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‘Through this doorway you see The City of Xebec'’s Demise. An energy field moves across

the opening. Ovaﬁeadwapanz[mtﬁwrwtantfycﬁangmgnumﬁas As you go through i

- the door, the numbers freeze. This sets your levels of Stamina, Charm, Strength, Intelligence,

Wisdom, Skill, Wealth, and Hit Points. The higher these Stats, tfwbettzrymu'cﬁances
are in The City. 96u decide whether you're Good or Evil. ,
'Dunngtﬁzﬁrstfewcﬁzys,younmundyvxdnauﬁfewjoufpfny ‘Iﬁcsajcslamaof

v The City is near the Floating Gate. Of course, safety isn’t your only co

amﬁenzﬁtstodwwvermtﬁzmomcfangmusbca&s ‘But keep a [ow profile unufyoum
familiar with The City. Mavouf‘f,ncountasmtﬁﬁfefomtstﬁatmofmms@mpaw
(don’t tease @ Wizard, for eamplef).

available in most Shops, is a wise investment. Jt s ﬁz[ﬁfu[ to rememﬁer tﬁnt tﬁc inven-

' tories in Shops and Smithies change daily. P
'Iﬁcvaﬁtesattﬁztopoftﬁzsmmﬁz[pyoudmtfewﬁatacﬁonwm
fevels is important to achieving your goals. Good Stamina is useful in surviving hard-
- - ships. Charming an opponent, naturally, requires Charm (charisma). Strength gives yvu

an advantage in a fight; Skill helps you avoid blows from an adversary. Intelfigence is

;cruaafformchngyourmemws, Wt.sdomfornmkmgdzaswm }ﬁt:Pmmsmvay

important: the more you fave, the harder you are to kill!

ou are closely monitored! ’ttfunﬁtﬁsztsattﬁzwpoftﬁzmnm&uptﬁc

whole. Many things, including your personality, are constant[y taftzn uuo nctount 6_y

tﬁecomputzr 'Ioacﬁwvzyourgoafs Beyourse[f' iy v iy

Secret'Passages’IﬁmamnwnySecm’DoorsandOnz—’Way’WafBm’Iﬁchty?t /&
Secret Door looks fike a wall, but you can wulk right through it (accompanied by a

whooshing noise and an odd melody). One-Way ‘Walls are invisible on one side. 96u

' wnpasstﬁmugﬁtﬁzmvmﬁ(esde Butnottﬁewstﬁ(em )

Inns offer lodging for a price. 'Ihey re aLso Time aruf 'Date mformatwn centres.

Q’awnwsefffoodandmfnnﬁandoﬁamtawmnmt. The menus cﬁangeﬁaufy Oftm

the songs sung in a Tavern give you important clues.
ﬂl(coﬁo[‘]hvunssawafwﬁoﬁcbevuuges. ﬁ\f:oﬁo(waﬁsoanmgmﬁaumnunyi’oums.

‘Drink in moderation. Jj 're drunk, movement is hampered, mmupufaungsawns is

difficult, and you may even experience blackouts. Find an Inn and sfezp it off.

Smithies As you approach a Smithy, you may fiear the Smith ham.
his anvil. New Weapons purchased at a Smitfy are never Cursed. But prices (and quaf

ity) vary greatly; bartering is essential. ‘When buying a ‘Weapon, remember that each - '3'

has unique characteristics. For example, angswordtsabettaaﬂamw’Mh}nntﬁan
a regular Sword; but the reqular Sword is a better defensive ‘Weapon. :

