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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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Page vi Preface 

preceded by one of two symbols: 

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

~ 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. 

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 
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tell you so. 

An Introduction to Adventuring 

A Sample Transcript 

h i g h in 

hear 

a 

c l osed . 

>OPEN IT 

_. Always read the text The bottle i s f ull of abso l u t e l y noth i ng . 
carefully ... there are often 
clues that you would 
otherwise miss. 

A Sample Transcript Pages 



• "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. 

>INVENTORY 
.·.· ······:· ... 

You are carry i ng a _.· pack'et-, a red tabl et , 
a screwdrive r, a ti\:irn ing b~-sh.! three 
b lind mice , and a/ Rock of _Ages·· ;· .. ,_ 
You are wearir{g :i;;• fx:)d l y ~egligi). 

I 

G.an I 

rope. 

in the 

of 
at 

into. 

Page 6 An Introduction to Adventuring 

_. So how do we get out 
of here? Rememberwhat . 
the gargoyle did, just 
before he rushed out of the 
other room? 

>GIVE THE GLASS TO THE GARGOYLE 

" What use i s a glass of wate r to me?n 

>LOOK AT FOIL PACKET 

It says " Compliment~ of C . A . Vi ttie oosn . 

>OPEN IT .. . .. 

" How 

the room. 

>FOLLOW THE 

yo1i.'iE#s()nates in sympathy 
Gar.goyl~; $ epiglbt id action . 

Gargle "Room 

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

A Sample Transcript Page 7 



>GET THE ROPE 

':~:ot:{''f:i~J~: . riS~:: .. goJ:- ··~.P: . rope . 

of a 

... . · 
.· .:>TIE ROPE TO GA:{jqYLE. . .;.::/ :·· 

... ·.· .··· .. ::.-·.-.·:-·:.;-;:·:·:·· 

... .. 
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THE WONDERLAND ENVIRONMENT 

An Introduction to 

:=·:>-:-:-;-:-:-:-·:-; • .:.:-·: 

. .. Windowing Enyi:r-~i;!fil~!l!s 
. . .·.·.· .· .. ·.·.·.·.· ·-:··· · ... ·.;:::::-:··:::·:.:_;; · ::; .. ··· . . . .·: ·.·:-:: .·· ·.·:·;;:.:·· 

. · .·\;=~~~·.=~-~= ·.;~_:=·.::·.:=.f.·~ -~=·,·.: -~=\ . . · ......... .. · · ... · .. . ::/: ·:=:~: ... )==f'.t ~: i)}\i :};.;:::::;:::.": ·: . 
. ·.· .. ·. : · :: ... ;-.·· 

This is an example of a frame window. 
This one is called .vwonderland.v and 
sports a zoom gad get and a resize 
gad get. It also has a vertical sc:roll bar 
which is indicating that this text 
stops at the bottom of the window1 

yet that there is more. above . A .menu 
bar is also present which has a single 
menu item called .vFile.v . 

~lerti.cal 
:::::::::::.Scroll Bar 

Thum.b 

Resize 
G3Jkret 
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Windows are individual areas of the screen through 
which you communicate with Wonderland. You can 
move them, resize them, open them and close them. 

.. Th~ _\\Tindow you are working in at any given time is 
ea~led the Active Window. Fi~rel . 1 shows a Frame 

:::W.ln4ow; · · · 

The Wonderland Environment 

Wonderland 
Map 
Corllpass 
Inventor!:.l 
Iteflls in roofll 

Figure 1.6 .. 
A vertical Scroll Bai; ,: 

An Introduction to Windowing Environments Page 11 
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Mouse, Joystick or Arrow 
Keys 

The Wonderland Environment 

~ 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.~. ·.·. 

1:;:~g;!~li~~[:~:~~!!~·~s 
.· ... :::. ··:::·:===··:-·· 

. ., 
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menu· and release the 
button. The menu will.· 
disappear again. 

Menus 

Menus control a large number of functions in 
Wonderland, from automating comm13:nds to loading 
and saving files. You'll enco1inter two types of menu. 

