
~ER TH~GH !u?ENC~NTED WORLD OF MYSTICAL 
ANIMALS , MAGICAL BEINGS , PERILS & PUZZLES TO RECOVER 
THE 13 LOST TREASURES ... IF YOU DARE! 
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HINTS ON Pt.AYING ADVENTURE 

l} Draw o Mnp1 

2) Get into the habit of looking back up to the Top of the 
SaHn, as It can change a.her every command you •ntn1 

31 ~~- fmE~ Hilts~ GO ~~~tt·:s:: bk< CLIMB 
41 ~ ex.amine Objec11 you find, such as EXAMINE 

'\) T~'J)lng Hf.LP can be u,eful •• um .. d•pendlng oo whe,• 

I ) ~~\~rd ~:~r~~t-~ are carrying Type TAKE lNVEN 
TORY 

7) The vorb.TAKE, DROP. READ, LOOK arc aloo uMful 

TO LOAD ON 16K TRS-80 TAPE SYSTEM 
"To io.d you, l\dv•nturo on TRS-80 Lov,111 16K If lo.ding on Modol 3, 16K scloct "LOW-' COSHl1t 
I) Power up 1ys1•m 6) The tape should now ~ with • bbnldng • In tho upper 
2) Pul tape 1n p loyc, and rewind right comer oo CRT If yoo gel a 'C" "' the • dou not op-
3) Volum1 aiound 4 - 5 pear then rclNlnd ta.pc. wt volume to a notch htghcr and 
4) Type. SYSTEM go back to stop 1. 
5) Type ADVENT 7) Type / 
• There it a dupllca l< copy of the Progra m oo tho back of the tape 

HOW TO SAVE A GAME IN PROGRESS TO TAPE ON TRS-80 
I) Put Bionk Tope Into Tape Pt.ye, 4) Hit ,n1ar 
2) Rcw,nd Tape Htt Play/ Re<.Ofd until tajM la pa.st Le.adCT 5) fo, extra safety r,pcat sttps 3 a nd 4 
3) TYPE. SAVE GIIME 

TO RESTORE A SAVED GAME ON TRS-90 
I) Start game from Bog!nnlng by Typing QUIT 4) Hit Entn 
2) Put previ<>UJ!y sov• d game !ape In Ploy., 5) Hit Ploy on the Roc0<du 
3} Antwer YES 10 "Want lo restore S&Ytd Game" quHHon 

TO LOAD ADVENTURE ON YOOR APPLE 2 / APPLE 2 Pt.US 
You must have 24K or mor« memory Th. dtsk ts on 3 2 Ton.in on a 3 3 sy,,tem uw .. MUFFIN" progra m supphed with 
your 3 3 contr~le, 

2 If you h.,vc a [){sk. on your system, boot II up (Dssk verMon requires 48K of memory ) 
3 U you arc ln Appletolt. do 4 call 151 to get Into the system monitor 
4 An • wilh a blinking cur10e should n<'.>'N be 1howlng to 1ndk'o1e you a.re tn the system monitor 
5 Put Adventure tape lntp your recorder 
6 Rewmd l&.P4f. th.-re arc 2 cop'«, of the Adventure on both Skin o4 the tape1 

7 Remove the e• rplug from the Cauctte Recorder 
8 Hit p lay on rttorder 
9 When f1ts< tone ls heard , hit stop on the rec<Xder lmmcd\atcly Rq>l6ce earplug Into recorder 

10 •Typo 800 5777R on your Apple "DO NOT HIT RETURN YET THOUGH•· 
11 Hit play on your tape recorder 
12 lmmcdlately hit return on your Apple Th• tape will read fOI' about 2 minutes 
13 !f you wanl to save Adventure on your DWc.. do the following now 

