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INTRODUCTION

EMPIRE OF THE OVER-MIND is a fantasy adventure
game that will keep vou on the edge of vour seat for
many hours of exciting entertainment. You will find
yourself lost in a strange world ruled by the mysterious
OVER-MIND. OVER-MIND is powerful and crafty. It
controls an army of evil creatures who are waiting in
dark corners and lurking in abandoned cities to prevent
foolhardy adventurers like you from discovering its
hiding place and destroying it. But even if you manage
to defeat all of its ingenious traps, how can you with-
stand the devastating lash of the mind-whip that it uses
to subjugate its vassals? It is a task that you could never
accomplish alone, but you will find unforeseen friends
in surprising places. With their help, clever strategy, and
just a hittle luck, you can overthrow the terrible OVYER-
MIND.

FOR PLAYERS NEW TO ADVENTURE GAMES

An adventure game 15 not like a computer game which
shows moving targets on the screen and requires split-
second timing to score hits. An adventure game 1s more
like a computerized novel that allows a person to
assume the role of the central character and make the
decisions about what the character should do next. The
computer serves not only as the plaver’s eyes and ears in
a fantasy universe, but it also assumes the roles of the
other characters, good and evil, in thz “novel’.
Although the computer is obviously limitc in what it
can display on the screen, with a little imaz.naticn the
player will quickly find himself projected into a com-
plete alternate universe where the laws of physics have
been changed to make magic and super-technologies
possible.

One of the features of adventure games which makes
them very easy to learn is that “‘commands®’ are typed
as simple English phrases. There are no lists of coded
commands to memorize. In fact, an adventure game
player will not know before he tries what will work and
what will not. Of course, the computer does not really
understand the complete English language. Instead, it
has been programmed to respond to a small number of
key words which should usually be obvious from the
contexts of the situations in which the player finds
himself. In other words, don’t expect the computer to
understand how to respond correctly to a command like
“"WALK AROUND UNTIL YOU FIND
SOMETHING INTERESTING'".



There will be some occasions in which there will be two
or more of the same type of object in your area. For ex-
ample, there might be a red brick and a gold brick. In
order to specify the exact object, you will need to enter
an adjective. Otherwise, the computer will decide ar-
bitrarily which one you mean, sometimes with un-
wanted (and unpleasant) results. In this example, type
“GET RED BRICK" or “"GET GOLD BRICK"".

Putting together these ideas, the general form for a
command in EMPIRE OF THE OVER-MIND is

VERB (ADJECTIVE) NOUN.

You should keep in mind that the computer only looks
at the first three letters of each word entered. For in-
stance, the computer interprets “GREY" the same as
“GREEN", and so if you mean the shade gray, type
“GRAY" instead of ““"GREY".

There are four one-word commands that are useful play
aids. *'LOOK"" will give you a brief list of the things you
can see in your area, “‘INVENTORY" will list the ob-
jects you are carrying. ““QUIT" will stop the game and
give you a chance to start over or save the game for
resuming later (see instructions below for each type of
computer). These three commands are '‘free'’ in the
sense that the computer will **freeze’’ the action long
enough to execute them. (With most of the other com-
mands, the action will continue.) The fourth one-word
command is “WAIT". This will cause your fantasy
character to "‘twiddle his thumbs'" while the action con-
tinues all around him. Enter this command at your own
risk!

The objective of EMPIRE OF THE OVER-MIND is to
destroy the OVER-MIND. You can expect to make
many mistakes while you learn what you have to do to
accomplish this, but very few of them are so disastrous
as Lo prevent you from continuimng to a successful con-
clusion. It is always very easy to start fresh with the
QUIT command. This game has been designed so that
there are several possible successful strategies to use,
and so after you have destroyed OVER-MIND once, it
is fun to try to find a different method. While it may be
expedient to kill off some of the creatures in the game,
the true mark of mastery is to destroy OVER-MIND
without killing anything or getting clobbered vourself.
By all means, be just as careful with the lives of the
friends vou will meet as yvour own. If one of your friends
gets clobbered because he followed you into a
dangerous situation, don't be surprised if he gets mad at
you the next time he sees you!

