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Welcome to "I City of Xebec's Demise. Readd this Guidebook before entering. It gives
yau important ir[jb.rmiuian for survival. “The separate Reference Cond gives specific
Instructions '{or usitg your computer o enter Alternate 'Kgul'it._u

A map of e City ts included in your package, The Foating Gate, in the centre of the
tnap, is surrounded by Granite ‘Bank, Best ‘Bargain Store, Best Armorers, and ‘Tail of
the “Dog Tavern. Use this base to explore the st o fThe City.

“Tfere are marty establislments in The City. “This [ist will help you in your travels. Jnns:
7; ‘Taverns: 14; ‘Banks: 3; Sﬁops: 15; Smithies: 4; Healers: 2; Guilds: 12 {you can't join
Guildds, but they're useful in other ways),

In addition to the game, you need o blank, formatted disk to use as a Character Disk.
Without a Chamcter Disk, you can't save a game. Refer to your computer user’s quide
for instructions on formatting a disk. \Be sure w format the Character Disk on the drive
you'll be using in the game.

Note: Never play with a differert “Disk 2 (Side 2, on the Apple) than the one you use
to create a character. Jf ot create a character using your backup af Disk 2, always
use the backup disk when playing with that chamcter. Hf you use the original game
Disk 2 when creating the character, afways use the original game Disk 2 to play
with that character.

‘Please fill out and return the enclosed Datasoft ‘Product Registration Card. This auto-
matically enrolls you in our Alternate Reslity Players’ Club.

I9f your disks are accidentally damaged or destroyed, you car get backup copies for $15.
Send the damaged disk, proof of purchase (box or receipt), and a check or money order to:

DATASOFT CUSTOMER SERVICE
Dept. B
19808 Nordhofi Place
Chatsworth, CA 91311-9969

You're kidnapped by an afien spaceship and find yourself in a room with onfy one exit.
‘Through this doorway you see ‘Tt Hre ity of Xebec's Demise. An energy ftdd MOVes across
the opening. Overfiead is a panel with constantly changing numbers. As yan go through
the door, the numbers freeze. This sets your levels of Stamina, Charm, Strengthi, Inselligerce,
Wistons, SEil, Tealth, and Hit Points. The Righer these Stats, the better your chances
are in The City. u decide whether you're Geod or Fvil.

During the first few days, you're extremely vulnemble to foul play. The safest arca of
‘The City is rear the Floating Gate. Of course, safety is't your only consideration; there
are fenefits to discover in the more dangerous focales. ‘But keep a low profile until you're
famniliar with ‘The City. And avoid Encounters with [ife forms that are obvieusly superior
{don't tense a “Wizand, for examplet).

Huve enough sense to come in out of the mint Bad characters (ike bad weather. Jt's
also dangerous to be out at night. Finid an Hun and clreck in before sundown. A good
night’s sleep does wonders for your Stamina and restores Hit Points.

‘Keep an eye on your Stats. “You can become Ftungw, tFu'rsty, or tired. Find a Tavern
for food and drink, an Inn for rest. Jou have a [ittle money; use it wisely. A compass,
available in most Shops, is a wise investment. Js helpful to remember that the inven-
tories in Shops and Smithies change daily.

“The values at the top of the screen frelp you decide witat action to take. Increasing these
(evels is important to achicving your goals. Good Stantina is useful in surviving fard-
ships. Charming an opponent, naturally, requires Charm (charisma), Strengthi gives you
an advantage in a fight; SRill helps you avoid blows from an adversary. Mtelligence is
crucial for tricking your enemics, Wisdom for making decisions. Hit Points are very
important; the mare you have, the harder you are to kifl!

You are closely monitored! Don’t think the Stats at the top of the screen make up the
whole. Many things, including your personality, are constantly taken into account by
the computer, ‘To achiove your goals, be yourself!

Secret ‘Passages ‘There are many Seeret ‘Doors and One-Way Walls in The City. A
Secret Door looks (ike a wall, but you can walk right through it (accompanied by a
whooshing noise and an odd mefody). One-Way Whlls are invisible on ane side, You
can pass through the invisible side, but not the visible one.

Inns offer lodging for a price. They're also ‘Time and Date information centres.

Taverns sell food and drink and offer entertainment. The menus change Aourty. Often,
the sotgs st in a Tavern give you tmportant clues.

Alcohol Taverns serve aleofiolic beverages. Alcohal is also an ingredient in many Potions.
Drink in maderation. If you're drunk, movement is hampem{, nmnipufﬂtinq sereens is
difficuft, and you may even experience blackouts. Find an Jut and sleep it off.