Typo (CTRL-D) BSAVE ADVENTURE,A S800 LS4F70 to lotcr run II typo BRUN ADVENTURE 
14 To start Advvnture , Type 800G 
15 Adventure wdl start by a sking tf you wllh lo restore a preVlOUsly saved game If you had done a "N v, ~me'" whit« playing 

Adventure \.'OU would type YES elM ]U1t type NO1 To resl0H a saved g.ame from tape after typing· YES" (See O 17 below ) 
A Remove earphone plug from recorder F The u ved ta iw is n<,w ready, you ahould ,a on the 
8. Re"Nind vour saved tal)4! ,aeen Ready saved tape H11 enter 
C Hit pl.,y on rec<:xdn G Hit play on th« recorder 
D When fnt lone is heard, hit stop on recorder H Hit enter on your App&. Immediately 
l:. Replace earphone plug 

lb How lo uw • game; 
A WhlW playing Adventure type Save Game 
8 It w,ll ask Disk "'Topel 
C U i,1ou are saving It to tape reply Tape 
0 It wtll rctp<>nd ready M ved tape, hit enter 
E Pu t o blenk tape in your recorde.r 

17 APPLE SAVE Gll)IE TAPE - IMPORTANT NOTE 

F Rewind 11 a nc: be- sure the C:U.Ctte '-od is 
pluwad UllO the mik. lnput 

G Hit play and recorder on your recorder a nd 
wall till you are p&ft the ladcr 

H Htt enter 

Befor• rntoring a NW game tape you must lnitlaJtz~ the program by first creating a tave game TM needs to be done only 
one lime after loading the program tape There after th« W1ve saame tapes wiU load with no problem 
PROCEDURE TO LOAD SAVE GAME TAPE ON INITIAL POWERUP 
l) Turn on App le 7) WMn progra m rtrturn1 type "Quit'" 
2) Load Advvn ture tape 8) An,..,,.._, "YES"· to restore question & k>ad tn your 
3) An1wer NO to restore quat10n save gem« tape nO\,I; 
4) Type SAVE GAME 9) S.v• gom<S will now 1oed n0<mally unllJ you shut 
5) Answer ·•TAPE" to tape or ditk qut1tion your APPLE off 
6) I-flt return without puttlOQ a ny tApe tn tape player 

18 If ',IOU should acodently hit retel whUe playing Adventure 
1 ~ Aft. ~5~ fl~":,~:: 1h:s~~~: type 
2 Type CTRL Y t.1nd hit return 
3 T1'P<I LOOK 
4 Type LOOK 
5 You are n()"A bock In Ad\l@lllur~l 

19 • OPTIONAL NOTE • 
Adventures fOf the AppMl 2 can be uwd With !he Da n Pay-ma r towercasc kit !:>imply foHow this pt'OC«dure 
DISK OR TAPE 

1) Load Ad1,,entuur you wish to modify 4) • should now be 1howin9 
21 Hit ••set koy on Apple 5) Typo 0BEI 0 
31 If I or> ,. showing type CAil. 151 6) Type 800G to ,tart 

FREE CATALOG - Order TOLL FREE (900) 327-7172 
IN FLORIDA CALL 1305) 862 69 l 7 



LOADING CASsETTE COPY 

OF AD\11:NlUlE ON THE ATARI 

The lollowiaa ~ w111 allow - t1o ,_ - """' al._ .w-tun ..... oa o '21< Aton-• dWr. - -
( 11 J,-1 BASIC CM1t'dgo. 

