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PREFACE

This manual has been designed as both a standalone
guide to Wonderland and a work of reference to
which you can refer as and when the need arises.

It will introduce newcomers to both the world of
adventures and the graphical user interface under
which Wonderland resides.

The more experienced among you are advised to read
through at least the second half of this manual
before consigning it to the back of a cupboard.
Remember: If you have a problem with this product,
the answer is probably contained within these pages.

Wonderland is available for a wide variety of
computers, each with its own peculiarities and
quirks. Rather than confuse the issue and attempt to
be all things to all machines, the contents of this
manual reflect the generic nature of the Wonderland
interface—very few references will be found to
individual computers.

Of course, such information is essential at
times—the installation process for example is
peculiar to each machine. In such circumstances,
supplementary documentation has been included
elsewhere in your packaging.

Flipping through these pages you will be aware of a
distinct format which exists throughout. This format
has been designed to make the manual easy to use
and to allow important points to stand out from the
main body of the text.

Certain conventions have been adopted too so as to
allow at-a-glance recognition of the type of
information being conveyed.

In the wide margins to be found on every page,
pertinent supplementary information is included
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preceded by one of two symbols:

@ This symbol denotes the presence of additional
information which is outside the scope of the main
text.

A This symbol denotes the presence of additional
information which relates to particular hardware
configurations and machine type.

Key words and phrases are defined in the glossary at
the end of the manual. As you read through the text
you will find that these are highlighted in some way.
They may be capitalised or they may appear in a bold
typeface; either way you will find them listed in the
glossary.

We hope that you enjoy Wonderland. Look out for
future products from the same stable.
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Preface

GETTING STARTED

Installing & Running
Wonderland

Please refer to the supplementary documentation for
a detailed guide to installing and running
Wonderland on your machine.
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AN INTRODUCTION TO ADVENTURING
Adventure Games

What is an adventure game?

Computer adventuring is like reading a novel—but
you are the main character. The computer presents
. |-you with part of the story, then it’s up to you to
jecide what to do next. 7

. ,/ ""‘r V [: \4 0 ‘; '_eal Wlth
?lor‘ a .0- ndows, and with other
ommuni ting tP\. e ca '}n» ; later in
nual B f’ Q»" No t, ¥ )ember that
rompt symibe \m ‘the session
vaiti Qutotelllt

P

an tell tﬁe '(‘;‘omputer what you want to do.

you want to ggck up an object; perhaps you

o-moye off in n direction, or tell
'é"no" er c::\racter in the game. If you

ymputer adve tures, it helps to imagine

pt isn’t & “>” symbol but the computer

'j; do you,gvant to do now...?”

-y

», up to you. Although there are a

ber of bas ¢ commands (which, again, we’ll go

e, ) into' té:'), Woﬁderlaad is able to understand a great
. i ﬂeﬁl pl&n Emghsh, and, if it doesn’t understand

i xoW lnstrdctlons (m' if you've typed gibberish) it will
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tell you so.

When you have finished typing your instructions, hit
the . key. Wonderland will then act upon what you
u the next bit of the story.

(—f-"{

@ The .l key is
represented in different

| have “done” and
ways on different : {
manufacturers’ keybo‘ e T N 1

In Wonderland, you of Alice, The vast
»;‘-w domains of Lewis € ‘Qerland are there for
| you to explore

’ s‘V‘rlthhu-mumerable

afia items or
LE i 4
) ’gn the game

Wherever refere '
made to the . k
manual, you sho
your keyboard’s
equivalent.

Page 4 An Introduction to Adventuring

@ Always read the text
carefully... there are often
clues that you would
otherwise miss.

' holds

A Sample Transcript

You'll need to approach the puzzles in the right frame
of mind... which is best desc ibed as “endlessly
you hay, v€f‘ played an

mv ive.” Agaifyif
nture gan or xample —not from

't want to cheat
expect to
d our

' In this Ha
the wall de
leads eagt

7kl terrible/ gx®a

S

bas L' st d% ﬂ'?"f:he corﬁe ,"“‘

A

‘a e-ttle ‘and - a glass

- EXAMINE IT =

You have now got the bottle. dt.ds
closed.

>OPEN IT
The bottle is full of absolutely nothing.

A Sample Transcript Pageb



@ “Inventory” is a key
word understood by
adventure games in
general. It allows the
player to find out what
objects he has in his
possession.

\ wﬂét'a thera to
' '@eby: ated water
’ %m}‘ '@Griohsll& izl )

>INVENTORY

You are carrying a packet, a red tablet,
a screwdriver, a burning bush, three
blind mice, and a Rock of Ages.

You are wearing a/frlfiyenegllge

SREAD PACKET j/

The packet says‘ “Ipehydrateq, Wa‘ber. Add

\

“It s 2 n,;.’g_h/ re, I

Wcanl

The Gargo Y saye/

tell you o wat / ml%
et

do my

“ ‘the Cor ’ fﬁgécket e the

g Jff 8 ', Wy ’J 4

SLOOK IN GL AN f

",.‘v_'vabéut ﬁ glassful of
Garg(yle looks at

ul

“EMPTY THE Jaé'f 5

You pour nothlng‘ogtfoi.;be bottle into
the glass - As thg%%othlng hits the
dehydrated waterﬂnt ére is“a gentle and
liquid sound and within sSecends the glass
1y Fale
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An Introduction to Adventuring

@ Note the structure of ‘C, |

this sentence. In this case,
using the word “in” is

perfectly acceptable o..the: bet&om-.of.‘
because the glass does not effervesces merrilyg
contain any other pink 1s enough to make yé
pills. However, G?-'che glasE P e e,

did contain one or more

pink pills already, it would

be necessary to substitx
“into” for “in” othery

The golden rule is: If you
want to put an object into
a container, say so.

@ So how do we get out
of here? Remember what
the gargoyle did, just
before he rushed out of the
other room?

gan_L thank yo

>GIVE THE GLASS TO THE GARGOYLE

“What \use i}s a glass of water t}}g\?”
YIL PACKET )

>LOOK AT FQI

&

The p1nk pa-1dl

>GIVE THE GLASS TO. '
“Gargle! Gargle,” P

igh western aperture and it
sounds as though he is doing what
Gargoyles do.

