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D CONJURE &
Practical ADVICE on the MYST]C ARTS courtesy of the

T-iAUMATURGlC GUILD

An Enchanterofevenvour level - castspells,but so doing uses up the Reading vour hool\ lists the \pell\\uu *

would have no difficulty with the basics -+ spell and scroll permanently.so itis have written. along with their meanings.

of magic. butof course there were times — usually much bcuer[owrite theminto  You mxuh[expcnmcnm1ththe \pcll~
hcn\ou“cw dozing during alecture  vourspellbook. Thenvou canuse them  already invourbook to learn their uses.

=

on Spell Casting Not to mention the many times. Before aspellin vour book can actually -*‘
seminars on Thauny; awurgical Theory The Rules of Spell Casting * be used.itmusthe memorized. Onlyv a
thatvouspentiurning flies into tinv dra- Newlv found spells may be written into small number of spells can actually be
QOPS. Sujustin case. here'sa refresher vour spell book by using the GNUSTO memorized atone time.and whentou
course. o spell - write magic™) which vou use aspell vou have memorized.vou for-
spellsare ways of performing magic.  jeqrned e wlvin vour academic career. 8€T it You must rememorize spells to
Each spell is known by the one- w)rd Oncea spellis written in vour \}X“ use themaguain. The SPELLS command lets
name through whichthe spellcanbe hook. it may be used again and again. vou know which spells are memorized.
Usgdd. Magic ‘PF”” wuall haveadura- - gome spellsare o powerfuftobe  Using Your Spell Casting Powers
tion and sometimes adelay before they ginen by awizard ofvour limited You can use spells either by saving CAST
can be used again: Remember: Magic experience. Such spells may still be (the spell’s name ) AT/ON ( something )
spellsare dungerous things. particu- used if they are found on sgrolls.but or.more simpl:bv saving: (the spell’s
larly [(mwrds Wizards hCl&th“Cd the xpcllmll be gone dfteritis used.) name) (something ). Some spells are so

abilities in this realm carry the penalty
of heightered sensitivity to spells cast
by othérs. Sometimes a spell which
mundane person would noteven notice
will have a profound etfect upon vou!

general in application that thev require
no object—just tvping the spell name
is enough. '
For e\ample suppose there were a
spell named BOZBAR thatvou had writ- _*
ten in vout spell book or were carrving
onaspell scrolk: '
>LEARN BOZBAR or >MEMORIZE
4% | BOZBAR would make the spell availuble
i Jtor immediate use. -,
>BOZBAR HORSE >CAST BOZBARAT
HORSE >CAST THE BOZBAR SPELL AT
THE HORSE would all have the same
* result:BOZBAR the poor horse.

o f 2D %@Ma—

wlyone).vou have a pegsonal spell
hook.in which vou record the spells
vou are capable of using. Your book
contains a few spells before the game
hegins: others may ‘be udded durmg
vour travels.

You may findspéll sc.mlls here anQ
there. These are exgremely valyable
objects. They may be uset directhgo
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Latitude and Longitude

While a wizard of sufficient skill may

transport himself great distances with
atwitch of his smallesttoe, vour level

“ of skill restricts vou to more common

forms of transportation. such as walk-

ing. You should notconsider vourself

above snooping around, as vour sur-

roundings are almost always dangerous.
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,“The VERBOSE command
ENCHANTER to displav the full descrip-

tion of every room and every object
each time vou see them. notjust the first
time. The SUPERBRIEF command tells
ENCHANTER to displav only the name
of the room.and notany of the objects
init.even on vour firstvisit there. When

