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Welcome o ‘The City of Xebec's Demise. Read this Guidebook before entering. Ht gives
you important information for survival. The separate Reference Cand gives specific
instructions for using your computer to enter Alternate Reafity.

a map of The City is included in your Pﬁckagf_ The "Floating Gate, in the centre of the
map, is surrounded by Granite Bank, Best Bargain Store, ‘Best Armorers, and Tail of
the Dog Tavern. Tse this base to explore the rest of The City.

There are many establishments in The City. This fist will ﬁ.-:[P yout in your travels. Jnns:
7; Taverns: 14; Banks: 3; Shops: 15; Sinithies: 4; Healers: 2; Guilds: 14.

The Clity game doesn't uﬁuw you to interact with "Weapons Trainers and some other

institutions, Also, you'll discover endrances that mquire you to use a disk you don't hawe,

Afternate J{gﬂiwu The City is designed to'be expanded. Future additions include The
Wildeness, The Arenta, The Dungeon, and The Palace.

I auddition to the game, you need o blank, formatied disk 10 use as a Character ‘Disk,
Withott @ Chameter Thsk, you can’t save a game, Refer to your compiter user's quide
for instructions on formatting o disk.

Plense fill out and return the enclosed Datasoft Product Registration Card. If your disks
an Lmuﬂ:uuify darmaged or destroyed, vou can get backup copies for $15. Send the damaged
disk, proof of purchase {box or receipt), and a check, money onder, or Visa or MusterCand
number {include expiration date) to:

DATASOFT CUSTOMER SERVICE
Dept. B
19808 Nordhoff Place
Chatsworth, CA 891311-9869



You're kidnapped by an alien spaceship and find yourself in a room with only one exit.
Througft this rﬁmnﬂny you see The City of Xebee's Demise, An enery | field moves across
I.Fr.n:ﬂpﬂlmg Overhiead is a patel with constantly L!mugmg numbers. As you go through
the door; the numbers freeze. “This sets your fevels :rJ Stamina, Charm, Jtmu;rﬁ Irtelligenee,
Wisdom, SEIL Tkalth, and Hir Foines, The &l-_:]FIEr these Siats, the ﬁ'r.'tter_mur charices
are in “The City. Dou decide whether you'n Good or ‘Evil.

During the first few days, you're extremely vulnerable to foul play. ‘The safest area of
‘The City is near the Tloating Gate. Df course, sifety 1sn't your only considerition; there
are berefits to discover int the more :[nngﬂmu_-: [ocales. But Eh]:l a fow profile until you'ne
familiar with ‘The City. And avoid Encounters with [ife forms that ane obviously superior
(don't tease o “Wizand, for e.mmpll: H

Have enough sense to come in out of the rain! Bad characters (ike bad weather, 3t's
also dangerous to be out at night. Find an M and check 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 hungry, thirsty, or tred. Find a Tavern
for food and drink, an M for rest. D6u have a fittle money; use it wisely. 3 compass,
available in most Shops, is a wise investment. Jt's fiefpful to emember that the inven-
tories in Shops and Smitfies change daily,

The values at the top of the screen ﬁefp vou decide swhat action to take, ncreasing these
levels is important to achieving your goals. Good Stamina is useful in surviving hand-
ships. Cfmmﬂrg an opporetit, naturally, requires Charm (charisma), Strength gives you
an advantage in a fight; Skifl FIEIPS you awoid blows from an adversary. Intelligence is
crucial for tricking your enemies, ‘Wisdom for maﬁmg decisions, Hit Points amwe very
important: the more you fave, the harder you are to kill!

You are closely monitored! Don't think the Stats at the top of the screen make up the
whole. Many things, tncluding your personality, are constantly taken tilo account by
the computer. ‘To achieve your geals, be yourseff!

Secret Passages There are many Secret Doors and One-Way Walls in The City: A
Secret ‘Door looks [ike a wall, but you can walk rigfit Lﬁmvgft it (mocompanied E} i
whooshing noise and an add melody). One-Way Walls are invisible on one side. D6u
can pass through the fnvisible side, l?rut nat the visible one.