>LISTEN ‘ / o

The air about you resonates?
with the Gargoyle’s epiglot

>E
Gargle Room

There is a sacking robe and a length of
wet hemp rope here.

A Sample Transcript Page 7



>GET THE ROPE

You have now got the rope.

SW

Spitting—out Room

You can. seé the h;ndquarters of a

‘gurgllng gargoyle here

>TIE ROPE TO GA;GOYLE

The Gargoyle is happ’_,vly d“*cupled and
de,sn £ notig ou,r—tyllng one end ‘of the
/pg to hlS‘I /)

"ﬂ' ave to do
’ eam Alice’s
h You’'ll

Page 8

The Wonderland Environment

e Mps at the hot
—opyet that there |

THE WONDERLAND ENVIRONMENT

An Introduction to
.~ |Windowing Environments

L .
: hical User Intezface is now

: m;:omgu(er ak. It is an interface
vhic the user (you) “talks” to the machine
pu ater). YoéMumcate with Wonderland

t such an .mt‘i‘faee. }
c .

, moment. Essentially,
us and
'inetlmes known as the

P

oy
¥

— Vertical
,!{ feroll Bar

tmg that thlst_
S}mm“of,ﬂsfe\mnﬁw

orekabo fs&
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|coat hanger|

Figure 1.2
An Icon

Figure 1.3
An Action Button

Windows are individual areas of the screen through
which you communicate with Wonderland. You can
move them, resize them, open them and close them.
The Window you are working in at any given time is
called the Active Window. Figure 1.1 shows a Frame
Window.

Icons are small pictorial representations of things
like Rooms and objects. Wonderland’s Icons are “live
in the sense that Clicking on an icon causes
something to happen—a Pop-up Menu to appear, for
example.

»

Wonderland boastsf two different styles of Icon, Room
Icons and Noun Icons. Room icons represent Rooms
and noun icons represent nouns (objects) in the
game. Figure 1.2 is an exam;xle of a noun icon.

A Button is a specialised form of Icon: Clicking on a
button in a Dialeg Box will choose an option or
execute a command.

Wonderland has two g}i'stihct types of Button: Radio
Buttons and Action Buttons. Figure 1.3 depicts an
Action Button.

Radio Buttons can either be “on” or “off” and are
usually associated with a nearby piece of text that
describes what it is that the button controls. Radio
buttons are used—in the main—to select or deselect
an option or preference.

Action buttons—as their name suggests—are used to
perform actions. You “press” them by pointing and
Clicking. Action buttons contain text—usually a

| single word—that describes the action to be

performed when the button is pushed.

I;aiger 16 i

The Wonderland Envnonment

Wonder1and
Map
Compass
Inventory
[tems in room §

T ——
A Pu ;;ﬁo n'Menu

Figure 1.6
A vertical Scroll Bar

& Pomters are Whaty use

Menus are pretty much what they sound like: lists of
choices. There are two sorts of Menu in Wonderland.
Pull-down Menus are just that: you pull them down
from a Menu Bar. Pop-up Menus can be anywhere on

/| the screen, and areﬁctlvated by clicking on an Icon
'| or a “live” area of a graphic. Figure 1 4 is an example

| of a pull- down me%ﬁ P :f%"i. 7

ke your choices—to
, activate a
‘sorts of Pomter

“pick up” an Icon, elect a }Vlen
;:Wmdow and 1 0 u'll see s

) the Md’ﬁse posmons the
fi;‘tfqng ‘N mark/ w}nch is where
‘appeat; NN

;s

\ &t
Ba : bleéyou to scroll honzontally or
ch t he contents of a Window, if the
show “everythmg 1{‘. contalns at once.

e ipared to the size of its
thata e, window with small
k whereas a small

rd onqlgl-e«¢$ !
position of fhe currentk:
contents Flgm'e 1.6 111ust

An Introduction to Windowing Environments Page 11



& 'A: 0 |
| Double-clicking

{ ; lin betw :

‘ position. Once it's ir t erig

Mouse, Joystick or Arrow
Keys

_be moved around by
board
y,we ‘It usually just

refer to ﬂae‘mouie but the eqmvaWWays apply.

the mouse b it

Pointer i isw 1ere 3
tw1ce in quick

ouse button
0 v?lg the Mouse

mouse buﬁhqn again.

SeleéﬁngMenu Items is like Dragging. Hold down
the mouse button and move the Pointer until the
menu item you want is highlighted. Then release the
button to carry out the command you have selected.

Page 12

The Wonderland Environment

-ii 7 s y ed to know:
Chcklng j e mouse to
position the , then Click

A Every window you open
uses computer memory.
Too many open windows
may lead to memory
problems. For further
information, see the
section ‘Memory’.

If you Don’t Have a Mouse
or Joystick...

y \\
he suppl&egtary
lists the keyboa}*?quivalents

A% /'

Don’t despair. Refer t
documentation whlc
for your machm. /

Wonderland
y work in one
ndow, But you can
ike, subject only

. i N
Wonderland wind ‘W can be manif
ways. To s »

° Youcan ;
upper border
i '«.

- r —_ . U CdIl Cl ISE [ o
l,--—-»?~ e o ki gt e S
a

the-top left ."‘ 4
. ..‘;. roW

1 M/ ‘ ad etl
“.%:‘ l‘&' l; g
7 ‘|\7\\

hich will toggle
g;)omtlon you

* You can also scroll the ;
around—Iike the Sess

window. ™ gl

Manipulating Windows Page 13



@ Nothing will happen
in @ menu unless you

release the mouse button
while a menu item is
highlighted. If you change
your mind, just move the
mouse off the menu and
release the button. The
menu will disappear
again.

You access Pull-down Men:
Whenever you are in V
will be there, right at tk of
independent of whatever )
open. Individual Wlnd s ha
too.

until h‘B ‘menu command you want is highlighted.

4 Release the button to carry out the command you
have Selected. /»‘“‘

Hierarchical menus have a = symbg
This means that there is an extra leve
commands available to you. To see what.¢
move the Pointer onto the symbol and they will
appear. They will disappear again if you move the
pointer to the left of the symbol.

