 

-------------
1> Switch on computer 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 down either <SHIFT> key and then tap the <BREAK> key. The 
Wi' l,l .. lfi1~· Adventur• will then begin to load and automatically start to run. 

·BOTH VERSIONS 

-------------
To save a v••• •ltuatian at any paint during play, simply type 

the word •SAVE". FOi"' Tape ver•ions you will need to insert a blank 
Cassette and set your 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. Ali your current game status will 
then be saved onto Tape or Disk. ' 

To start a game where you previously left off, you mµst answer 
'V' 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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* MYSTERIOUS ADVENTURES * 
So~e general hints on solving Adventures 
=====~====================~=======a:&=== 

Having trouble making progress .? Getting frustrated because 
your co~puter will not co-operate ? Ready to give up 
adventuring atld go bacl< to Space Invaders 7 Worry no "'ore! 

These notes have been written with the intention of making 
the task of the adventurer a little easier. Not too easy mind' 
One ce1n hardly qualify for the title, "Master Adventurer", if 
iie/she has l\'oerely 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, "Mysteriouu 
ih.lventures". Solving specific problems, ho•1ever, is up ta the 
individual. If he /she so wishes they may refer to the enclo5ed 
"Advice Sheet" in order to tackle a particularly difficult 
situation they have encountered in that particular story. 
R1~1T1E!rrrb~r tho ug h, lhat bt?forf!.• yuu ad~rdt defeat and decide to 
1'Takc a peep'', you n1ay want to kick you1·~ elf for not wurking 
out llte ~~ulu tjL'n for yourself. 

All of the sto1·ies in the series "Mysterious Adventures" 
have...> bP.r::.>n extetlsivE..~ l y plnf tested by both experienced at1d 
J n~xperie11ce1J Adv~ntL1r~rs , the re~ult~ of tl1esQ teotG havo 
fihowrl tl1at each ~rid ev~ry problc111 tl1at is f~ced in the5~ · 
Advent•Jres DOES hav1::- a logicL:i.l $OlutioYl, hotfH?ver obs:CUI"'~ this 

..,.1; ' :1 seem to yo 1.1 ed. l. he t. i •Y•E" ~ 

Whc- ·n >' ou po1Nc.•r up your· t:'t:<1Y1~1utl?r arid load a 
11

My~tcriOLt!:: 
qtJve r1t u1 ·L-", you i"\r-£' stt::pping 01. t t inlo anuther "'orld, a .-iorld 
~ ... he1·e thine~ u; .. 1:? 11cd. 1:\lwL1vs "''~h"Jt th~y ~1?£Yt1 to be, a ,.H .. rld ~Jl "1Prc­
i:.hC? bc;~. ic -lr;'"l':: r1f 0~1ysi ~ ~5 etr)d ri.3ture t.1$ "''e ~<tlC•""' the1r1 dc.1 no"t 
a}~IU~,· s i..' ppl_y . t1: t hi ~ Sa 1r1C? tiff1 c.>, )'OU C.1re in effect ff1c:lkirtf.J ~ -\ 

proN1ise ~o yul1r com~1.1ter t~iat yt•u will abide by it's rules for 
~he dur..;tiott of the· ~- E,.~ ssi c•n. lt1 return for this 1.1ndcrtukir1g, 
your computer will accept any co~me11t or comma~d you cal· e t o 
g _ive it. It ..-,111 the ·n process yuur entry, and after less ti 111e 
thAn the blink of an eye, it will report back to you the result 
of your action. 

For 1f1i\ ·ny r1e\.,.. C01Y1C!rs to t.h1? "'orld of "Mysterious Adventl!rct:." .. 
this buo:;ic act of co.-111r1•.1nica.ting l..,it: h yo1.1r Computer can pres.erit 

ei1.11te ru1 ob~>t.c:1clL'. 
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* MYSTERIOUS ADVENTURES * 
Some general hints on solving Adventures 
•ares-~= ~s~=~:=~cs===~==~•=u~~-~•a=======~ 

It must be remembered from the outset that it is, 
unfortunately, not possible to converse •lith a computer in 
plain English. This is due to ambiguities which exist in any 
human Language. We humans can cope with these ambiguities b y 
examining the context of particular words and interpreting the~ 
accordingly, also by listening for tonal variations in spoken 
words. 

