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SAVAGE ISLAND — PART 1 - WARNING FOR EX.
PERIENCED ADVENTURERS ONLY' A small island in a
remote ocean holds and awesome secrel, Will you be the
tirst 1o uncover i1? NOTE. This is the first of a larger multi-
part Adverture., it will be necessary 1o purchase addi
uonal packages to complete the entire Adventure.
SAVAGE ISLAND — PART 2 - After struggling through
Part 1. you have the consolatior of knowing its half over
This concludes this two part ADVENTURE «t requires you
have completed #10 and received the password 1o start
18] &

GOLDEN VOYAGE - The king lies near ceath in the royal
palace — you have only three days to bring back the elixir
needed to rejuvenate him. Journey through the iands of
magic tountains, sacred temples, stormy Seas, ano gold.
goig, GOLD! Can you find the elixir in tme?

ADVENTURE 10-11-12
PROGRAM PARAMETERS

LCANGUAGE : . -« s o6 55 s wiw ases Machine
NUMBER OF PLAYERS (min/max) . ... 11
AVERAGE COMPLETION TIME .. 1 month
SUGGESTED AGE GROUP . ... 12to Adult

RECOMMENDED FOR NOVICE? ..... No
[~CLQSSIFICATION: ........ Compu-novel
BOUNDR . i siies " No
»GAME SAVE FEATURE? s ian YOS
MpLTIPLE SKILLLEVELS? .. i v s s NO
,GRAPHICS ORIENTED? ............ No
RBALTIMET .. v s c0ie nivm mam g nvs o No
None

SPECIAL EQUIPMENT: ...........
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Adventures by Scott Adams
AN OVERVIEW

| stood at the bottom of a deep chasm Cool ar shding
down the sides of the crevasse hit waves of heat rising from
a stream of bubdling lava and formed a mist over the slug-
gish low. Through the swirling clouds | caught ghmpses of
two ledges high above me  one was bricked, the other ap-
peared 10 lead o the throne room | had been seeking.

A biast of tresh an cieared the mist near my feet and
ke a Single gravestone a broken sign appeared momentarr
fy. A dull gleam of gold showed at the base o! the sign
petore being swallowed up by the fog agamn. From the
distance came the angry buzz of the killer bees. Could |
avoid their lethal stings as | had managed 10 escape the
wrath of the dragon? Reading the sign might give me a clue
10 the dangers of this pit

| approached the sign slowly.

And so & goes . hour after hour, as you guide your
microcomputer through the Adventures of Scott Agams in
an effort 10 amass treasures within the worlds of his im-
agination

By definition, an adventure is a dangerous ot rnsky
undertaking; a novel, exciing, or otherwise remarkable
event ot expenence. On your personal computer, Adventure
15 that and more.

For the user, playing Adventure 1S a dangerous of risky
undertaking in that you better bu prepared to spend many
acdictive hours at the keyboard. If you like challenges, sur-
prises, humor and Dem? transported 10 other workds, these
are the games for you. If you dislike being forced to use your
common sense and imagination, or you trustrate easily. try
them anyway.

In beginning any Adventure, you will tind yourseit i a
specitic location: a torest, on board a smail spaceship, out-
side a fup house, In the brieting room of a nuclear plant.in a
desert, etc.-,

By using two-word commands you move from location
1o location manipulatg objects that you tind in the different
placeg, and perform actions as if you were really there. The
objecl of a game s 1o amass treasure for points or ac-
complish some other goal. Successiully completing a game,
however, 1s lar easier 1o state than achieve. In many cases
you will find 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
errot, logic and imagination. Each time you try some action,
you earn a little more about the game. Which brings us to
the term “game” again While called games, Adventures are
actually puzzies because you have o discover which way
the pieces (actions, manipulations, use of magic words, etc.)
it together in order to gather your treasures of accomplish
the mission, Like a puzzie, there arera number of ways o tit
the pleces together; players who have tound and stored ail
the treasures (there are 13) of Adventure #1 may have done
80 In different ways, 4

n linding how the pleces tit, you will be torced to deal
wil expected events, apparent dead ends and Scott's
hurhor, which is one of the best parts of the puzzies.

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

While | pondered how fo reach the. throne room —
which | was sure ined the ol G — the
fog grew thicker and the hours passed. | realized | would not
be able to outwit Adams_ today..but ma tomorrow. |
marked my present location on my tal map and began
the long trip to the surface. As | dra, myselt ol to bed, |
lhoug‘t about other goulbh Adyen 3

1 enough for tanight. T - hey crack at
the chasm. —dy Ken Mazus
Hepuinted with E-nnunn from
PENSONAL OOMPUTY MA(;Alth{ FEB, 1080
Cupyright 1680 PERSONAL OOMPUTING MAGAZING
1050 Commonwealth Ave., Busion, Mass. 03315
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