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g down thers somsthing terrifying.
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Now you've got to face it...because now only you can save

the Aquadome-the worlds lirst undersea research station.

The aiarm sounds and your sub>-
marine, the Scirnitar, stands waiting.
But not so fast-you haver't even
tested the Scimitar in deep water, and
the crew at the Aquadoime may have
a traitor in its ranks Sc¢ be carefui! You
have terrifying possibilities to consider,
mysteries to unravel, life-and-death
decisions to make!

Success won't come easily. It may
not come at alfi-because if you chal-
lenge the deep without ali your wits,
you just might wind up as shark bait.

SEASTALRER shifts your brain
into high gear.

Here's adventure in the tradition of
Jules Verne's 20,000 Leagues Under
the Sea But instead of reading pages
from a book, you become the main
character. And your skills in planning
and deduction mahe the story unfold
into a fantastic undersea exploratios.

Mo video gate comes close Lo the
experience of SEASTALKER. Why?

Because every full-sentence command
that you type into your computer
moves you farther into the awesome
mysteries of the dark ocean . .. and
every puzzie must be solved, with
brains, and with daring.

It takes courage and a keen mind
10 join the Discovery Squad. For in-
stance, you'l need te uncover the
secrets of tricky crewmen—Marv must
know something about the black box;
maybe ! shouid follow him and see
what he does? And you'll find out
what it means to do or die—If I don't
figure out how to fix this sut: soon,
that monster's going to attack.

So come on in-it’s time to see if
you can create the kind of story that
legends are made of.

Try these other Infocom games
for more advanced players.

The fantastic worlds of the classic
ZORK™ triloy. ENCHANTER ™
and SORCERER ™I The mystery of
DEADLINE™ and The WITNESS™!

Great science fiction actior: with
STARCROSS,” SUSPENDED,” and
PLANETFALL"t High adventure amid
the pyramids with INFIDEL™!

Copyright € 1984 Infucom tnc

ZORK 15 4 regustered tradumark of (iucon, e
SEASTALRER ENCHANTER SURCERER DEADLINE. The
WITNESS STAKCROSS SUSPENDED PLANETFALL and
INFIDEL are trademarhs of infocom. tnc.

Warranty. For a complele warraniy sialement please
see Lhe Instruclion manual enciosed i Lhis pachage

Copynght Ths software product 1S «cpyrnighited and ol
rights are reserved by Infocon: tnc The distribubion
and sak: uf thus product are witeridec for the use of the
riginal purchaser anly and fiv use anly on the com-
puter sysiea specitied | awtu! uscrs uf thee prugiam
are herepy licensed only Lo redd the progiami tromats
et LG Memory oF 4 computie: for the purpuse of
exeiiling the program Copying Gupealing st il ot
otherwise austribuling this produdi s a violabon of

the law N
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Submariner’s Progress Log
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Tc be compietely prepared for vour
adventure, you shoulC read this
Logbook carefully before vou start As
you read, remember that al! words
writlen in capital letters are commands
that you can type into your computer to
play. For instance, DIVE and OPEN THE

BOX THEN TAKE THE PEARL are both
vaiid commands.

Remember. SEASTALKER under-
stards complete sentences and recog-
nizes over 800 words. Listed here in the
Logbooh are dozens of examples and
words that will make playing easier.

3

Alsc once you've studied the blue-
prints and diagrams. you'li know where
you are and what things look like.

That makes it easier Lo decide what

to do next



NAVIGATION

Destination-Aquadome
Getting to the Aquadome takes more
than just a keen sense of direction. For
one thing you'll probably want to take
a ook around the lab before you leave,
talk to some of the people. and use
some of the equipment You may want
to TURN ON THE VIDECPHONE, for
instance.

You can always move from place
to place, whether you're walking or in
your sub, the Scimitar. by typing the
compass direction you want to move.
SEASTALKER understands eight com-
pass directions: NORTH, EAST, SOUTH,
WEST, NORTHEAST, SOUTHEAST, NORTH-
WEST, and SOUTHWEST Or you can use
these short forms: N, E, S, W, NE SE. NW,
and SW Of course, sometimes you may
need to go UP or DOWN for U or D).
Other times you may want to go IN or
OUT. Here are a few examples of move-
ment commands:

CuMB UP THE _LADDER
GO DOWN THE RAMP
NE

WALK WEST

If you know which room you want
to go to and you don't want to examine
things along the way, just type GO TO
iwherever it is you want to go). For
exampie: GO TO THE OFFICE.

Submarine Navigation

Once you leave the Research Lab and
head out into Frobton Bay, you'll need
to look at the map on the inside of this

package to see where to go. For instance,

if you want to HEAD NW THEN SET
THROTTLE TG MEDIUM, just type it in

and then hit the RETURN {or ENTER| key.

You'll start moving right away, and you
can watch your progress on the sonar-
scope. (See Infocard #6.)

Your sub moves at three speeds: SLOW,
MEDIUM, and HIGH. To change speeds

just type SET THROTTLE TO (SLOW,

MEDIUM, or HIGH). If you want to DIVE
TO 5 METERS just type it in. (Your sub
dives in multipies of five meters: 5, 10,
15, etc.) If you want to SURFACE just type
it in. Look on the right-hand page for
more detailed navigational information.

Undersea Exploration

You're off to save the Aquadome. But,
really top-notch submariners usually
examine things and people along the
way. Any curious object, creature, or
person shouid be investigated. The more
you kniow, the better your chance to
save the Aquadome.

Whenever you go into a place,
SEASTALKER tells you its name in
parentheses. For instance, (iab center).
When you go into a place for the first
time, SEASTALKER describes it in
detail. Everything in each place is with-
in your reach. You don't have to walk
around to PICK UP an object or EXAMINE
something. If you want a detailed descrip-
tion of a place every time you enter,
there are important special commands
that you can type in. See the section on
page 6 called “Five-Star Commands.” The
words to look for are VERBOSE,

BRIEF, and SUPERBRIEF.