vou dre in SUPERBRIEF mode. vou can

: i The bestwav to move from place to still geta description of the room and tion: others mav not need to be sobved
| placeistorype the direction inwhich the objects presentby tvping LOOK or L+ atall. Sometimes using one way tosolve
; ;’ vouwant to move. You can use alleight — The BRIEFcommand el ENCHANTER apre blem will muke itharder or impos-
’ compass directions,which can be to return to the initial mode.inwhich sible to solve another.and sometimes it |
E. abbreviated to N, E, S, W,NE,SE,NW,and  vou see descriptions onlyonvourfirst— will make itblissfully easy. '
o SW.UPand DOWN are also important. visitto droom. Untilvou have mastered those
: I:II\IJ]SSSIED IEJLT th:l;iel\lidted to'l‘J mﬂwd D Examining Objects sp_cll; fipulmg\\'i)tl}cl;i.iE\x'mng;‘undthc
avalsoworkin certain AManv objects in ENCHANTER are pvxed‘mn‘( ujot the tuuu_x.‘mu m];JN 4 %
{ places. important cither because they are magi- find itedsier w pky ENCHANTER with :
; Exploration cal or hecause thev are useful for more another person. One person ”'“1%’1“ fina .
: ENCHANTER™ calls each location a common purposes, such as providing aproblem difticult while another mizht b
f % “room.” When vou enter a room for nourishment. (Fven Enchanters must find iteasy: o plavers often comple- i
' thefirsttime. ENCHANTER displivsthe eatand sleep!) Examine or read every menteach other i
b name of the room.its description.and object that seems important - its the Pen to Parchment E
i descriptions of any interesting objects onlyway that vou can expectiosurvive Atone time Enchanters could recalln ;
in the room with which vou mightwant — vour apprenticeship and acquire new complete detnl even the tiniestevents .
! winteract. Whenvoureturntoaroom.  skills Even lifethreateningactionsmay - intheir lives.and even projedi these rec: I
. onlythe name of the room and names of  lead tonew insights. Don tforget that ollections upon clouds for the amase- f
0 theobjeats initare normally displived. vour mentor. Belboz the Necromancer. ment of the populace. Alis such skills ¥
_ 0 Walkingaround aroom isunnecessarve - isskilledatthe revival of those givenup - are forgotten now.sovouwill idituse- i
& amvthing inside aroom isalwayswithin - for dead.(Besides.vou canalwaysstart - fulto make amapus a protection RIENTISN: |
£ reach. ( Unless.ofcourse.vouare sitting —— over again,or SAVE vour position first becoming hopelessy lost Remeniber !
H or lving down or the objectis somehow See the section by the Scriveners) Try- - thin there are 10 possible directions.
T enclosedorprotected.) ing thesbizarre can be funand oftenwill— plus INand OUT
. give vou a clue. Heres anonsense o .-
o SR example: . S S 8
F AT S S >GIVE THEMAGIC GERANICVITO -
! NN THE WOLF N o
§ N ~ The wolf considers, foramoment,eating -~ =3y« =77 =7 7 o B )
P Yoo thegeishiumiinstead of you Thenhe " - A
5 f;: decidesthe better of it and advances | ” : j
F B - towardéyou. . : / i ; : !
‘ B A 1} R B
CE—— ‘/ e ) 7 d pd ’ f:
e LT I e e
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Inaddition’to fearning something
useful about the culinary preferences of
wolves, vou have i clue tharperhaps
feeding something else (asteak? tothe
wolf would be more useful

There are many possible routes to the
successful completion of ENCHANTER.
Some problems that you encounter
along the wav have more thanone solu-
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ltis easv to ommunic. 1tc with -
ENCHANTER When vou see the
prompt( _.E.\C}Lk\TER iswaiting
for vou to tvpe in vour igstructons.
When vou have finished doing so.press
the RETURN or ENTER kev: ENCHANTER
will respond.and the prompuavil]
redppear tor vour nextaction,

When vou plav ENCHANTER torany
other INTERLOGIC "game).vSunpe
vour commands in plain English:You
can pretend thatall vour sengences
beginwith “Twantto.... although vou
should notrvpe those words explicitly”
ENCHANTER will digest vour request.
and tell vouwhether vour command
is possible in that situation. as well as
amvthing interesting thathappens as a
resultofvour action,

Commanding Sentences

All wordsare recognized by their first
six letters.and . l“\Ub\t’quLn[lc‘[[c‘l\ are
ignored. Therefore. ENCHANter and
ENCHANtment would look the same

o ENCHANTER :

ENCHANTER understunds muny
difterentkinds of sentences. These
examples use objects or situations that'
donotactuallv occur in the game:

TAKE THE SCROLL. TAKE ALL ORTHE
T . SCROLLS. TAKE ALL BUT THE WAND. .