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

Page 14 The Wonderland Environment 

. . . ·· ·· . 

screen. Hthis happens, the menu is split into two or 
. 1:R:W~ pi~qes;·=·'J]heJl:t§t)tem appearing on the menu 

=·: .. ,. }~11 te~d ' "m()re. : .".J?o~~tiai:iing the Pointer over this 
· .:· ·.·:.-item .. will allow the me.nu to cascade, revealing 

., . '· . ."further items .which Wonderland was unable to 
\ . ·' \ . :44~plj:i,y,;Wit:jii:dtl1e' t9~ ~rvel menu. 

. · .. . 
··· .... 

. . ~· 

.• . 
·',-: 

, .. ··.:-·· 

·.:\; . 
. ~.~.( .. ··· ... .. :-: 

:!( .. :··'. -:.:/·· . 

.···: .. ::· 

. .. · ... . 
<='· ' You will often firi.dth,at certain menu items are 

'fgreyed out", and n..0£.~iig }J.appens. wh:·~~ you choose 
them. That's. because'WoD4e'fian:d ·1s:intelligent, and 
":'.BP't let you· chop8=r:ini:l'ppiypriafe o! potentially ,, . 
~~~fol menu':cf.ffiilii;!.iJ.;d,~.- · ;:;:: : :·::::" _.. '=:·,· f . / 

. :: .::f:f:::-:;::·.· :< •. . ··.:.::< . .-.·:-.::::: . -::: . ··· .. :....... .. / ;.;.·:::::·:;-:.·:· . 

::e0.••.:.;:.;;!.•~.11.:1::~~:1::~r.::::~~~ ·:::-:!:i !1:!:::): ::;~::: :=====} . ,/: 
.·.·:=:-:-:-·.·:···:·.· 
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it to the clipboard-but, again, replacing what was 
there before. 

Paste will replace all the selec;ted text with a copy of 
the text on the clipboard. The clipboard contents 
remain unchanged. 

6 Press the .J key to execute your edited 
command. 

IT 

Editing Text Page 19 



Help 
Preferences 
Set background => 
Save layout 
Load layout 
Tidy windows 
Refresh screen 
Quit 

The Screen.: 

Page 20 The Wonderland Environment 

:w:::c.J 

Graphics 
Map 
Compass 

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 
details, see the section 'Dialogs'). 

Graphics 

Inventory .. : : <Map · 
I terns in room :;;::: 

... 

The Screen Page 21 



Wonderland 
Map 
Compass 
Inventor!:J 
I terns in room 

Figure 1.12 ·. :· ··;·.·· 

The Windows menu 

Windows 

a list of currently open 
;CilCJO.Sl'IUr-a:.V\'InQO'W from the list brings it to 

n · . ... ,, .... A+-r.~ This is useful if, for 
to use is buried 
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. :· 

co athangers. You notice a 
maid's overall hanging on a co at 
hanger. The hanger is hanging 
on a metal bar . 

There is a card shoe here. 
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Session Window Menus 
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Font for text => 
Font for input => 
Cut 
Cop!:::! 
Paste 

:.:p~.>:: 

:: l ~.~< ... ~.=-
Get 

!: . ........ .. ... · : ·.-~ .. 
Remove 

Search 

Verbs menu 

Text 

Session Window Page 25 
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Special Commands 

Many commands available from the screen's Menu 
Bar and the Session Window's menus may be typed 
directly to the Session Window. . 

The Wonderland Windows 

/j,, 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 ·:: 
. ;:· 

Accessories are th~ sg~·~nd sort ofWondefland 
windows. Theyar~6p~µ1:fd_ from thefi:et~~§cities 
menu on th0:\~bT:~e:n~s · menU bar .. _.:.-. .. -=·:::::.··: .. :·:·:- ·.··=· 

·.· .• ·.· ·.·.·.·.··::::·.::::·:.<········· . •· .. ·.·. 

You mig~'£••{u~l~,··?r.~h~th'.~s· ~~t.e1Iit~~ .• ;t~··~li••§¥$.i~§r;., __ 
Window, co:fflpiemeritmg.a,p:d _~nha.µ~ip'.gff; f~q:µJij1tjg . 
the amou:Q.fofworkjqµ '~?~d to::ilO:in.!:Cl)fap , > :.·. 