Tips for Smart Skippers

Many things that you'll discover in
SEASTALKER are important because
they give you clues about the puzzies
you want to solve. So examine anything
and everything. As the story begins,
something !ke this might happen. Sup-
pose your first command after you see
the prompt >} is:

GO EAST

Then'vou hit the RETURN i(or ENTER)
Key. and the computer responds:

ieast part)

You are starding in the east part of your
lab. A doorway leads out past the Eiectrical
Pane! through a short corndor to the office
of your lab assistant, Sharon Kemp. A
Microwave Security Scanner stands against
the wall. An intercom sits on your desk.
Tip 1s off to the west.

>

You're curious about the scanner, so
you type:

TURN ON THE SCANNER

and then you hit the RETURN (or ENTER)
key. The computer responds:

Nc¢ beep occurs. Scanner dispiays: NO
INTRUDER PRESENT ON GROUNDS.

As you play the game you'll notice
that SEASTALKER understands many dif-
ferent kinds of sentences. The examples
you see listed befow may not really be
ones you use in the game, but you're
sure to use commands like them. Here
are some examples:

TAKE THE MIKE

PUT ON THE AMULET

PICK UP THE CATALYST CAPSULE

DROP T

GO oUT

DROP THE MIKE ONTC THE WORKBENCH
WALK NORTH

SW

GO TC THE SUPPLY ROOM

GET IN THE SUBMARINE

PUSH THE JOYSTICK EAST

EXAMINE THE DEPTH FINDER

SHOOT THE MONSTER WiTH THE DART
LOOK AT THE SONARSCOPE

LOOK UNDER THE WCRK BENCH

LOOK BEHIND THE COMPUTESTOR

AIM SEARCH BEAM TO STARBCARD
QUESTION TIP

Now you have a basic idea about expior-
ing, Next you'll learn how to deal with
the peopie that you meet aiong the way.



The Ultramarine Bioceptor “Scimitar”
Operating Controls for the Two-Seater Test Sub

THROTTLE conbrols the Scimitar's
speed. There are four speed com-
mands: STOP St OW. MEDIUM, FAST.
If you SET THROTTLE TC SLOW. the
Scimitar travels through one “sea
square” each tum. (You can see
these “sea squares” on the nautical
chart of Frobton Bay. Each side of
a square is 500 meters long. That's
about 1/3 of a mile.} MEDIUM speed
is two “sea squares” per turn, and
FAST is three.

DEPTH CONTROL directs the
Scimitar’s automatic guxdance sys-
tem to keep you a certain depth
below the water’s surface. When you
SET DEPTH TG (@ number} METERS,
the Scimitar starts moving to that
depth. It will change depth by 5

meters for each “sea square” that it
moves through. or. if the throttle is
closed by 5 meters for each tumn.
JOYSTICK turns the Scimitar to face
any of the eight compass directions.
AUTO PILOT switches all the sub's
operating controts except the
throttle, into automatic. so you don't
have to pilot the sub yourself.

HATCH

REACTOR-CATALYST CAPSULE
~-REACTOR LEVER. The secret of
the sub’s power supply is its midget
plasma-fusion reactor. To make it
work, you put a catalyst capsuke into
the reactor and push the reactor
lever. The sub will not move without
a catalyst capsule in place.

ENGINE STARTER BUTTON works
like a car key to get the Scimitar
running. If you want more detailed
descriptions of the Scimitar’s guid-
ance and exploration equipment,
see the Infocards.
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THE SUBMHARINER'S GUIDE TO
LEADERSHIP AND DISCIPLINE

Talking toYour Crew Members

You have a whole crew of workers who'll

be assisting you. Your constant compan-

ion Tip is probably the most important
because he's with you all the time. So

if you need answers to ific questions,

ASK TIP ABOUT {something or someone).

He can often help.

Of course, there are a lot of other
crew members you'll be talking to, and
you can give them commands, too. Look
at your Infocards in the package for a
short description of some of the people
you'll meet. There are simple rules to
follow when talking to people.

1. To talk to a person. type their name,
then a comma, then whatever you
want them to do. For example:

MARY, CHECK THE SONAR EQUIPMENT
TIP FOLLOW ME

MICK, GO TO THE DOCKING TANK THEN
FiX THE SUBMARINE .

2. You can ask a question by typing ASK
{someone) ABOUT {something or
someone). If you're not sure what to
ask about, you can try QUESTION
{(someone!~but the person you talk
to may not be very heipful.

Complex Commands

for Master Submariners

Once you've mastered some simple
commands, you'll want to try some more
complex ones. For example, if you want
to TAKE, EXAMINE, or DROP more than
one object, you can do it In one com-
mand by separating the objects with a
comma or the word AND. Here are some
examples:

TAKE THE BLACK BOX, OXYGEN GEAR,
AND UNIVERSAL TOOL

DRCP THE MIKE AND THE LOGBOOK

In other cases you may want to do a few
things ir a row by using the word THEN.
For exampie:

MICK, GO TO THE DOCKING TANK THEN
Fix THE SUB

OPEN THE ACCESS PANEL THEN CLIMB
THROUGH T

And there’s another way to enter mul-
tiple commands at one time: separate
them with a period. For ingtance:

READ THE SIGN. OPEN THE ACCESS
PANEL. GO THROUGH T

Then when you hit RETURN (or ENTER),
SEASTALKER obeys all the commands.
(if the computer can't understand one
of your commands, it igncres that one
and any that follow it on the same line.}

Keyboard Operation
SEASTALKER iooks only at the first
six letters of each word you type and
ignores any letters after that So, the
words ELECTRic and ELECTRonic look
like the same word to SEASTALKER.
SEASTALKER uses many words
that it will not recognize in your sen-
tences. For example, you might see
"Sunhight shimmers across the dusty
cobwebs” in the description of a place.
However, if the program doesn't recog-
nize the words SUNLIGHT or COBWEBS
when you use them, then you know that
you don't need the sunlight and cob-
webs to finish the story: they are in the
description only to make the story more
interesting. SEASTALKER recognizes
nearly all the words that you are likely
to type. If SEASTALKER doesn't know
a word that you want to use, or any
word that means the same thing you're
probab:, trying to solve the puzzie the
wrong way.