HOW TO ENTER COMMANDS

The instructions for loading the EMPIRE OF THE
OVER-MIND program are different for each type of
computer and are listed separately below, Once the pro-
gram is loaded, however, it will run virtually identically
on all computers except for execution speed. (The
TRS-80 version was optimized for speed, while the Apple
and Alari versions were optimized for compactness.)

The game begins by printing a title on the screen. Follow-
ing that, TRS-80 players (only) will be asked to press a key
on the keyboard to continue. After the computer has in-
itialized the ““universe"’, it will print a message telling you
where you are, what you see, and what yvou are carrying
(which should be nothing when the game starts).



When the computer wants a new command, it will
prompt you by putting a ** > '* on the bottom line of the
screen. Simply type your command (leaving at least one
space between words) and then press the RETURN {or
ENTER) key. If you make a mistake while you are typ-
ing a command, you can go backward and erase the
mistake by pressing the same key that performs this
function in your computer’s version of BASIC,

After the RETURN (or ENTER), the computer will re-
spond to the command as appropriate. Depending on
the complexity of the situation, it may take several
seconds for the computer to do everything it needs to do
between commands. (After all, it has lots more than just
vou to worry about!) Most of the time, there will be
messages coming out on the screen during these inter-
vals, and 5o the game will progress more guickly if you
read the messages while you are waiting for the next
prompt character (** ")

The game continues in this manner until you enter the
command “QUIT" or you win the game (which is hard
to do until you learn the secrets). When vou quit {or
win), you are given the option of starting over fresh, in
which case the game begins again (it is not necessary to
reload it). Otherwise, you will be transferred back to
your computer’'s normal operating system where you
have a choice of saving the game as it currently stands,
or doing something else with your computer (like throw-
ing it out the window in frustration). The details for sav-
ing and reloading games are given below for each com-
puter individually.

THE STORY -BEHIND THE GAME

The poem is important to the play of EMPIRE OF THE
OVER-MIND, but it is too long to put in computer
memory. Read it carefully before playing,

INSTRUCTIONS FOR TRS-80 COMPUTERS

EMPIRE OF THE OVER-MIND requires a Level 11
TRS-80 with the maximum possible memory—48K,
Since the program is in machine language rather than
BASIC, it must be loaded from the SYSTEM mode.
There are two sections to be loaded, one containing the
computer instructions which never change and one con-
taining the game data which changes as the game
Progresses.

In order to load and run EMPIRE OF THE OVER-
MIND, follow these steps:

1. Get to the SYSTEM mode from Level 11 BASIC by
typing

SYSTEM [ENTER]
The TRS-80 will respond by putting ***?"* on the screen.

2. Put the EMPIRE OF THE OVER-MIND tape in the
cassette recorder, make sure it is on side 1 and rewound
all the way, and press the PLAY button.

3. Type
OVER [ENTER]

This will load the first part of the game, The TRS-80
will flash an asterisk in the upper right-hand corner
of the screen to indicate that it is loading. When it is-
finished, 1t will put another ***7'" on the screen.



4. Type
DATA [ENTER]

This will load the data portion of the game. The com-
puter will again write ***7"" when it is done,

5. Type
/ [ENTER]

This will begin the program.

If you type
QUIT [ENTER]

during the game, you will jump back to Level 11 BASIC.
There are three options after that. First, you can simply
ignore the game and do something else with the com-
puter. Second, you can go back to the game at the same
point you left it by following steps 1. and 5. above.

The third option is to save the data portion of the game
to play again later. To do this, you will need the TBUG®
program cassette which is available from vour local
TRS-80 dealer. Follow these steps:

6. (et back to the SYSTEM mode by typing
SYSTEM [ENTER]

7. Put the Level I1 TBUG tape in the cassette player,
and press the PLAY button.

8. TYPE
TBUG [ENTER]

9. Type
/ [ENTER]

The computer will respond by printing **#"",

10. Put a blank cassette in the recorder and press
simultaneously the PLAY and RECORD buttons (be
sure to advance beyond the clear leader section first).

