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AOVE NTURELANO · You wander t hrOIJQh an onchant8d 
world try ing 10 recover ll'IO 1J lost tr o sures You ·11 en 
counter w ild animals. m aQ ICal 1>e111gs, and many o ther 
per ils and puutes Can you rescue the Blue Ox from th e 
Quicksand ? Or find your way ou t o f the maze o t pits? 
Happy Adventuring .. 

PIRATE'S ADVENTU RE · •· Yo ho ho and a bott le of 
rum ... " You II meet up v11lh the pira te and his dalfy bi rd 
along wi th many strange sigh ts as you attornp t to go 
from your London llat to Treasure Island Can you 
recover Long John Silver's lost treasures? Happy sail· 
mg, matey . 
MISSION IMPOSSIBLE ADVENTU RE ·Good morning, 
your mission 1s to .. and so It stans. Will you b-e ab le to 
complete your m1sslon on lime? Or is the wor ld' s tirsl 
automateO nuclear reactor doomed? Th is o no·s wall 
named. 1rs hard, there is no mag ic , but plenty o f 
suspense. Good luc 

ADVENTURE 1-2-3 
PROG RAM PARAMETERS 

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

NUMBER OF PLAYERS (m inimax) .. .. 1/1 

AVERAGE COMPLETION TIME . . 1 month 

SUGGESTED AGE GROUP .. . 12 to Adu lt 

RECOMMENDED FOR NOVICE? . . .. Yes 

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

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

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

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

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

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

SJ)ECIAL EQUIPMENT: ... . .... .. . None 

COPYRIClHT · THIS PRODUCT IS COPYRIGHTED and all 
r1~• are~ The distribution and sale of this product 
are ll'llendlld tor the pecaonal UM of the original purchaser 
only and for uae 011ty on the computer syatem(D) specified. 
Anydl !,~ copying, dupllcatlng. selllng or othenwlse 

at,....,ung this product, IS hereby expn,ssJy IOlbldderi. 

UIIITED WARRANTY · SCOTT ADAMS, Inc. ahall have no 
~~ to any entity with rapect to any llabUlty, IOsa or 
- ,_.. ca...-1 t,v· lhis product. This product wlll be 
~ H defective In manufact .. a, except for IUCh 
Nplac:ement, the &ale of t!lla ptOgrt1rT1 matettal la without 
warranty or liability. MaQnellc material may not be copyable :..i--la 5 aystem Lllllng standard copying ptocl4!duraa. All 

- warranted to load tor 1 yHr from date of 
P\ll'CtlUII. II defective, return orlgfnal media and proof ol =er ~~I. Beyond 1 year al110 Include 

. • . ng --.,.. P. Item. 

Adventures by Scott Adams 
AN OVERV IEW 

I srood ar lh8 botrom of a doop chasm Coor air sliding 
down /he sides or rne crevasse ho/ w11ves of h llBI rising from 
a stream of bt1bblmg lava and formed a mis/ o,er rhe slt1g· 
gish flow. Through the s wirlmg clouds I caught glimpses of 
two ledges high abo,·e me: one was br,cked. the orher ap­
poaroa ro lead 10 rho throne room I had been seeking. 

A orasr of fresh B!f cleared tnc mist rtear my teer and 
/Jke a single gravestone a broken sign appeared mom11n11w ­
ly. A dull gleam of gQfd showed ar me base of /he sign 
before being swallowed up by the fog sgsm. From /he 
dis tance camo the angry buzz of rhe hiller bees. C-Ould I 
a vo id /fl e,r te1hal stings as I Md managed ro escape the 
·math of rhe dragon• Aeadmg the sign might give me a clue 
to the dangers of this p,t. 

I approached the sign slowly. 
And so ii goes • hour af ter hour, as you guide you r 

microcompvtOf through tM Advonturos ol Scott Adams in 
an effort to amass treasures within the worlOs ol his 1m­
agina1lon. 

By defini1ion. an adveniure 1s a dangerous or nsky 
undertaking; a novel, excittng, or otherwise remarkaole 
event 01 expouonco. On your pe,sonal computer. Adventure 
Is th.I t and more 

For 1he user. playing Adventure Is a dangerous or risky 
undenaking 1n that you better be prepared to spend many 
addictive hours at the keyboard. If you like challenges, sur­
prises, humor and being l ransportod to other worlds. these 
are 1ne games for you. If you d1sllkc oe1ng lo,ccd 10 use your 
common sense and Imagination, or you f<ustrate easily, try 
them anyway. 

In beginning ar,y Adventure. you will lind yoursulf in a 
speci fi c location. a fOfCSI. on l>Oard a small spaceship, out· 
side a fun house, In !he briefing room of a nuclear plant, in a 
dasen , et c. 

By using two-word commands you move lrom local ion 
to locotlon manipulate objects tl1at you hno in the di fferent 
places, and perform actions as If you we1e realty there_ The 
object o f a game i s 10 amass treasure for points or ac­
complish some other goal. Suc.cesslully completing a game, 
hOwever, 1s far eas1e, to slate than achieve. In many cases 
you wi ll find a treasure but be unable to take ii until you are 
carryi ng the right combination ol objects you rind in the 
vartous localions. 

How do you know which Obfects you need? Trial and 
err0<, logic and imag ination. Each time you try some action, 
you learn a li ttle moro about the game. Whici'i brings us to 
the term " game" again. White ~lied games, Acl\lentures are 
actually puzzles because you have to discover which way 
the pieces (act ions, manipulations. use of magic words, etc .) 
lit tooether In order to gather your treasures or accomplish 
the mi ssion. Like a puzzle, there are a number of ways to m 
trle pieces togel.her; players who have found aM stored a11 
the treasures (there are 13) of Adventure # 1 may have done 
so in d ifferent ways. 

In flnolng how the pieces flt , you will Ile forced to oeal 
with unexpected events, appa,ent <lead ends and Scott 's 
humor, wtiieh is one of the best pans of th8 pLrZ.tles. 

If you run Into a barrier like no1 being abl e to rJlscover 
more rooms, don't give up. Play 1he game with some friends; 
sometimes they' ll thin!( or tilings you hOvon·t tried. 

While I pondered how to reach the rhrone room -
wrt1ch I wus sure conrolr1ed the treasures of Croosus - the 
fog grew thicker end the hours passed. I res flied I w outd nor 
Oe able to outwit Adams today ... but maybf! tomorrow. I 
marked my presenr locatlon 0 11 my tettered rnsp enrJ began­
th& tong trip to the surface. As I dragged myself 0/110 b«J, I 
though/ about o /her possll)ts AdVenrvres. 

But enough for tonight. Tomorrow - another cracJt a/ 
the chasm. - t,y Ken Mawr 
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