Five-Star Commands
Sometimes vou'll want to type a one-
word command to SEASTALKER instead
of a sentence. Some commands give
you information and others let you start
or stop the story. You've already read
about Some of these commands. And
you can use them again and again.
BRIEF commands SEASTALKER to dis-
play everything about a place or thing
only the first time you see it. This is the
way it works wher; the story begins.
DIAGNCSE commands SEASTALKER to

give you a brief report about your health.
INVENTORY (or 1) commands SEA-
STALKER to display a list of everything
you are holding.

LOOK {or L} commands SEASTALKER to
describe the place you are in.

QUIT {or Q) aliows you to quit playing.
(If you want to quit for now. but con-
tinue from this same piace at another
time, use the SAVE command instead.)
RESTART stops the story and starts it
over from the beginning.

RESTORE lets you continue playing from
any place where you used the SAVE
command.

REVISION tells vou the Revisior number
and the Serial number of your copy

of SEASTALKER.

SAVE lets you stop playing for now.

but continue from this same place at
another time, by making a "Snapshot”
on a separate storage diskette.

SCORE tells your cusrent score and a
rank based on it

SCRIPT commands your printer to start
making a transcript of the story as you
play. (This feature does not work on all
computers. See your Reference Card.
SUPERBRIEF commands SEASTALKER
to display only the name of a place,
even the first time you see it.

UNSCRIPT commands your printer to
stop making a transcript.

VERBOSE commands SEASTALKER to
display everything about a piace or thing
every time you see it

WAIT (or Z) causes time to pass in the
story. Normally, between your commands
nothing happens in the story. You couid
leave the computer, trave! around the
world in a sub. and retum to the story
to find that nothing has changed. if you
are waiting for a person to arrive of
waiting for something to happen, you
can type WAIT or WAIT FOR {(someone)
to make time pass in the story without
doing anything.
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AVOIDING UNDERSEA MUTINY

Bad Commands

If you're making commands that don't
make sense to SEASTALKRER, explana-
tions will come up on your screen that
tell you what has gone wrong or what
you might do instead. Here are some
examples of SEASTALKER explanations:
{ DON'T KNOW THE WORD *“(your word)".
The word you typed is not in the pro-
gram's list of words. Sometimes you can
use another word that means the same
thing. If not, SEASTALKER probably can't
understand what you're trying to do.

| DON'T UNDERSTAND THE WORGC *(your
word]” WHEN YOU USE {T THAT WAY.

The program knows the word you typed,
but it couldn't understand the word in
the way that you used it Usually this
means the program knows the word as
a different part of speech. For example,
if you typed PRESS THE LOWER BUTTON,
you used LOWER as an adjective, but the
program might recognize it only as a
verb, as in LOWER THE BOOM.

i COULDN'T FIND A VERB IN THAT
SENTENCE!

Unless you are answering a question,
each sentence must have a verb (or a
command; in it somewhere.

I COULDN'T FIND ENOUGH NOUNS

IN THAT SENTENCE!

SEASTALKER expected a noun and
couldn't find one. This usually means

that your sentence was not comipiete,
such as PUT THE LAMP IN THE.

| FOUND TOC MANY NOUNS IN THAT
SENTENCE!

A valid SEASTALKER sentence has no
more than two "objects.” They are called
the “direct object” and the “indirect
object” For example, there are too many
objects in PUT THE SOUP IN THE BOWL
WiTH THE SPOON.

BE SPECIFIC: WHAT THING DO YOU
WANT TO {your verb)?

You used the word HIM or HER or T, but
SEASTALKER didn't know what you
meant. You should answer by typing the
name of the person or thing you meant
{ BEG YOUR PARDON?

You hit the RETURN (or ENTER) key
after the prompt (>} without entering

a command.

YOU CAN'T SEE ANY (thing) HERE!

The thing mentioned in your sentence
was not visible. It might be somewhere
else or inside a closed container.

THE OTHER THING (or THINGS) THAT YOU
MENTIONED ISN'T {or AREN'T} HERE.

You used two or more nouns in the
same sentence, and at least one of them
wasn't visble.

YOU CAN'T GO THAT WAY.

There was no way to go in the direction
you tried.

YOU CAN'T USE MULTIPLE DIRECT (or

INDIRECT) OBJECTS WITH *(your verb)”.
You can use more than one object only
with certain verbs, like TAKE, DROF and
PUT. (This means objects separated by
the word AND or a comma.) You can't
use more than one object with most
verbs, like ATTACK, so you can't ATTACK
THE MONSTER AND THE ENEMY.

| ASSUME YOU MEAN THE ithing.

You typed a word that the program
Knows as an adjective like BLUE, without
a noun, but it knew what you meant
anyway. It's just telling you what noun
it thinks you meant.

USE NUMERALS FOR NUMBERS FOR
EXAMPLE “10”

The program found a number word in
your sentence, like TEN, but it under-
stands only numerals, like 10.

PLEASE USE UNITS WiTh NUMBERS.
The program found a number in your
sentence without any units to tell what
the number means. You shouid use a
word after the number like METERS or
TURNS.

SORRY. BUT | DON'T UNDERSTAND.
PLEASE REWORD THAT Ok TRY SCME-
THING ELSE.

The program thought your sentence was
nonsense, such as GIVE HiM WiTH TOOL.
Or it didn't understand the syntax of
your sentence, such as SMELL UNDER
THE ROCK. Try doing what you want in
a different way.

Command Summary

LOOK AT, and 50 on.