11. Type

P BOOO EEFF 5200 SAVE [ENTER]

This will cause the computer to record the data portion
‘of the program on the cassette tape. When the computer
is finished, it will put another “‘#"" on the screen.

12. From TBUG, you can do one of four things:

A. T 5200 goes back to the game.
B. I 1A19 goes to Level I BASIC.
C. You can continue in TBUG.

D. You can turn the computer off.

To restart a saved game at a later date, follow steps 1.-3.
above,

then 4'. Put the **SAVE"" tape in the player and type
SAVE [ENTER]

Once the saved data i1s reloaded, follow step 5. to
resume play at the point you left off.

If you get a ““C"" on the screen during a tape load, then
try adjusting the volume level and begin again. Note
that due to the large size of the program, it will take
several minutes to load or save.

For those interested in the technical details, the memory
locations for the two segments of EMPIRE OF THE
OVER-MIND are (in hexadecimal)

BEGIN END ENTRY-POINT

OVER 5200 AFFF 5200
DATA BOOO EEFF 5200



INSTRUCTIONS FOR APPLE COMPUTERS

EMPIRE OF THE OVER-MIND is a machine language
program, not BASIC, It will require a fully expanded
memory (48K) in the Apple. It must be loaded from the
Apple monitor by following these steps:

1. Position the tape to the beginning of the Apple pro-
gram by listening to the tape, The Apple program is
located on side 1 after the TRS5-80 program. It can be
recognized by the difference in the sound of the pro-
gram, and espectally by the “‘pure’ quality of the
calibration tone at the beginning of the program. Posi-
tion the tape to just after the beginning of the calibra-
tion tone. You may wish to make a note of the tape
counter number on vour cassette player so that 1t is
easier to find the beginning of the calibration tone the
next tme.

2. From either INTEGER or APPLESOFT BASIC?,
type
CALL-151 [RETURN]

This will cause your computer to switch to the monitor
mode. The Apple will put a “**'" on the screen when it
wants you to type a monitor command.

3. Type
800.8FFFR

but DO NOT press the RETURN key vet!

4, Press the PLAY button on the cassette recorder and
then IMMEDIATELY press the RETURN key.

5. The Apple will now load EMPIRE OF THE OVER-
MIND. This is a very long program and will take about
three minutes to load. When the program is loaded, the
Apple will beep and put another ***"’ on the screen.

6. After the program has been loaded into memory,

Ivpe
BOO0G [RETURN]
to begin.

In order to save a game to restart at a later date at the
point you left it, follow these steps:
7. Type

QUIT [RETURN]

as your last command in the game. This will return you
to the Apple monitor.

8. Position a blank tape in the cassette recorder. Make
sure to advance the tape beyond the clear plastic leader
section.

9. Press the PLAY and RECORD buttons
stimultaneously on the cassette recorder, then type

BODO.BFFFW [RETURN]

This will save the current status of the game on the
cassette [ape.

To restart an old game at a later date, follow steps 1.-5.
above,

then &’. Put the tape that was recorded in steps 8. and 9.
in the cassette player and locate the calibration tone.
The current data portion of the game is reloaded using
essentially the same method as steps 1.-5. excepl type

8000.BFFFR [RETURN]
When the old game is loaded, type
B00G [RETURN]



to begin at the point you left off.

Mote that once the game is loaded in memory, you can
always return to it from the Apple monitor by typing

800G [RETURN]

To return instead to BASIC, press the CONTROL key,
hold it down, and then press the B key.

INSTRUCTIONS FOR ATARI 8300 COMPUTERS

EMPIRE OF THE OVER-MIND is a machine language
program which requires at least 40K RAM. It is loaded
from the cassette tape by following these steps in exact
order:

1. Turn off the ATARI 800 and remove all ROM pro-
gram cartridges from the left and right slots, including
the BASIC cartndge. Do not remove the Operating
System.

