
Introduction 

It Na<: Tuesda) :::.rd No,1emoer, 1827. 1 t had been a long hm rieel:s for Holmes and Watson. Not a single case r1ac come 
along since Holmes had sol ved the problem of trie fi ve rn-ange pips, and Watson feared that Sherlock 1-Jould soon 
slip into one of his deep oepressions that al\,1ay5 came along wnen he had nothing to e::erD;e his brain. He JU5t 

had to hope that something 1·muld come along soon. Fortunatel y something did .•. 

Loading Instructions 

Because of its :;ize, the aaventure is :;pl it into three parts. 'you may travel 02h1een these parts when you w1 sh 
and as mam times as vou like. You will need a blank cassehe for this, fuil instructions will be di:;pla,eri on 
screen at the time. 

But first you 1Hll need rn start playing the adventure. To load any part (part one in ttus ca:;eJ simpl ) type 
LOAD "11 2nd pre;s ENTER, tl1en pre:;= play or; your tape recorder and the game ~n 11 i o,;,ci and run automati cal 1 y. 

How To Play 

At the top of the screen you 1,:ill not ice 2 status bar. This contains vour current score, the dav, time and how 
lilUch money vou have. \See note on monev below). 

You can input commands one at 2 time (eg. TAKE KEY) or more than tni: by separating them (eg. TAKE KEY, EXAMINE 
IT AND DROP !Tl. Any svmbol other than a letter or a number leg .• , ? 1 @ - etc.i ~nll separate two commands, 
AND and THEN ~:ill also do the same. A; man\ commands a:; you 1iisr1 can be chained rngether, up to a limit of 1::'.5 
characters long. But pleasE note 1 It the rnmputer cOJr:e; across a command wmch it does not recogm:e or cannot 
catT'- out 1 l Hi 11 not 1 oak at an. more rnmmand·s after 1t 1 

You can m0 1e arouno using the stancia:-d compass d1recbon:; '.lE, N, S, E, W, NW, SE, etc. ) and al;o using UP i.or Ui 
anc DOWN \or D1. And you can use the usual TAKE \or T1

, DROP \or DRi, EXAMINE iEX or Xi 1 INVENTORY (or !1, e:c. 
i"rnL 1Hil +inc that many veros car. be abbreviated to :heir initial or first two letters, which lilll ailm1 rnu to 
pla1 tne game fasi::er wnen you oecome familiar witr. them l . 

LOOK o:- REDESCHIBE \L or Ri wlli redescribe the current ioc2t10n. 

WAIT 1 WA o~ Zi al 10\'lS time: tc p:i;s rn ans minutE steps. 

SLEEP SL or C.1 ::!lrn·i; t11nE to p:iss ir. {1f:eer1 minute step~ \u::.e-iul for cab Journeys or wa1tin~ for tr2.in::.). 

HOUR \HO or 0 '. zer-c,1 i all ot~s ::me rn p .:;: in steps of one hour i.::.hould oni ·; be u.:;ed ~men a lc:-1g ~mt 1::: 
e::pe,:teo .'. 

QUIT · o~ Q 1 wi l i end the game. 

To make tne game even eas1er rn p: a·., 2 numoer ot "r.1 gn-ie /ei" comm2.nCs have been introducea, :;uch a3: 

AGAIN (or Ai to repeat the last command. 

BACK 1or B! tc go ::iad to the l a:::t lc:o.:1on. 

FOLLOW \er F! <name> to follo~1 ii ;::-,ar~:tEr t r. a ~ '12~ 1u::t l e-i t t CiUf ~ tl'::.tion. 

TAKE ALL \{ill :ake e"er available ooJect rn tne cu:-rent location, DROP ALL will do the reverse. To be mo~e 
speci he :oL' car. TAKE ALL BUT <object>, or TAKE <object a> AND <object b) AND {object c). rnL ma , , ::: ;;omE point, 
neeo tJ ile ecen more speC1f1c, b" using ad1e:u ves. For example, lf 2 red ooo\. and a bi ue booi arE present '/OU 

1•n 11 neeo to t ype TAKE RED BOOK • or TAKE BLUE BOOK. 