Here is a list of some, but not all. of the action verbs that SEASTALKRER understands. Remember that you can use preposi-
tions with these verbs; for example. LOOK can become LOOK INSIDE, LOOK BEHIND, LOOK UNDER, LOOK THROUGH,

ADJUST AM ANSWER ARREST ASK
CLOSE cut DESTROY DIVE DOCK
EXAMINE EXiT Flet FIND FIX
KICK KILL KiSS KNOCK LAUNCH
OPEN POINT PULL PUMP USH
SCREW SEARCH SET SHOOT SHOW
TELL TEST THANK TiE TURN
WALK YELL

ATTACK BRING CLIMB
DROP EMPTY ENTER
FOLLOW GIVE HELLO
LISTEN LOOK MOVE
PUT RAISE READ
STGP SURFACE TAKE
UNLOCK UNTIE WAIT




Al SUPPLY

COMIUNICATIONS

TRANSPARENT
PLASTIC DOME

FLOOD fi—
LIGHTS
UTILITES UTILTIES
/4 i | B T ] R I _L 1 R T

\ EXERCISE
TRACK

DOCKING
TANK GATE

e —

WORKSHOP

r--—-—

COMMUNIZATIONS

CENTER

AN
NN

DECk

)

t

DECw
-4 ---=

I

GALLEY

CATWA[K

|
t
!
1
i
J

‘\Iiﬁ"""

£ RITN EIN o, L AQUADOME

STORAGE
ROOM

EMIRGENCY LADDER

TAN

N

=
DOCKING TANK

GATE

OFFICE

EXERCISE
TRACK

inventions Uniimited

Scae 1 200 Drawe by Drawing romoer

E. Parker A-503-2

Tiate OR CTRZA
Zate 05 0Rb4

Aguadome, Undersea Research Station

Side View, Top View




It's Time to Boot Up

Now you know the basics of the game.
And you're probably dam tired o?wajt-
ing to begin your mission. Well, now it's
time. To run SEASTALKER, follow the
instructions on the Reference Card in
your SEASTALKER pachage.

First the program will ask you for
your first and last name, so it can use
them in the story. Then it will display the
title of the story, followed by the first bit
of action and a description of the place
where the story begins. Then, the prompt
(>} will appear. The prompt {>) means
that SEASTALKER is ready for your
command.

Each time you finish typing a com-
mand, press the RETURN (or ENTER)
key. The program will carry out your
command(s}. and another prompt wil
appear.

Shore Leave
You're probably going to need a break
in the action to rest and decide how
ou'll finish your mission, or you may
just want to quit at some point and start
over from the beginning. If you want to
stop playing and you don't care about
saving your place for another time, type
the command QUIT. Just to be sure,
SEASTALKER will ask you if you really
want to leave the story, and you shouid
type YES. If you want to start over from
the beginning of the story, type the
command RESTART. Onee again. SEA-
STALKER wili ask if that is really what
you want to do.

If you want to stop playing for now,
but continue from this same place at
another time. type the command SAVE.
Since it takes many hours to finish
SEASTALKER, you probably won't finish
in one sitting. The SAVE command lets
you continue piaying iater without
having to start over from the beginning.
It makes a “snapshot” of your place in
the story on another dishette. If you are

a cautious or careful player. you may
want to save your place before you try
something dangerous or {ricky. Then
you can return to the same place, even
if you get “killed” or lost

To save your place, just type SAVE
after the prompt {>) and then follow
the instructions on your Reference Card.
Remember that most computers need
a blank, initialized diskette for storage.
Remember alsc that you may not be
able to use that diskette for anything
else.

To continue playing from any place
where you used the SAVE command,
just type RESTORE after the prompt (>)
and follow the instructions on your
Reference Card. Then you can continue
piayving. You can type LOOK to get a
description of where you are. And you
can use RESTORE on any “snapshot”
you have made whenever you want.

A Final Word )
There are lots of ways to accomplish
your SEASTALKER mission. Some puz-
zles that you find along the way may
have more than one solution. and you
may not need to solve others at all.
Sometimes solving a puzzle one way
wili make it harder to solve another, and
sometimes it will make it easier.

The better you get at solving the
puzzies and mysteries of the game, the
higher your score will be. Watch it go up
as you improve your exploratory skills.

You'll tike playing SEASTALKER
with a friend because you may find a
puzzie hard while a friend may find it
easy. So two or more players often can
have more fun, and dc better, than one.

Use the maps that come with your
SEASTALKER pachage to help you
decide where to maove. Remember that
there are eicht compass directions,
not counting IN and OLT, or UF and
DOWN.

*Good hunting!”
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MAYDAY AT THE HOUADOME

Mail Call

Here at the Cambridge chapter of the
Junior Adventure Story Writers Club
(J.A.SW.C). we take great pride in the
quality of our work. Even after our
stories are in your hands, we still want
to make them better.

Your comments are important. No
matter how much testing we do,
some ‘bugs” never craw! into view
until thousands of you begin typing
all those millions of sentences into
the ram. If you find a "bug’,

or if you think the program should
recognize a certain word or sentence,
or if you found a certain puzzie too
hard or too easy, or if you'd just like
to tell us what you thought of the
story, then write to us! We love an
excuse to stop working and fool
around for a while, and a tetter from
you would be just such an excuse!
Write to:

JLASW.C

c/o Infocom, Inc.

55 Wheeler Street

Cambridge, Mass. 02138

You can call the Infocom Technical
Support Team to report “bugs” and
technical problems, but not to get
help playing the game, at (617)
576-3190. If your dishette fails within
90 days after purchase we wili replace
it free of charge. Otherwise, we will
replace it for a fee of $5.00 U.S.
currency. Please mait us your registra-
tion card if you'd lihe to be on our
maifing list and receive our newsletter.




A Sample of
Interactive
Fiction

This transcript is not from
SEASTALKER, but it shows
most of the usua! things
that you can do while playing.
It shows several simple puzzies
and their solutions. and it
should give you a good idea
of how Interactive fiction
works. (The comments inside
brackets {} are not
real parts of the transcript.
They explain what's going on.)
You are lying on your bed,
trying to do your homework
and histen to the radic at the
same time Suddenty your tele-
phone rings!
>ANSWER THE PHONE
You pick up the recewer, but
you can't hear who's caling
because the radio 1s too loud.
>TURN OFF THE RADIO
That's better' Now you can tell
that it's-your mcther, calling
from her office.
>MOTHER, HELLG
“Hello. dear Someone just
asked me tc go meet a wisitor
at the airport. Could you piease
drive here to pick me up?”
>MUTHER, RIDE THE BUS
“Tha® wouldn't get me there on
time”
>BORROW A CAR
You can't see any cat here. |
{It can make a big difference’
if the program thinks vou're
not talking to someone.)
>MITHER BORROW A CAR
‘i tnied that but i just can't fingd
one. Won't you please do this
fzvor for me?” {Answer yes
or ng; >YES
“Thanr vou dear 'l do a favor
for you soor Goodoye”
SMITHER GOODBYE
i 57 on th‘ns ﬂia")ol er
507 as vou hiang u, the
the duorbel nngs'

>A" T* "ﬂx FR: \‘ T

{i assume you mear the from

goor;

e the fromth

there 100

{framt hall,

The tront hall 1s bare except

for & coat rack and 2 rug A

goor iInte the living roomits on

the east side. anc the front

goor 15 on the south.