2) Tum on compuw lYPE: PRINT ~ ) 
3) W numbot .-....med ii la, thin 28,000 then you do NOT haw mough momay 10 Igo 10 D below) 
4) Emir tho folow'ng- P«9"'l' 

10 DATA 104,169,0,133.9.32,1'6 
20 DATA 243,166,9,140,7.169,I0, 133.2 
30 DATA 76,225,245,96 
40 FOR l • 0 TO 19:READ A 
IIO POKE l~-. 1.kNEXT l:l• USR(l"6) 

5) TYP£· RUN Yoo thould get• ti,,g)o lone . 
6) Lood Adwnlur-c lllpC .,., ployor .,..-"Pt.AY" 
7) HIT [RETURN] 
8) Tho IOpC wl take about 15 m1nu1a 10 lo6cJ K lho prowam ~ loodo, !hon the - w1 ,....,_,un I BASIC or 

-SOOT ERROR" con-. up, then an error hN <>CCtJn"ed end you w1 r-1 10 wy IUN' from ~ 5 
ll I) You mu11 haw o1 ...., 24K d memory 

2) ~ any camdga from lho c:ompuw ouch u BASIC. STAR RAIDERS. E>:. 
3) Shut off AU. ~ ,uch • dloks. pm"'1 and _...., ~ Law on only: a) 1V or rnonk,r 

41 
5) 
6) 
7) 
ti) 
9) 

••• 10) 

TO MAKE A DISK COPY OF AD.\MS' ADVEN1U1E FOR ATARI 

11 You mull haw at looot 32K d memory 
2) Remove any~ from tho c:ompu• euch • BASIC. STAR RAJOERS. Eic. 
3) Tum ondakdrt,o I andir-tklloM• D0S¥9ffldlol<. 
4) Tum on the compu• _. for DOS,_., 10 -
5l Remove DOS dill< from dn\lC I and ir-t • blonk dlok 
6) Seloct 1'0RMAT" option Formet drtvc •01·. 
7) s.i.ct "WRITE DOS FlLES" opllon. W... 0.-1)1" 

and bl C-pjoye, 

8) Seloct 'CREATE MEM SAi/" opllon I your DOS c1o.n·t haw !ta option lhen li<lp 1ti1 sllp. 
9) Shut olf compu•. 

10! Soot olf al ~ euch .. pm"'1 end ___,., lrllolfaoee. Law on only 
ll)lVor-
bl l and only 1 <WI d1w 

andc)C-ployc,-
11I J,-1 topo lrl - ployor AdYCntun lnlomolonol W,ol UP. and NWlnd 
12) Ir-, tho dak you aeow 1n -.p (7) lrllO drtvc one 
13) Whllo hooft,g down tho START bullcn on the c:ompulff. tum Kon. Yoo thould get• door vtdoo oc-..n ond • ,;,,gie '°''" 
14) Pr.. PU\Y on lape pw,cr. 
151 l'fflo RETURN ~ on the CO<T1)Ulor 
16) Tho tape thould takAt 15 ., 20 ~• IO lo6cJ WhcT1 loedod. lho dlol< ohould boo< up.,., the DOS menu I lho gome _,. 

ploytng, you haw u..l the wrong licle d lho lllpC and muot ,_ the proceduR from~ (IOI ua,g the - lidc d the -17) li you get• BOOT ERROR or mun IO tho MEMO PAD wtthin • IT'hJ• or 10 d ~. than - • • • 10 obow 
18) Scled tho "BINARY SAVE" opllon and type 

AX ,2F.OO, 7COO., 2E.50 
wt.on ·x· 11 the Adl/tfllun numb.-. (For.........,., to_.. Adwnlln 3, Type. A3.2F.00.7C00.,2E.50 

19) You may now ploy Advent,n by Nloclng the "RUN AT MEMORY" opllon. Tho run - ii: 2E!,()_ 
20) To ploy ot • loter do•. Jus1 boo< up your dlok (wllh NO conldga ~ lrl) and Nloct the '1.OAO BINARY- op11on I.Joe tho 

nome AX, whom! A3 • Ad\lffltun 3. I you .. Ullng the oldor DOs T then you r-110 Nloct the run oclcn. d2E!,O., ..._ 