\au Hill come acros:o a number of containers. To find what tne', contain :;impiy EXAMINE tnem. 'rou can put one 
ob_iect at a bme in triem b\ bping PUT (object> IN (container), or all of the ooJects you are carryrng b' PUT ALL 



IN <container > •a:: long as the objects 3.ren': too b1g 1 ) . '{au can also, of course, do i:he opposite with TAKE 
<object> FROM (container >. 

To op2r.E2 :Jcr:: 1£2 OPEN, CLOSE, LOCK and LINLOCK OP, CL, LO .!no UNi. :c r:: nm neces::ary, linen go1:-1g chrough a 
door, to em.er UNLOCK DOOR, OPEN DOOR, W, for e:::.mple. As long 3.S you have the correct key hf a kev is requirea) 
you can s11uply move in the direction of the door and it ~~111 unlock and open automaticallv. 

·rou ~ii 11 meet man. :nar.=:;c:2r:; in i:he game, some Jf •iham ;;;av hold information -.·1 tal to the case. To find out what 
3. :no-r2c~~r . :- ~·~s . :::irie QUESTION or INTEHROGATE name >. 

Tu cad:. ~·::re ::p2c: 7 li::il L : •J 3 char aci:er, :rn ·.;:: l :ieed rn d:;ect /Our ccn·.er-sau.:in ~·, entering SAY TO (name > 
11 <whatever ) 11 ·Jr SAY 11 <whatever> 11 TO <name). Fr,Jm i:hen Jn, if / OU ""1·:;r1 to talk to that char .~cter :igain, ·-1ou i.1ill 
onl ·: 1E.e "J ··.pi:;; SAY ~<whatever>". um:i l ',Gu •it ::n to to.l, to 3.nmh:er char=:;cter. 

there :it-e ::ome -:aos around, iu::t HAIL A CAB :o get: :r:e dn·;er-':: :?.ttedicn . 

If someore \JJr.:::: ;ou to oay tr:em ;T:om?\· , .jc :hi= o t .oi~:g PAY <naine>. The rnrr:::ct :.mount ~ii ii ce Dl 1en 
;.uu:n:1~:.::a1 ~, ::ie ·~l!en •.prJ\ldir:g .. :u ·;ave encuon :=.::n' - ::22 '10te :;n mDne', oelc~n . 

Menus 

The ~J· .. ~n:.:r:! ; .. ,:;c .nsf:: :::: Jse of menus to ;Tiaf.'.2 sJ;:-,e ::::nnm::iM::: e:i:::er to a.c:e:::s . ·r-,ping MENUS or Mi ~·nil cau::e the 
g:ime ca fr2e::2 3.nc the status bar t·itll be repl:iced ilV a. menu bar. To select 3n option, use the leit 3.nO riont 
cursor ke s ~nd then pre·:::: the down k2': to ;ml l :r1e chc·::en :;;enu down . \~hen ··ou n.:.ve :;2i2cted a menu u:;e the up 
and fo1~n ·e :: "o ::noo:;e y·Jur aoi::on and tne left ct- ri·:;nt ie·. :o :;:,e!e:t it. Ali:ernativeL 1 1ou CJuld •1s2 3 
~.emp~i:.:r: :o·i=t1 cv. Here t= a tri~J ~escript · C'.l -.1 '!n.:r~ the oori'Jn~ :c •.• 

Buffer: -= .... 7cr: 
RAM Save 1 ::n~ de~au1t ·:p-tio.ri 3r. tt-.e :::3.~--: J1 ='- -,e~·J ·Jaff;2 11 ... l ~llo!-1 :ou to u~e :o ::.1mpl ·y svJrE ~ oos1t1an ... -

t~;e :;u~c:~r ;u::ir:g RAMSAVE. ::nG res:cre :i: '•J=:~g P.AMLOAD .• . •rlB : If JOU ·1se the RAHSAVE command 3.1: ::;.ny 
r:,~•t: :he ouL;;r Jcr1on •.01i: l t·=e· e-·i: to RAM Save :o ;i; e ;;r: :he loss of the iiE\·11. ss·.eo posi t:on i . 