GO OUT.DROP THE NEWT INTO THE
POT. EXAMINE THE LARGE RED .
DEMON. PUSH THE GREEN BUTTON.
HIT THE. GREEN BUTTON WITH THE
MAGIC WAND~LOOK UNDER THE

.

GIVE THE SPELL BQOK TO THE FROG.
REACH INTO THE HOLE.

wverb by the word AND or b\ dcomnii
rexample: .

- DROP THE SWORD AND THEMAGIC
KNIFE. TAKE THE SPRIG OF IVY, THE. -
MISTLETOE, AND=T&F SPOTIED FROG'
PUT THE NEWT AND THE MERCURY
INTO THE MORTAR -

WORKBENCH. READ THE SPELLBOOK. .

You must separate multiple objects of

You can include several sentences
onone inputline if vou separare theg
by the word THEN tnot ANDY or by a
pcmd No period is necessarv at the
endof the iputline, Forexample. -
voucouldype the following onone |
input line:

READ THE SCROLL. WRITE ON IT. DROP
THE IDOLINTO THE LAKE THEN LOCK -
THE DOOR

There ueun]\ moklmlwfqummms
that ENCHANTER unyderstands. The first
is WHO IS¢ sun]c‘_ggm_nd the other s
WHERE IS (somethifg). For example:
WHO IS ENTHARION? WHERE IS THE
SPELL BOOK? -

The Gentle Artof Persuasion

You will meet other creatures —

some hunun,some not-as vou play
ENCHANTER You can ik to a creature

by ovping its name. followed by a comma,

followed by whatever vou want to sav
it Forexample:

IMP, WHERE IS THE SPELL BOOK7
HENCHMAN, FOLLOW ME. ADVEN-
TURER, KILLTHE MONSTER. SQUIRE,
GIVE ME THE WAND THEN CLEAN OFf
THE SANDALS. .

ENCHANTER tries to be clever about _

wharvou really mean when vou don't
give ¢ >mplcte inforniation. For exam-
plc if vou wantto dosomething. but
voudontspecifv whatto doitwith or
10, E\'CH ANTER will sometimes decide
tatthere was onlv one possible ()hlut
vou coukd have meant When itdoes
this, itwilltellyou parenthetically: hn

examplé: .
>UNLOCK THE DOOR
(with the key)

The dooris now unlocked.

Ifvour sentence is ambiguous,
ENCHANTER willask what voy reulls
meunt. Mostsuch questions canbe
answered brieflv. For example: .
>SLICE THE SCROLL
What do you want to slice the scroll -
with? {

RATORS GLHLD

* . enchanted scroil or the @»eyve“urn .

- >THE SCIMITAR .
. ®The scroli s reduced to paperdoHs

‘V>VTAKE THE'SCROLL
hichscroll do you mean, the evil

scroll?
. SENCHANTED )

The gvilin-the scroll flows inexorably up
- your arm. [t seems to be seeking out your
: heart! -

The Power of Vocabulary
ENCHANTER uses many more words
thanitwill acceptin vour inputs, ~___4
ENCHANTER recognizes avocabulary

of hindreds of words - ne: irlvatl the

words tharvou would be likely to use in
plaving the game. However. descrip-
Gons of rooms, objects.or events may
use words that ENCHANTER couldn t
possiblv digest. These vordsure used
only to enhance vour mental imagery.
andare notnecessan for vou to use to
complete the game. (fvou tind that
ENCHANTER doesn thnow aword vou
wish to use o it likely synonvms,vou
almostcert unl\ dontneed thatword to
solve the game.

Completely m\xnt\m”xemcnu\
will Cause ENCHANTER tuu)mpl unin
one wav or gnother (See the section
by the Phvsici: ans for an explanationf _,..4
these complaines. ) Afrer making the

-complaint ENCHANTER will ignore
the restofthe inputline. Unusual events,
suchas being attacked. will also make
ENCHANTER ignore the restof the sen-
tences vou tv pcd since the eventmay

e l\C(thUCLl\()UI‘\lLU m<md1 amatically
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3 NN 7 ”’llm\ Y (\skette.

vour mission.vou mav order
£CI ERto give vou information by
_ﬁ)viri Kpecific commands. These com-
bmaptls can be used again and again as
efded. Some will constitute amove,
fid ime will elapse: others will not
fcause time within the game to elapse.