SPECIAL FEATURES OF ATARI VERSION OF IID\IEN'I\JRE 

IJ When tho gome M1I you wl haw tho opporuniy to ,et the l'l\lllglN IO lit your 1V or monllor 
al Arrow!. wt11 - on the le!t ond lilt< rnorgno d the ICl"Hfl. I tho anows ore .,..,_ 110 10 -,;, 2. 
bi The loft """"' • moved by typng ill (RETIJR!',1 F.ach time you type 1h11 tho 11nOW mows I chtnd,r loft 
cl The ~ """" ii moYed lrl tho ...,,. ,,..,,_ by typing (RI {RETURN) 
di {XI {R~) d ,..., the l'l\lll\llN beck out IO ti- ex.-.ma. 
•I Try 10 ,otyour ~Oldoeo 10the..i.adthollldeolCNCl .. poeo11,1o 
fl When you are happy With your """lli"', type {Si [RE'IURNJ ., bogj,l 

2) Two dlffe,vnt chorocwr oets ,n lMllloblt n Adwnun One wesdevtlop«I bySoott whocl,- cal "Adwntunr Xl1)t", and the 
o<hor • dw -.dord Atari characlor.., To """11:h t,o,_,.,, tho two wi.e p!,,ylrlg, type 

(Al IRETIJRNJ for the A1ori ,o1 ond {BJ (RElURN( for AdvonturT 5a1>'. 
31 ~or lho topo SAVE GAME!...,_.., put• ohor!blonk tape lrl your~ play« ond r,w,,d M PNN PV.Y ond RECORD• 

tho ,ome llnW {they thould loci< down ) Twe SAVE GAME [R~] Tho pr<9'0ffl wl p,ompt you to °R-ty lOpe lhotl 
hit REnJRN" Yoo thould lhen hit {REnJRN(. 

41 To r.-n • topo SAVE GAME. 
oJ ti within Adwntutt. type QUIT [RETIJRNJ 
b) Rapond YES IO .,_... """'gom<" ~ 
c) R<Wlnd tape. p,- {PU\Y) on""'° ploy<,. 
di Pt- (Rt"TUKNI on the compotw J<e,toaro. 

HINT SIIEETS and HINT BOOKS .,. avdablo lrom Adwnll.n In-



~dventure 
INTERNATIONAL 

A DIVISION OF SCOTT ADAMS, INC. 

BOX 3435 • LONGWOOD, FL 32750 • (305) 862-6917 

l)Adventure' 
ADVENTURELAND · You wander through 
an enchanted world trying to recover the 
13 lost treasures. You'll encounter wild 
animals, magical beings, and many other 
perils and puzzles. Can you rescue the 
Blue Ox from the quicksand? Or find your 
way out of the maze of pits? Happy Adven
turing ... . 

ADVE TURE 1 
PROGRAM PARAMETERS 

LANGUAGE . ................ Machine 

NUMBER OF PLAYERS (min/max) .... 1/1 

AVERAGE COMPLETION TIME .. 1 month 

SUGGESTED AGE GROUP ... 12 to Adult 

RECOMMENDED FOR NOVICE? .. . . Yes 

CLASSIFICATION: ........ Compu-novel 

SOUND? ............ ... .......... No 

GAME SAVE FEATURE? ........... Yes 

MULTIPLE SKILL LEVELS? .... . .. . . No 

GRAPHICS ORIENTED? . . ... . ...... No 

REAL TIME? ...................... No 

SPECIAL EQUIPMENT: ........... None 

COl"tlllGHT · THIS PAOOUCT IS ~ and al 
rlghta .,. ---- The dlatrtbutlon and .... of Ihle pn,duct 
.,. Intended for the peraonal uae of the original ~ 
only and for uae only on the cornput• ayatem(a) apecllled. 
Any unauthorized copying, duplicating, Nlll~:°'IN 
dlatrtbutlng this product, la henlby exp,Maly 

LIMITED WARRANTY · SCOTT ADAMS, Inc. ahall have no 
liability to any entity with respect to any liability, io. or 
damage cauaed by this product. Thia product will be 
•xchanged If defective In manufacture, except for IIUCII 
~t. the sale of this program material la without 
warranty or liability. Magnetic material may not be copyable 
on uwa ayat.n using standard copying~ All 
media ant warranted to loerJ for 1 year from date of 
purchaN. If defective, return original rr.edle and proof of 
purchaN for free replacement. Beyond 1 y_. aleo Include 
$6.00 handling cha,ge per 11.n. 