>0PENTT

Wher: you open the front door,

your fnend Pat steps in and

says, “Hi! What's up?”

>MY MOTHER NEEDS A RIDE

{l dor't know the word “needs”)

{And that command doesn’t

begir: with a verb.)

>COME WITH ME TO MY

MGTHER'S OFFICE

{Sorry, but | dor't understand.

Piease reword that or try some:
thing eise)

[The commanc looks okay,

but the program doesn't

recognize that form}j

>COME WiTh ME

“Okay let's go'

>FIND THE CAR

t's usually parked i the

garage

>GOTOTHE ”? GE

Pat goss with v

{garage)

The ga-age s st big enough

for one car two bikes, and a

bunch of garder tools. There ts

& car-sized door or the east

wall and a people-sized door on

the west. The family car, a

snazzy converlible s parked

here.

>GETIN

What dc you wam

>CAR

Pat goes w

(\.ar)

You are now siting In the

driver's seat of the convertibie

and Pa* e stting beside you
S’””r THE CAR

2l Now you're

o getin?)

with you

*Hey says Pal “why won't i
start” Dig you pdt the key ™’
>FND THE K*‘

You shouid know where 1t is—
it's your house’

>PALWAT HERE

11

“Oway” Pat seties inic the sea
anc gets comtortebie
>GC WEST

You car't go that way while
you're 1n the car.

>GET OUT

{out of the car)

(garage)

The family car, a snazzy con-
veﬁib&g. 18 parked here.

>GO WEST

(If you're Jooking for some-
thing, you should probably go
one room at a time.)

{kitchen)

The kitchen looks a lot like
maest kitchens: a stove, a sink. a
fridge, shelves, and so on. The
last of this morning’s coffee 1s
in a pot on the stove, and the
faucet is dnpping a littie.
>DRINK THE COFFEE THEN
FIX THE FAUCET

You don't have time for that.
You don't have time for that.
{(Sometimes the computer will
seem to act foolish or repeat
things. After all, it's only a
machine!)

> OOK AT THE SHELVES

The shelves hold cookbooks.
spices. KniCkknacks, a cookie
jar. and s¢ on.

>LOOK IN COOKIE JAR

it's full of cookies!

>TAKE A COOKIE AND A SPICE
cookse: Taken.

spice. Don't be silly!

>FIND THE KEY

ft's nght here, on the shelf.

> 00K AT THE SHELVES

The shelves hoic cookbooks.
spices, kKnckknacks, a cookie
jar, anc so on. A car key Is also
visible on the sheff.
(Sometimes you have to try
hard to find something in a
crowded place.)

>TAKE KEY. WEST PUT T

IN LOCK

Taxen,

You car't go that way.

(If one of your commands
doesn't work, the program
ignores the rest of your input
line)

mily car 2 £neliy con
vertble (s parwel nere
>IN
{car)

You are now sttiing in the
driver’'s seat of the convetibie,
anc Pat 1s sitting beside you.
>INVENTORY
You are hoiding
a car key
a cookie
>PUT KEY IN LOCK
Done
>GIVE THE COOKIE T PAT
“Hey, thanks'
>
You are empty-handed.
(The short word for INVEN-
TORY is 1)
>START THE CAR
Vr-r-1-1000000m!'
>BACK OUT
{t don't understang the word
*back” wher vou use it that
way.)
{The prograrr recognizes the
word “bach” but not as a verb.)
GO EAST
Oops! You rar inte the closed
garage door t's a good thing
you weren't dnwving very fast!
>GET OUT
{out of the car}
{garage)
The family car 2 snazzy con-
vertibie, 1s parked here.
>0OPEN DOOR
{Which door de y:)'
car-sized door, or b
sized door?;
>CAR-S
Okay. t's now wide open.
{If you wan! to save time
while typing vou can aways
shorten words to six letters.)
>IN
{car;
You are now stting i tt
dnver's sez’ ¢f the convertibie,
anc Pat 15 siTing beside you
>t
The car backs oot of the garags
anc intc the street
(This ts the end of the sample
transcript Have a gooc trip})

mean, the
he peode

(3]



IMPORTANT:

READ THIS CARD BEFORE YOU BEGIN.

The object of the game 1s to save the
Aquadome from an unknown danger.
You're not exactly sure what it 15, but as a
brillant young inventor and member of
the Discovery Squad, it's your job to find
out and to do something about it. You'l
have to navigate your sub, the Scimitar,
to the Aquadome, and then start solving
the mystery with the help of the people
that work there.

Getting started

1. To staft the game (“boot up”), see the
Reference Card that's inside your
SEASTALKER package.

2. When you see the prompt (>>) on
your screen, SEASTALKER 1s waiting
for your command. There are three
kinds of commands that SEASTALKER
understands:

A Direction commands such as
GO WEST

B Commands to do things such as
LOOK AT THE BOOK

C. Commands given to people such
as MARV, GIVE ME THE KEY

3. To go places, north, east, south, etc,,
just type the direction you want to go:
N, E, S, W NE, SE, SW, NW, UP. DOWN,
IN, QUT. (Notice that you can type the
eight compass directions with one or
two fetters) Or type GO 7O (a person,
place or thing)

4 To do thangs, ook at things, or explore
places, just type whatever it 1s you
want tu do. For example: GO TO THE
AIRLOCK; or OPEN THE HATCH: or
EXAMINE THE BOOK are alt com-
mands that you might use Once you

are farmehar with simple commands,
you'll want to try some more complex
ones. Sone examples of these can
be found in the Logbook section
called “Complex Commands for
Master Submariners”

5. To give commands to people, just
type their name, then a comma, then
the command. For example: BILL,
GIVE ME THE TOOL, or TIP, TURN ON
THE SONARSCOPE.

6. Important! After every command, you
should hit the RETURN (or ENTER)
key. This will make SEASTALKER
respond to your command.