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

In order to make it possible for the computer to 
succr.?sHful ly interpret ,c:,n ihput statement it is necessary tD 
organise that input into a form that can be easil y processed . 
For "Myste~ious Adventures" this format is as follows:-

In ~lmoGt all c~sas, an ir1put will consist af two words~ the 
fir£ l word will invar· iabl y be a VERB . . Ttiore are one or two 
e :: ceptions to this rule 1·1hich viill bS! discussed l <.>.ter. 
Having e nterecj the VERD, one must also enter· a NOIJN or obJect 
upon which to aper·ate the VEF:E<. •• t ypical e::.;,mpl;, of art i nput 
sta t ement. is "GET LAMP". This is a statE':mC?nt that '1ow· 
co1nput~r will understand pErfectl y, also it i~ reason ii t1l y pl ~ in 
English. ~Je humans would probabl y s 1,y something 'lil,: e, "GET THE 
LAMP OFF THE TABLE". E<oth st ... tements mea.n e ::actl y the s ;•me 
thing, the shorter one is the onl y one which will be a ccepted 
b y y our- computer. ThE? spac;:~ bet~·Jeen the t~·Jo ~·lords is 
important. Although your com~uter will only look at t he first 
FOUR letters of an y word, it still needs the words to be 
s~parated by a sp a ce in order to find tHe beginning of the 
second ward. Nt.~ 11,camers ta "Mysterious Adventur-es":o c a n 
sometimes get frustrat e d when they find it difficult to 
condense <.>.n e :: pressi ort i nta to1D 01Drds. An e:< ample of such an 
occasion can b e as follows:- During the progress of an 

-Adventure you ma y ha ve found <.>.n abject that c a n b e> worn, 
Gloves , or maybe a cluak, etc. Initially, it is fairlv easv to 
put on such an item, . the com1nand being somethin g 1 i i( e :o '* l~Er'4R 
GLO'·/ES". ~Jhat hctppQns though, •ihen y ou do not 1-1i sh to •iear 
these items any lonqer? It •mul d be nice to b e <>.tJ le ta inp•.tl: 
something like~ 11 TPd<E OFF GLD\~' E S ". (.:.is y ou kno~·' ·fr·o m. above, 1 t 
is not possibl e to enter such a command. A li tt l e lhought 
though, will provid e &n equivalent st 3t ement in 1· L~O words e.g. 
"REt·10'1E GLO'/ ES". 

I 

t 
~ 
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• MYSTERIOUS ADVENTURES * 
Some general hints on salving Adventures 

Don't be frightenad to tr y out any w~rd that comes to mind. 
Ex tensi ve error trapping is built into all of the programs in 
the ''Myster ious Ad venture'' series so i t is not pousible to 
cr~sh the c o inputer in this way . 

It may prove helpful to have a dictio~ary h~ndy when playing 
these prog r ams , better still, find a g~od Thesaurus, this may 
pr ove to be invaluable ta you. 

Ano ther stumbling block for many ~dventurers occurs when 
they read the desc~i pt ion of their sur-oundings. Having done 
t his the y try to use words tha t are contained in that 
d~scription. Norm a ll y this i s quite feasible, but it should 
r .. :.t_ b e> tal ~ en For gr '"~nt r:d that a ""'ord used in d descript:ion is 

bound _ to b e contained in the program~s vocabulary. For e x ample, 
yo u ~re g1ver1 tt1 ~ follcl~ing descri~tion:-

I AM IN A DARK, DREARY FOREST, I CAN HEAR E<IRDS SINGING IN THE 
DIST ANCE . EXITS ARE, NORTH, SOUTH. 