neverthel~ss dep~n!l.en(µpq1y~~'. .. 

.. '.{:}::: :.;-· .·.·=·=·=·· ... ;.:;: :;:_.;:··:=· .:;:;:· :==··· .=··:;.::-:·: 

The As~~~~rr¥ ·~ria?~§:·:~r%; itif p~i~~~::r~~, ·-·.· 
Compass;Itjy~rifory/~nd It~ffi.sin B99.m< 

.·.;.:,: .... ·:·:··-·.·· 

i:• Q# ,:~Q.m~£9fuPvt~§ygqlj~y~)the op£1Q.µ to choose 
: ~~t!'i:l8.rd~· bfh~lt~~i.~~gr~P.hic§, Y9µ~~g~t this option 
'. 'from tp~ ~i.~f~t~9~§ ·[i~49w, op~:µ~~!ftpm the 

· ::~::::~~o:i::~:::t!~flk~:=~~~j~references is 
. . . :·:····-·.·.· .. ·.·.· .. ·.· . ···. ·.···.· .. ·.· 

.... :·:::_:::::::::-:- .. · .. ·:. . . -)~i/\::·.··· 
Graphics can be.turif.~gpp; ~nffqffbytyp.jng :: / 
GRAPHICS ON ahdG~HlCS.Qlffre~pifotively 
to the Session Window. • , \,:: }'' ..... .. , .. . 

Accessories I Graphics Page 27 



~ 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 be 
greyed out. 

:-. 

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

You can resize the Graphics Window yourself by 
Dragging the Resize Gadget in the bottom right 
corner. If you make the window smaller than the 
grap].;µc:)t contains, obviom1ly you won'tbeable to see 

::~if~1:~~:t.~~~: c1~e~~ the ~a~~~ ~r9:d 

······.: G~1:~hics Windo~ .Menu 

Page 28 

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. 

The Wonderland Windows 

M~p,,.. , . , ... 
· · :: · :· . 

Ma 

• 
BythePiver 

··.·:·.:·:::::-:·:·.·· · .. 

Accessories I Map Page 29 



View next 
Normalise 

Figure 2.7 
The Map Window's 

Level menu ........ 

The Map Window !:\as both a Pull-down and a Pop-up 
Menii. . . · . 

Page 30 The Wonderland Windows 

Icons 
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Inventory. and Items in 
.· ... Room 

Page 32 The Wonderland Windows 

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 ... 

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. 

Accessories I Inventory and Items in Room Page 33 



Menus 
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Applications 

The third type of Wonderland windows are 
Applications. These are independent>()f the Session 
Window .. There are two Applications wi!i(l9ws: Help 
and Pre~~rences. . . · . 

Start • @ Palace ( Help ) 
0 Rabbit .. s House 
0 Duchess .. House ( Topics ) 
0 Woods .. paths 

and streams (PreviousJ 
0 Walled garden 

and ( Done ) surroundings 
0 Mad Hatter and 

March Hare 
Rose-tree and 

Th~ Help system is hierarchical in ~~ncept, 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. 

Applications I Help Page 35 



Selecting more and more comprehensive hints makes 
, YQ\lr •t~s:lt ,E:la$ie~ .. w:ul. easier. 

·: ·:· ··· . . · : ·. . · . .. . ···.·. 

~::;::~~~~~t~~ii!~~tt!E;:::;:~~::i~:E:.01 
it is only altei:ed .w~eV;:y~Q'\: jfa~d:"Hel:[{ .. ·and #ilit''t6tal ts carried over each time 
actually reveai a .g{V.~n$1~i you save a game:po~ition/· ,, . . . 

··:.· . ·· .... . .. ··· 
·.;:-:'• . .... ~ ... ,. .;:;:::· 

/ :-·::::.: :::.:.· .. ·:-·:·.·· 
:··· . . 

... ··· .. 
·:.· .. . r .· 

Prefet·ence: l ' 

0 Medium 0 Coarse 
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/l These buttons may vary . 
from computer to '.co.mpqter 
as appropri~te,. Jhi{lisrls .. . ·. . ./ •. .•. · .. 
definitive ford'it;iIBM PC ·. ·. :t\f~mse Click Sensitivity The hig}i~,Jh~<i;;~jis~tirjty, 

and compa9Bi~s. ~~~i~~;f ~~~~~i~~~~~:.;~ : ff~·~r=~: :liiie .. 

