2 SCREENS

S.A.G.A. #2 GRAPHIC ADVENTURE
This package contains a jam-packed disk
(both sides are used!)* full of programs
and compressed high-resolution pictures
drawn using a special palette of over 100
colors.* Plus, S.A.G.A. supporis your op-
tional VOTRAX voice synthesizer, giving
you a full-color Adventure that talks.
*Description given for Apple; may vary on other com-
puters

PIRATE ADVENTURE - “Yo ho ho and a
bottle of rum...” You’ll meet up with the
pirate and his daffy bird along with many
strange sights as you attempt to go from
your London flat to Treasure Island. Can

ACTUAL APPLE (

These are the original Scott Adams’ Adventures that everyone is talking about.
Now with full color graphics!

you recover Long John Silver's lost
treasures? Happy sailing, matey. ..
S.A.G.A. #2
PROGRAM PARAMETERS
LANGUAGE ......... S Machine
NUMBER OF PLAYERS (min/max) . ... T
AVERAGE COMPLETION TIME .. . 1 month
SUGGESTED AGE GROUP ........ 12 to Adult
RECOMMENDED FOR NOVICE? ... Yes

CLASSIFICATION: Compu-novel

BURBNBY . o usnven PR
GAME SAVE FEATURE? ................ Yes
MULTIPLE SKILL LEVELS? : pra s NG
GRAPHICS ORIENTED? .......cconueman Yes
REALTIME? .........c0ovieiiiinnnnnns No

SPECIAL EQUIPMENT: ............. Optional
VOTRAX TYPE 'N TALK is supported

Logos and other art work by
Ad Venture Printing & Graphics, Longwood, FL

COPYRIGHT - THIS PRODUCT IS COPYRIGHTED and all rights are reserv-
ed. The distribution and sale of this product are intended for the personal
use ol the original purchaser only and for use only an the computer
system(s} specified Any unauthorized copying, duplicating, selling or
ctherwise distributing this product. i5 hereby expressly forbidden
LIMITED WARRANTY - SCOTT ADAMS, Inc. shall have no liability to any en-
tity with respect to any liability, loss or damage caused by this product
This product will be exchanged if defective in manufaciure, except for such
replacament, the sale of this program material is without warranty or habili
ty. Magnelic material may nol be copyable on user's system using stan
dard copying procedures. All media are warranted to load for 1 year from
date of purchase. If defective. return original media and proo! of purchase
#'or free replacement. Beyend 1 year also inciude $5.00 handling charge per
item.

© COPYRIGHT 1982
JAdventur€
INTERNATIONAL

BOX 3435 « LONGWOOD, FL 32750
(305) 862-6917

Adventures by Scott Adams
AN OVERVIEW

the bettom of a deep chasm. Cool air sliding
of the crevasse hit waves of heat rising from
a stream of bubblin
gish flow. Through ¢t irling clouds | caught glimpses of
two ledges high above me: one was bricked, the other ap-
peared to lead o the throne room | had been seeking

A blast of fresh air cleared the mist near my fe
like a single gra one a broken sign appeared mom
ly. A dull gleam of gold showed at the base of the
before being swallowed up by the fog again. From t
disiance came the angry buzz of the killer bees. Could
avoid their lethal stings as | had managed to esca
wrath of the dragon? Reading the sign might give me a
to the dangers of this pif.

| approached the sign siowly.

And so It goes, hour after hour, as you guide your
microcomputer through the Adventures of Scott Adams in
an effort to amass treasures within the worlds of his im
agination

By definition, an adventure is a dangeréus or risky
undertaking; a novel, exciting, or otherwise remarkable
event o ience. On your personal computer, Adventure
is that and mor

For the user, playing Adventure is a dangerous
undertaking in that you better be prepared to spen
addictive hours at the keyboard. If you like challenges
prises, humor and being transported to other worlds, t
are the games for you. If you dislike being forced to us
common sense and imagination, or you frustrate easily, try
them anyway.

In beginning any Adventure, you will find yourself in &
ific location: a forest, on board a small spaceship, out
side a fun house, in the briefing room of & nuclear plant, in a
desert, etc

By using two-word commands you move from location
to location, manipulate objects that you find in the
places, and perform actions as if you were really ther
object of a game is to amass treasure for points or :
complish some other goal. Successfully completing a gam
however, is far easier to state than achieve. In ma
you will find a treasure but be unable to take it until you
carrying the right combination of abjects you find In t
various locations.

How do you know which objects you need? Trial and
error, logic and imagination. Each time you try some-action,
you learn a little more about the game.

Yau will be forced to deal with unexpected events. ap-
parent dead ends and Scott's humor.

If you run into a barrier like not being able to discover
more rooms, don't give up. Play the game with some friends;
sometimes they'll think of things you haven't tried.

While | pondered how to reach the throne room —
which | was sure contained the treasures of Croesus — the
fog grew thicker and the hours passed. | realized | would not
be able to outwit Adams today..but maybe tomorrow. |
marked my present location on my tattered map and began
the long trip to the surface. As | dragged myself off to bed, |
thought about other possible Adventures.

But enough for tonight. Tomorrow — another crack at
the chasm. —by Ken Mazur
Reprinted with permission from
PERSONAL COMPUTING MAGAZINE, FEB. 1980
Copyright 1980 PERSONAL COMPUTING MAGAZINE
1050 Commonwealth Ave., Boston, Mass. 02215
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