On occasion, Menus may be too tall to fit within your

Page 14

The Wonderland Environment

, G
~ @ The right-hand m
button is us

activate pop- l}p

screen. If this happens, the menu is split into two or

more p1ec s. The last item appearing on the menu

ore..;”. Positioning the Pointer over this

ow the menu to cascade, revealing
derland was unable to

op level menu.

i R AT '
\\ ,'v‘ Lile P
'W&n often ﬁnd, gt. certain menu items are

“greyed out”, and u{d‘ung happens ‘when you choose
them. That’s beca e%Wond telligent, and
won’t let you choose inap

harn

up menas are hke 'j n.Meniis, exdept that
e not ttached b m Icons and

they
> indow.

f “?‘;.
 “ f &Jomter

ant W mgﬁhghted

Menus Page 15



Buttons

m I‘E"n-)éaiﬁns. You
it with the lef ‘«hand

A 1‘ )‘
k‘ 6 one out of a series of
in th -,&? eferences application
ylications’) you can ask for the
‘h ell or F

.'  ’ AnAQ on l Bu r"lv 1% 1
NG e anplliae
' when y )

\\ ‘ " s BN
\\ Selec .'. .i_". he Various

a2 eferences Window, you can then pusb the OK
. | Button, and your cho' will be putinto action. You
; ;, will often see that ¢ icular _joéfon button is

surrouﬂ.ded with a ouble outline. That’s the Default

Button, and touchin ﬁbeﬂ.: key at that point will

Eave %3 W king on the default
tton, ™

5 n¢ % ? _ﬁ’

- P

@M

The Wonderland Environment

Icons

Icons are small pictures which appear in the Map,
q) Inventory and Items in Room windows. Each Icon
represents an item or Room in the game, and
(needless to say) is designed to look like what it
represents.
- |'Seme icons have text attached to them (those which

resent items) which serves o further clarify the
,fp Lcted object. Figures 1.7 ¢ nd 1.8 show examples of

i “is the icon for the Pear
in the qMﬁap Window.

[coat hanger |

, lists
graphics;

indows,

the other

e sion Window’s Pop-up or
enu "-,; he section ‘The Wonderland

o care

'Command Lines and paste

0 ‘1‘6’

hem inte ‘/, ra nt command line for editing.
. can Copy b ex “\ rom the game’s own responses.
\ RO
118

Editing Text Page 17



@ If you cut a piece of
text by mistake, don’t
panic. Where is it? It is, of
course, on the chpboard
So to get it back, all
have to dé is sele
before you'ﬂo }ﬁth

else.

-:;

@ The labelling of the

backspace key may vary
from keyboard to
keyboard. It is likely to be
labelled in one of three
ways: )

* Backspace

* Delete

o

In all cases this key is to
be found to the far right of
the main keyboard area,
on the top row of keys.
Wherever reference is
made to the backspace key
in this manual, you should
use your keyboard’s
equivalent.

asﬁ-”

or cut, and that chunk will _
kuntll you capy or M ethi

R

The “Clipboard”

When you Copy, C'nt, or Paste text, you can think

| of it as using an WE “Clipboard”. This
clipboard will hold the last chunk of text you copied

rem §i?1 on the chpboard

(7

U
Tﬁe ackéﬁch key(v;ﬁ del ote 4

Copy or Cut wﬂl affect a I the selected text. Cut
removebghe selected text and sends it to the
Clipboard, replacing what was there before. Copy
just makes a duplicate of the selected text and sends

1 the selected text.

Page 18

The Wonderland Environment

@ [fyou type over
selected text, the very first
character you type will
immediately replace all
the selected text;
thereafter, text will be
inserted to the right of the

;AIEK'

| You can

it to the clipboard—but, again, replacing what was
there before.

Paste will replace all the selected text with a copy of
the text on the chpboard Th clipboard contents
remal/x) unchan /,,

-

Sugposg..yau h‘!b'e /e 2d ‘

>GE'15V ;’u_,_,
IN THE
SUITCASE

And the gax

y 1L | ~. " b ,/" ( = 5
& cursor to ﬁhe beg1 n}\of-ob
( rrent Command Line. :
e wmse Paste. The entire line, complete
with GOD, will appear there.
5 Select the word GOD and type DOG in its
place.

6 Press the . key to execute your edited
command.

Editing Text Page 19



F—

elp
Preferences
Set background =>
Save layout -
Load layout

Tidy windows
Refresh screen

Quit

Figure 1.10
The Screen Menu Bar’s
Main menu

The Screen

Whenever you are in Wonderland, and whatever
Windows you have open, you will always be looking
at the Wonderland screen. It’s in the screen that your
various windows will appear in. And- the screen is
home to its own Menu Bar, which i is a.lWays available

to you. . 000 .
“ ; AN
l’ﬁ/enu Bar g

}

The Scﬁé;n

'l;l}pSc ' u Jar.

This runs agross the top of yoq;,oomputer screen and
is always there whenever you are'in Wonderland. It
has three menuséMam, Acceasones and Windows.

2

il

Blaln

(For a de{:aﬂed expl nati
the section ‘Applicatior

Preferences brings up the Preferences application
which allows you to customize various aspects of
Wonderland. (For a detailed explanation of the
Preferences command, see the seetion ‘Applications’).

Set Background = lets you choose the screen
background. Moving the Pointer onto the “=” symbol
reveals a further sub-menu which lets you select
from several background patterns.The background
you have selected is marked by a V mark.

Page 20 The Wonderland Environment

Save Layout lets you save your current

arrangement of Windows to a disk file; a File

Selector prompts you to enter a file name. (For more

det@.\ls Sche qectlon ‘Dlalogs )

L(;{a‘gl Layo\ t let.s ym{ loéd ﬁ pﬁ'gvxously-saved \

| arrangejneh‘% of Windows from a disk file; the File

- Selegtor pfmppts you to choose a file name (For more

de@aﬂs seg#fhe sectmn ‘E‘iaiogs’) o

: s o %qﬁs;f"

Tldy 'wmdows doesrr ' @a*t‘ %%hen your

Quit quits Wonderland and ety
system level. \

b

»Accessorles :

e A

The Accessories menu Ianntol’y

Items in room

For details of these, see the section ‘Aceessories’.