Qf~Pht9$. $iz~ l1;i;f$ ·ya~ 4.~oose standard- or half-size 
. m-aplj~sf f ( . 

=·.: ............. ·,.'.·';··':.'. ... ·,,,.,·· .·.'·'·'''' .. /r =~=r=.··;::.:: .. ·· 
: :::·:·:::-· 

.: ·. ./" ,:::::::::::~: · := .. < := :' 

.. ··. : ·:•'.:···.·· ·· ······:···· ·····;:······ .. •.:•.,••,• '.~~: "./ .· :·:::·:·: .. : :-.·.·. :: ~: '.~'.: _::.·:.(t \\· \(:· . 

. · .. ·.· ·.'.~ .~ .~ .~ ~ .~.~.~.~.~ ~ .•. ~.~.~ ~.•.~.,~ =.: ~ :.· ·.:.'. = .. ·.· ,·.', .. ' ." .. : .. : -:=:::=::·:::f:=: . 
·:· ::'.:(\f~~ ~\}'./.~~r· . 

\ ; ~f/·::::::_.·.·.· ··-::··· 

··.::.·: 
. . . .· . . : :: ::_ :~: .. ·: ::: .. ;:-:-: 
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Action Buttons 

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

The Wonderland Windows 

Dialogs 

Dialogs Page 39 
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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 

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 

The Wonderland Windows 

is invoked to load a file. )Vhep. saving a file it is 
replaced by the... ./' 

Save button. This.is ji(f~ntical in ev~;~··'w;iy to the 
Load button exceptthat itis 'used to saY~ : fi.les 
rather thai:,,,~9'.'l:.'-1,t~erl.1 · .:: . ( 

E~¥J~~~ii~~lf,!; 
Clicks ofthis .butfo~. ··,• 

Dialogs Page 41 
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4 Type the name you wish to assign to the file-its 
"file name". 

5 Click the Save button or press the .J key. 

..... ·· 
Th~ 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. 
. ':'· ··::· .-.. · 

': U)~katapepitiohs . 
0

'illWlid characters in file names, 
)ogii.ng to a f16ppy:{.li.1ve with no disk in it etc-are 
:::.fi:JLJ;r'.app~:(t fo/ tiu:(File Selector. Warning dialogs are 

:' ~tfi~~~,~~~~?~~J;~:;:·~d of any problems with your 
.···· 

"As mentioned aboy~,:;{)µiy .files -app~6p~i~te to the 
current operation cai{b~Jp:iid"ed°"'6y .the File Selector . 

. >. l!J!lPPropriate}p~~ -ar.f},gr~yed out 9r not liste.d;· These 

_.,,,., ..... · .. ·· .. ,.,., .. ,.,,< .. ~~ptiot be Sel~f.~,q~''9"i>,,~h~fkr: ./ '·· ' ·==:-- ,> 
: .·:· :=:=.::::::: .. -:-•• • :· .::::.:::::::.::;\.... '· ~ ,:_,;:,·:=·.',~.:~_:: _,~ .'_;._:_:_,:_,·-:: ,. _,·,·,·= .. ·.=: ·=.·.· . : :-::-:: . . { 

~:: :.:-:·.·:::;:;:;:;:;:::::::f:::::} -. :.·:·· .{ 
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COMMUNICATING WITH WONDERLAND 
Communicating with Wonderland is as simple as we 
could make it. Thanks to Magnetic Scrolls' powerful 
parser technology, you can "talk" to the game in plain 

. English. You'll be amazed at the complexity of the 
.· ·. sen~ences Wonderland can unr;avel and act upon. 
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Special Commands 

Page 46 Communicating with Wonderland 

A Sample Game 
Transcript 

Tha~'~ a strnightfo;:zd ~~~and, b~t it's w~rth 
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 

A Sample Game Transcript Page 47 
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will not only give you a desc;ription of the cockroach, 
but (assuming our cocki;bach is ~1.1le ) will also set the 
pronoun HIM-The cu,hent list ofpronouns can be 
accessed at any time Jjy typillg PRONOVNS. 
So now you can · . · · · ·.· 

or 

Communicating with Wonderland 

: ·. .... ~ ·:···· .. 

and Wonderland will have no difficulty in working 
out what you want. If there were two jewels in the 
glass box, the game might respond 