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

Taverns sl food and drink and offer entertainment. The menus change hourfy. Often,
the songs sung in @ Tavern give you important clues.

Alcohol Taverns serve alcoholic bevernges. Alcohol s also an tngredient in many Potions.
Drink in modemtion. Jf you're drunk, movement is hampered, manipulating screens is
difficult, and you may even experience blackouts. Find an T and sleep it off.

Srithies As s you approach a Smithy, you may fear the Smith memﬂmg away on
fuis anvil. New Weapons purchased at a bl'rill.ﬁ;}' are never Cursed, But prices (and qual-
ity) wary greatly; bartering is essential. When buying a Weapon, remember that each
has unique chamcteristics. For example, a Longsword is @ ﬁr:tttr ujfmmw “Weapon than
a requiar Sword; but the regular Swonf is a better defensive Weapon.
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“Banks offer investment plans for your money. ‘The figfier the interest rates, the greater
the risk, ‘They sometimes offer money for gems and jewelry. Banks have regular hours;
you can't do business in the middle of the night!

Shops offer a variety of wares, usually ormamental. Jf you becorme wealthy, you may
want to deck yourself out according to your station.

Healers ‘There are Places of Healing in The City, Like clinics everywhere, a fee is charged
jor services, There are sonte fﬁﬂcts of ‘Disease or Poison that don't show up right away,
so don't wait! 3f you're wounded, ill, or poisoned, see a Healer as soon as possible.

Guilds Guilds are very particular about accepting new pledges, so don't expect to be
welcomed as a member on your first visit. However, even a first visit is rewanded with
Chameter-enhancing knowledge. And, for a fee, amy Guild wall hefp you get rid of a Cursed
“Weapon,

Treasure takes many forms: Jewelry, Weapons, Armour, Potions, Money, and other
special items. Al treasure, except gold, sifver, and copper, is potentially Magical or Cursed.
Pick something up to discover its unique properties. Magical tems are valuable; Cursed
items can be a source of great despair,

Gems and Jewelry are obtained after Encourters or found 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 abfor violence, you need a Weapon
for self-defense. Some ereatures in The City will attack you, no matter hows ice you are;
and bare haruds are rarely useful.

There are three ways to acquire ‘Weapons:

2 _Fmdmg them after an ‘Encounter

2 Fingding them after wncovering a ‘Treasure
3. Buying them from a Smithy

,ﬂfmﬁ Exarmine a ‘Weapon carefielly before picking it up: The more Inutelligent you are,
the easier it is for you to tell if it’s Mngxm[ or Mumdare (normal), Magical means it
has special properties: it's very valfuable or it's Cursed. Once you Pick up a Cursed Whapon,
you can’t Drop it; you naed'ﬁefpm Etnu[n_flLTmi up any Weapon you find as a
Secondary Weapon. This way, if it’s Cursed, you aren’t stuck witfi it as a ‘Primary Weapon
while you travel to a Guild for felp. Note: A Shield should always be used as a Second-

ary Weapon.

Hf you find a Weapon you want while carrying the maximum load, Drop one of the
Weapons you already have to Pick it up. A Weapon must be Ready as either Primary
or Secondary “Weapon in order to be dropped. Follow the prompts.

Potions Some Potions are beneficial in advancing your Character. When you find
a Potion, decide whetfier to Keep it, Leawe it, or Use it. Once you Oper.a Potion, Faxnmine
or Us¢ it right awmy. The Potion deteriontes once the seal on the container is broken,
Txamine a Potion for calour, To find out mowe, Sip or Taste it. ‘Each Sip or Taste tells
you a fittle more about the Potion. Many Potions are unstable arnd d‘tsnp:pen_r during



examination, ‘To save a Potion for later, don't Open until you're ready to Tse it.
‘There are four major categories of Potions:
Berign: Whiter, Fruit Juice, Milk, Mineml Water
Admumgmu&. Jnvulnerability, Cure, Potions to aid Stats
Trisadvantageous: Strong Alcohol, Potions to Diminish Stats, Weak Poisons
Dangerous: Strong Poisons, Acids

Poison in your system usually causes deathi. "When poisoned, you sustain inital Hit
Point and mum[nglml damage in (ine with the strength of the Poisat. If you're fucky
erough to find a Potion that cures Poison, drink it. Otherwise, finda ‘Healer right away.