A

A

%wmmgﬁsmsetowmcmoutoftﬁzmm"Badcﬁmuctzrs&ﬁzﬁaxfwmtﬁerJts K
a[soc{angeroustoﬁeoutatmgﬁt.medaannamfcﬁecRmbefommMﬂgood o
¢ . night’s sleep does wonders for your Stamina and restores Hit Points.. 5+ i nsy i 3
- Keep an eye on your Stats. You can become fungry, thirsty, ortuzd.f}'mda'ramn o

forfoocfamfcfnnk an Jnn for rest. Jou fave a (ittle money; use it wisely. A compass,




fup andﬁmfyourse[jin a room with only one exit.
ity of Xebec's Demise. An energy field moves across
+ constantly changing numbers. As you go through
vour levels of Stamina, Charm, Strength, Intelligence,
its. The higher these Stats, the better your chances
vou're Good or ‘Evil.
vtremely vulnerable to foul play. The safest area of
f course, safety isn't your only consideration; there
ngerous locales. But keep a low profile until you're
‘wounters with (ife forms that are obviously superior
of the min! Bad chamcters {ike bad weather. }t’s
ind an mn and check in before sundown. A good
Sto—i  and restores Hit Points. .
n . . hungry, thirsty, or tired. Find a Tavern
You have a (ittle money; use it wisely. A compass,

vestment. Jt's felpful to remember that the inven-

 daily.

you decide what action to take. Increasing these -

goals. Good Stamina is useful in surviving hard-

ally, requires Charm (charisma). Strength gives you

vou avoid blows from an adversary. Intelligence is
Jisdom for making decisions. Hit Points are very
wrder you are to kiflt : )

hink the Stats at the top of the screen make up the

r persona[ity, are constantly taken into account by

, be yourselft . i i

Secret ’Dgors an-J éﬁéj’{'\)ay ’Waﬂsm Tﬁe Clty a

ou can walk right through it (accompanied by a
/). One-Way Walls are invisible on one side. J6u
but not the visible one. (
£y're also Time and Date information centres.

fer entertainment. ‘The menus change hourfy. Often,
+ important cfues. :

aages. Alcohol is also an ingredient in mary Potions.
1k, movement is hampered, manipulating screens is
nce blackouts. Find an Inn and sleep it off.

. yu. may fear the Smith hammering away on
at a Smithy are never Cursed. But prices (and qual-
.al. ‘When buying a Weapon, remember that each
ple, a Longsword is a better offensive “Weapon than
vord is a better defensive Weapon.
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Banks offer investment plans for your moncy. The higher the interest ruts,tﬁtgmata ﬁ- -
the risk. They sometimes offer money for gems and jewelry. ‘Banks have regular hours; ., &

b
"51“ e
'% *7
SNA g 4

P

want to deck yourself out according to your sation. .7, L. ﬁ»ﬁ?ﬁ#ﬁ“ﬁ%ﬁ o

-

9Healers There are Places of Healing in The City. Like dlinics everywfiere, a feris charged ™

for services. There are some effects of’DiswscmToisontﬁatdon’tsﬁmvupﬁgfnnmy ‘-

so don’t wait! 3 you're wounded, il, or poisoned, see a Healer as soon nsyass;b(g, Rl
Guilds Guilds are vay pafticufar about acapung newpfafgcs,;o d'on'tapctt w0he

wefwnwc(a.sanwmﬁeronyourﬁrstvisit.J{owcwr,cvmaﬁrstvisitismdafwitﬁ"

Chamcter-enfuncing ﬁnow(edg&ﬂncﬂfmafee,any(ju&fnﬂﬁdpyougdﬁdpfa@rsd )

o, m Y

Weapor. ~ - - ]

IR L e e e T
Treasure takes marny forms: Jewelry, Weapons, Armour, Potions, Money, and other . Ao

special items. ALl treasure, except gold, sifver, and copper, is potentially Magical or Cursed.