Which jewel , the red one or t h e green 
one? 

:· : ·. 
/" . ' 

in w hic:Q;:case you could reply by saying 

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

Yes-Wonderland can understand all that; you have 
sayed: tjtiie ; ,=ap~Jhe room is back as you found it. 

0-'N~~= Ydu may. ~=~~~::i·~· ~t ·back to, let's say, the Rose 
·:·::oarlier{. :; ~llt="fl~st.youi:ieed to find your book, which 
'::yg~)~#fa~~rb;~re ~.\~~,.You can type 
:;f±:No· sooK .rai~ 'ho TQ THE RosE GARDEN 

..... ·::· 

, Remember-Wondlr}a.nd ~11.on!y .Ji'IND things 
you've lost o.1' GOTO -piac~s ':Y6u\i~ already been. You 
c.AA't use theni tp:g9_ on.;::jisiµng trip§l}()r thing~ =6r, .. 

r~l=rlo:~~~~:0:~~-·~st,~!:1.:·r~;··10cii~e wit~.::yjclr 
.·...... . . . . . . :·::::;.;: .. ·:f:~f:;.;:;:;::)·:: ::: .... ::·::;.:,. .. : :.: . ;:: 

.. : ·.: ::>· ... =.=.: .{~~f :~:f:::.-::::·:""" ·:::::::::::::::: ::::.:;::::::.. . .... ·. . .·. ::· 
·" ·:·:·:·:·:·:·:·: •• • ·::;:::::::" :: · :·:;: : ...... ...... ... ...... : / =:: .. . . -::=: 

, , .. ,;, ,~· ll'fifi.:v1:~i: :·;:::7···:·".~. 1 
·=::: " . " . .}~=. :· ·: . :·:=... =;:. '• ;:" · :·:·:· .::::.··:·." :::: ... . :\? 

... ~ '"'tic;; ' .·. ;j.,:·:~~.;;,,Yl!ll~~~~.,,;·to u'e 

r:;t:=::=:::::::::::: =:=. . regulady :J;l'.!:l~ you a:re·meiffo pliiyjng. Wonderland. 

\:=::=.::>:····=· : ·· :!!f.idr~~~rat :ii ,~~:;i:.~r.eVi~l:~~!:r&t~~t"~7d 
... !} ... :: ... . .... ..... . .... ·:::/\::::~· "::::::· . .:==.:::::::::: :';.;:·: \~. ~.... • .. • • ... • " .... 

. · . ·::m~oi:;:·i~i.¥,>=~·. :. =;rnpR 
·fo&erttijfY;_: __ ;1 < u , =·'· ,j:£06k;::=;1 .. illittL]!l•fu .. 
. . . .. ::= :::;;::;: ... .: :::::=}:·.:-:=-:\\4th j,j:;.;:;{'.:~ ;·; :.:JJJl.~~1 

·:." .. · :·:·::·:-. :·:· ..... ·:::·: ·: ::: :':·.: .. :::':.. 

.:: ~iB96.ihi~\~;·&N·'•.\•:::}}.::: ··= .::i£6~!:'. . :::;~~;- . :·;~J :=;iii. :•. \: 
:"-.·:·: ··=;:/:.::·:=:'. .. ::·:::::: ·:·::::: ." .-:· .:·,..-::; . .. : ·::· :· · . . .. ·· .. · / 

··.:://: :::No=:rtndid:L&r -:::=/ >;:::=:>= sou.ta,L'.:jk; ... ,;;s:::>,:t 
:·:·: .... ::/' ::::::::: ... :::-.=·::=-; .. . ·=" :f:::::::.. ":·:.:=:·:·:-. ·=::::.: ... ·'." ... ·<::f· 

····= E =r=···= ··=· ..... E ·=· West \==;;;:;;,;']):;,:.;:;;;;,,¥/ 
/(·· t1.l~ih:~~~t~tN~ ==: !,\ · North*~~tr:==:=:=::=''.NW 

.. ;·: ::::·=:::::~:~:. :·:·:::.: ... " .'.=:/: ·"·:·:-.·: :.-.; . .... .. ... . . 

/Southeiist. .. SE ' <}t::::., .South-$~~t'.L .... SW 
::·:,.·::·· '.'.: .·· ·". , : .... ; -.::::::~::(ft:.. .. .. .-: .::· .. .. .... 

· ·. · ..• = ::;: p;eJ ;:~;·:;:i;::=r~,,i;1J=::::-t :){:,,,itlwn .... \.{;•a~ ... D 
..::::::·:::-.·: :.: .. :<.. :·"\ . 

·:::::::::::·::::::::;:;::::·=;: ... :..: ........ .-:_==::::·: 

>>: (}:} =::,/·:· ;(:t ) .:; // 
:tt~ :=:·:·:';'/,.:'::::::·:· ,.;:: :..:-:: .. :.-... 

·:"_. .. ,.;.; 

-.· .. ·: / ." ·} 
./=·" .-·::/' 
... : .. _.::;_,'.'.·. 
:;:~:( 

./~: . ~ :".t 
::·: .·::= 

;:·':::·_~:_,: ... . ·: " 
>:~~ :;: ........ 
.... :·: 

=.:._: ,·_,•_,~.:~,= ,:_: ... " . . .. :::: . ;:::::::::: 

... ;.;:;:~:f ::::;:::;:::::: 
............. 
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MUS IC 
A Music may not be 
supported on some 
machines. Please ;efydQ : . · 
your packagj9~(otd~tails . . 

,.- Note that SOUND ON . 
and SOUND OFF,refer 
only to the music; ~he Alwt: 
bell signal is unaff~ct~/> 

and Ad Lib sound \)afps are 