“Tvpe these commands after the prompt

[’ (>)appears:

AGAIN * Tells ENCHANTER to respond

asifvou had repeated vour previous

sentence (unlessyou are talking toa
character ). You mav abbreviate AGAIN

G,

- BRIEF # Commands ENCHANTER to
describe in full only newlvencoun-
tered rooms and objects. Rooms already
visited and objects already seen will be
described by displaving the room name
and the object names onlv. BRIEF is the

©fmital mode of the game.

~ DIAGNOSE * Tells vou if vou are tired.

thirst.or hungrv.

INVENTORY = Lists all of the items that
vou are carrving. You mav abbreviate
INVENTORY to .

LOOK # Describes vour surroundings
in detail. You mayv abbreviate LOOK to L.
QUIT = Ends the game session. If vou
want.vou can SAVE vour position first.
You may abbreviate QUIT 0 Q.
RESTART » Starts the game over from
the beginning.

RESTORE » Restores i game position
made using the SAVE command.

i
N,
NS ."‘}

{
f

winying based on thitscore.
Commands your printerto’
ing atranscript of the game as

SPELLS # Lists the spells vou currently
have memorized from vour spell hook.
SUPERBRIEF » Commands ENCHANTER
to show vou onlv the name of the room
when vou enter.and no other

“information. ~

TIME = Gives the currenttimeof dav in
the game . You mav abbreviate TMEw T,
UNSCRIPT » Commands vour printer to
stop making a transcript. .
VERBOSE * Tells ENCHANTER to show
vou a full description of the room dnd
the objects in it whenever vou entera
room. {See BRIEF and SUPERBRIEF.)
VERSION * Gives vou the release num-
berand the serial number of vour ver-
sion Of ENCHANTER.

WAIT » Causes time iy the game 1o pass.
Normally.betsween vour moves. no time
is passing as far as ENCHANTER s con-
cerned. WAIT is used to muke time pass
in the game without doing amvthing It
might be useful if vou are waiting for a
specific ime. waitingfor a character to
arrive. waiting for an event to happen.
etc. You can abbreviate WAIT o Z.

Senténce Syntax

= Sentences must contain atleastaverh
oracommand.

2 Multiple objects of the verb must
be separated by the word AND or by
4 COmmMiL.

2 Several sentences tvped on the same
inputline mustbe separated bya
period or the word THEN A period
is notneeded arthe end of aldine of
input.

= Onlvtwo kinds of questions may be
asked: WHO and WHERE.

2 Directions mav be abbreviated as fol-
lows: N (North}, S (South), E (East), W
(West),NE (Northeast), SE (Southeast),
NW (Northwest), SW (Southwest), U
(Up), D (Down).IN and OUT muvalso
be useful.

Marking Time and Resuming Place
should vou wish to stop plaving
but resume from the same position at i
later time, use the SAVE command.
This comes in handv because it tikes
many hours to plav ENCHANTER .and
vou may notwuntto plavanentire
game in one sitting. Also, the cautious
or prudent plaver can use SAVE asa pro-
tection before atempting something
dangerous or trickv. Then evenifvou
are "killed. vou can return to the SAVEd
point. To save a game position. nvpe
SAVE atthe game prompt( > ) and then
follow the instructions on vour Refer-
ence Card. Remegber thatsome sys-
tems require a blank. initialized disk for
storage. To resume plaving after vou
have made 1 SAVE. npe RESTORE atthe
promptand follow Reference Card
instructions. You can then continue plav-
ing from vour RESTOREd position (It
would probably be wise to look around
w reorientyourself. ) You can RESTORE
any position atany time during plav.

Ifvou want to stop plaving altogether.
tvpe QUIT ENCHANTER will ask vou to
confirm that vou reallv want o leave the
game. Tope Y for YES.