?icﬁsomztﬁingupwdiswvaitsuniquzprppaﬁes.ﬂv{agica[imam
items can be a source of great despair. < U

S 3 t

Gems and Jewelry ,
to a’fBanﬁfor apyruisafandseffm prrmsa(s'vc{uyfmm ‘Bank to

RS T

‘Weaponsarcnzczssatyforsurvivaf.'f,vmffyouaﬁﬁm iolence, you “Weapon
fmsc[f-dzfmSmmcmamresin"IﬁzCitywiﬁamc&yqufnomattqﬁou{nifz_)vuan,
and bare hands are rarefy useful. - R e

There are three ways to acquire Weapons: " gl "5 "o 7 T e e i

“'1. Finding them after an Encounter A
© 2. Finding them after uncovering a ‘Trmsum" ’
3. Buying them from a Smithy = 7 " C

i el

. Py ~o

.,q[m)/s‘l:mminé&WM. )’6gﬁvr'z”'w5" :i“t‘lzqz*ly'ﬁz;rtbr'z‘)riw':ht'

Secondmy'WeaporL’Iﬁisway,ifit’s Cwsa{,youmm’tsmckwitﬁitasa:?rinmy%pm

wa WX el pae ey HAF ’,(’::.,}} “".’ -
A ;5“5;‘3."",‘5;?"'3 ;3-3‘ pA :ﬁt_,:'z;;\',g -
ncuia R

fybudﬁ,%wl'
tﬁemsieritisforyoutotzf[ifit’sMagica[orMundam(nomm[).Mggimlmnsit oo
ﬁasspeda[pmpaﬁes:it’swyvaﬁmﬁfwrit’sCursaﬁOmzyou?icﬁupa@dsaf’mem s

youcan’t’Dropit;youmLfﬁefptogetrizfojit.?ic&upany'Weaponyouﬁndasa I

> ..
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amoﬁtainedaftzr‘fmwuntasprfoumfm%msm‘hﬁztﬁan <
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while you travel to a Guild for help. Note: A Shield should afways be used as @ Second- B

ary Weapon.

nyouﬁndaWeaponyouwantwﬁifecanyingtftemaximum[oa&'Dmpméoj’tﬁ?:v
’Weaponsyouafmaxfy ﬁaww?icﬁitup.ﬂ%ponmustﬁe&wdyasgitﬁqmry )

mSewndarwaponinordamBe}dmpp&i?o{fm_y‘tfzyrqmyg. . ’ )

Potions Some Potions are beneficial in advancing your Character. “Wﬁcnyou find o

a Potion, decide whether to Keep it, Leave it, or Use it. OnayoqumaToﬁm.'Emmim
or Use it right away. The Potion deteriorates once the seal on the container is broken.
‘Examine a Potion for colour. To find out more, Sip or Taste it. Each .Sipor’msutcﬂs
you a little more about the Potion. Many Potions are unstable and disappear during



examination. "lbsaveafPou.onfor (ater, dontOpmunafyourerwfvto’Uscu. A
There are four major categories of Potions: - . .. Cmeas o
Benign: Water, Fruit Juice, Milk, Mineral Water . . .. ... - NP
Advantageous: Invulnerability, Cure, Potions to aid Stats .
Disadvantageous: Strong Alcohol, 'Pouons to ’Dmurusﬁ Stats, _‘Ww.!z ?oum@. ,
Dangemus Strong Poisons, Acids - R

Poisors in your system usuaf[y causes cfeatﬁ. When pmsonecf you sustain uuua[ 3t 5
Point and neurological damage in line with the strength of the Poison. Jf you're lucky .
enough to find a Potion that cures Poison, drink it. Otherwise, ﬁmf a }{eafer ngfu away

There are four ways you can be poisoned: ) o

1. Swaflowing poisonous Potions . B S

2. Being clawed by a poisonous creature dunng an ’Encounter R

3. ‘Being bitten by a poisonous creature during an ‘Encounter
i 4 ’Bang httf:yapm.sonoustmf(funngan')inwumcr

L e L ‘.-."' B LS

e

‘Disease, untreated, causes death. Contmcung a Disease results in Hit Point amf
neurological damage in line with the severity of the infection. % you get a Disease, drink '
a?ouontﬁatc&mlsesorscekouta}{eafajf mc[awedorhttmmqn‘fmwumer, B
fmda}(eafertopmmtposslb(emfemmt. '.5,15‘{#-,:,““",,} ‘-" ~T ok