2. Make sure that the cassette is completely rewound on
the ATARI side. Place it in the cassette plaver.

3. Push the vellow START key to the right of the
ATARI keyboard and KEEP IT DOWN.

4. Turn on the ATARI. It will beep once to let yvou
know it is ready to load a tape. When it beeps, release
the START key and press the PLAY button on the
recorder.

5. Press the RETURN key on the ATARI keyvboard.
The cassetie plaver will begin to run and the program
will load. It will take several minutes to complete
loading because of the length of the program. If vou
like, you can turn up the T.V. volume to hear the
loading process and verify that all is proceeding correctly,

6. When the entire program is loaded, the cassette
plaver will stop automatically and the game will begin.
You should rewind the cassette and put it back in the
hox.

Since it will probably take you many hours of play to
learn all of the secrets of EMPIRE OF THE OVER-
MIND, you will want to save a game in progress and
reload it at a later date. To save a game, follow these
steps:

7. Enter the command SAVE (RETURN) while playving
the game. The computer will beep twice to let you know
it 15 ready to save the game on a cassette.

8. Put a blank cassette in the recorder.
9. Press the RECORD and PLAY buttons.
10. Press the RETURN key.

The computer will save the game data on the tape. This
will not take as long as loading the whole program.
When the computer is through, it will stop the recorder
and resume the game. You can either play on or turn the
computer off.

To refoad a game that was saved, follow these steps:

11. If you are not already playing EMFPIRE OF THE
OVER-MIND, follow steps 1.-6.

12. Enter the command LOAD (RETURN) while play-
ing the game. The computer will beep once to let you
know it is ready to read the old game data from the
cassette.



13. Put the saved game cassette in the recorder. Rewind
it to the beginning of the section used to save the game.

14. Push the PLAY button.

The computer will read the game data. When it is done,
the game will resume at the point it was saved.

IF YOU CANNOT LOAD THE PROGRAM

1. Check your equipment carefully to be sure that all
cables and connections are correct,

2. Re-read the section in your computer’'s manual
that tells you how to load a tape. Try to load the tape
again.

3. If you can adjust the volume on your recorder, try
different settings, both higher and lower.

4. Each program is recorded twice on the tape, one
recording right after the other, By listening to the tape,
find the beginning of the second recording and try to
load it.

5. If possible, load another program from a tape you
know works on your computer. This will prove that your
equipment works. Try once more to load your game,

6. The normal reason tapes will not load is tape
recorder head misalignment. Your computer may be able
to save and load programs on its own recorder, but be
unable to read tapes made on a different recorder for this
reason. Be sure your recorder heads are correctly aligned.
Your local computer store or dealer can help yvou with
this.

7. If the program still cannot be loaded, send the
cassette, with a complete description of the problem
{what type of computer vou have, what the computer
says, if anything, when you try to load the cassette or play
the game, and what vou did to try to get it to load.) to:

Avalon Hill Microcomputer Games
4517 Harford Road
Baltimore, Maryland 21214

Defective cassettes will be replaced.

YOU NAME IT, WE'YE GOT A GAMEONIT ...
The Avalon Hill Game Company is the world’s largest
publisher of a great variety of strategy board games of
skill. We manufacture over 100 games; including
wargames, sports strategy and statistical replay games,
power politics games, adventure and role-playing games,
and games on fantasy and science fiction. For complete
information with pretty pictures, write the factory and
ask for a garmie catalog on:

L] Adventure Gaming

(including war, SF, and fantasy games)
(] Sports Gaming
L] Leisure Time and Family Gaming

Send 75¢ for each catalog ordered.

The Avalon Hill Game Company
Consumer Relations
4517 Harford Road, Baltimore, MD 21214

Game Design: National Microcomputer Associates
Package Design & Art: Bob Haynes

4011001 U-T864
3/81
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He sawr 1ot Rubin, Staggering, fext-crazed,
e from the desert came Rubun tfie Red,
Hagqqard was s Face, a _J.‘j.ai[:t ont hiis fiead.



Seartled Aleazar turned,  see the wan,

Who for Hears fad shared every battle plast
Aud wept wiashanwed for pity that [e—
Should be thus reduced © Savaa d%_gr-u.