The Screen Page 21



THE WONDERLAND WINDOWS

Windows : The Wonderland windows come in four flavours: the
. .. | Session window, the Accessories windows, -~
Wonder1and W . /S >

The Windows menu gives you a list of currently open S Apphcatlons wmdows and Dialog ;yws.
Map Windows; choosing a window from the list brings it to / f”:/ Jh Z / 4/
Compass the forefront of the screen. This is useful if, for 14 il o f
Inventory - | example, the window you wish to use is buried 4 R >
Items in room | | beneath several others. |
Figure LIZ L0 /

The Windows menu

A Everyi hmg that happen' throughout e /system is,
s, 4 in some way«or axmﬂ:\er reflected in_ this window. If
Lol you wer én as%é or a mini . you could play

Wonder "lmost ekchiswely in this window. (And
if you we erland adventure, you
would ha

ut to do so.. D
Al

*-482:_{ ‘! J [
e S

Page 22 The Wonderland Environment
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Session Window Menus

The Session Window has its own Menu Bar, offering
four menus: File, Text, Verbs and Commands.
Additionally, a Pop-up Menu is available which
duplicates the Cut, Copy and Paste commands of the
Text menu.

- File
4z ) -
2 A.oad... opens a File Selec or window to let you load
o a,p?evmusly saved me position (for example, if you
2 had‘fo stop in ,.# e.of playmg Wonderland in
orde *tao WO 1' 4 f:(_- cam choose which of your

or e"@t;nls see
(32

.o \

¢§I

Sa pens a File Select , * you save
, 4 rrent p ’r 'on rieval later
,J/. th Load.... i t{ve name for
{ your savedg For mo '
i ‘D ” " _- :&“ o ok
- Ng : ‘ R ‘_‘ 1 S
. Hint: No-matiepow/; ‘ esta -wlll keyo g@tbacthsquaraené will
bad fhings may see reset your score to zero, will do cruel things like

may be wo %:{‘-‘f'/\

5 {

‘ ) RS “: ng away a 1
culteniseto poktl PR ' . L: & r:;y objects y(_);'l may have won, anq will
befbreAhoosi A_-"; takt | I generalrese irs as if you had never previously

sted. Handle wi ﬁa\re....
| q nte a‘tﬁg"geco\mrb.and Selecting it once

uses al 4*: he text appearing in the Session Window
P VY .
0 be sent to the printer. Selecting it again stops

‘ ‘-.\ A
>x» 4&’\;
> A
AN ,ﬁ

Text

Font for text

Font for text is a hierarchical menu command
Font for input =>

‘which lets you choose the font, size and style for the
‘text which ande nd generates. Changes only

§| affect text produced after you have selected your new
i 41 e ‘,-"7 =

as Font for
Vi R %
Sht, Copy and.
Paste commands
to be found on a pop-uj

menu.

A : 7 W ey
Examine 24 A S g alis 4of corémon mb?jt’s a
dpen @2 | N hidng : 5 .rehch b has a sub-
{laes =X n elther YOur ssession or in
Get - o to which the relevant verb can
s LR o whi 10.0b jects are applicable
0 S ¢ : could Examine =
Remove = | a torqus ‘ ory, but it would be
Ty ik 2> e o-even ink .n‘w 1t ‘s0—assuming no
Eak o ‘drinkable objects are present—the Menu Item Drink
Search =
Figure 2.4 _
The Session Window’s -
Verbs menu ers " mon commands.
to save thoosing a command
ron\\, entthas exacﬂ Same effect as if you
typed‘ﬂ: self m the S Window.

Session Window Page 25



e

@ “Room Items”is =
equlvgle.n the “Items in
room” i %}1 the
“Accessorids” menu.

q 4 -’ 'E‘A.‘,.:: S A
e% ent to the b
“In¥entory” item on the:
“Accessories” menu.

Special Commands

Many commands available from the screen’s Menu
Bar and the Sessmn/Wmdovy’ nenus may be typed

¥ you are a i Tzo’wn a Mouse or
I joystic find it mofe convenient to type the
. cdmm {0 e

iy

sect;oﬁ's vcnthm thls manua 3
Dbﬂ tfn)éet as w1th all commands ' typed to the

Session Window, you must type a . before your
instructions will be carried out.

res D ect1
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A Computers without
enough memory may not

have all the Accessory
windows available at any
one time. For details, see
the section ‘Memory’.

Figure 2.5
The Graphics Window

Accessories

of Wonderland
‘the Accessories

Accessories are the second se

You might thi
Window, coxt
the amount'ef’
nevertheless i en
The Accessory windo
Compass, i' er 1

A e itself to fit
y cons1derably

hp option to choose

S & ect this option
om the
Main menu on the screen’s D (Preferences is
dealt with in the sectio Ap‘p\cat Ons’).

“—'_ .;.4

6
Graphics can be turned on ¢ d
GRAPHICS ON and GRAP

to the Session Window.

g
OFTF respectively

Accessories / Graphics Page 27



A Not all machines are
capable of displaying
Wonderland’s graphics. If
this is the case with your
machine, all menu items
relating to graphics will ¢ i
be greyed out.

A Some computers
not be powertful eno

animate Wonderland’s

graphics. If this is the case

with your machine, still
versions of the scenes will
be displayed instead.

wr ”

Many graphics in Wonderland are animated. You can
turn animation on or off in the Prefei'ﬁmes Window.

2 Keeping the mouse n:i,f_ DI
hand around. It..ml} ag” t!
though it is moving b
window.

you re mte /ested in.