There are three ways to contract Disease: RSN e ‘
1. Contact with bacterial spores from MofdancfSﬁme N P :
2. Being clawed by a diseased creature I T
3’Bangﬁtttmbyarﬁseasafcmamm ' ;1‘{"..:;_7‘_:,,_'* et ke
AR N A
Encounters with Bemgs m’IﬁcCttyan:commom ‘Iﬁe ﬁve categonrs of ‘Enwuntas
arzﬁstzdbe(owmtﬁeorrfanwstfavoumﬁ(zwyou : -
1. You Surprise a fife form . - '.';,:},,.;, el T e s A
Dou Notice a life form (before it sees e e 4t
éi . You' See a ife fcfm{L at tﬁzejsanw um):?usi):e.s ym% -,‘,;: ;;:“ ey
4. Aﬁfefonn?{_onczsyouﬁrst e e,
5. 9’ou are Surprised 6y a fife form ’-}*"“".’ I

Al

Inan ’Encounter, you are atﬁzr Engage:f or ’Dtsenga_qez{ ’Iﬁzrc are sepamte menus for
each of these options.

PR

’Engagaf means you must battle the fife form or try t0 become ’Dweng ed:
Sneak attack is available when you Surprise a (ife form. Since your opponent is
unaware of your presence, you have the advanwg : '
Lunge is a two-handed blow that can land with great force. Bewware: Djtfus blow
Jails, you have virtually no defense against retafiation. . :
Attack is the standard fighting maneuver. You move offensively w Fu[e mamuumng
a decent defense.

Parry is an offensive move offering the highest possd’)[e defenswc posture. )

e 'Mwﬂ e
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until you're ruuf} to Use it.

1tET e e

aud Stats o
minish Stats, Weak Poisons

1 poisoncd, 5/611 Sustam. initial Hit
wth of the Poison. ¥ you're (ucky
therwise, fmd a J{EQD:T right away.

jan FEncounter
an ‘Encounter
wounter

Duscase results in Hit Point and
fection. Jf you get a Disease, drink
 clawed or itten in an ‘Encournter,

- PR A

u;fS[tmz R RS- s (RO ¥
cap EIE SR
S “1 ot . -
. ‘The five categories of Encounters
srae e - . his
;syou’ L e

o s
PO

ngagez% ’Iﬁem are sépclx;a'tz menus for .

try to become Disengaged:
a {ife form. Since your opponent is
ntage.
th grer+ fome. ‘Beware: K this blow

~te

st po'ssiﬁfz defcnswe posture. '

mowe offémiwfy while maintaining o

Disengaged[etsyoutfeafwitﬁyouropponmtina(zssvio(mtmm .
Trick an opponent if you're Jntelligent. ¥ a Trick fails, try it again. Beware:

You're not prepared for defense if the Trick fails.

Cﬁannanopponmtijyour(‘fmm[zwfis high.

Some options are found in citfier merus:

Ready item if you fave something appropriate, fike a “Weapon.
Use item you have Ready.
Leave to get out of the Encounter.

Tailor your Encounter strtegy to fit your condition and the kind of fife form confront-
ing you. Jt’s easier to Trick a ‘Warrior than a Master Thief. Don’t expect to Chanm or
Trick mindless {ife forms; you’d (ook pretty silly trying to Charm Mold! ;
Life Forms There are many (ife forms in ‘The City:

The Poor are humanoids who fiave no ambition or have met with some catastrophe
that has put them in dire straits.

Commoner These are individuals with no special skills or distinctions.

