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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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COUNTDOWN Lo DOOM (C) Peter Killworth Pub. TOPOLOGIEA 1387

Welcome 10 ........ T

DUUMAWANGARA. Abbr.: Doom. Cllmate: varies dramatlcally
from desert te Jungles, glacler to avamp, Atmesphere
Intensely volatile; sxplorsrs mest gquard ageinst rapid
coccoslon of equlpment and spaceshlp allke. Dangers;
Atmogphere, a8 abéve., Autcmatic defence eyabem. Alsc the
Ruins, reputed to have been the home, aeans ago, of The
Anclents; none who has entered them has ever relurned.
Speclal features: The large number of crashed spaceshipe
Iltvecing 1ts surface, many of whilch had beesn carrying
treaasure from one planet to another, make Doom a
potentially locrative sourcs of Income for that =peclal
breed of Explorer knowm as Adventurer...

Extract from Incergalactic Times, Vel. 3, Bec. 7, pp L1




(Countdown

You aet off from Eacth In your one-man ship, and are scoa
orbitlng Doom.

Before you can contemplate a landing, RowWever, your ship
comes under a vialant attack from Doom's aotomatlc detence
system. '"No wonder most shipa never come back!' you btell
yourself, as your ship tusbles out ol control towards
Doom's sutface, with you playing the controla like the
axpert you are.

Nothing you can do can prevent the crash-landing, however,
and your ahip hits the ground with a ferce that would hawve

kl1led you had you not Jumged at the last moment to absork

| gome of the momentum.. .

You pick yourself up and sarvey the wreckage, knowing that
your 3hip will corrode away in a nere 400 Time Unlte.
Repalr it by then or you'll be stuck on the planst
Eorever. Doomed, In Fack...

To function properly, your ship needs certaln itema (Bee
averl.

Wlthout these, yaur ship simply won't fly. If any are £oo
old or corroded, they won't work. If you can leave theae
componente {and any treasure you £lnd) in your carqo hold,
what's left of your ship's systems - contralled DYy an
Ilntelllgent console in the poptrol room - will reassemble
your ship and £ly you home, nopefully a much richer
person.

Eut remember = the correslen clagk 13 tickling away. ..




Help Sheet

- |
Countdown
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Doom

'COUNTDOWN to DOOM' comes with on-1ine halp 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 contain a series of questions that
Players typically ask, like 'How do I get out of the spaceship?’

Various 'key words' have been deleted from these guestions -~
making it harder to accidentally see the solutlions 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!

ALLODILE 11 FLICKERING 45 POWER 13
ARTEFACT 2,14,28 GLACIER 32 PRESENT ' 24
BEAM 47 HALL 21 ROBOT 9
BLOB 39 HELMET 1 ROOF 1
BLOWN 8 ICE 4“ SCREEN 45
CABINET 15 ICICLE 42 SEESAW 23
CHEST 7 IGLOO 38 BKATES 38
COMPONENTS 51 JUNGLE 19,26 8LUGS ‘ 43
COMPUTER 12,24 LASER © 47 S8PACESHIP 41

27,50 LIGHT 34 SWAMP 6,20,34
CORRIDOR 2 METATERMITES 22 S8WITCHES 30
CRYSTALS 16,33 MONSTER 33 THOUGHT 49
DECAPODS 35 MOTOR 48 TIME 40
DESERT 17,18 MYSELP 25 TRAP 19
DIiscs 50 OBJECT 46 TREASURE 10
DOOR 21 PAN 2] TUBES 37
DOORS 49 PHASER 5 UNIT 48
EATING 22 PIT 3 up ) 8,31
ENTRANCE 28 PLATFORM 13 VOLCANC 31,41

EXPLOSIVE 36 PNEUMATIC 37
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How

do I get the **#*w»% onto the LA AL N

can I get out of the curving aexndass in the
t!!l'tti?

do I avoid dying in the ##**?

do I get out of the ERRRARARETD

can I stop the #axx## killing me?

do I avoid dying after sinking safely to the bottom

of the seris?
can 1 stay alive opening the ARARRD

do I stop myself getting wsss *x?
can 1 stop the *ws»+ taking all my objects?
do 1 locate wewsrats?