Sithies As you approach a Smitfy, you may hear the Smith hammering away on
fis anvil. New Weapons purchased at a Smitfy are never Cursed. But prices (and quat-
ity) vary greatly; bartering is essential. When buying a Weapon, remember that each
hus unique characteristies. For example, a Longsword is a better offensive Weapon than
a regular Sword; but the reqular Sword is a better defensive “Weapon.






‘Banks offer investment plons for your money. ‘The higher the interest 1ates, the greater
the risk. ‘They sometimes offer muneyjar germs and jewelry. Banks have reqular hours;
you can’t do business in the middle of the night!

Shops offer a variety of wares, usually ormamental. Jf you becorne wealtfty, you may
want to deck voum,f{ otit mmrqu ta your stiation.

Healers There are Places of Healing in “The City. Like clinics everywhere, a fee is charged

for services. There are some effects of ‘Disease or Poison that don’t show up right away,

so don't wait! Jf you're wounded, ill, or poisened, see a Fealer as soon as possible.
Guilds Guilds are very particular about aceepting new pledies, so don’t expect to be

welcomed as a member on your first visit. However, even a firse visit is rewarded with

Chamcter-enhancing krmwtcc(gc And, for a fee, any Guild will hefp you get rid of a Cursed

Weapon,

“Treasure takes many fanm Jewelry, Weapors, Armaur, Fotions, Money, and other
special iterns. Al treasure, exeept gold, silver, and capper, is potentially Magical or Cursed.
Pick aomzlﬁmg up to discover its unique properties. Mag Jual itemns are valuable; Cursed
items can be a source of great despair.

Gems and Jewelry are obtained after Encounters or jouud in Treasure. Take them
to & ‘Bank for appraisal and sell them. Appraisals vary from Bank to Bank,

Weapons are necessary for survival, “Even if you abhor violerce, you need a. Weapon
far self-defense. Some creatures in The City will attack you, no matier ow nice you aze,
and bare hands are rarely useful.

There are three ways to acquire Weapons:

1. ‘Fmdmg them ajw an Fncounter

2. Finding them after uncovering a ‘Treasurne
3. ‘Buying them from a Smithy

Always Fxamine o Weapon carefully before picking it up. ‘The more Intelligent you are,
the easier it is for you to tell if it's Magical or Mundane (normal. Magical means it
has ipecmf propertwc it's very valuable or it’s Cursed. Omce you Pick upa Cursed Mmpml,
you can’t Drop it; you need hclp tor get rid uflt Pick up any Hutpun you fmd as a
buondmy rl/\)mpon, This way, 1jn’sLursui youaren't stuck with itas a a ‘Primary W tapon
while you travel wo o Guild jm felp. Note: A Shield should always be used as a Second-
ary Weapon.

If you find a Weapon you want while carrying the maximum load, Drop one o f the

apon.; you a[mui) have to ‘Pick it up. A Wer enpon must be Ready as either Primary
or Scmndary Weapon in order to be dropped. Follow the prompts.

Potions Some ‘Potions are beneficial in advancing your Chamacter. ‘When you find
a Potion, decide whetfier to ‘Keep it, Leawve it, or Use i. Orce you Opm a ‘Potion, 'Examine
or Use it right away. ‘The Potion deteriorates once the seal on the container is broken.
‘Fammine a Potion for colour. To find out more, Sip or ‘Taste it. ‘Each Sip or Taste tells
you a fittle mare abowt the ‘Potion. Many Potions are unstable and disappear during

cxamination. 'To save a “Potion for Leter, don't Open until you're ready to Use it.

There are four major eategories of Potions:

Benign: ‘Water, Fruit Juice, Milk, Mineral Water

J:[mnmqwm lnvuhululn[ttv Cure, Potions to aid Stats

Disndantageons: Strong Al [coftel, ‘Potions to “Diminish Stats, ‘Weak Poisons
Dangerous: Strong Poisons, Acids

‘Poisor in your system u~1¢al£v causes death. When puLsmud, you sustain initial Hit
Paint and nuuo[uquu dmnaqa in fine with the smnjth oj 1 Poison. Jf you're [aec ky
enough to find a Potion that cures Poison, drink it. Otherwise, find a ,Hca[u'nq tt away.

“There are (mn ways you can be poisored:
. \wn[[uwmg poisonous Potions
2. ‘Being clawed hv @ poisonous creature dunuq an ‘Encounter
. ‘Being bitten: bv a poisonous creature Lﬁmng an ‘Encounter
‘Being fit hy a poisonous tail dumlg an ‘Encounter
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PDisease, untreated, causes death. Contracting a Iiscase results in Hit Point and
neurological damage in fine with the severity of the infection. Hyou get a Disease, drink
a Pationt that Cleanses or seek out a Healer. 9 you're clawed or bitten in an ‘Encounter,

find a Healer to prevent possible infection.