2 Hold down the right-hand mouse button.

3 Ifyou are on a Clickable, a P(?rﬂ’ﬁ Menu will
appear. ' P

Graphics Window Men

The Pop-up Menu which appears when you click on a
Clickable graphic object offers you a list of
appropriate verbs, similar to the Verbs command on
the Session Window’s menu bar.
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;,:&’5__; MEP
& _
. &
g
i -
181
BRi\feé 7T =
Do, :'A"x-_' Y #
' . AN
PR \
et FE
; AN
" { 3 IW‘ wal ’t -
I ¥ i
e ] on the
the We and Map
o \
29‘ ,’\' ] : »‘ Qh W
you ha slored. You can
ve d the gam thhodft’ e
can use it tos
a location whie ren’t
y z;ti
, o
i paap isrepresented
e 1ber the
ions. A3
2 x
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Level

Yiew next
MNormalise

Figure 2.7

The Map Window’s -

Level menu.

Go to

Figure 2.8
The Map Window’s
pop-up menu &

e

190 L0 | % i,
View graphic

“lindeed you'll s tha}; X
Window ﬁo&?se th
that y({u dqn /9 o re

The Map Window has both a Pull-down and a Pop-up
Menu. ]

18 'ﬁ'erent level of the
n upper storey of a building.
have previously explored are
intil you have progressed past

d@nousex?ttan on any icon in
: a Po -up' Menu, whlch
nands: Go to and Vie

£
) S

then ogt dlrect‘
1O'TO (LOCATION)

e Session
. The benefit is

namé},\ :-M‘ —
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The Wonderland Windows

%%

Figure 2.9
A Map Window icon

Icons

The icons for individual locations in the Map Window
also offer you another way to “Go to” that location:
simply Double-click (with the left-hand mouse
button) on an Icon, and Wonderland will take you
there by the most direct route.

\g |

m a given locatﬁh*any exit
e,d ouft‘is valld @

ect as typing that direction
th > text appear in the Session

Accessories / Compass Page 31



Inventory and Items in
Room

7
1’21 m Window
o A

nu Bar opens the
' dOW
: a # .
5P

Room from the Accessories
V Bar opens the

show i 18 repr"‘
Inventory ‘Window s icons of objects actually in
your possession, while the Items in Room window

f;om ﬁxe Accessories menu

: .'2Pressan\ﬂ ] ng
+1| on the Icon T y the ct you wish to drop.

b, .3 Drag thei

shows icons representing objects which are visible in
your current location. Concealed objects, however,
will not be shown: it’s no good trying to use Items in
Room as a sort of short cut..

M }_nventory or Items
ptxon of the item.

1 Move the g t r' t rmedow

2 qh k on ﬂthe Icon representing the obJect you wish
to get

3 Drag the icon into the Inventory Window.

4 Release the mouse button. You have now got the
object in your inventory.

Of course, only items which you can legitimately take
or drop may be manipulated in this way. Objects
which cannot be picked up or dropped will appear
back in their appropriate window shortly after you
release the mouse button.

Page 32
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Menus Applications .

Holding down the right-hand mouse button on an
Icon in the Inventory or Ieons in Room windows calls
up a Pop-up Menu of a@ppropriate verbs for that item
(such as Examine, n, Close, Wear etc.)

Inappropriate verbs‘will be greyed out. This is 4 : :
similar to the Verbs menu on the Se SS10 Window’s f‘i ¥
Menu Bar; The difference is that Verbs starts off / ¥
with a list'g ‘f. cascadﬁs" o /’4”/'/"‘:% enu of

nouns, wheresis the veptdry or
7, o —

begin with a ﬁoun—w{ogqxc you sele

cascade into a sub-me rbs: Tn'b

inappropriate verbs aré greye :
A X

I 1”93
ﬂad ‘Hatter and
~{March Hare
O Rose-tr‘ee and

Figure 2.13

The Help Wmdow{ .
Choosing Help from the Main memﬁﬁ)

Menu Bar brings up the Wonderlan

screen’s
ystem.
The Help system is hierarchical in concept, offering
you increasingly significant hints about a given area
of the game. The first hint you get on any given topic
is fairly cryptic; you'll still have to work at it.

Page 34 The Wonderland Windows Applications / Help Page 35



@ Just browsing through
the available Help topics
does not affect your score;
it is only altered when you
actually reveal a gwen
hint answer. >

e by
ok

o e

.

' But beware..

Selecting more and more comprehensive hints makes
your task easier and easier.

. the game keeps track of the number of
hints you consult, and those are reflected in your
score, which will tell you how many times you have
used Help... and that total is carried over each tirme
you save a game posmon

Alef t Slgn

nm '-

m‘e!fu on the

ferences /

Page 36

The Wonderland Wlndows

A These buttons may
vary from computer to
computer as appropriate.
This list is definitive for
the IBM PC and
compatibles.

A Some displays cannot
be flashed. If this is the

case, this radio button will
have no effect if se_lected.

Radio Buttons

Mouse Click Sensitivity The higher the sensitivity,
the stiller you will need to keep the mouse while
ng or Double- clicking.

b

NG

S ,This determmes whether the system
will h@ep.%’jou, flash its sereen at you, or do
absolutely othlng when it wants to attract your
atte w‘ﬁ * iy

,u l

Cfalﬂnéﬁ sze letsf you d%ose standard- or half-size

v

P g

1‘ A
tums animation on or off.

A o\
Z‘ s Sel ctﬁns b\;tton “on” if you want a
3 i ec; \ﬁien w"indows are opened or
: y
1 Whi’fé 1nverts the screen

Vi

@tly érranges all the windows
te Mt the Graphics Window is not
%" XYY

menu commands. When
ter.

%{lmg elseﬂ-ﬁ%f'mgtlon for
fe

Applications / Preferences Page 37



Action Buttons

Next or Previous takes you to the next or previous
page of options.

Defaults loads Wonderland’s preset preferences into
the window. You might like to think of these as the
“Factory Settings”.

4 ¥

QK accepts your new set of preferences and returns
§ou to the game. '

h Il,;
5*“ y
/// 1) L)
/7§
[ 14
A\
W\ }»&w

| sorts deal with hpusekeep'

' when a complex d i L
Passwe Dlalogs r {suﬁ le ye

Dialogs

The final type of Wonderland window is the Dialog
Box. Dialog boxes can be Interactive or Passive. Both
messages from the

‘V@ Dialogs are used

ed of you while
type questions.