7. The special ine on your screen 1s the
status hine. It tells you three things:
the narne of the room or area you are
in, your score and the number of
turns you have taken during the game.

8. You can pick up and carry some items
in the game. For example, if you type
TAKE THE TOOL, you will be carrying
the tool You can type INVENTORY
{or I} to find out what you are carrying.

9. {f you have any trouble playing, just
refer to the Scinvtar Loghook for
more detalled instructions and sample
commands.

10. When you want to stop playing, save
your place for later, or start over, see
the instructions in the “Shore Leave”
section of your Logbooh.

Some clues to help you get started.
1. Answer the VideGphone

2. Turn on the mucrophone

3. Ask Bly about'the problem



INTERLULAIC™ Reference Card for the

ATARI

I. What You Need

Required

{3 ATARI 400 or ATARI 800
compulter

] 32K bytes ot RAM

L] One ATARI 810 disk giive

Optionai

11 One or more blank, formatted
disketies (for SAVEs)

'] 40K of 48K bytes ot RAM (for
tasturl execution)

L1 Prnter connected to the printer
porl ot an ATARI 850 inmertace module
(tor SCRIPT)

['1 Second 810 disk drive (tor
convenience with SAVE)

Hi. Loading the Game

One-sided Games
1 Turn ot the computer and

remove the installed cartndge(s), f any.

2 Turnoon Dive 1, insert tne game
diskette, and close the dnve door.

3 Turn on your computer. The disk
dnve will spin the diskette and the pro-
gram wil load in about thirly seconds.

It you have an XL senes computer,
press the OPTION key as you tuin on
Ihe computer Continue 1o hold the
OUPTION key down during the*entire
pPiogidim 10daing sequence

4. 1 nothing dppears on your
scraen, something 1s wrong. (See the
Troubleshooling saction )

ATARL i3 a regislered Irademark of Alad, inc
ZORK 13 8 1egislered tademark of Inlocom, iInc

INTERLOGIC and OEADLINE we ragemarks of intocom, inc.

Two-sided Games

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

2 When you are prompted 10 do
S0, remove the disk, turn it over, and
insert it in the drve. You will not need
Side 1 again uniess you 1€lodd or
RESTART the game

3. Press the RETURN key 1o com-
plete the luading process

il. Talking to the Game

Whenever you see the piompl (=)
the game is waiting for you 10 type in
your instructions. You mady lype up (0
two tull iines ot 1ext at a ume it you
make a mistake, use the DELETE key
10 erase the efrof one character at a
ume. (Warning. Do not delele the
prompt!) When you have timished typ-
ING M your INstructions, press the
RETURN key. The ganie will respond
and then the prompt () will reappear

It a descrption wili not it an the
screen all at once, [MORE| will appear
In the bottom lelt portion of the screen
Alter reading the patt on the scieen,
you will need 1o press the space bar 1o
see the rest of the Gescrption.

WARNING

DO NOT turn disk drive power on or
off with disk in drive. DO NOT
remove or replace disk while busy
light is on. Any of these actions wiil
damage disk and vold warranty.

IV. SCRIPTing

The SCRIPT function 1s an oplional
fedature which 1s not necessary to play
the game and may not be available
with Certain hardware

If the SCRIPT command works with
your hardware configuration, you may
make a transcript of the game as you
play it

1 Connect the printer 1o the
punter port ol an ATARI 850 interface
modute connectad 1o the compuater

2 lurn on the printar and the
interface module .

3 Load the game as described
above

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

5 To stop the transcHpt, use
UNSCRIPT

6. SCRIPT and UNSCRIPT may be
used as olten as desied as long as the
prntecas left on-hne

V. The Status Line

At the top of the screen, you will
see a status line. This hne 1s updated
aller every move 10 show your cutrent
whereabouts in the game. Depending
upon the type ol game, it may aiso
show othéer information. ™

Score

I games that keep a score, such
ds the ZORK® underground adventures,
the night side of the status line wiil
show somathing like this:

Score: 245/820
Ihe tirst number 1s your score and
the second s the total number of

INoves you have made. In the example,
you have 245 points in 920 moves.

Time

In games thal keep track of the
hme (e.g., the mystery thiiller
DEADLINE™), the right side of the
status tine will look something iike the
following:

Time: 9:22 am

This shows the current tme of day
in the game.

Vi. Restarting the Game

The game may be restarted either
Dy using the RESTART command or by
pressing the SIRESET key. For a two-
sided game, it will be necessary 10 re-
insert the game disk using side 1. You
must do this betore pressing the
SIRESET key. In the case of RESTART,
you should wait untif you are prompted
10 do 50

Vii. Saving a Game Position

WARNING The diskelte used for
SAVE and RESTORE s maintained i a
special format and should not be used
for any other purpose Files of any
other kind stored on the diskette will be
destroyed by the SAVE command.

To save the current position, use
the SAVE commiand You may SAVE up
10 hive aifferent game positions on
each storage diskelte and RESTORE
them in any order To keep track of
these aitferent positions, each is
assigned a number (from 0 10 4) Each
trme you SAVE a game position, 1t will
overwritg any position [hat 1s already
on your storage disketie with the
number you spectfigd It you want lo
SAVE more than one position, you must
use a ditferent position number for
each one.



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

Piease insert SAVE disketle,
Position {0-4) (Detauit =0}

1 Betore inserting the SAVE
disketta, type a number between 0 and
4 (o teil the game 1o use that positipn
on the diskette. Do not press the
HETURN key after the digit. (Alter-
nalively, you may press the RETURN
kay without typing a digit 10 tell the
game 1o use thg detault, which i this
case s 0.) The game will respond:

Drive (1-8): {Detault = 1)
It you have only ong disk drive, pro-
ceed as tollows:

2. Press RETURN 1o tell the game
10 copy 1o Drive 1 It will then respond.

— Prass RETURN key to begin —

3 Fust however, remove the
game diskelle from the disk drve

4 Insert the storage diskelte and
close the drive door. (To prepaie this
disketie, see initiahzing Storage
Diskettes)

5 Now press the RETURN key to
begin The diskette will spin 1or 1oty
seconds of less, then it will respond:

Please re-insert game diskells,
—~ Press RETURN 1o continue —

b Remove the slorage diskelte
from the ditve and insart the game
diskette (side 2 tor a two-sided game)
dgain Close he drive doos

7 Press tine RETURN kay. it all 15
wall, the game wiil respond.

Ok
) H 1l responds
Falled

consull the Troubleshooling section.