There are four ways you can be poisoned:

1. Swallowing poisonous Potions

2. ‘Being elawed by a poisonous creature during an ‘Encounter
3. ‘Being bitten by a potsonous creature during an Encounter
4. ‘Being hit by a poisonous il during an Encouttter

Drisease, untreated, causes death. Earum:ting a Disease results in Hit Point and
neurological damage in fine with the severity of the infection. 3f you get a Disease, drink
a ‘Potion that Cleanses or seek out a Hmﬁ:r If vou're. clawed or Bitten in an ‘Encounter,
find a Healer to prevent possible infection.
"There are three ways to contmct Disease:
l Cﬂntm:t with bacteriel spores from Mold and Sfime
: ngdﬂ,wcdﬁyadmmsedmagm
j. Being bitten by a disensed creature

Encounters with Eremgs in “The City are common. The five categories of ‘Encounters
are fistedd Befow in the onfer most favoumble to you.

1. You ‘-?.urprm. a [ife form

2. You Notice a [1}1: Jorm (before it-sees you)

3. You Seea life form at the same time it sees you
4. A life form Notices you first

5. You are Surprised by a life form

Jnan Encounter, you are either Engagad or Disergaged, There are sepanite menus for
each of these options,

‘Engaged means you must batie the ife form or try to become Disengaged:
Sneak attack is available when you Surprisca (ife form. Since your opponent is
unaware of your presence, you fave the advantage.

Lunge is a two-handed blow that can land with great force. Beware: Jf this flow
fails, you have virtually no defense against rtaliation,

Attack is the standand Fighting manewver, You move offersively while rairntaining
a cfl:f-ﬂtlt [fIErLIISIL

Tarry is an offensive move offering the highest possible defensive posture.



Drisengaged lets you deal with your opporunt in a less violent manner:
‘Irick an opponent af you e intfmgmt M a Irick fails, try it again. Beware:
You're not prepared for defense if the ‘Trick fails.
Charrrt an opponent if vour Charm [evel is high.

Sorme options are found in either meny:
Ready item if vou have something appropriate, like a Weapon.
Use item you fave Rendy.
Leave 1o get out of the Encounter,

“Tailor your ‘Encounter stnrtegy to fit your condition and the kind of fife form confront-
ing you. H's easier to Trick a Wharrior than a Master ‘Thief, Don’ t expect to Charmm or
Trick mindless [ife forms; you'd ook pretty silly trying to Charm Mold!

Life Forms There are many ife forms in The City:

The Poor awe fumanoids who have no ambition or fune met with some catastrophe
that has put them in dire stmits,

Comitnotier These are individualz with no .qpﬂ::'iuf shills or distinctions.

Merchant You usually see these capitalist types on their way to or jmm wheeling-
and-dealing. They work han{ 1o keep The City's economty healthy,

Couriers There's no telephone or telegraph, so Couriers are necessary for delivering
messages as well as parels.

Guard Most Guards are employed by the nobility. They're The City's policemen.
Gladiators arc proven fighters from the Arena Games.

Noblemen are rich and powerful. They live in the Palace and are fond of Games in
the Aretur. When out in public, they're attended by their private Guands.

Dwarf Short {4 feet talf) and stocky (150 pounuds), Thearves are interesting chameters.
They're resistant to many Foisans and Magic Spells, have excellent night vision, and
are terrific elose combat ﬁgﬁn'rs

Mages, Wizards apud other magical types dwell in The City: Most are associated with
Guilds or other [earning mstitutions.

Thief Therear miany Thieves in ‘The City, each with his own criminal specialty.

Assassin Hired killers strike swifthy, without waming.

Jmip Short (2 feet), devilish fin-breathers, Jmps have long, dagger-like, potsonous tails.
Avoid them!

Night Stalker Legendary creature of the night. An cetremely powerful beast that no
one can be certain doesn't exist.

Others There are many other creatumes, mostly evil, in The City. You must be constanty
vigilant,