Wonderland syste: er

Wohdérlandx fou'll see it wi
or sé&(&d %ame‘pesmon
I ': h

3 (A1, WS
You use it to control Wh‘ére and under what name

files are stored and retrieved.

The Wonderland Windows
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The File Selector has one Pop-up Menu and four
Action Buttons (only three of which are used at any
one time).

Pop-Up Menu

'The Pop-up ﬁenu to be foung‘in the File Selector’s

Current Dlr‘ecbory Window serves a twofold purpose.
Primarily it allo {ﬁdlrectones highertip the

hierarchy tham t t One tobeopened This is
achieved sin ' ;

name fm@%; list _ijas n teq'
’ re i’qadﬁlg the contents

of the curreﬁ directon 4" can be used to scan
through a selection of flop  disks to locate a
partlculﬁr s'gve : ayout file.

v/ . 4:‘-: \

nate floppy disk
button (see
en d1 with one whose
ou com,puter is

T°.d° ﬂ‘m j‘ |

mat:fgally upﬂated If, however, this Wﬂo&%"he
case 81mp1y select the top level directory.from the
Pop-up Menu. This will force the File Selector to re-
read the disk in the drive and update its display with
the contents of the new disk’s directory.

Action Buttons

Load This Button acts on the selected file or
directory—to Select something, simply Click on it; its
text then becomes hilit. Pressing this Button causes
the selected file or directory to be opened and read.
The Load button only appears when the File Selector

is invoked to load a file. When saving a file it is
replaced by the...

Save button. This is identical in every way to the
Load button except that it is-»used to save files
rather than load them. /

Drive Switch between physmal storage dev1ces using
this button. Wonde rland interrogates ;;pux computer
at start up o asce .ganws of the

disk drives a €
through all the avalla e drives w1th
Clicks of thls,button :

o

Cancel qui
the main
To save a ﬁ]erk / ,
1 Choose S%fmm [he ;rppropnaie Menu—the
Session window’s File menu 1f:yon~\afant to save a
game position or the sere ‘menu bar’s Main menu if
you want to éye‘ n laybut—»—the File Selector
w1llappear§‘ ! ;(“‘ ,p’ é"" e

‘ &' necessary) on which to
save: thsﬁle“ “"'.‘Chckm ﬂ}if Drive button.

’ 4]

8 Chqo&é{the dlrectoryfin which to save the file by
npemngf it. Opening directories is done in one of two
‘ways depending upon whether you wish to move

down or up through the directory hierarchy. To go

- down, Double-click on any listed directory name—so

' doing will open the directory. To go up, use the Pop-
up Menu which appears in the Current Directory

| Window at the top of the File Selector. Simply hold

| down the right-hand mouse button in this window

| and select the appropriate directory name from the

‘ list.

Page 40 The Wonderland Windows

Dialogs Page 41



4 Type the name you wish to ass1gn to the file—its
“file name”. e

eal

: h1s is
) I ( file, or by
€ : 8 " pad

button. i} .&’

Note that the File Sele w{' c Wil r between
1 the two types of file whi _‘ e sa will not
. allow one to be Ioade nappro

cannot be loaded as a 8

r’

‘ ‘ n,
repiaced Withue ther .SAV or LAY,

If t‘.he Curi‘ent Directory Window’s contents
(/mnt/games/Wonderland in figure 2.15) is too long,
ie part of the directory name is obscured, the text
may be panned about by Draggl it ‘with the left-
hand mouse button. In this fashio ?ﬁ the
lengthiest of directory names may be r in its
entirety.

The File Selector will remember where and on which
disk drive the last successful file read or write
operation took place. When invoked subsequently it
will open the remembered directory. This saves
changing directory and/or drive every time you wish

The Wonderland Windows

to save a game or layout.

\Illggal operations—invalid characters in file names,

| logging to a floppy drive with no disk in it etc—are

| all trapped by the File Selector. Warning dialogs are

\ N used to kq you.mformed of any problems with your
hﬁrdwag;y

As mentioned above, only files approppate to the
current operation can be loaded by the File Selector.
Inappropnate\ files are grée(i’ out or not listed. These

ot be Selectqad.gr WM
b !

s

f" "

a rticular
9)  button

a,y allow you to

Vo by )
o A . ‘
stances, t e Dia :
n which failed. | ,f or example, you
om the File me uz \‘ e-Session
en’ficonnected a printerto your

Dlalog Bd% wh lch says:

‘»:.- and co ections.

gptlon ; to Retry or
ion ant by
fon, yousw

Dialogs Page 43
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COMMUNICATING WITH WONDERLAND

Communicating with Wonderland is as simple as we
could make it. Thanks to Magnetic Scrolls’ p{)werful
ology, you can talk to the game in plain
the complexity of the
N ] aﬁd act upon.
20

'be amazed at;

Graphlcs, Inventory an -r , om windows and
thelr Menus. In fact yo ( :

Ll
wa,y to get the hang of Wonderland’s
capabilities is to play it. We’ll run through a
transcnpt of a hypothetical game session (not a
session of Wonderland, so don’t look for clues) in a
moment.
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&

.| particular mealegS

| are carrying. If o1

'jrcharacters beside you,
what one of them dﬁe

Special Commands

Before we 1ook at Amp ple game transcript, here are
a few commande/wa;;ch you wﬁl u,ss a lot which have

INVENTORY gi

you will see &Qns

‘ ¥ YERBOSE RIEF"@)d NORMAL determme how
- .mych mforﬁ& ion Won&érlzihd giv

s you. VERBOSE

15 that you will s a comple scnptlon ofa

! roum every time you ter it; we recommepd this
| mode for begmngrs.dBRIEF is exactly the opposite:

‘you'll never get the description unless you LOOK in
| the roéi-n. NOR is thg default. mode; you get the
‘ ‘fuﬂd pt1 he first time you enter a room, but

oceasions you only get the name.

WAIT makes on m of i;lm game pass without you
doing anything at all... which doesn’t mean that
‘nothing happens. DQQ’% for get there are other

d often you may wait to see

,I' .‘

QUIT ends the gama.

