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ADVENTURE GAMES - Technical Notes for IBM/MS-DOS version

i

1Getting Started’ Switch the computer systea on, then follov the instructions on the disc label. The disc drive vill
vhirr, and the progras should start. Refer to the separate 'How To Play Adventure Games' booklet for details of how to
use the prograe itself. If, after folloving ail the instructions, you still can't get the progras to start, or you are
in any vay not satisfied vith its performance, return it to us in its original packaging, and ve'll test it and replace
if necessary. This version does not use seand effects.

SOME QUESTIONS ANSWERED:

I wanted to load a qawe I saved a weet aga, bat I caaldn’t remewber what I called it. How do I {ind 0at? The only wvay
to research nases of saved games is to check them out before you start a game, ie from the AY proapt of D0S. (Use the
DIR comsand, as described in your systea manual under reference 'DIR'.)

1’3 asing a doable disc systen. Can I have the adventare disc ia drive 4, and my data disc in drive B? Yes. To save teo
drive B at the ":' proapt, type

SAVE (RETURN>.  The cosputer vill respond vith:
Please insert saved gase disc.
Save
Put your 'data’ disc in drive B, then type:
B:gasename CRETURNY, where 'gasenase' is the nase that you are using for your saved position.

To get back to that saved position at a later date, type LOAD CRETURNY and follow the on-screen instructions, using
B:gasename at the appropriate time.
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1 tried to save a gave, bat got a 'Bisc fall’ sessage. This means what it says. The disc is full. You have two choices:
either put another (formatted) disc in the drive that you are using, or use the DEL facility, fros DOS, to delete one or
sore of your old files (see your systea manual for details).

I tried to save »y pasitios, but it won't let me! 1f the name that you're typing in is too long (saximum 8 characters)
the computer vill just keep saying:

Save

until you use a name it likes. If you've inadvertently put a write-protect sticker on the disc, or if the disc itself is
faulty, you vill get the sessage:

Abort, Retry, Ignore?

If a sticker is the problem, remove the disc, then the sticker. Put the disc back in the drive and type R CRETURND. If a
sticker isn't the probles, put a different (formatted) disc in the drive, and type R <RETURN).

I want to back ap the disc. Can I do this? The disc is copy-protected. Attempts to copy it may result in damage to the
code, Replacement or back-up discs are available from TOPOLOGIKA for a nosinal fee.

Nhen I try to LOAD 3 saved position, I qet the message: Open failure - please try again

The program can't find a file of that nase on the disc. You say have just mis-typed the nase (in vhich case just type it

again). You say be trying to load a gase that you think you've saved, vhen in fact you didn't! Finally, you may be using

drive B for your saved gase disc, and ositting the drive reference from the 'gasenase’ (see above.)
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agle wvands can be danjerqus

thinge. The one you found ln the junk shop

off Market Btreet was no exceplblon. TE was
a mistake to wave 1t while the cranky old
shopkeapez's back was turmed... Inatantly The
atmoaphere turned inside out, taklng you wlth ik,
®han 1t twisted back agaln, dumping you back
inslde the shop - but a strangely altered Shop
indeed... Ho windows, precious little stock - and
nia :lhnphenpnr elther! Yoo ware Ln part nf a rava
eyetem, to judge from the granite-grey walls,
ceillng and Elpar.

% you paused, uncertaln what to da, a4 valce

semmed Lo weasel lta way lnto your mind,

crawling between the wet layers of flesh and
skull:

" g and seek the treasore, mortal,
@ and bring it back here in payment
far the mianse Af my wand. Tou
will need every ocunce of cunning to deal
with the serpent in the Garden af Elen,
the apcient mariner, khe I1nvallad old
lady, the whale, and myrlad ather
prablems too difficolt to menbion.

"A word of warnlng - it ls dangerous to
travel in tha darkl

"tne final thing - REAR MY NOTICE!®

4 the words began to fade Erom your

censcions mind, the temporary paralysis that
L had gripped your llmbs since yaou waved the
wand eazed, and you began to realise Lhat what
happened now was op bo you...



Philosopher’s Quest

Help
Sheet

'PHILOSOPHER'S QUEST' comes with on-line help which you get into
by typing HELP <RETURN>. The program will halt and wait for you to
type in a number so that it knows which °'hint' you want. You
therefore need to know which numbers refer to which hints.

Pages 2-4 of this Hint Sheet contaln a series of questions that
players typically ask, llke *'How do I find anything underwater?*

Various 'key words' have been deleted from these questions -
making it harder to accidentally see the solutions to other
questions - and are reproduced below.

The numbers alongside the words refer to the questions. The number
that follows each question is the number to key for that
particular hint.

Good luck!
ALBATROSS 3 GRAVEYARD ) ‘19 SEA 44
AREA 15,23,50 INK 21 SHOP 36
BABEL 4 JUICES 18 SLAB 38
BATTERY 7 LADY 17,22,29,37 SNAKE 39
BENDS 6 45 SOLICITOR 28
BLACH 43 LAMP 30 SOURCE 53
BUCKET 38,52 LIGHT 23,53 STOMACH . 42
CHEESE 8 MARINER 7,12 TEA 29
CUPBOARD 44 MAZE 16 TIME . 30
DANGER 9,49 MOUSE 26 TOOTH 40
DARK 10 OBJECT 20,36,47 TREASURE 27,48
DOG 1,11,17,22 OCTOPUS : 27 UNDERWATER 2,41
37,46,51 OFFICE 28 WALK 33
DOCR 32 PAINT 31 WATER 35
EDEN 13,50 PANTRY 32 WEIGHTS 52
ELEPHANT 14,19 PASSAGES 25 WHALE 16,42
FRUIT 39 PLANK 5,33 WILL 45
GAME 24 POINT 24 You 15,23
GARDEN 13 PORTCULLIS 34