“There are three ways to contract Disease:

1. Contact with bacterial spores from Mold and Slime
2. ‘Being clawed by o diseased creature

3. Being bitten by a discased creature

"Encounters with beings in The City are common. "The five categories of ‘Encounters
are {isted befow in the order most favourble to you.

. You Surprise a {ife form

You Notiee a (ife form { {before it sees you)

. You See a tife form at the same time it sees you
. A life form Notices you first

- You are Surprised fy a life form

u«p~
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e an “Encourtter, you are either Enquged or L Viserigaged. ‘There are separate menus jor
each of these options.

rEngag(,d Means you must battle tfe \fc form or try to becorne ‘Disengaged:
Sreak attack is availuble when you Surprise hja fortn. Since your opponent is
unaware of your preserce, you Fave the advantage.
Lunge is a two-handed blow that can [and with great force. ‘Beware: If this blow
fails, you fave virtually no defense against retalintion.
Attack is the standarnd fighting maneuver, You move offensively while maintaining
a decent defense. )
Parry is an affensive move offering the fighest possible defensive posture.



Disengaged lets you deal with your opponent in a fess violent manner:
Trick ar opponent if yow're Mtelligent. If a Trick fails, try it ugain. ‘Beware:
Dow're not prepared for defense if the ‘Irick fails.
Charm an opponent if your Charm level is fiigh.
Some aptions are found in eitfer menu:
Ready item if you have something appropriate, fike a Weapon.
Use item you have Ready.
Leave to get out of the Encounter.

“Tailor your ‘Encounter stuateqy to fit your condition and the find of life form confront-
ing you. Jt's casier ta Trick a Warrior than a Master ‘Thief. Don’t expect to Charmt or
Trick mindless [ife forms; youd ook pretty sitly trying to Charm Mold!

Life Forms Thew are many life forms in The City:

‘The Poor are furmanoids who Rave no ambition or fiave met with some catastrophie
that has put them in dire stiits.

Corrtmornter These are individuals with no special skifls or distinctions.

Merchant You usually see these capitalist types on their way 10 or from wheeling-
and-dealing. ‘They work hand to keep “The C ity's cconomy heafifiy.

Couriers “There's 1o tefephone or telegraph, so Couriers are necessary far delivering
messuges as well as parcels.

Guard Most Guands are employed by the nobility. They're The City’s poficemen.
Gladiators are proven fighters from the Arena Games.

Noblermen are rich and powerful. “They live in the Palace and are fond of Games in
the Arena. When out in public, they're attended fy their private Guards.

Dwarf Short {4 feet tall) and stacky (150 pounds), Dwarves are interesti ng characters.
‘They're resistant to many ‘Poisons and Magic Spefls, fiave excellent night vision, and
are terrific close combat fighters.

Mages, Wizards and otfer magical types dwell in The City. Most are associated with
Guilds or other [earni ng institutions,

Thief There are mary Thieves in The City, each with his own criminal specialty.
Assassin Hired killers strike swiftly, without warning.

Jmp Short (2 feet), devilish fire-breathers, Jimps have long, dagger-fike, poisorous tails.
Avoid them!

Night Stalker Legendary creature of the night. An cxtremely powerful beast that no

orie car be certain doesn't exist.

Others There are many otfier crewtures, mostly evil, in The City, You must be constantd
_ D 2 Y
vigilant.

Coming Soon in the Alternate ‘Reality
Series from ‘Datasof!

The “Dungeon is a world shrouded in mystery. This subterranean realm feeds off your
terror and serves it back to you. Rich treasure and exciting adventure await you beneath
“The City. Are you strong enought to take the risk?

When The Dungeon is conquered, you're reacy for the challenge of The Arena. For
the first time, you see and contro yourself in actual combat. 5 you survive your first contest,
you have the privilege of mingling with the martial arts scholars who five in The Arena.

The Palace brings you to the pinnacle of life in The City. The Castle and other upper-
class establisfunents are now opent to you. You may buy property in The City and five
a fiome to return to at night. Your social standing continues to graw, your knowledge
and strength increase, until you are ready to travel into the world beyond The City.

Thie Wilderness takes you beyond the gates of The City and feads to the mountains
that fave tantalized you ever sinice your arvival. You travel over fiot deserts, through thick
forests, perﬁups even over water, until you reach the racky goal. You cannot climb the
mountains, but there is a way in.

Revelation begins where The Wiliderness ends. The answers to all your questions about
Alternate Reality are now revealed. You make startling discoveries and prepare yourself
for the final step.

Destiny is the last episode in the adventute. Here you must make the ultimate mom{
decision: Return to “Farth or seck revenge on your kidnappers.

“These Alternate Reality episodes will be available for Atari, Apple || series, Commodore
64/128, 1BM PC/P(jr, Amiga, Atari ST, and Macintosh computers.






