


HINTS ON PLAYI NG ADVENTURE 

I ) Draw • M•p' 
2) Get Into the hobit of looking back up 10 !he Top of the 

Screen, .as it Clln change ofter every command you enter' 
3) Besid~ obvious oits you cnn lllso do things like C LIMB 

TREES, ENTER HOLES, GO WINDOW etc 
4) ~3

0
1~ examine ObJects you find, such as EXAMINE 

5) T ypmg HELP can 00 useful at times depending on where 
you are carrying etc 

6) To find out what you are canymg, Type TAKE INVEN­
TORY 

7) The verbsTAKE, DROP, READ, LOOK are also useful 

TO LOAD ON 16K TRS-80 TAPE SYSTEM 
'To load your Adventure on TRS-80 L•vel II 16K If lo•ding on Model 3, 16K select "LOW" C•ssette 
l) Power up system 6) The te,pe should now load with a blinkmg • m the upper 
2) Put tape In player and rewind right corner on CRT If you get a 'C' or the • does nor a:p 
3) Volume around 4 5 pear then rewind ta~. 5-li!:l volume to a notch higher and 
4) Type: SYSTEM go bock to ste p I 
5) Type: ADVENT 7) Type / 
• There is a duplicate copy of the Program on the back of the tape 

HOW TO SAVE A GAME IN PROGRESS TO TAPE ON TRS-80 
I I Put Blonk Tope into Tope Player 4) Hit enter, 
2) Rewind Tape Hit Pla y/ Record until Lape ls pail Leader 5) For extra Sllfety repeat steps 3 ond 4 
31 TYPE SAVE GAME 

TO RESTORE A SAVED GAME ON TRS-80 
II Start game from Beginning by Typing: QUIT 4) HI! Enter 
2) Put previously saved game tape in Player. 5) Hit Pley on the Recorder 
3) Answer YES to ''Want to restore Sa\led Game" question 

TO LOAD ADVENTURE ON YOUR APPLE 2 / APPLE 2 PLUS 
You must have 24K or more memory The disk is on 3.2. To run on & 3 3 system use "MUFFlN" program :supplied with 
your 3.3 controlk!:r 

2. If you have a Dill< on your system, boot ii up . (Disk version rf:quires 48K of memory ) 
3 If you are m Applesoft, do a call • 151 to get into the system monitor 
4 An • with a blinking cursoe shoukf now be shoo..vlng to lndk:ate you are In the system monitor, 
5. Put Adventure tape into your recorder. 
6 Rewind tape, there are 2 copies of the Adventu re on both stdes of the tape! 
7 Remove the ea rplug from the C&ssette Recorde r 
8 Hit pley on recorder 
9 When first tone ls heard , hit stop on the recorde r Immediately. Replace ea rplug into recorder 

10 'Type: 800 5777R on your Apple. ' DO NOT HIT RETURN YET THOUGH!" 
ll Hit pla y on your Lape recorder 
12 Immediately hit return on your Appke. The Lape wiJI reed for about 2 minutes. 
13 If you want to sa.ve Adventure on your Disk, do the following now: 

Type: (CTRL-D] BSAVE ADVENTURE,A$800,LS4F70 to loter run tt type BRUN ADVENTURE 
14. To st.an Adve nture , Type: 800G. 
15 . Adventure wtU start by asking If you wish to restore a previously saved ga me If you had done a ··,ave garne" whike playing 

Adventure you would type YES. else }Ust type NOi To re.store, & sa.ved game from tape after typing "YES'' (See 0 17 below_) 
A. Remove earphone plug from recorder F. The saved tape Is now ready, you should see on the 
B Rewind your sav8d tape screen. Ready saved tape. Hit enter 
C. H1t play on recorder G . Hit play on the recorder 
D. When first tone Is heard. hlt stop on recorder . H . Hit enter on your Apple Immediately 
E Replace earphone plug. 

16 How to save a game 
A While playing Adventure type Save Game 
B It will osk Disk or Tope' 
C. U you are saving It to Lepe reply · Tape 
D It wtll respond ready saved tape, hit enter 
E Put a blank ta pe In your record er 

17 APPLE SAVE GAME TAPE - IMPORTANT NOTE 

F Rewind it anG be sure the Cassette lead ls 
plugged into I~ mlk~ Input 

G Hit play ,11nd recorder on your recorder and 
w&Jt till you are past the leader 

H Hit enter. 