GRAPHICS ON and GRAPHICS OFF enable and
disable the graphics respectzvely

SOUND ON and SOUND OFF enable and disable
the music respectively.

ﬁ o N

| commands. L?St S

A Sample Game
Transcript

g way mtb}&fmple two-word
G0 NORTH or OPEN BOTTLE. But

lex things, y 'l need more complex
g&frough some“'ﬁt_hgse Let’s

You can get a

supposk‘you
>EN?,[| :H" '. o8

direction‘ /ou
WEST, NORTHE.
and SO

T rection. The
UTH, EAST,

NORTHWEST

you’ discover that it’s p1tch dark in t'héf*rabblt
hq 50 you decide you want to ’

>TURN ON MY LANTERN

That’s a straightforward command, but it’s worth
noticing that Wonderland understands pronouns like
MY, HIS, HERS, HIM, HER, THEM and IT. It will
assume that a pronoun applies to the last relevant
noun you entered; for example, let’s assume that you
see a cockroach at the bottom of the rabbit hole.

Typing
>LOOK AT THE COCKROACH

Page 46
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will not only give you a description of the cockroach,
but (assuming our cockroach is male) will also set the
pronoun HIM—The current list of pronouns can be
accessed at any time by typmg PRONOUNS.

So now you can

If the cockroach kng ws.any X .
Hare, he ;_,.--c 2"..f . That's always the case

>COCKROA "‘i v

But the cock b4
behind a small le

ommands,
. You can link

E THEN DRINK
IQUID or even
D all do the same

Qp_pm the case’
tiny jewel. Domg thing B e y i
idea, so instead of plod ing th ru ;é»l one command at
a time, you migh: s —" S

>GET THE JEWEL FROM Sﬂpsms‘s‘*sox WHICH
IS IN THE BAG

or even just

“| with various useful thing

and Wonderland will have no difficulty in working
out what you want. If there were two JM in the

SREPF o ——

Movmg mto the next,roo

flamingo there, which yi
to GET everything one at.

or iifﬂuf
>READ THE PAPER

The paper tells you that there’s ]‘potim&m the
cupboard which may be useful; but th

full of other things too. You notice
floor, so you can save time by decidir

>PUT EVERYTHING WHICH IS IN THE CUPBOARD
EXCEPT THE POTION IN THE CRATE THEN GET
THE POTION AND PUT EVERYTHING FROM THE
CRATE IN THE CUPBOARD.

Communicating with Wonderland

A Sample Game Transcript Page 49



Yes—Wonderland can understand all that; you have
saved time; and the room is back as you found it.
g Y\} ‘ ¥ 4 S

Now you may want to go back to, let’s say, the Rose

" | Garden... but first you need to find your book, which
) you left somewhete else. You can type

P R

W) er&‘ND BOOK THEN @0’ TO0 THE ROSE GARDEN

Remember—Wonde,fIa,nd w1Il only FIND things

you 've lost or GO TO | pla ou‘%'/ already been. You
; use them to go on g trips for thmgs or

aces you suspede& /p&cant locate with. you*r

............
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MUSIC

A Music may not be
supported on some
machines. Please refer to
your packaging for details. |

ity s e M S 1A PR I D A N W Y L L T
Wonderland has a repertoire of several different
tunes. These are played at certain points throughout
the game. Generally, each tune is associated with a
particular area of the game. The exception to this

' rule occurs during the game’s load time when the

' title picture is accompanied by some introductory
musie.

You can control the music in several ways.

@ Note that SOUND Typing SOUND ON and SOUND OFF to the
ON and SOUND OFF Session Window will enable and disable the music
refer only to thg mus.ic; respectively.
zhnzglizseu signal i A finer level of control is available by virtue of the

y fact that the music is triggered by the printing of
Room descnptron text: If a room has a tune
associated with it, that tune will be played when the
| room’s description is printed in the Session window.

A DOS users: The Roland | For example, if you are playing Wonderland in
‘ and Ad Lib sound cards | NORMAL text mode (see Special Commands in the
_;rg supported for {BM ’ section ‘Communicating with Wonderland’), music
o compatbioy will be automatically played the first time you enter

1 that the Ad 5 ! p
{iﬁa::uirasg:fveﬁs noet | a “musical” room. Subsequent visits to that room will

active in your system; ' not, replay the tune.

Wonderland has its own |

driver. Using both will not | Playing i in VERBOSE mode will ensure that the
cause a problem, but ' relevant tune is played every time you enter the
valuable memory will be. | room, Conversely, using BRIEF mode means that

sted. | you will never hear the music.

Typing LOOK to the Session Window—even in
BRIEF mode—will always produce a room

| description. Hence, this is a good way to force
Wonderland to play a tune.



EMORY
The Memory Manager

| Wonderland is é lar d complex program, and
| there is a gobd chance that it will not fit into RAM all
i ’ i at once. The job ¢ of the Mem ory Manmr is to allocate

i\ -  and keep track of pory is used by
' > ‘Wonderland. It decids and what not to include
~~ |at any point in thege ' -

{%a‘nager to close
ry window in order
pation crops up, the

a ﬁ) log Boxes, to

nay be €
n one App!

V¥ U
. t3
i by
‘.

\
1at seem to be
VS cl , Or open
sis beeause
ge has a sophisticated
)l which decides which
"-’ .any one time. For
 memory, and you open
indow Control may
, however,
d as soon as you
ap wi ll re-open.

} g... you may have
ndow while you were
Q Help, and may be
Help, an inexplicable
ow you know why.

en, onq

. f’ 2 it t ;
Map :ﬁgﬁnm 45 NG
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A DOS users:
Wonderland does not take
full advantage of extended
memory; it's DOS memory
that'counts,

Closing Windows

When memory is at a premium, any operation which
is potentially memory-mte ive (for example, pulling
what memory your

£ A
er will i 1n rcéﬁ(kbw problem

] clow ee up some
gh Passive Dialog
w(s) you want to

memoru willio {

boxes, s fions a
be closed:¥ou cane

”

3 7
In some (ra e) ¢
Memory M u ‘

w. eject all the
may end up

A"ﬁreas f the system foed, menib 17 e
functlon—ipome more than others. As W
thumb, the more stable your approach, thé better:
opening and closing Windows ad hoc and frequently

will soon consume available memory, putting a lot of
pressure on the Memory Manager.