You may now continue playing You
can use the storage diskette and the
RESTORE command 10 return 1o this
position at another lime

i you have more than one disk
drive, tollow the above procedurs, but
omit the sleps numbered 3, 5, and b.
Use the appropriale drive number in
step 2 for the disk drive thal you use in
step 4

Viil. Restoring a Saved Game
Poslition

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

1X. initializing Storage
Diskettes

Storage disketles are made using
the standard DOS diskette lormatting
procedure. See ATARI's “'Disk Operat-
ing System Relerence Manual’ for
detalled instructions.

X. Troubleshooting

A. If the game tails 10 load properly or
SAVE/RESTORE tails, check each of
the following items._ If none of these ot
ters a solution, call your ATARI dealer
tur assistance

1 Check to see that your ATARI
and disk drve(s) are plugged in cor-
rectly, connected properly, and that
everything 1s turmed on

2. Check 10 see thal the diskette
wads inseited corieclly, and that the
diive doot(s) 1s closed

3. Inspect the disketle carelully tor
any visible damage

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

5 For SAVE, be sure that the
storage disketle s nol wrie-protected
(1 &, there s nothung covering the
notch on the side of the diskette)

6 Also tor SAVE, be cerlain that
the diskelle has been initialized proper-
Iy As a last resort, try a differenl
diskette

7 Try again: the problem may only
be momentary

If all else tails, you can tall the
Intocom TECHNICAL HOTLINE at
(617) 576:3190 Please note that this
number 1s for technical problems only.

B e

B. If your game hangs or displays an
intarnal error numbaer, run the following
procedure.

Alter booting the diskette and
receiving an tnutial scieen, type
$VERIFY. The aiskette will spin for 45
sgconds, and a messdage similar 10 one
of the tollowing will appear

1 “Game conect  The diskette
has not been damaged, the ddla 1S in-
tact. Ttus may indicale a problem win
your hardware (usually with the disk
drive). 1115 also possible thal the pro-
gram contains a bug. It you suspect a
bug. call the Infocom Technical
Hotline

2. “Internal error End of Session.”
This reply indicates either hardware
trouble or disk damage. Hepeal the
$VERIFY process several imes. Also
try the SVERIFY process on anothel
computer (such as your dealer’s). If the
game ever replies "Game correcl,”
the probiem is in your hardware

It you repeatedly get an mnternal er
ror message with more than one com-
puler, the diskette has most likely been
damaged Please send the diskette
only to Intocom for testing.

3 U$VERIFY is not in my vocabu:
lary."* Send the diskelie to Intocom tor
replacement. 11 your warranty has ex-
prred, please enclose $5 00.

INFOCOM

Infocom, Inc . 95 Wheeler Street, Cambndge MA 02138



Infocard #1

TIP RANDALL—Tip 15 your closest pal
and constant companion. Basically, there's
pottung this guy can't do. He's an expent
piiot, subrnariner, surfer, and swimmer.
He's more of a jock than an mventor such
as yourself, but his bulldog courage and
rollicking tugh spinits make hun a great
cornpanton in any adventure.

COMMANDER ZOE BLY—THis woman's
dehcate beauty s hard to resist, but when
you start to talk to her, wow—what a
tough one sheas. For one thing, she's a
charmpion athlete and a superachiever.
For the past three months now, she's
been commander at the Aguadonie.
She’s an Honor Graduate of the Navy

Frogman School and the Galley Institute

ot technology. You'll see soon enough

that she doesn't have much patience with

people who don't meet her standards.

And that atttude tends to make some

people real mad.

MICK ANTRIM-Mick was probably out

cdarning a buck before most of us were

even horn. In tact, you won't find anybody

who knows more about nuclear power, |
undersea navigation, or communications. L
That's pretty good for a guy who never ?
had a formal education. ‘
Funny thing is, Mick doesn't like to settle
arguinents with his tongue; he'd rather |
use his tists. Naturally, he doesn't take well

to Commander Bly's kind of discipline.

Infocard #2

MARYV SIEGEL - This guy knows more
about sonar gear than anyone at Inven-
tions Unbimited. His experience comes
from having worked for the Defense
Department. He fits in well with his co-
workers at the Aquadome, and has even
learned tow to scuba dive.

BILL GREENUP —-Bill comes trom 4
ditterent background altogether. Basically
he used to be a beach bum with a knack
for scuba diving and “shade tree” me
chanic work. Now he's joined society m a
by way, He's cut tis hair and found him
self a job as a crack scuba diver at the
Aquadome.

WALT “DOC” HORVAK---Wall's probably
the most dedicated scientist around, so
dedicated that sometnmes you get the

unpression he's a loner. He's always work-

INg on some lew experiment or scuba
diving. Walt doesin't look Tike the “doctor”
lype, but he spent a lot of time working
i a hospital before he got nterested n
marme biochenustry. It you're looking for
any kind of medical advice, he's the one
10 ask.

Infacard #3

SHARON KEMP--She's fresh out of
college--the Massachuseltts institute of
Jechnology. Naturally, she's pretty fanuliar
with all types of science and technolopy
and this job as an mventor's assistant fits
her well. Her father was o famous college
professor and an old fniead of your tather's,
I tact, sometines you gel the teeling
that she's your own sister. But thete's
something aboudt her that you just can't
get close to.

AMY LOWELL - She's a Navy woman
through and through Always a toniboy at
heart, Amy's been to the Navy Frogman
School and had fots of neat jobs like this
one. She's shltin coflege at Columbia
University and works at the Aquadome
during the suminer.

DR. JEROME THORPE - Dr. [horpe 15
one of those scentific genuses who lock
themselves up n ther labs and discover
things. Unfortunately, sometimes the
things they discover or create aren't too
pood. Thorpe's Clanm to taine 1s tus AH
(AMINO HYDROPHASE) organisims that

- he supposedly manutactured trom the

AH molecule. There's aninteresting
article about him and his experiments
in the Science World miagazine.