Memﬁmﬂ‘)’ouusuaﬂysezt&asecapimﬁsttypesontﬁeirwayw orﬁumwﬁuﬁng-
and-dealing. They work fhard to keep The City’s econonty frealthy. e

Couriers There's no telephone o telegrapf, so Couriers are necessary for defivering
messagesasweffasparcefs. : e v
Guard Most Guards are employed by the nobility. They're The City's po[ia:mdt. ’
G[adiaww. amprovmﬁgﬁtzrsfrmntﬁeﬂmm(james. IR P
Noblemen are rich and powerful “Iﬁzy[iwintﬁz:Pafaaandam_fomfafqamesin ’
the Arena. ‘When out in public, they're attended by their private Guards. - !

Dnmfsﬁort(4feawﬂ)andswdzy(150pounds),®warmmimmsﬁng chamcters.

They're resistant to many Poisons and Magic Spells, fave excellent night vision, and
amwﬁﬁ:cfosewmﬁatﬁghw's. . S '
Mages, Wizands and other magical types dwell in The City. Most are associated with
Guilds or other learning institutions.
'Iﬁie_f“[ﬁmarenmny‘lﬁievesin"[ﬁzﬁty each with his own criminal speciafty.
Assassin Hired killers strike swiftly, without wamning. .
Jmp Short (2 feet), devilish ﬁrz—ﬁmuﬁers, Jmps have long, dagger-(ike, poisonous tails.
Avoid them!
Night Stalker Legendary creature of the night. An extremely powerful beast that no
ore can be certain doesn’t exist.
mostly evil, in The City. JYou must be constantly

Others There are many otfier creatures,
vigi[ant.



Programmed by Philip Price
Microscreen Art by Craig Skinner
. Music by Gary Gilbertson L,
Documentation by Kathi B. remblay ~ ~

Here's how to use your Atari computer to enter Alternate Reality. Read the Guidebook
before loading the game. 3t fas information you'll need in The Ciyy. - S
Requirements = 0 Lo -

* Atari® 400/800/XL series computer (48%)
* Compatible disk drives (1 or 2)
* TV or video monitor
* Joystick (Optional) o L
* ‘Blank, formatted disk (Charcter Disk—Optional)
* Alternate Reality—The City game diskettes (2)
. e e e T e epege sl TR TUr RS- - 3 *
Note: Do not Write Protect the game disks or }'imif’ Chamcter Disk. 3t’s a good idea
..wmﬁzﬁackupwpiesbeforeyou(oadtﬁzgame.%ucanmakewpizsofbotﬁ )
sides of Disk 2 and Side 2 of Disk 1. An elementary copy program is included
on Disk 2. Tum off your computer. Insert Disk 2 (either side) into the disk drive
and close the door. ‘Tumn on the computer. Follow the prompts. O6u can also use
" this copy progmm to backup your Chamcter Disk.  +: ir o1 tcied 1 =
* 1. Tum off the computer and connect a joystick (if desired). - &Py v
2. Place Disk 1, Side 1 in the drive (with two drives, place Disk 2, Side 1 in the
second drive). Turn on the drive and the computer. Jf the wrong disk is in the
drive, the game asks for the correct one. ‘With two drives, the game checks both
drives for the correct disk.
3.Wﬁzntﬁegamisfoadaf,fo([owtﬁepmmpts. T
4. Once you're familiar with the game, press Start to bypass }ﬁg‘ppe@ng scenario,
‘ ’Iﬁismﬁzsyoqdimc;fytogﬁecﬁamcterﬂec@rgmu. R :

'J.,“’\~ [ S S .

Note: I you ﬁawtwoc{riws,youcanravoidmnﬁngcﬁsﬁsam@rirggwmp(ay When
tﬁaganwasksfor.Sideof’Diskz, put your backup copy of Disk 2, Side 2
in the first drive. Leave Disk 2, Side 1 in the second drive. Y




'.
¢

.« Character ’Decisibn

?{xt?\[,tobeconwancwpason R4
Hit ‘E to resume an existing one_
* Hit 7 to initialize a Charcter Disk
-Hit T for a temporary chamcter