Before restonng a wive game tape you must lnltilllb:e the program by f.rst creaHng a save game This needs to be done only 

Pft~Eoaf~~"(J':rfs?V~ ~~ :1t,w:tto~hmiTIAiaPO~r.:u:1 load ~nth no prob~m 

1) Turn on Apple 7} When program returns type "Quit" 
2) Load Adventure tape 8) Answer "YES'' to reitore question &: load In yow 
3) Answer NO to restore question save game tape now 
4) Type SAVE GAME 9) Save games will now load normally until you shut 
5) Answer "TAPE" to la pe or disk question your APPLE off 
6) Hit return w1thou1 puttmg any tape in tape p layer 

18 If you shoukl McKlently hit reset while playing Adventure· 
1 If you hove firmware restart card type. 

CALL 151 to enter the monitor 
2 Type CTRL-Y and hit return 
3 Type LOOK 
4 Type LOOK 
5 You are now back In Adventure! 

19 * OPTIONAL NOTE* 
Ad"'entures for the Apple 2 can be used w11h the Dan Paymar lowercase kit Simply follow this procedure 
DISK OR TAPE 

1) Lood Adwnturii' you wish tu modl[y 4) • should now be showing 
2) HU reset key on Apple 5) Type 0BEI 0 
31 If I or> IS showing type CALL 151 6) Type 800G to stort 

FREE CATALOG - Order TOLL FREE (800) 327-717 2 
IN FLORIDA CALL: (305) 862-6917 



LOADING CASSETTE COPY 

Of ADVENTURE ON THE ATARI 

The following procedu~ wW allow y<MI to nm ~th• .We of th,t Ac:IW'ltb.1.N tape on a 32K A.tart without dWii. ~ -

( 11 lnwrt BASIC CMtndg., 
2) Tum on computer lWE. PRINT FRE(0) 
3) H number returned ~ ""' than 28.0:Xl then you do NOT hove enough mem«y so (go to II below) 
4) Enw, the folluwv,g ho..: prog,,m 

10 DATA 104,169,0, 133,9,32,196 
20 DATA 243,165,9,240,7,169,80,133,2 
30 DATA 76,225,243,96 
40 FOR 1= 0 TO 19:READ A 
50 POKE 1536+ I.A:NEXT U = USR(1536) 

5) 1WE RUN You should get• gr,gk, tone 
6) Lood Adventw-e tape rtrto ployer pre.s -PlA Y" 
7) HIT (RETURN) 
8) The tape w,l ldl<e obout 15 mrnute, to lood If the progn,m succesuly loads, then the progn,m will outo-nJn H BASIC a 

"BOOT ERROR" comes up. then 4n error has occurred Mld you wil need to by agail1 from 5'ep 5 

II 1) You must have ot le.,st 24K ol memay 
21 Remo\le ony cartridges from the compu"'r such., BASIC. STAR RAIDERS. Ek:. 
3) Shut olf AI.L pell)herols such ., dioks printen and exporuioo rnterloc,s Leave on only •I 1V or monllor 

and b) C......, pleyer 
4) Insert tape In c.usett., ployer, Adventw-e ln!,;!motionol lobel DOWN 
5 ) Whlle holding down the ST ART button on the compu,.,. tu,n rt on 
61 You should get • cleor vxfeo doploy and • slngie tone 
7) p,..., PU\ Y oo tape recorder 
8) p,..,. RETURN key on the computer 
9) The lope should take 15 lo 20 minutes lo load When looded, the progn,m wil a,I< you to set the nwyms 

• • • IO) U the tope does no< seem to lood, tr; "'°""ting the whole procedure u,,ng the other ..de ol the tape (One ,ode holds the d>,k 
venio<1, the other ..de Is the CM>ette v.....on It• poo,l,le the lobe) hos been reve»ed I You moy ol,o tr; cleon•,g the head ol 
the tope ployer using • Q lip ond ,tondord rubbing alcohol . 

11) U you get• BOOT ERROR or retw-n to the MEMO PAO within• mlnul<! co ,o ol loodtng, then tr; ix-ti00"'9 the tape (U5ing • 
regulo, CMSel1, player) Ploy the rape untll you he,,, the Int long tone, then put the !Ope Into the Atari co,oe11e pley<r ond 
repe<>t the whole procedure 

TO MAKE A DISK COPY OF ADAMS' ADVENTURE FOR ATARI 

1) You must have ot 1eMt 32K ol memay 
2) Remove ony cartridges from the compu,er such .. BASIC, STAR RAIDERS, Etc 
3) Tum oo cli,k dnve 1 and insert Into k o DOS ,;,,em dlok 
4) Tum on the compuier wait '°' 005 menu to appear 
5) Re°"""' DOS dlok from drive I •nd tnset1 • blonk dlok 
6) 5<lect "FORMA r option Format drive "DJ" 
7) Select "WRITE DOS Fll.ES., option. Write Drive "Dl" 
8) Select "CREATI'. ME.M-SAV" option ti your DOS doesn't have thb option then ,kJp Iha su,p 
9) Shut olf computer. 