Adventures by Scott Adams 
AN OVERVIEW 

I stood at the bottom of a d6fJp chasm. Cool air sliding 
down the sides of the crevasse hit waves of heat ris ing from 
a stream of bubbling lava and formed a mist over the slug
gish flow. Through the swirling clouds I caught glimpses of 
two ledges high above me: one was bricked, the other ap
peared to lead to the throne room I had b6fJn s6fJk/ng. 

A blast of fresh air cleared the mist near my f6fJt and 
/Ike a single gravestone a broken sign appeared momentarl· 
ly. A dull gleam oi gold showed at the base of the sign 
before being swallowed up by the fog again. From the 
distance came the angry buu of the killer bees. Could I 
avoid their lethal stings as I had managed to escape the 
wrath of rhe dragon? Readmg rhe sign might give me a clue 
ro the dangers of rhls pit 

I approached the sign slowly. 
And so It goes , hour after hour, as you guide your 

microcomputer through the Adventures of Scott Adams In 
an effort to amass t reasures within the worlds of his Im· 
aglnat lon. 

By definition, an adve~ Is a dangerous or risky 
undertaki ng; a novel, excit ing, or otherwise remarkable 
event ot experience. On your personal computer, Adventure 
Is that and more. 

For the user, playing Adventure Is a dangerous or risky 
undertaking In that you better be prepared to spend many 
a~dlctlve hours at the keyboard. If you like challenges, sur
prises, humor and being transported to other worlds, these 
are the games for you. If you dislike being forced to use your 
common sense and Imagination, or you frustrate easily, try 
them anyway. 

In beginning any Adventure, you will find yourself In a 
specif ic location. a forest , on board a small spaceship, out
side a fun house, In the briefing room of a nuclear plani, In a 
desert, etc. 

By using two-word commands you move from location 
to location manipulate objects that you find In the different 
places, and perform actions as If you were really there. The 
object of a game Is to amass treasure for points or ac
complish some other goal. Successfully completing a game, 
however, Is far easier to state than achieve. In many cases 
you wil l find a treasure but oe unable to take It until you are 
carrying the rlgnt combination of objects you find In the 
various locations. 

How do you know which objects you need? Trial and 
error, logic and imagination. Each time you try some action, 
you learn a little more about the game. Which brings us to 
the term " game" again, While called games, Adventures are 
actually puules because you have to discover which way 
the pieces (actions. manipulations, use of magic words, etc.) 
flt together In order to gather your treasures or accomplish 
the mission. Like a puzzle, there are a number of ways to flt 
the pieces together, players who have found and stored all 
the treasures (there are 13) of Adventure #1 may have done 
so In different ways. 

In finding how the pieces flt, you will be forced to deal 
with unexpected events, apparent dead ends and Scott's 
humor, which Is one of the best parts of the puzzles . 

If you run Into a barrier like not being able to discover 
more rooms, don't give up. Play the game with some friends; 
sometimes they' ll think of things you haven't tried. 

Whl/e I pondered how to reach the throne room -
which I was sure contained the treasures of Croesus - the 
fog grew th1c1<er and the hours passed. I reel/zed I would not 
be able to outwrt Adams today ... but maybe tomorrow. I 
marked my present location on my tattered map and began 
the long trip ro the surface. As I dragged myself off to bed, I 
thouQhl about other possible Adventures. 

But enough for tonlghr. Tomorrow - another crack at 
the chasm. -by Ken Mazur 

Reprinted wr!h permi.w'on from 
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