GASTRIC 18 ROOM 9,49
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How

How
How
How
How
How
How
How
How
why
How
How
How
How
How
How
How
How
How
How
How
How
How

How

do I find the old lady's third *xx?

do 1 see **k****t*t?

can I drop the #*¥sawxxx?

do I do anything in **#xx?

do I walk the full length of the *%xxs?

do I avold getting the *txax?

do I avold losing almost all my ***x%%* time when
I visit the *xxxxxx2

can I get past the *%*xxx?

can I stay alive in the %%%xxx %%t% the first
time?

do 1 keep dying in the #x*xx?

can I find the o0ld lady's #*%#?

do I get past the ancient #t¥ksxssx?

do I get out of the *nxxxx of **sx?

do I get past the ®**gixxx?

can 1 escape the '%*%*% don't exist® %**x%x%x?

do Ivget out of the #*%*xx %%¥x?

can I ensure that the old ##«%'g w%* gtays alive?
do I avold being dissolved by *axexss shdik®?

do I get back safely from the f#xtzzxrg:'.
*********?

do I 11ft heavy ***%xxg?

can I get the #***?

can I get back to the o0ld *#*x* after getting her
*** down safely?

can I get *#*%** again after escaping the

‘%% don't exist' wrxx?
do I finish the #***%* and get the last **nxx?

I don't undexrstand the M. E. #fthxraxs

How

can I pick up the *tx2«?

43
16
39
22
21
30

15
19

31
34
33
27
317
26

29
32

40
50
11
24




27
28
29
30
31
32
33
34
35
36
37
38
39
40
41
42
43
44
45
46
47
48
49
S0
51
52
53

How do I get the #¥wkkwk¥ chest from the *%tdwsw?

What use 1s the *X*XAkkkkig KrAXLX?

How can I get the #%x%%* her x#x?

How

How

How

How

How

How

How

How

How

do
do
do
do
do
do
do
do
do

I

¢

I

I

I

avoid running out of %®¥* waxx

use the #***x%?

open the *tkktx LA b S i

stay alive when *t*%{ing the ***%%x?

get past the *xrtakraxax?

enter the **%%% gafely?

get more than two **x%x%g out of the *txx?
find the o0ld *%%xx'g fourth ***?

get the **** out to the %*tx*x«

without dying in the #t*xx?
What do I do with the *%**% and the *%%%x?

How do I take the *%%%* gafely?

How do I £ind anything **xsxxsiksk?

How can I get dry things into the ***%x%k'g *kaakxx?

wWhat use

How do I

How
How
How
How
How
How
How
How

How

do
do

do

1

I

1

is the word #*&x%?

open the **% LR 2 4 231 ird

make the old *##%#*'g s+¥* yaluable?
find the old lady's second %x**?

enquire about the use of an %*x%xx?

can I locate an item of *%xx%kx&x?

do I stay alive in the #**x%xx wxxx the second

time?

do I get out of the #%*%x outside *xnx?

do I £ind the o0ld lady's fi1fth #*%?

do I get the heavy %x%%tx% {nto the #xxxv2?

Ao I £ind a tARe% KXERRXD
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'COUNTDOWN to

DOOM'

(C) Peter Killworth Publ. by TOPOLOGIKA 1987



Still stuck? Send full detalls to:

A
TOPOLOGIKA SOFTWARE
1 South Harbour
Harbour Village, PENRYN
Comwall TR10 8LR
Tel 01326 377771
Fax 01326 376755




About the Author. ..

By profession a theoretical research oceanographer — and an occasional anthropologist
and magician — PETER KILLWORTH fell in love with adventures when he discovered
‘Colossal Cave’. His own first attempt at this new art form ('Philosopher's Quest’, originally
published by Acornsoft) sold 25000 copies.

‘The programming’, he recalls, ‘was totally functional, and fairly crude by my current
standards. But the plot and the puzzles were good. It's very easy to write a bad adventure (it
just needs hard work); but a good one needs plotting like a novel, the appropriate writing
skills, and the ability to create new puzzle types instead of just repeating old patterns’

His family occasionally see him away from his computer terminal at home. They do not play
adventure games.

...About the Adventure

Magic wands can be dangerous things.

The one you found in the old junk shop off Market Street was no exception. It was a mistake
towave it at all, let alone while the old shopkeeper’'s back was turned...

Instantly the atmosphere turned inside out, taking you with it.

Then it swirled back again, dumping you back inside the shop — but a strangely altered
shop indeed ... No windows, precious little stock — and no shopkeeper either! You were in
part of a cave system...

As you paused, uncertain what to do, a voice seemed to weasel into your mind.

‘Go and seek the treasure, mortal, and bring it back here in payment for the misuse of my
wand....

GAME SIZE: Compact, but with unexpected twists. RATING: Difficult.

Also from Topologika...

‘ACHETON' by Jon Thackray, David Seal and Jonathan Partington

A mysterious body — known only as The Ruling Council of Acheton — has issued a

challenge to life-forms everywhere: ‘We hereby challenge the greatest adventurers in the

universe to uncover the dread secrets of our Realm. Deeds of heroic valour will be required,
. and feats of intellect that Newton and Einstein would have boggled at... The rewards will be

great: riches immense, and power supernatural, and the knowledge that you have
succeeded where thousands have failed.’

GAME SIZE: Expansive, with a wide range and very high standard of problems. RATING: A
real challenge.

‘Philosopher’s Quest’ ~ Peter Killworth 1987
) ISBN 1-85335-010-9
ruisres by QN W )
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