Said Rubist the Red | as [uis drgmq Frﬂ:a..

"My ﬁ:pg, please fiear & confession from e
Buy ous was | seduced from afutl.j clear—
Would 1 fiad stayed beside my king so dear
Bur perfiaps thou canstuse ese i sowe plan.
| pay vow for spumy. Do what thou can.”

Alcazar buried s friend vt the sand,

While bie was digging , sweet revenge e planmed,
Against Over-Mind. u a secrer room,

He worked alovie © seal Over- Minds doow s
Removed the enchamsmients | cancelled the vole,
They had i giving Owver -Mind conrvol,

Of the weapons , 50 that when complered,

By s own swares it could be defeated,

Then shur Je the roow with Black irou cold,
Aved ouly his daughter the pass-spell vofd.

A PHAGIC charm UPOH the BT.T'E e casts

T sleep vl en conturies had passed,
Aved e Strager came o awerld apart;
To barussh the evil and win fier fieart
Gnﬁ:ﬁﬂ ” pfa.cctf 11 a.ma._gtc.!.f CAVE

o walt ﬁ:rrzﬂa: fero, Tis soul 1o save,

By telling this 1ale ; repairfus mistake.

| st Groffin. asud vow iy leave | take.

The rest s for thee, fiero Gold and Knd,

To st forth and destroy the Over-Mund !



There are two basic rules which new adventure players
should keep in mind. First, pay close attention to what
the computer prints on the screen, It takes a lot of com-
puter memory 1o store messages and to store the pro-
gramming to display them at the correct moments in the
game. Because of this, anything that gets printed is
USUALLY important, Before you skip over a seemingly
unimportant message on the screen, be sure that it really
is unimportant. Remember that you are reading a com-
puterized novel; savor all the chapters.

The second rule is to understand what kinds of inputs
the computer is looking for and respond accordingly. It
may be necessary to rephrase a command several times
before the computer recognizes its key words. Generally
speaking, adventure programs are looking for very
primitive commands. For instance, most adventure pro-
grams will allow the player character to pick up things
and examine things. The best way to enter a command
to do something is as directly as possible with a
minimum of extra words. For example, if there is a
banana in the game, check it out by typing “EXAMINE
BANANA'. It is not likely that going into more detail
in the command will cause the program to do anything
special.

SPECIAL FEATURES OF EMPIRE OF
THE OVER-MIND

Every adventure game has its own peculiarities, and
EMPIRE OF THE OVER-MIND is no exception.
Please read this section carefully, even if you are an ex-
perienced adventure game player.

EMPIRE OF THE OVER-MIND is an object-oriented
adventure game. This is simply a technical way of saying
that nearly every command consists of a verb (the ac-
tion) that one wishes to perform on a noun (the object).
For example, in the command *“EXAMINE
BANANA' the player wishes to perform the action
(verb), “EXAMINE", on the object (noun),
“BANANA'', The computer might respond to this
command by displaying a message like “YOU SEE A
BANANA THAT LOOKS MIGHTY GOOD TO
EAT.” The next command might be “EAT
BANANA", to which the computer might respond
“YUM!", etc.

The actions in the game take place in many areas. Each
area is one geographic location which can contain one
or more objects. Every object in an area is considered
accessible (for picking up, examining, etc.) to the
player. In other words, if the computer prints a message
saying that there is a gorilla in your vicinity, then the
gorilla is close enough to you to be of immediate con-
cern. Looking at it the other way, vou are close enough
to the gorilla to be of concern to him! In some limited
circumstances, you will be able to “‘look ahead” to see
an object in the next area. In that case, all you will get is
that one short look and you will not be able to do
anything with it (nor it to vou).

Areas are connected to each other by a type of object
called a **portal’’. The most usual way to go from one
place to another is to perform a travel action (verb) on a
portal (noun). For instance, if there is a road in vour
current area, the command **GO ROAD" will take you
to other end of the road in the next area. Of course, por-
tals can be the objects of other tvpes of commands as
well. (You can figure out those for yourself.)