Infocard #4

ENGINE COMPARTMENT It 1s located
through an access panel In the bulkhead
just below and to the right of the control
panel. If you have to enter this area
CRAWL CAREFULLY. Too much movement
or wigghng around may pose serious
dangers.

EMERGENCY SURVIVAL UNIT—This
equipment can save your life should your
sub develop major problems. It has two
parts:

1. An alarm that goes off if your sub runs
low on oxygen or the air pressure starts
to drop.

2. A needle that jabs you and wakes you
up if you've passed out or don't answer

the alagm.

O R
EMERGENCY OXYGEN GEAR—This is
a little canister of oxygen that you can
wear around your neck. When you turn
the valve, you can breathe air through
a straw at the top. There is one canister
in the Scimitar.

Infocard #5

SONARPHONE—Underwater com-
munication relies on sound waves that
are sent and received over this sonar
transceiver. The Sonarphone has a loud-
speaker for communicating messages. It
comes on automatically when signals are
incoming.

DEPTH FINDER—This device uses echo
soundings to determine the depth of
water under the sub. It is usually turned
on when the sub is mowing. During a dive,
an orange warning light comes on and a
warning buzzer sounds when the sub
comes within 10 meters of the bottom.
The light turns red and the buzzing be-
comes shriller when the sub comes within
5 meters of the bottom. You must take
immediate action when this happens.

REACTOR—The Scimitar is powered by
a midget nuclear reactor. The secret of
the reactor is a special capsule that must
be inserted into the reactor by the push
of a lever that starts the fusion process.

yd

Infocard #6

SONARSCOPE—This instrument works
like radar and shows you solid objects or
Sea Cat sonar signals within 2500 meters
in any direction and at the same depth
as the Scimitar. Reading the sonarscope
is like reading the map in your game
package. As you read it, remember your
sub always appears directly in the middle
of the screen. So, as you move, It may
look as if the land 1s moving Instead

of you. If you're on a collision course with
something, a yellow light will come on.
This hght will turn red and a loud buzzer
will sound if you're within one turn of

a collision. You should change course any
time a yellow light appears.

TEST BUTTON—Many of your inventions
have built-in self-testing devices. This
troubleshooting circuitry 1s activated by
pushing a test button. The test resuits are
then displayed on a readout.

BRASS SEARCH LIGHT—This light
comes on automatically when your sub
descends beyond the depths of sunlight

* penetration. You can aim it left or night

(port or starboard) to illuminate objects
up to 1000 meters away.



Infocard #7

EXTENSOR CLAWS—These are remote-
controlled devices on the outside of your
sub and are used for hunting and probing.
They extend up to 5 meters and can be
swiveled and aimed in any direction. The
commands for moving the claws are
TAKE, DROP, AIM, SHOOT.

AQUATIC DART GUN—Originally
designed as a tranquilizer gun, this dart
gun may be helpful if you encounter a
large creature. Each dart contains a
tranquilizer and can be shot at a fish to
make It drowsy.

The “49er” PROSPECTING BAZOOKA
—This bazooka is useful for prospecting
in undersea rock formations. Instead of a
bullet, it fires a hollow tube that bores
into rock. When it's removed from the
rock, this tube contains a core sample
that can be raised to the surface with a
winch. The 49er is usually fired by a diver
from a shoulder-heid position,

SEA CAT —This interesting little craft

15 an Inventions Unlimited creation that
crawls along the sea bed like an under-
water bulldozer. The Sea Cat is seg-
mented into two parts, the main body that
crawls along the bottom, and a rear
power pod that propels it. Mounted di-
rectly above the main body is a single
rocket pod that can be fired in any direc-
tion ahead of the craft.

Infocard #8

COMPUTESTOR—A machine for trouble-
shooting your inventions, machines, or
systems. It 1S connected to several other
machines in the lab. To use it type ASK
COMPUTESTOR ABOUT (a device).

MICROWAVE SECURITY SCANNER—
It sweeps the entire grounds of the
Research Lab with harmless microwaves.
Any human not wearing a special identifi-
cation badge will be detected if they are
on the property. If intruders are detected,
the alarm will beep loudly.

ELECTRICAL PANEL—Inventions Un-
imited generates its own electrical power.
Your lab receives its power through

the Electrical Panel that's located in the
corndor just EAST of your lab.

CIRCUIT BREAKER—This breaker
controls the power supply to all Video-
phone equipment in the lab. It can be
tripped by anyone inside the lab by simply
flipping the switch.

VIDEOPHONE—This communications
device is connected to the Aquadome
and all other Inventions Unlimited build-
ings. It's in the middle of your lab and it
works like a telephone. But instead of Just
listening to the other person, you can
look at them on a screen. Answer the
videophone by turning it on, then turn the
knob to tune it in.



Infocard #1

1. Look inside that .

2. Tell him about the ____ in the Scimitar.
2. Fut the black box on the sonar equipoment. Then send
_________ to check the sonar system. See if he reports the
black box .
Infocard #2
1. is in the dormitory locker.
2. Ak to fix the Scimitar.
X. Look at the ____ that Tip brought along.
Infocard #3
1. Check the __________ .
2. Has the ______ been sabotaged?
3. A __ _ must be inserted in the reactor. Sharon
yas supposed to oo it. -
Infocard #4
1. Who removed the while vou were 1in the

docking tank?

2. Get behind and shoot his power pod.

3. Tip savs "We know what was causing it-but
doesn’t know.that we know'".
Infocard #IS

1. Check the under vour seat.

2. The gate won’t respond to remote-control signal without

Infocard #6&

1. has a Universal Tool that fits anvthing.

2. The was last seen to the southeast.



Z. 1f vyou shoot the Snark with the ___ . it will be
intact for scientific study.

Infocard #7

1. Try the _____ . It can probably dent anvthing.
2. "Doc" may be able to make a Snark ______ .
3. Fit the Prospecting Bazooka to the Scimitar’s

Infocard #8

1. The Aguadome needs help!' Take the _____ there at
once.
2. Turn on the .

3. There’s no response because there’s no _____ .
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