Having re a d this d e scription, y ou may wish to search the forest 
for somc•thinq. You could type, "SEARCH FOREST". 
You may g~t a r eply li ke " SORRY ••• I DON' t KNOW WHAT A 'FOREST' 
IS". The reason for this should be :ibvious ••• If there is 
s omething to be gained o y searching t he Forest, you can be 
as sl.Jr"ed that the wa.:-d "FOF:EST" wi 11 be ·-mown to the computer. 
On the oth e r hand, havfng realised that being in a forest means 
that ther e ~r e trees around, y ou coulj t ype something like 
"SE1;r::cH n::EES" or "CLIMB TREE". If .nemory space in your 
computer were ~ot limit ed , it would be possible to have an 
ab solut e l y va~ t vocabula~y . Unfortunatel y this is not the case 
s o it _ i s up to you to make up your own ''Jn the Spot 0 judgements 
i n cases like this. 

I~ lit.ti e earli er we mentioned acti ~is that can be carried 
out Uy u s in g a sing le: l·Ji::H-d , a fe~' e :·:a mp ?s of this are:- HELP, 
S COF'E. OU IT, s,;\JE , I tNEl.JTORY. 

Con1m2' 1-•. js of t h is sor-t ar·e usually S·~ ... f-e :-:planatory, most .of 
thern ar e d1r•~ <:t conrmand s that produce a direct response. e~g. 

HELP If, in your p a rticular s! ~ uation, the computer 
decid~s that a li tt l e hnlping hand is i n order. it will repl y 
l·n th ~r r a ppr <:; pr- i. a t:e messagl"?. On the at ~it: r hand, it may respo.nd 
l·Jit.h a -::impl e , r1c1n-committc1l instructi .:i.1 such as. "SEARCH Al'JD 
!::ZAl1INE". -
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* MYSTERIOUS ADVENTURES * 
Some general hints on solv4ng Adventures 
•••••·•mm•asssz:ma:cazc•=m•cr==•c:m::sacr••:s=:z=::= 

· EKperience will 
comments. 

teach you . how to n1terpret these vague 

Ther~ are soMe single word commands that .can it1vo}<e ar1 
action on the part of your computer, e.g. RUN, JUMP, SHOUT, 
WAIT. Again, these commands are s~lf eKplanatory and can be 
used at any time during a game. Be careful though! Using the 
word "SHOUT" for instance when you are stood neKt to a sleeping 
Dragon is not advisable, nor is the use of the word "JUMP", 
when you are stood on the edge bf an awesome precipice ! 

The last type of single word commands are direction 
coor1mands, e.g. N or NORTH, S or SOUTH. As you see, it is not. 
necessary to even type in the full word, 

0

for travelling in a 
given direction you need simply et1ter, Nor S or E, e"tc . 

If you h<>VE read caref•.11 ly al 1 c·f thP f ·or-egoing . adv i c e, 
yoo should ~ever need to . wonder •~hy ~ou got a $tra ng e re5 p OilSe 

fro~ yoltr comp•Jter. Now YPlt s~1oyld be capable of w o r~i ir1~ 

tooether with your· cotv1pl.1ter or1 t he s
1
alutior1 of ar•y _ or'1£.• . of t: :· 1e 

11 M;·sterio1.1s Ad v entures". Ne x t- \.-}E; shall di!:CU~-s the _ Liu sir·,e ~ s t;'f 

how to ~olve Adven tures. 