~~~;;~eb~:~rp~~er~!jf;~•• 
that the Ad Lib sound · 
driver is not activej~y~ur 
system; Wonderland has:its =• 

own driver. U sing :~d.tb \Yill 
not cause a problem; b.i;it \ 
valuable memory will bb 
wasted. 
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MEMORY 
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advantage of extended 
memory; it 's DQ;>memory 
that counts.: .· .. ·.· .. ·.··.· ·=.==::::~:\:: : . 

. /::::·= .. 
/·-·=· 

... ·· ···· 

Page 54 Memory 

Closing Windows 

When memory is at a premium, any operation which 
is potentially memory-intensive (for example, pulling 
down a menu) may ti~a.\ist:wh~t µieinory your · .. 
macbiµ~has left"'<:>::=: ·· · · · ··· · 

.: ·-.. ::::::::-·:_:;:·· 

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. 

Refer to your computer'sjns,t:r,:uction manual if you 
are unsure about this . . ' ··.····.··· ..... ;., 

DO NOT mix large EQh ts if you can ~~oici it. 

Less Powerful Machines Page 55 



TIPS FOR BEGINNERS 
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GLOSSARY 
Accessories 
Collective name for the group of Wonderland 
windows which complement the Session Window. 

· . They are: Graphics, Map, Compass, Inventory and 
Items in Room. 
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Bell 
The audible ~igrt~l shu~ded by Wonderland when it 
wants to attract ym.1J~tt~fi'tjif#, See also 'Alert 
Signal' and 'Fl~~h:XJ i 

Compass Window 
An Accessory used to navigate around the game. 

Copy 
The term used to describe what happens to a selected 
region of text when it is sent to the Clipboard· but not 
deleted from the scre~ti;: :S~~ al.Sb 'OiJ.t', ':Paste' and ·. 
'Clipbq!ifd'. .·.· . . . . . . . . . . . . . . 

Double-click 
Two Clicks in rapid succession. See also 'Click'. 

Glossary C-D Page 61 
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Drag ... 
The action of holding dq:\.vn a ili.otJ,('le button and 
moving the mouse point er to a ne~ pqsition before 
releasing the button .. jJsed to rep<;>sitioh .~indows on 
the screen among.st ot her,.titjngs: . . 

images. 

