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VOODOO CASTLE • Counl Cri sto has had a fi~ndlsh 
curse put on him by his enemies. There he lie_s, with you 
his only hope. Will you be able to rescue him or Is he 
lorever doomed? Beware the Voodoo man .. .. 

THE COUNT. You wake up In a large brass bed In a cas­
tle somewhere In Transylvania. Who are you. what are 
· ou doing here. and WHY did 1118 postman Cleliver a bol­
fie of blood? You' ll love this ADVENTURE, 1n fact, you 
might say It's Love at First Byte .. .. 

STRANGE ODYSSEY - Marooned at the edge of the 
galaxy, you've stumble~ on lhe ruins of an ancient alien 
clvlllzatlon complete with fabulous treasures and unear­
.thly technologies. Can you collect the treasures and 
return or wUI you end up marooned forever? •.. . 

ADVENTURE 4-5-6 
PROGRAM PARAMETERS 

'.(.At;IGUAGE ................. Machine 

NUMBER OF PLAYERS (minimax) . .. . 1/1 
' ' .. , 

, 'AVERAGE COMPLETION TIME .. 1 month 

SUGGESTED AGE GROUP ... 12 to Adult 
J 

RECOMMENDED FOR NOVICE? ... .. No 

CLA~IFICATION: ...... . . Compu-novel 

$0UND? ........ ..... . ..... ...... No 

GAME SAYE FEATURE? ....... .... Yes 

MUI:. TIPLE SKILL LEVELS? . . . . . . . . . No 

GRAPHICS ORIE~TED? . . .......... No 

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

SPECIAL EQUIPMENT, ........... None 

·_ ~ · THIS PRODUCT IS' COPYRIGHTED and all 
'ifghta 8!li IIIMfYed. The dlstflbutlon and sale of this PIO(luct 
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Adventures by Scott Adams 
AN OVERVIEW 

I srood ar rhe boltom of a deep chasm. Cool air sliding 
down thtt s;des of the crevasu hit waves ol heat rising from 
a stream of twl>bllng lava and formed a mist OWN Ille slug­
gish /low. Through the swirling clouds I _caughr glimpses of 
two lodges high above me: one was bricl!ed, the orher ap­
peared to lead to tile throne room f had been seeking. 

A blasr of fresh sir cleared the mist near my feet and 
like a single gravcsrone a broken sign appeared momentari• 
Jy. A dull gleam of gold showed at tile base of the sign 
be/ore being swallowed up by rhe log again. From rhe 
distance came rhe angry buu of the killsr bees. Could I 
avoid their lethal stings as I had managed to escape the 
wrath of the drag,,n? R3adlng the sign might give me a clue 
to the dangers of this pit. 

I approached the sign slowly. . 
Anel so ii goos • hour aftet hoor, as you guide your 

microcomputer through the Adventures of Scoll Aelams In 
an effort to amass treasures within the worlds of his Im­
agination. 

By definition, an adventure Is a Clange<ous or risky 
under1aklng; a novel, exciting, or otherwise remarkable 
eY8nt ot expe<lence. On your personal computer. Advantwe 
Is thal and more. 

For the user, playing Adventure Is a dangerous or risky 
undertaking In that you belier be prepared to spencJ many 
addictive hours at the keyboard. If you like challenges, sur­
P'I~ humor and being transporteel 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 Advan1ure, you will fine, yoorself In a 
specific location: a forest. on board a small spaceship, out• 
side a fun house, In the briefing room of a nuclear plant. in a 
desert, etc. 

By using two-worel commands you move from location 
to location manipulate objects that you find In the different 
place5, and peiform 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 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 
e<Tor, toglc and Imagination. Each time you try some action, 
you Isam a little more about the game. Which btlngs us to 
the term "game" again. While called game$, Adventures ase 
actually puzzles because yoo have to discover which way 
the pieces {actions. manipulations, use of magic words, ft!C,) 
flt 1ogether In order to gather your treasures or accomplish 
the mlsslon. Like a puzzle, there are a number ol ways to flt 
the pieces together. playe,s who have found and stored all 
the treasures {there are 13) of Adventure #1 may have done 
so In dllle,ent ways. 

In finding how the pleck Ill, you will be forced to deal 
with unexpected events, apparent dead ends and ~ •, 
humor, which Is one of the best parts of the puzzles.. • 

II you run Into a barrier !Ike not being able to discover · 
more-rooms, don't give up. Play ttie-game wllh some friends; 
sometimes they'll think of things you haven't tried. 

While I ponde,eq how lo tNCh thtt throntt room -
which I Wit$ SUllt conte/n&d the /n1alJUra.8 of ClrJe.llJl,8 - the 
log gtttw thicker and the hours pusld. I ttta/fzed I would not 
be able to outwll Adams todsy_ bu/ maybe tomorrow. I 
markld my,,,_,,, location on my tau.r.a map and begen 
lhtt long trip fO /he surfac.. As I dragged myself off lo bad, I 
thought about othllr poB#Jb/e Adveiiturff, 

But enough for tonight To!IN)tmw - another c,ack•/IJ 
lhttchs,m. -byKenM/tZVr 
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