'PressﬂtouuhaﬁzeacﬁsktouseasaCﬁamcter'Dtsﬁ.ﬁsprmnpmf mnovetﬁz
ﬂ[ternate Reality disk from the drive and insert a blank, formatted disk. Press any key
to continue. Note: Initializing doesn’t format the disk. Jt simply prepares the disk for
'useasaCﬁamctzr‘Dlsfc.Seeyourﬁltanusasgutdeforfommtangmstmcum =

Press N to create a character. Press Return. As prompted, typeacﬁamaaname
’(upto31(ztters,tncfudmgSeaetN_anw)andpmssR_MmTﬁemxtpmmptsVerﬁ iz
your name. Typetﬁcnamzagamandpmssﬂ{etumf)ﬁumpmmpmfwmrmtﬁzﬂx
‘_Gtﬁsﬁamftnsertacﬁamcterﬂ)tsﬁ.Qﬁucanstomupwfourcﬁamctersonacﬁauw’l)ts
ﬁutcanon[yp[aymtﬁoneataume. ' :_ R

.. Secret Name. Example: %uwantacﬁamcternandemngmtﬁtFwSmﬂ?@m, ®
: Mmuggmnt‘Wﬁenpmmptzdtonamcyourcﬁamaa,typeM . Press Controf and "3
type Giant. Press Return. Only Morag appears on the screen. ‘Venfytﬁcfuﬁmwﬁm &
prompted, pressing Control again for the Secret part. %acccsstﬁxscﬁamcta,typtﬁzﬁﬂ‘
. - name, using the Control key for the Secret Name. Secret letters can be used before, after, -2,
: 4ormtﬁ1nacﬁaractcrsnanw,orfortﬁemumnanw(upto3lfetters) :

- Press I for a temporary character. Follow the prompts, pressing Return after each 7
) mponse. ou can’t save this character, but it’s useful for getnng mto tﬁz 9mn¢ quwﬂy by
‘j"jto(ooﬁ around and [ get the _fcelof tﬁz game. .. .l O :
'Pressf.tf a&eadyﬁaveacﬁamaaﬁmnaymwmvenmmﬂ&m .
the prompt, type the 3D number to the name you’re using. Type the name ¥
(wﬁmpmmpmd)andprzssxmm%mnunwtﬁecﬂamaaﬂ)eaﬂonmmpum
+ instead of typing a name. -

ﬂfyoumaﬁeawmngse[ecuonﬁvmtﬁecﬁamctermeaswnmam,pwss.tﬁc

Opuonﬁzymstzadoftypmgammcﬂfyoumaﬁeanmmwﬁmtypmgacﬁmmmmb
htKmeﬁmtﬁszgmmasksyouwvmfytﬁem

thasefecungfrmntﬁccﬁamctai)monmmu,youmattﬁedoorwmm‘lﬁco

_-To Save A Character

Sawyourcﬁamctcrwﬁznyoumnad;ytostopp(a)nng ‘PrzssS ‘,'Xm' pmmpta
remove the AR disk, insert the Character Disk, amfpressSmrt.’lbp[ayagatmxfoad;
xfecttﬁzsavafcﬁamcwﬁvmtﬁzcﬁamcw@ecwwnnwnu,andtﬁegammwsm -

tﬁepmntyoustoppei

‘.‘.'

Note: Savetﬁecﬁamctzr@dxskmyvu’ﬂfoscltwﬁenyoummoﬂtﬁccmquu




‘haracter Disk. As prompted, remove the
ert a blank, formatted disk. Press any key
at the disk. Jt simply prepares the disk for
r's guide for formatting instructions.

curn. As prompted, type a Character name
d pres mm"[ﬁemxtprmnptls‘l/enﬁ/
et Jurepromptecfwmnovetfwﬂﬂ{

eup tofour charucters on a Chamcter ’Dlsﬁ B

urcﬁamcter usetﬁeCmttro[ﬁey_fora :

ctanamedMomgmtﬁtﬁeSecm%@nw,

r character, type Momg. Press Control and :f‘"
Lrsontﬁzsawt.‘\/mjytﬁefuﬂnamwﬁm s
tpart.%acasstﬁlscﬁamcter,typetﬁeﬁlﬁ :
ame.Secm(ettzrscanBeuscdbefore,afm

ire name (up to 31 [ztte'rs)

