WARRANTY

American Software Design and Distribution Company does not.

warrant that the program or other material will be free from
error or will meet the specific requirements of the user. The
user assumes complete responsibility for any and all decisions
made or actions taken based on information obtained from this
program or other materials which are made available sclely on
an "as-is™ basis.

American Software Company's warranty covers malfunction due to
defective materials or construction. This warranty is void 1if
the hardware has been damaged by accident or unreasonable use,
neglect, improper service or other causes not arising out of
defects in material or construction. This warranty 1is in
effect for three (3) months from the date of purchase by the
consumer.,

Some states, do not allow the exclusion or limitations of
implied warranties or consequential damages, s0 the above
stated limitations or exclusions may not apply to you in those
states.

AMERICAN SOFTWARE DESIGN & DISTRIBUTION CO.
COPYRIGHT 1983
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Tlventures

STONE

How good are you at his-
tory? How about 5000 B.C.?
Can you survive the many dan-
gers that lie ahead? On this
adventure, you must find the
time machine to teleport you
back to the 20th century.

Now with sound effects

Difficulty: intermediate
Ages: 12 to adult

Extended Basic Language
T199/4 T1 99/4A
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LOADING INSTRUCTIONS
1) ERROAS:

TAPE VERSIONS: o

SHOULD WORK FINE. BEFORE LOADING FROM TAPE, IF YDU HAVE A
DISK SYSTEM, EITHER SHUT IT OFF OR ENTER "CALL FILES(1)}"
SEFORE LOADING. IF YOU ARE HAVING TROUBLE LOADING THIS
PROGAAM TAY TUANING UP YOUR TONE OR VOLUME BEFORE RETURNING
TO ASDSD. |

DISK VERSIONS:
BEFORE LOADING ENTER "CALL FILES(1)™ THEN "OLD DSKA1.GAME™ ANO
"TRUN"! 8!

* THESE ARE NECESSARY STEPS BECAUSE OF THE TIGHT MEMORY SPACE
THAT THE TIVENTURES O0CCUPY.

2) CoLORA:

THIS COMMAND ALLOWS YOU TO ALTER THE COLOAR OF THE SCREEN.
EVERY TIME YOU ENTER "COLOR" THE SCREEN WILL "INVERASE" (IE.;
BLACK ON WHITE TO WHITE ON BLACK.) THIS CAN BE ACCESSEOQ AT
ANY TIME IN THE ADVENTURE. THE REASON FOR THIS IS HECAUSE
PEOPLE LIKE VIEWING OIFFERENT COLORS THAT OON'T STRAIN THEIR
EYES.

3) SAVE GAME:

AT ANY TIME OURING. AN ADVENTURE YOU MAY USE THIS. AFTER
ENTERING '""SAVE GAME" YOU ARE GIVEN 3 OPTIONS. ENTER THE
PRECEEDING NUMBER BEFQRE THE OPTION YOU DESIRE.

DISKs -
YOU MAY LEAVE IN THE OISK THAT THE TIVENTURE IS ON. NOTE
THAT WHENEVER SAVING A GAME TO DISK IT ERASES OVER THE LAST
SAVED GAME. .

TAPE:
WE RECOMMEND THAT YOU USE ANDTHER BLANK TAPE. SIMPLY FOLLOW
DIRECTIONS CAREFULLY.

% PLEASE NOTE THAT IF YDU DO SOMETHING WRONG THE COMPUTER MAY
"CRASH" AND YOU MUST ENTER "RUN' TO RE-ENTER PROGRAM. THIS
MEANS STAARTING OVER! 1!

4) RESTORE PREVIOUS GAME:

YOU ARE GIVEN THIS OPTION AT THE START OF EACH GAME. THIS IS
MUCH THE SAME AS THE "SAVE GAME"™ OPTION. NOTE THAT YOU MUST
HAVE PREVIOUSLY SAVED A GAME.TO USE THIS OPTION!

5) PLEASE CONTACT ASOEB0 IF YOU HAVE ANY PROBGLEMS. WE HOPE
THAT THESE ENHANCEMENTS WILL BE OF GREAT HELP. THANK YOU.

by SCOTT MORGAN



INTROOUCTION

Walcome to the world ofF adventure! An adventure is a game of
imagination and problem solving mixed together with logic.
An adventure puts you in another place and time giving you a
chance to solve problems while trying to reach a sapecific
gaoal. To do this you must give the computer 1 or 2 word
commancs., These commgnds are your course af action (i.=.
"TAKE CARD"). This will be demonstrated 1ln the saection
entitled Y“YSAMPLE GAME™"™. Sound effects are used to anhance
the game,

OBJECTIVE
You are now in the land of dinosaurs. You must travel
through this dangerous land to find the time machine and
return to the 20th century.

ORDER OF PLAY
The game begins with a short title page. Press the space bar
to begin the adventua. Next the computer pauses a mpment to
finitialize a new game.

The top of the screen will show your location, directions you
can travel [{"N" for north etc.) and objects you see ([auch as
a table}.

A=low that line is a line of asterlsks and then the computers
responss area, The Flashing cursor is where you anter your
course of action. To play the advanture you enter an actlon
(auch as "LOOK OCEAN") and then press "YENTEAR". Note the
computers responce and continue the game in this manner until
the adventure is done,

: . LOCATION
This tells you where you ars located. A description of the
lacation might be given. Note this befores you move to a new

location,

DIRECTIONS {FOR TRAVEL)

The directiona you can travel include the FfFour compass
directions (YN, "S" "E' YW"] as well as "U" For up and "0V fo
out. To move narth just press "N" and then presa "ENTER"
when you input your course of action. Alse note that you can
travel by saying "80" to an aobject such as "GO CAR". Try
thias only when an object doesn't have an obvious direction.
Sometimes you can move by oparating something such as pushing
buttons when you are inside a car.

YOU SEE
These are objects that you can easily see, Usually they can
be taken. To examime an object closer yocu can say samething
such as “"LOOK SCREEN'". To list the objects you ara caryying
just say "INVENTORY" or "INVY for short,

INPUT AREA
Only use are ar two word commands, Look at the

"SAMPLE COMMANDS" saction For examplas, Almo be sure that th
YALPHA LOCK" is down when you are playing the game.

SAMPLE GAME
LOCATION: DARK TUNNEL
OIRECTIONS: N,S
YOU SEE:
DooA
KEY
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- (Course of action input areaesa)
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SAMPLE INPUTS COMPUTERS RESPONSE

“"TAKE KEY" 0K

“LOOK KEY™ NOTHING SPECIAL

"BLOOP" - 1 DON'T UNDERSTAND or WHAT?

"OPEN OOOR' CAN'T IT'S LOCKED or WHAT?

"WITH KEY" KEY DOOESN'T FIT

g {Screen claars and you move to a naw
location)

SAMPLE COMMANDS

"TAKE " "HELP" (AQUA BASE ONLY)
YINVENTORYY "LOOK™"

"GO T "OPEN "

YL - - 1

TUNLOCK Tt HBRE AK J:'

" TLL 1 "PUSH )

npyULL ve | HEAT )

"DIG ) “TIE '

the Fun will be to discover other commands that are
neadad to complete an adventure.

HINTS
If you want to get rid of the snaks,
make sure you know which rock to take,

G000 LUCK!