Help Window 
An Application providing on-line help for 
Wonderland. 

Icon 
A graphical object used to representa i::;oncept or 
real-wo:rld object. · · · 

:· ... ::·\ .. :::=·=::·:...:: .. 

M~jfwjridow 
An Accessory providing a graphical representation of 
the explored geography ofWonderl.a.:.'1d. 

Memory Manager 
The part of the Wonderland system concerned with 
managing computer memory. 

Glossary H-M Page 63 
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Menu 
A list:of items or .commands which can be selected 
:'With th~ P~iritePrh~i;e)a:re two types of menu in 
\,Y6~ded;Jid: J.>op~ttp ~rid Pull-down. Pop-up menus 
::~~- Ms.oci.ati~i;I ·w~ih .. ;{specific Window and appear 
' ¥,P.~J:i. 'tµ~ ::i,#i)~~p!iiD,d, M()rise button is pressed whilst 
J;h({F'ol.Iifor is \vit$nthe boi.µidaries of that Window . 
.. Pull-down menus ~re ~ttached to Menu Bars and are 
activated when the:f~ft~and Mouse:bii'tton is 

· · ·. pressed whilst the .P6irit~tis 'pla:f°~:d. .at the relevant 
ppsition with#i ,tM .. Me.:m.i 1;3ar. · · ·. . ) 
;:\{·:::- ·: . =-=·:::.:.- ·-=.::::.. ..... . .. -:-· .. ·.·.··:::.:: ·· :::· 

., .·.·.··.·· . ... . ..: .... :.:::·:: . ::::f:j}~{ · .. ,.:: 

·: .,:}_::::::p·. ' :~~Tf~a:f:~ :j;~Q.;\Y.:. ~et4ffeaPMi. Piill-dofon ~en us. 

"' · J,~~~i~ ~;:~:!: :,.i~::,-~"<i/:i <~ 
.
· ... ·: .. ;._._· .. · .. ·=.=.:_:·_,·_, _::.::.=:.: i~~?./.:· . ~~ : ·:::;:;. ··:;.;-:-:· ·::;:f:·: . . .. . . . . \~: .... · . :::-·-·.· ·.-::.::· .)::~: .... · ;:)-. . ·.::~_ .. 

. :.· ·· :·· · :··<::: :,., ... , ... , .. _. · .:::::M,ou~e\::t:':.J? ·.· · :::::::::::::._:::: ' :::-::::::::,(::::::· · ·' . 
·· · ,.,, A;:pointing device whidi, by virtue of.#~ . rnoti'9n, 

~\~:~1:.:_:_:.1.1111~!;!~~-;~ 
··:-:··· · ... : .·:;... . .. / :\t:f f ~\: . . . . . . . . . 
;f~: .. ::":. .·: . :{: . . / .:::::t·=:·· ·:··· .:::::: ::::.:::· :: \\\(ff: ::=='.· 

f :; ,_,_._,,._l,~~Jl(~.l~i!~_:ll,•i.:,.l.:.mt,.:··,~- ed 
.;.;.: . ·::· .:::::::::: ... : . "=: \.-.=~~ ::::.:::. ·: 
\/ p·' ·· • •.'.'t'··.:.·.:.:_:.:_:.=.... :.:::::;::· .::. . ·:; .::.. . .. .. ·· · 01n· ,,.._... ,._, · ...... · '·='· ·: .. :· ::_:;:::.-::::·.:: ...... 
::=: .· . · .. ::· ·. ·J:if,S.. ·=:: ···. .. . .:::r· .::::.·:··· .· 

f i . ~fi~"*llz)f;;.~~~e position. 

~r -~~-::-~f;ltl! tr· '£:0, 
· .. ;: ... :: .. /:;::;:'.l~r·==-;. =· 

Glossary M-P 

Preferences 
An Application used to customise various aspects of 

·· .... the Wonderland system. 

. ·· :;. ... · 
:::. ;. ·.:··· 
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Select 

A visual effect occurring when Windows are opened 
and closed. 