[ow tﬁepmmpt.s, pressing Return after each -
t’s useful for gettmg into tﬁz gamc quickly

crﬁoma venture into AR, At
tﬁenanwyoumuang Type the name
to the Character Decision menu, press Return
o Nt el
the Character Decision menu, press the
nake an error when typing a chamcter name,
vmfytﬁenanw

1nwnu,youmattﬁz¢foortomtzr'1ﬁeaty

i pwying. ?ress.S %urzprompmfto
Ysk, aruf press Start. To play again, refoad,

;1 Decision menu, and the game resumes at

(oscitwﬁalyoutumoﬁtﬁzwmpuw. -

-
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: pumﬁaseatnwstsﬁops in The City. 3 you buy a compass, press

e R
*"N . '“é . . " ‘..}.‘. . L
demg your way arouruf’Iﬁz City is ﬂmp(ﬁ.ad by use ofa compass avadaﬁ&for
the Sefect key until you

seut.‘Iﬁzdmctwnyoureﬁzadmgwxﬁa[waysﬁewpmostontﬁewmpass (tﬁeanow o

always Pomts ?\Lortﬁ) vy

.4

woh e s s m W
s W ST O
North Bl e T Sk G0

st e T .
e < -,». .

The Joysncﬁ controls pftyswl( nwvanmt. .
* ‘Enter ‘The City in the beginning scene by pthFung up on tﬁqoysmﬁ. &
. * Move Forward by pushing up on the joystick. .o ‘;V .
* Move Back by pulling down on the joystick. - N o 3.‘"6. A,n “’},A,iﬁ"‘
~ *To Tum thht or Left prtss tﬁz Fire Erutton while pusfung the Jaysucﬁ to ngfu
Ko,

or bft. "‘tg}
. 'To‘Entzrastporswre, pushup ontﬁe)oysncﬁ. To([owtﬁepmmpts Tuf[tfoumi{ ‘
5 '4;:-,‘.

ontﬁcjo)’sucﬁto'ExLL Jtsposnﬁfewﬁacﬁtﬁmugﬁa[L” _)’ e
Kgyﬁoarcf Control - .5 luo bl %

, ’Iopfaymtﬁoutajoysacﬁ usetﬁeﬁzyﬁoardcommamfssﬁownmtﬁcdmgmmbdaw :
- B . .% : th‘;

IS PRy
ERGESIRTI

* Press _'1 to enter ‘Iﬁz Ctty in tfw Begmmng scme. ‘ :‘» AR
* o enter a sfiop or store, press 3. Follow the prompts ~ ’4_. SRR
Yu also use the keyboard to interact  with 6usm¢ss cstabﬁsﬁnwms, review and yoa
tion your ﬁetongmgs, and cfunng ‘Encounters. )

. ii. - » o
ke . <




'ﬂMenuattﬁebotwmoftﬁzscmdtsp(aysyouropuons 'Eacﬁoptwnﬁasn "'
- flashing [etter or number. To choose, press the appropriate flashing character. tn *?
some situations, there is no flashing character. Either hit any kzyoran.wver?’esor o
No, where appropriate. ..« . e -, My

* Press the Select key to get a full account ofyourcomfttwm ZR_epcat una[youvc
seen all the information and are back in normal opemting mode.

* Defend yourself with either hand in an ‘Encounter. Press U to switch hands. A
* Press R to ready a weapon for use. Follow the prompts. S

'?ness’Dto‘Dmpttems "Iﬁlswusua([yzfonewmakeroomjornzwacqumuons,
since fiow much you can carry is fimited. .

® Press P to pause the game. Press P again to Tesunmie p(ay
* Press S to save a character. Toffow the prompts.
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