To startover from the beginning.nvpe
RESTART. Once again. ENCHANTER will
ask vouto confirm vour decision.
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digest vour input.or if it wants jouto ~.ox ) ‘g .~ ; ““»«-‘“}.‘T;.«‘ SENTENCE Anexan 1plex~ Shoot the
clarifvvour instruction. Some ofthe =7 LT N T S wraithin the bed washthe crosshow!”
common ENCHANTER responsesare: = »#= 2 ,‘ D ST Avalid ENCHANTER sentence contains,
" {DON'T KNOW THE WORD (vour Coe e o atmosCone directobjectand one indi
* word). The word vou tped is notin the ~ oo rectobject.
game s vocabularv Sometimes asyno- s ' / IBEG YOUR PARDCN? You did ne >t
nvm or rephrasing will help here. If not, l‘fm 2 npe anvthing atter the prompte >
vou can usually be sure that the word o and betore vou pressed the RETU RN
isn Timportant in playing the game. or ENTER kev on vour kevboard.
| CAN'T USE THE WORD (vour word) [CAN'T SEE ANY (object) HERE. The
HERE. ENCHANTER knows vour word. objectvou referred to was notfound in
but cannot understand it the way it VOUT VICinity:
“appeurs in your input It may be that - " - | CAN'T USE MULTIPLE DIRECT (or INDI-
. ENCHANTER uses the word as a differ- B RECT)OBJECTS WITH (vourverb). You
R “cnt Pbm OfSP‘fLelg;_-”}fo example.you can use multiple objects (thatis.nouns
~ e using asanoun(asin /» LO or noun phrases separated by AND or a
o i opdhedight ) but ENCHANTER - qfcmz @lll comnm)}())nl\ m[hiut iinverbs. Among
kno 'ﬁUGﬁ{ynl\ asaverb (asin’ light the more useful of thc;c\'erl S ueTAKE
). Or it is possible that vour I J DROP.andPUT. '~ y
e semeﬂcemade nosense atall: "Open ; I DON’ TUNDERSTAVDTHAT SIENTENCE 3ot
 the k! forexample. . ,{ You typed a sentence that was gibberish, -
S YOU WSTSUM%A,NOUN' This usu- H q’ ’ at leastas far as ENGHANTER wasCon- -fﬁ
Call y indiCates mfgmpletﬁeme; l‘. z‘,l(lz J+ "cerned. You mxohtm uphr&smﬁhc f_‘f-\
e suchas “EatheTed o Put the bor (,{a«-\} A gemcme — _ N
; - inthe, whete ENCHANTER expected -y, 4., B ‘j LTy , . ;M;.; ’w e b .
/' i 'anothcrnoun butcouldntfmdone_,‘;.af é"‘.’.g{'-. " ;3 ;{ SR ,f,.«-’ s ' S PO
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& ALogofthe Commands We Heed * S . © The wizards at Infocom are never T
The following list of useful words *  JUMP REACH TIME (or T)* | satistied. Before we release a game we
includes some common verhs.some . KILL READ TOUCH spend long months conjuring. scruti-

* | commands,and those special com- KNOCK RESTART*  TURN nizing the game tor errors.and testing

«| mandsand verbs described by the LEARN RESTORE*  UNLOCK them on hordes of thralls. Then we cast
Scriveners. This list does not represent LEAVE SAVE* UNSCRIPT* | powerful spells of exorcism and exter-

“the entire vocabulary availuble to an LIE SCORE* UNTIE mination on any sprites. glitches, or
Enchanter and makes no mentionofthe  LIGHT. SCRIPT* VERBOSE* | bugs.