10) Shut olf ol pertpheraJs such ., pnnters and expons,on In"'"""' Leove on only 
a) TV or monitor 
b) I ond only 1 dlok dnve 

ond c) C.......pl,,y<r 
II) Insert !Ope rn - pl,,y<r Adventure lntemotionol lobel UP, ond rewind 
12) In..,, the d!ol< you a .. te a, ,tcp 17) lfllO drive one 
13) While holding down the START button on the computer, tum It on You should get• cleor video screen and• ..-.g,e tone 

l~l ~:: ~~ !:: t't: computer 
l6) The tape should toi<e 15 to 20 rrunutes to lood When lood.id, the dlol< should boot up into the DOS menu Uthe gome....., 

ployo,g. you have used the wrong side ol the tape ond mu,t repe<1t the prnc.idure from step 110) uso,g the other ,de al the 
lope 

17) U you get • BOOT ERROR or rettm, ., the MEMO PAD within o m"1ute 0< so ol loodtny. then see • • • 10 above 
18) Select the "BINARY SAVE'· opoon ond type 

AX.ZEOO. 7C00 .. 2E50 
whert- "X .. is the Adwnture number {For ex.ampk!, lo ~ve Adventure :~, Type A3,2E00,7C00,_2E50 

19) You moy now ploy Adventure by >ele<u>!J the "'RUN AT MEMORY" option. The run ocklress ~ ZE.50 
20) To ploy ot o lolel do"'. JUSI boot up your dr,ls ("-,th NO cartndges plugged tn) ond select the "LOAD BINARY" opoon Use the 

name AX, where A3 • Adventure 3 U you on, u.,u,g the ukkr DOS I then you need to ..,Ject the run addreoool ZE.50 IQ ,tort 

SPECIAL FEAruRES OF ATARI VERSION OF ADVENTURE 

I) Wl-K>n d-K:: game starts you wit have the opporturuty to 5'?1 thl' m.arg,i~ to fu your 1V or morntor 
a) AnO'l>/S w,I oppear on the left and nght ma,yms of the !Kleen I{ the NTO\IJ'$ are vl5lbl,e yo to Sf'J) 2 
bl llw left orrow ~ mov.id by lyping [L) (RETIJRN] Eoch bme you type th.s the °"°"' moves 1 choroaer 1<,11 
c) The nght orrow ~ moved 1n the some monner by typing !RI [Rl:71JRN) 
d) IX) (RElURNJ wil reset the nwy,ns bock out to th .. extremes 
e) Try to :wr your maiyns M de.~ to the <,Kle5 of the Video !(;t'een as~ 
f) When you ore happy wrih your marg,n,, type IS] (RETIJRN) ro begin 

2) Two diferent chau,cter sets are ~v~ in Adventure Orw WM d\:!wloped by Sc.ott wl-uch we~ .. Adventure~ .. Md the 
other • the standard Atari clw-octer set To ,woch between the two while ploi,,ng, rype 

IA) (RElURJ,;] !Of the Aron "" and !Bl (RETURN) for Adventure ~ 
:l) Fco the lope SAVE GAME feature put• short blonk tape ,n your,.,..,..tte pl,,yer and rewind lt Ptess !'LAY and RECORD"' 

the ,.m, ome (they should lock down ) Type SAVE GAME (RETURN! The progn,m "',II prompt you to ··Re<><Jy-then 
h, RF.IUHN" You ,hould then hit (RE"IURNJ 

4) To r..io,e • tope SAVE GAMF. 
•I If W11h1n Adventure. type QUIT (RETURN] 
bl Re5J)Ond YES tu "reslOfe ~ve 9-)me" que'mOfl 
c) R"""nd top,. pr.,. (PU\ Y) oo !Ope ploye, 
di p,..., (RETIJRN] on the computer k•\Ax>ard 

HINT 5Hlc.ETS ond HINT BOOKS ore ovoil<>hw horn Advenrure lnternot>onol 



dventure' 
INTERNATIONAL 

A DIVISION OF SCOTT ADAMS, INC. 