Here are a few specifics which should help keep
memory struggles to a minimum:

DO ensure that your computer is set up to allow its
maximum memory configuration.

DO ensure that any non-essential memory-resident
software is disabled prior to running Wonderland.

Page 54 Memory

A DOS users will have
noted on the packaging
that we recommend you to
install Wonderland on a
hard disk. You can run it
from floppies, although
the system will prompt
you to swap disks from
time to time.

Refer to your computer’s instruction manual if you
are unsure about this.

DO NOT mix large Fonts if you can avoid it.

DO NOT attempt to continue playmg if the Memory
Manager starts making requests noticeably more
often than usual. In that case,

1 Close dqwn all wmdows

2 Re-open therﬁ one by one. If that ‘has no noticeable
effect, then /

3 Save your cix{yent game poswmh
4 Quit Wondérland

5 Re-run Worderland.

%5

Less P “zfiful;Machines

3 P i 4
i

The slower DOS computers, particularly those with
an 8MHz clock rate, are likely to run Wonderland
with impaired performance. Animation will be slow,
as will text scrolling. -

Less Powerful Machmes Page 55



IPS FOR BEGINNERS

Here are a few simple pieces of advice for newcomers
to adventure-playmg
% l 1
= . Always SAVE your ét’irrent game position before
doing something dangerous. That way, if it goes
.| wrong, you can snnply LOAD that position again
e R W ‘and wrrybirx 14

B e

* Read the text carefully. You'd be surprised how
many clues are missed by skipping through the
text in your anxxety togét on.

o

gvérythjng If tﬁemé are
UNDEI} or

Page 56
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LOSSARY

Accessories

Collective name for the group of Wonderland
windows which complement the Session Window.
They are: Graphics, Map, Compass, Inventory and
Items in Room.

Active Window
The Window which currently has the Keyboard
Focus.

o

righ rection ‘@hich can
d to moye Pointersaround the Wonderland
Also called gursor keys.

RAM of your machine. In

| prioritises Windows in such

ens it does so at the expense

03 é' d down). However, when the

e r dis arded, Wonderland

nd ow that it shut down. This

288 4 bo, Window Control.

B il ¥ \7,“ y Y 3
m%\‘\?\\\' ey y L
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'~} An area of the screer

Bell

The audible signal sounded by Wonderland when it
wants to attract your attentlon See also ‘Alert
‘Signal’ and ‘Fl;nsh’ % \suilg

[

| Button fl - /

= Rgptlon or perform
~ .| associated with ﬂll § e&the operation
‘of the button.” de s of button:

Action button /2

miga ) x@%

ects fuch form a

|

7 /l/

f computer memory in
or Copied resides.
the Insertion Point at a

Page 60 Glossary B-C

Compass Window
An Accessory used to navigate around the game.

Copy
The term used to d,escxg)

2 happens to a selected
the Clipboard but not
Qut’ ‘Paste’ and

\ P "
E .

X t ﬁaﬁe‘isto a selected

“'* Slipboard and
$ u ’ 0. ut’ ‘Paste’ and

Seléctor where the
ed is displayed.

l\ er Action
See also

| window which appears when the system
requlres either éonfu'matxon or more information
before proceeding. There are two types of dialog:
Passive and Interactive. Passive dialogs require only
that you click a button to acknowledge the dialog or
to make a simple decision. Interactive dialogs need
more information than can be readily requested by a
passive dialog—a file name for example.

Double-click
Two Clicks in rapid succession. See also ‘Click’.
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Drag
The action of holding down a mouse button and
moving the mouse pointer to a new position before
releasing the button. Used to reposition windows on
the screen amongst other things.

/ \
File Selector § a
An active dialog box used to select the path and file
name of a ﬁla@o be read in or wnwénout \

I‘(‘ t

Flash ; e{ o /
The visual s1gna1 given by 'Wonderland when it
wants to attract your ter),tu}n »Sgg alg‘ow 1
Signal’ andeell’ ’ 0 ‘--‘”‘ 2

Font

Text charat a printed
output wi rm 10 a §] ecific style. A set
of characters corre ing to a particular style is
known as a font. - ' T

Frame Wi X N\ gy )

A Window with a frame around it. & ﬁmes serve to
define the of the wir ovide space

ﬂé;!c sed Window.

‘ l obje¢t which may ée Clicked to
ific task G dgets differ from Buttons
et actions whe reas Buttons are
sir action ing described
ithin or adjacent to the
sften found attached to

Graphics Window & -~
An Accessory used tuﬂlsp}ax seﬂlfand ammated
images.

'Keyb ard Focus

Help Window
An Apphcatlon providing on- l,me hel“for\\
Wonde ,_e» (6 /

Inventory WmdowL
An Accessory prov1 ing

The W ow in which typed characters appear when
you use the keyboard is said to havethe keyboard
focus. A cursor showing the InseptionPoint will
normally be active in this Wind

Map Window

An Accessory providing a graphical repfesentation of
the explored geography of Wonderland.

Memory Manager
The part of the Wonderland system concerned with

managing computer memory.
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Menu
A hst of ite

s or commands which can be selected
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Preferences
» An Application used to customise vafn.ous aspects of
3 he Wonderland system. (11

/ Jn’/{ -~

ondet and d parser‘to
your next command.

ding for Random Access
memory used by your
b 1D fo}mation.

artlculgr area _Q\mt'
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est may be viewed.
and’ W information:
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moves the contents of the Window.
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Select

Something is said to be selected when it is
highlighted in some way. An item on a list may have
its text colours inverted, for example. Things are
usually selected with a single Click, or, in the case of
Menu Items, by placing the pointer over the item.

Session Window
| The main Window in Wondepland. This is where you
ﬁe yaur commands and wﬁete,l ‘dxgg:;}land
gesponds to what you have dofiesThis Window

o 'ep’l‘ g s ’{*‘

. ontains the
{ 1nverte ".;u hat
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moves the entire Frame
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