-numerous command variationsvou can  LISTEN SEARCH VERSION* Even Jﬁerour games are rele: lstd o
construct by using prepositions (¢.g., LOCK . .SHAKE WAIT {(or 2)* | the material world, thev are not bevond
LOOK could alsobe LOOKUNDER, LOOK SHOW WAKE our powers. Should you be st irtled bva
LOOK AT etc.). MAKE SLEEP WALK | missed bug.or nettled by some incon-
AGAIN (or G)* CLOSE ERASE ~ MEMORIZE  SPELLS* WAVE sistency of description, or convinced
ASK- CONNECT ESCAPE MOVE STAND WEAR that ENCHANTER was U[hc'r too ditfi-

s | ATTACK ~ cut EXAMINE QUIT(or Q)* STAY WRITE . | cultortoo easy,or seized by the desire
AVOID DESTROY-  FLL POINT SUPERBRIEF* [ to communicate with us in the world of
BRING - DIAGNOSE* FIND POUR + TAKE , darkness and light—we'd love to hear
BRIEF* . DRINK FLY PULL - - TELL from vou.Just mail vour missive to:

* | BURN DROP FOLLOW PUSH  * THANK - .. [nfocom, Inc. o

«| CAST EAT ° GIVE PUT THROW ol Wheeler Street
« | CLIMB o ENTER H!DE RAISE TIE Camll)‘ri«lllge.MAOZBS
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Now that vou have shared in the wis-
dom of the Guilds.vou are ready to play
ENCHANTER To load the game follow
the instructionson the Reference Card
(included in the game package ). A brief
introductory passage will appear. fol-
lowed by the copyvright notice and
release number You will then see the

description of the game s starting loga-

tion. Finallv:the prompt( >)mll appear.
Itistime to begin!

Scoring and True Aim

ENCHANTER keeps track of vour score
as arough measure of vour progress in
the game. A perfect score is to be strived

for.hbutof course a4 true Enchanter is above

such mundane considerations and wil]
consalt the score onlv o measure prog-
ress towards more worthy goals.
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INFOCOM

infocorn, .nc.. 55 Wheeler Street. Cambridge, MA 02138

INTERLOGIC™ Reference Card for th..

ATARI’

I. What You Need

Required

(J ATARI 400 or ATARI 800
computer

(J 32K bytes of RAM

{3 One ATARI 810 disk drive

Optional

[J One or more blank, formatted
diskettes (for SAVES)

(] 40K or 48K bytes of RAM (for
faster execution)

(] Printer connected to the printer
port of an ATARI 850 interface module
(for SCRIPT)

(CJ Second 810 disk drive {for
convenience with SAVE)

il. Loading the Game

One-sided Games

1. Turn off the computer and
remove the installed cartridge(s), if any.

2. Turn on Drive 1, insert the game
diskelte, and close the drive door.

3. Turn on your computer. The disk
drive will spin the disketle and the pro-
gram will load in about thirty seconds.

4. If nothing appears on your
screen, something is wrong. (See the
Troubleshooting section.)

Two-sided Games

1. Follow steps 1 10 3 for one-sided
games above using side 1 of the game
disk.

2. When you are prompied to do
so, remove the disk, turn it over, and
insert it in the drive. You will not need
side 1 again unless you reload or
RESTART the game.

3. Press the RETURN key to com-
plete the loading process

ATARI 1s a registered trademark of Atari, Inc

lil. Talking to the Game

Whenever you see the prompt (>),
the game is waiting for you to type in
your instructions. You may type up to
two full lines of text at a time. I you
make a mistake, use the DELETE key
to erase the error one character at a
time. (Warning: Do not delete the
prompt!) When you have tinished typ-
ing in your instructions, press the
RETURN key. The game will respond
and then the prompt (>) will reappear.

if a description wili not fit on the
screen all at once, [MORE] will appear
in the bottom left portion of the screen.
Aiter reading the part on the screen,
you will need to press the space bar to
see the rest of the description.

1V. SCRIPTing

If you have a printer, you may
make a transcript of the game as you
play it:

1. Connect the printer to the
printer port of an ATAR!I 850 interface
module connected to the computer.

2. Turn on the printer and the
intertace module.

3. Load the game as described
above.

4. To start the transcript at any
time, use the SCRIPT command

5. To stop the transcript, use
UNSCRIPT. )

6. SCRIPT and UNSCRIPT may be
used as often as desired as long as the
printer is left on-line.

WARNING

DO NOT turn power on or oft with disk in
drive. DO NO’P(r’omove or replace disk while
busy light is on. Any of these actions will
damage disk and void warranty.

