Sherlock Holmes: The Lamberley Mystery - 48K Spectrum INSTRUCTIONS

Introduction

It was Tuesday Ird Hovember, 1827. It had been a long two weeks for Holmes and Watson. Not a single case had come
along since Holmes had sclved the problem of the five orange pips, and Watson feared that Sherlock would soon
slip into one of his deep depressions that alwayz came along when he had nothing to erercise his brain. He just
had tc hope that something would come along soon. Fortunately something did...

Loading Instructions

Because of its size, the adventure is split into three parts. You may travel oetween these parts when you wish
and as many times as vou like. You will need s blank cassette for this, full instructions will be displaved on
screen at the time.

But first you will need tec ctart playing the adventure. To load any part (part one 1n this case) zimply type
LOAD *" znd press ENTER, then presz play on your tape recorder and the game will load and run automatically.

How To Play

At the top of the screen you will notice 2 status bar. Thiz contains vour current score, the day, time and how
much money vou have. {See note on money belowl.

You can input commands one at @ time (eg. TAKE KEY} or more than thiz by separating them {(eg. TAKE KEY, EXAMINE
IT AND DROP IT). Any svmbol other than a letter or a number {eg. . , 7 ! @ - etc.} will separate two commands,
AND and THEN will also do the same. Az many commands 2s you wish can be chained together, up to a limit of (25
characters long. But please note! I the computer comes across a command which it does not recoanize or cannot
carry out 1t will nmot look at any more commands after it!

You can move around using the standard compass directions {(ie, N, S, E, W, NW, SE, etc.) and also using UP {or U}
and DOWN {or Di. énd you can use the usual TAKE (or T!, DROP tor DR), EXAMINE (EX or X), INVENTORY (or Ii, stc.
{ou will find that many verbs can be abbreviated to their i1mitial or first two letters, which will allow vou to
play the game faster when you become familiar with them).

LOOK or REDESCRIBE (L or R! will redsscribe the current location.

WAIT ‘WA or 7! zllows time tc pass in one minute steps.

SLEEP [SL or C! allows time to pas

m

in fiftesn mnute steps (usetul for cab journeys or waiting for trainzi.

HOUR H0 or O (zero!) allows time to pass in steps of one hour (zhould only be used when a long wait !
expected).

QUIT tor B) will end the game.

HELP ior H! may provige the occcasionzl hint.

To make the game even easier to play, 2 numoer of “nigh-level" commands have been introduced, such as:
ABAIN (or A) to repeat the last command.

BACK ior B) to go back to the last location.

FOLLOW tor F) <name> to follow a character that haz just Ieft vour location.

TAKE ALL will tske every available coject in the current location, DROP ALL will do the reverze. To be mare
specific you can TAKE ALL BUT <object>, or TAKE {object a> AND {object b> AND {object c3. You mey, 2t some point,
need to be =sven more specific, by using adiectives. For example, if = red book and 2 blue book are present vou
will need to type TAKE RED BOOK, or TAKE BLUE BODK.

You Will come acrosz a number of containers. To find what they contain simply EXAMINE them. You can put ane
cbject at a time in tnem by typing PUT <object> IN {container’, or zll of the obiects you are carrying by PUT ALL



IN {container> (az long as the objects aren’'t too big!). You can also, of course, do the opposite with TAKE
{object> FROM {container’.

To operats doors use OPEN, CLOSE, LOCK and UNLOCK P, CL, LO znd UN}. It is not necessary, when going through a
door, to enter UNLOCK DOOR, OPEN DOOR, W, for example. As long as you have the correct key (if a key 1s required)
vou can sigply move in the direction of the door and it will unlock and open automatically.

You will mest manv charactars in the game, some of whom may hold information vital to the case. To find out what
3 cneracter wnows, type QUESTION or INTERROBATE <{name’,

To talk more specitically to a character, you will need o direct your conversation by entering SAY T0 {name>
“(whatever>" or SAY "{whatever:" TO <name}. From then on, if you wisn to talk to that character again, vou will
only nava to fvpe SAY "Cwhatever>", until vou wish to tslk to another character.

3 ct will ne=d to move from one place to another very auxcklv fie can do this by using nansom cabs. Yhenever
there are some cabs around, just HAIL A CAB to get the driver’'s attention.

If =omeons wants vou to pay them momsy, do thiz by typing PAY <{name}. The corrsct amount will ba given
automatically os gquven (providing you nave snougn cssh! - see note on money below).

The agvenrtura alss makes use of menus to make some commands 23sler to accesz. Typing MENUS for M) will cause the
game to freezs and the status bar wiil be replaced by a menu bar., Ta sslect an option, use the left ang rignt
cursor keys and then press the down key to pull the chosen menu down. When you have sslzcted a menu use the up
and down ievz fo choose your option and the left or right kev to select it. Alfernatively, vou covld use 3
Kempston jovstick. Here is a3 brief gescripticn of wnat the oofions do...

Buffer: "1z zelectz wnat vou wisn to use the bufier in memor: <or:

RAM Save (tne defauit cption at the start of 2 new game) w1ll allow vou fo use to =imply store 3 position to
the Guiter {using RAMSAVE) and restore it {using RAMLOAD). (NB: If vou uss the RAMSAVE command at any
time the bufier option will revert to RAM Save tc prevent the loss of the newly saved positionl.

Autobave iz simlar, out vour position iz automatically saved by the computar every ten turns (a message is
2izgplaved wnen tnis is done). RAMLOAD can te used to restors the iast AutocSaved position.

Oops «1!l cause our cosition to be sutomstically saved every furn. Therefors, 1f you make 3 fatzl miztaka,
cysing 0OPS for O) as the next command will updo it.

NB: if vou should resst T

fer will pe lost!!!

Keys: lst=z vou program kevs 1 and 2 to perform any one command. For example, say if you used the command HIT THE
RED DRABON raquently in the game, instead of typing it out in full avery time, select Program Key 2 and
antar HIT THE RED DRAGON. From then on, whensver vou want to nit the red dragon you will only have to tvpe 2

angd the command will be entered tor you, saving vou a lof of typing time.

Exit (in all menus): simpiy returns vou 1 nture,

10 the agv

a

Monay

For those unfamiliar witn che cid systam of monsy, tne status bar displavs cash in pounds, shillings and pence
tf. 3. and d.). 12d.=ls. and 20s.=f]

Time
ach commarnd :au enter will take 2 ain

within a minut

pasz,

: take langer. It you have not sntered a command
auromat 1c=‘1 be sptarsd for you and another minuts will

Hints

Busstion averyons, =uamine avervthing and maks 2 map, The phrazz SAY TO <name> "FIMD <someoned" mav come in
useful.