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

.dventure 
The king lies near death in the royal 
palace - you have only three days to 
bring back the elixer needed to re­
juvenate him. Journey through the 
lands of magic fountains, sacred 
temples, stormy seas, and gold, gold, 
GOLD! Can you find the elixer in time? 

ADVENTURE12 
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? . .... No 

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

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

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

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

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

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

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

es 1981 COVER ART BY RAYMOND BAYLESS 
REPRESENTED BY CREATIVE ASSOCIATES 

CANYON COUNTRY, CALIF 91351 

COPYRIGHT · THIS PRODUCT IS COPYRIGHTED and all 
rights are r~. The dla1ributlon and sale of 1hla product 
are ln1ended for the personal use of the original purchaser 
only and for use only on the computer sys1em(s) specified. 
Any unauthorized copying, duplicating, selling or o1herwlse 
dlatrlbu1Ing this product Is hereby expreaaly lorbldden. 

LIMITED WARRANTY - SCOTT ADAMS, Inc. shall have no 
llablllty 10 any entity with respect 10 any liability, loaa or 
damage caused by this product. Thia product will be 
exchanged If defective In manufacture, except for such 
replacement, the sale of this program material Is without 
warranty or liability. Magnetic material may not be copyable 
on user's system using standard copying procedures. All 
media are warranted to load for 1 year from date of 
purchase. II defective, retum original media and proof of 
purchase for Ires replacement. Beyond 1 year also Include 
$5.00 handling charge per Item. 

Adventures by Scott Adams 
AN OVERVIEW 

I stood at the bottom of a dNp chasm. Cool air sliding 
down the sides of the crevasse hit waves of heat rising from 
a stream of bubbling lava and lormerJ a mist over the slug­
gish flow. Through the swirling clouds I caught glimpses of 
two led(l&S hklh above me: one was brlckerJ, the other ap­
peared to leaa to the throne room I hsd been SHklng. 

A blast of fresh air cleared the mist near my IHt end 
/Ike a slnyle gravestone a broken sign appeared momentsrl­
ty. A du/ g/esm of gold showed at the base of the sign 
before befng swallowed up by the log again. From the 
distance came the angry buu of the kif/er bees. Could I 
avoid their lethal stings as / had manaaed to escape the 
wreth of the dregon? Reading the sign m1ghl give me a clue 
to th• dangers of this pit. 

I approacherJ 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 treasures within the worlds of hi• Im­
agination. 

By definition, an adwnture Is a dangerous or risky 
undertaking; a novel, exciting, or otherwise remari<able 
event ot experience. On your personal computer, Adventure 
Is that and more. 

For the user, playing Adventure I• a dangerous 0< risky 
undertaking In that you better be prepared to spend many 
addictive hours at the keyboard. II you like challenges, sur­
prises, humor and being transported to other worlds, these 
are the games tor you. If you dislike being torced to use your 
common sense and Imagination, or you frustrate easily, try 
them anyway. 

In beginning any Adventure, you will f ind yourself In a 
specific location: a forest, on board a smell spaceship, out• 
side a tun house, In the briefing room of a nuclear plant, In a 
desert, etc. 

By using two-word commands you move from location 
to location manipulate objects that you tlnd in the different 
places, and perform actions as If you were really there. The 
object of a game Is to amass treasure 10< points or ac-
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you will f ind a treasure but be unable to take It until you are 
carrying the right 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 leam a little more aboot the gama. Which brings us to 
the term " game" again. While called games, Adventures are 
actually puzzles because you have to discover which way 
the pieces (actlon,s, 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 
1he pieces together; players who have found and stored all 
the treasures (there are 13) ot Adventure #1 may have done 
so In different ways. 

In finding how the pieCes flt, you will be forced to deal 
with unexpected even1a, apparent deed 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 10 discover 
more rooms, don't give up. Play the game with some friends; 
some1Imes they'll think o f things you haven't tried. 

Whl/e I pondered how to ,.•ch the throne room -
which I was sure contained the treasures of Croesus - the 
log grew thicker end the hours passerJ. I resllzerJ I would not 
be able to outwit Adams today ... but maybe tomorrow. I 
markerJ my present location on my tattered map end began 
the long trip to the •urfsce. As I draggerJ myself off to bed, I 
thought about other posslb/e Adventures. 

But enough for tonight. Tomorrow - another creek st 
the chasm. - by Kan Mazur 
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