INTERLOGIC, ZORK, and DEADLINE are trademarks ot Intocom, Inc.
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V. The Status Line

At the top of the screen, you wilt
see a status line. This line is updated
after every move 1o show your current
whereabouts in the game. Depending
upon the type of game, it may also
show other information.

Score

In games that keep a score, such
as the ZORK® underground adventures,
the right side of the status line will .
show something like this:

Score: 245/920

The first number is your score and
the second is the total number of
moves you have made. In the example
you have 245 points in 920 moves.

Time

In games that keep track of the
time (e.g., the mystery thriller
DEADLINE™), the right side of the
status line will look something like the
following:

Time: 9:22 am

This shows the current time of day
in the game.

Vi. Restarting the Game

The game may be restarted either
by using the RESTART command or by
pressing the S/RESET key. For a two-

'sided game, it will be necessary to re-

insert the game disk using side 1. You
must do this before pressing the
S/RESET key. In the case of RESTART,
you should wait until you are prompted
to do so.

Vil. Saving a Game Position

To save the current position, use
the SAVE command. You may SAVE up
to five different game positions on
each storage diskette and RESTORE
them in any order. To keep track of
these different positions, each is
assigned a number (from 0 to 4). Each
time you SAVE a game position, it will
overwrite any position that is already
on your storage diskette with the
number you specified. If you want to
SAVE more than one position, you must
use a different position number for
each one.

When you enter the SAVE com-
mand, the game will respond:

Please insert SAVE diskette,
Position (0-4) (Default = 0)

1. Type a number between 0 and 4
to tell the game to use that position on
the diskette. Do not press the RETURN
key after the digit. (Alternatively, you
may press the RETURN key without
typing a digit to tell the game to use
the defaull, which in this case is 0.)
The game will respond:

Drive (1-8): (Default=1)
if you have only one disk drive, pro-
ceed as follows:

2. Press RETURN to tell the game
to copy to Drive 1. It will then respond:

—Press RETURN key to begin —

3. Remove the game diskette from
the disk drive.

4. Insert the storage diskette and
close the drive door. (To prepare this
diskette, see Initializing Storage
Diskettes.)

5. Press the RETURN key. The
diskette will spin for forty seconds or
less, then it will respond:

Please re-insert game diskette,
—Press RETURN to continue —

6. Remove the storage diskette
from the drive and insert the game
diskette (side 2 for a two-sided game)
again. Close the drive door.

7. Press the RETURN key. If all is
well, the game will respond:

Ok
1 it responds:
Failed

consult the Troubleshooting section.

You may now continue playing. You
can use the storage diskette and the
RESTORE command to return to this
position at another time,

if you have more than one disk
drive, follow the above procedure, but
omit the steps numbered 3, 5, and 6.
Use the appropriate drive number in
step 2 for the disk drive that you use in
step 4.

Vill. Restoring a Saved Game
Position

To restore a previously saved game
position, enter the RESTORE com:-
mand. Then follow the steps (1 to 7) for
SAVE above.

IX. initializing Storage
Diskettes :

Storage diskettes are made using
the standard DOS diskette formatting
procedure. See ATAR!'s ‘'Disk Operat-
ing System Reference Manual’ for
detailed instructions.

X. Troubleshooting

If the game falils to load properly or
SAVE/RESTORE fails, check each of '
the following items. If none of these of-
fers a solution, call your ATARI dealer
for assistance.

1. Check to see that your ATARI
and disk drive(s) are plugged in cor-
rectly, connected properly, and that
everything is turned on. .

2. Check to see that the diskette
was inserted correctly, and that the
drive door(s) is closed.

3. Inspect the diskette carefully for
any visible damage.

4. Be sure that the diskette is in
the proper drive. The game diskette
may only be run from Drive 1 (side 1
for two-sided games). For
SAVE/RESTORE, be sure that you have
typed the correct drive number for the
storage diskette.

S. For SAVE, be sure that the
storage diskette is not write-protected
(i.e., there is nothing covering the
notch on the side of the diskette).

6. Also for SAVE, be certain that
the diskette has been Initialized proper-
ly. As a last resort, try a different
diskette.

7. Try again: the problem may only
be momentary.