40 1 get across the **srssea?

do I avoid dying when I leave the *REREENR yoOom?

can 1 stop the t*#ssess runping out of *werss |pn the

wrong place?

can I not be killed when I enter the sraxRats from
the NE?
can I stay alive opening the AENRRANT

can I stop the damensnx killing me?

can I get back from beyond the ssxaax?

can 1 survive in the sssxx2?

can 1 get across the ***% In the txwase?

do I stay alive in the **##?

do 1 get through the large s**¢ in the w&*?
do 1 5t°p the AARANKAERAEN RARARE evetythlng?
can I stay alive opening the #**%?

do I avold getting killed going through doors
after getting the xaxnsst fyom the SRTARAKE?

What should I glve #¥ssxa?

How

do 1 avold getting lost In the LA A LA
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How

do 1 stop the rrrassts telling me off for killing?

can I get into the srrzexes through the W tassaata?

do I use the xassw?

can I get all the swsxasse turned to ON?

do 1 avoid dying going *E the FRRRARRD

do 1 avoid dylng of cold on the weerasa?

can 1 stop the tawgexs k1lling me when I try to go
past or take the ERRRANARD

do 1 get *s#*® below the KERNRD

do I stop the ratsnsw: getting me?

do I get out once I've used the ""f*"'?

can I avold getting lost in the ANRKANREA

RARRE maze?

do 1 get the *w#*at out of the *wexe?

can I stop the **** ki1lling me when I pick it up?

can I achleve ahythlng when I'm forward in *®*#?

do I avold dying going down the '*"';*?

can I get the ®weasx?

do I stop the **### killing me?

can I stay allve crossing the ®#t rink?

can I stop the *eaxsaass sxssws killing me?

do I enquire about the use of any EERRNRTD

do I stop the #*axs wiesa killing me?

do 1 get the wasks sens?

do I get past the RRNRNRE _sansing KEEEAD

do 1 make the *#ssesax gccept the **v**?

do 1 locate spaceship *AReasasia?

Hint
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8t1l1l stuck? Send full details to:

Topologika

FREEPOST

P O Box 39

Stilton

PETERBOROUGH PE7 3BR

No SAE - no reply!



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 puzzies 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 wriling
skiils, 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

You set off from Earth in your one-man ship, and are soon orbiting Doom.

Doomawangara — Doom for short — with its weird climate that varies from desert to jungle,
glacier to swamp; the home, aeons ago, of the Ancients, whose crumbling dwellings at last
begin to show up on your scanners, theirimages giving you the feeling that they're
watching you — not the other way round. Doom, famed across the Galaxy as a potentially
lucrative source of income, its surface littered with crashed treasure ships, rapidly -
corroding in the intensely volatile atmosphere. Only those known as adventurers would
dare to land.

You make one more pass over the enticing planet, wondering if you have the ¢courage. The
decision is made for you when your ship comes under a sudden and violent attack that
sends it tumbling out of control until it hits the surface with a force that could have killed
you.

You pick yourself up and survey the wreckage, knowing that both you and your ship are
well and truly doomed unless you can find the spares to repairitintime. ..
GAME SIZE: Medium. RATING: Medium.

Also from Topologika. ..

‘PHILOSOPHER'S QUEST by Peter Killworth

Peter's best-selling adventure sees you wishing you hadn’t waved that old magic wand you
found in the junk shop off Market Street. For when you did, the atmosphere turned inside
out, taking you with it. And when it turned back again, the shop — and the shopkeeper were
no more...

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

‘Countdown to Doom’ Peter Killworth 1987
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