AutaSave :·::: =u:nl:ir~ .:ui .our oc31~ ... :n -= jU:·:m:H~lc2.l:'/ sa't·?d b'1 :he ·:omout2r e·._;er·. :::!n turn:: 1~a me==~qe 13 

c· ::::;_3·.:;:·j ·•nen ::11:: = ·jone! . RAMLOAD ::an :e u::ed :c: :-estors :he last !~utc;°;i.i\e·J pc:;1 ::on. 
Oops ·J! • :~i..:.·:;e .::;._r :·J51 :1an tc oe ~ut.:1112.i:icali v :;aved 2ver··-· t 1~r,.-1 . There+or~. l+ you Ttake ?. tatal :-1i::t:ik2~ 

- 11 · .; OOPS • c;r 0: ""s :;:e "1E'.': cc;m1-:1a:,d .. 1: l l ur.·"JO : : . 
~JB: -• . :1. ::hoLi J ;.e::ec. ~r.e ::. . .-,oL-:21· ::,;: J:::: :. Jn rn the Ju7~er >n l ~ be los: 1 · 1 

Keys: : ei::: . Cl'. pr·:qr:J.m f.2·1·:: 1 3nd 2 to p2rfor;il ;;.nv .~r:e rnmmar.d. :=or e;: amp i e, say if you. used the ::~.i11H'1G HIT THE 
RED DRAGON rrequenc , tn the ·}~me, rn.:::eao GT C',pir.g l t out Hi iul l 2verv 'ume , select Program Key 2 =:tnd 
;;nt::=t- HIT THE RED DRAGON. ~rem :t°'E'1 Jr . .. mene. 2r au c·ictnt :o rut tne red ·:!ragon /O!l 'Ii! l onl ! -ia: e :o ;:;pe 2 
:m::: :~: e ::o.r:mano 1~n 11 oe en:'2r2d 7or yo•1, :::htng ;cu a iiJi: J7 :vping time. 

Exit lin all menus): ::imp:. ret~r1s fCl.l :c cne ac~ent~·~. 

F0r :;-1o::e 51t::iir:L ~ ar \H t;-1 :ne s1 d S'. 2c21n of mon·2·,, •;;2 -::Btu:; oar di ::p ! 3V'5 c?.sh in pcund'::, sh111 rng:: and pence 
~· s. ~n: J. 1 • t:d.=1;. a:lo 2C:: . ~~1 

Time 

Each L:O:D:T;2.:-D :o:J ~r.-::.er ·1 ... _ ~?,~E =, 11'HJ1U:T1 1:T Jre ;TI1:-·_·.:~ . =.:J;11e :nc .. :=,;te lJ:-;ge .. -. It /OU ·jc.·,·e n·~L :=n-c=rEo ~ comms.11,j 

Hl tn:n :1 ,;n;iute J• tr.:;; :::•J :: .Jr ;;ppear:ng tr:er WAIT ~·11: a1.•.•Jma::tc3\ ! : 'Je 2r.tered hr 1 Jt.: and :mother nnu:e Hl l l 
pass. 

Hints 

QL•e:;;: :on 2v2:--,an2, ::;:ami:-ie 2· erAr:~iJ and ·'1<tL'! , .1 •. ~c. foe ;:;nr3_:;2 SAY TO ·'. name> "FIND <someone >" mF cc;;;,;: :n 
11::efui. 