Frof'n the mC1ment th~t. yo u 1::-nte r il'·1to a session of Ad·.tPi1t u1 · j •i9 
ye l l n'll1~t be on f•.111 aler· t. T h e first thing to t2'1 -: r~· in t 1) , 

accot1r1t as y~tl co.~e ~Cl' OSS t•1e different loc~ t iO l') S ~r)d 

dif"ferEnt ob,;ects, i"° th;• ~ E'.'E'.RYTHit-JG IS THSRF:: FOR() '"l F:n C: OtL D1.• 
not be t..'fraid to i\sh· Due s-.ti o r1 •:; 1 VJl11.!rl yuu find u. ·. c1 t 1 jE·c'; ., 

exa1Y1 ine it, tastE• it, ~. 1Y 1 !·:- ll it. , ft1 ur1ip•.1late it i l"l ev1~ r-y r,.1;1y t •1 ...:it· 

you can t:hink o f. Dr i ly b y do i n9 t"hi z C."" an }'C11J ~ •l' P I...? 1.;o f .itrtJ t•u!; 
it's t l"' IJC p:..i rp o £ r:". (..J~1 P. rH ~ \,' t:: r yo • .. 1· C{.llf1 (·! tL' ;.. 'tlE' ... I ~. 1:0 r. .. ..1 l: . ic•1 l , S.~-:~,, · c.-: 1 

it, }OC•k "'r_punr.I ed. f.:'V el""'.f. o>:•j C' C' i..; .)' 01.-1" 'f-\f'1d th t? f"l!. ! f° , ;/O 'J fi ,."1L~ r '• 

pai n tir1g, t ....... / tc. '.:"·C1 Q ~'~"~'t s. b t.:! hi ~ 1C it, if' :lc·u CC1rr1c~: t .r) ,:; d c:-c:i r l 
try· to open it, if y ou s~e a tr!?e, t ry to cl. i~t! b it·· . Dc· r ·," ~. 

wo 1 .. ry i "' bo 1.t t yo •.1 r c 0 '1r1p1..t t er, it has no ~·;. t~ n5.£.' of t i n-1E' ~1 h ~ c- 11 1'1r:.•c-. r·1··:> 

it h a s infinite p .3 t.ience, even if yo•.t h a ve'nt. I f Y'' '-' r un t 1 1.1t 
of tiir1e 13f+;cr a partic !.1l~rly long 5.e~sion, •-t~e thr:..• StiVE c. t111·o1t1 .. ~ 1· 1 r .' 

to st.ore tjJe gc.1r1e to t~1e point you hav~ rE•Clc~et~ . ML'y~e ,,-r·t.r: :· n 
goad think, thP. solc1t ion to a tough proble"' w111 co1Y1<? to Y'' "' · 

~· 
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• MYSTERIOUS ADVENTURES • 
Some general hints on solving Adventures 
m•~a-•mam•ma•••••••••••n•ma•2•mc•ea••-s~ 

You may find it helpful to make · a Map of the locations . that 
you h<>ve visited during your Adyenture. There is nothing worse 
than getting soMewhere, only to find out _that you cannot find 
your way back! 

Ha v ing said all this, it is only fair to "'ilrn you of the 
sporadic occurence of the dreaded Scarlet Fish, or Red Herring 
as it is more commonly known. This is a fiendish plot by 
Adventure writers to rob their clients of the last remnants of 
their s<>nity. YOU HAVE BEEN WARNED ! !! 

If you are still floundering on a ~pecific problem in your 
particular Adventure, send to us for an Advice Sheet, but ONLY 
<>fter you are sure that it is impossible for you to find the 
solution for yourself' 

All MYSTERIOUS ADVENTURES are conceived and written by BRIAN 
HOWARTH except where . otherwise mentioned. If you have any 
co~nents, suggestions, etc. we would be gr<>teful if you could 
write to us ~t the address st<>ted on the cassette label. 

Please send S.A.E.when requesting an Advice Sheet. 



MYSTERIOUS 
.ADVENTURES 

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. Eventually 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. 

111 -o-- --· -111 

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 distribu~ing 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. 

PUBLISHED BY 

DIGITAL FANTASIA 

24 NORBRECK·ROAD, NORBRECK, 
BLACKPOOL, LANCASHIRE. 


