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Communicating with Interactive Fiction ( If you are not familiar with Infocom's Interactive Fiction, please read this section.)

With Interactive Fiction, you type your commands in plain English each time you see the prompt (>). Most of the sentences that The STORIES
understand are imperative sentences. See the examples below.

When you have finished typing your input, press the RETURN (or ENTER) key. The STORY will then respond, telling you whether
your request is possible at this point in the story, and what happened as a result.

The STORY recognizes your words by their first six letters, and all subsequent letters are ignored. Therefore, CANDLE, CANDLES, an
CANDLEstick would all be treated as the same word.

To move around, just type the direction you want to go. Directions can be abbreviated: NORTH to N, SOUTH to S, EAST to E, WEST

.to W, NORTHEAST to NE, NORTHWEST to NW, SOUTHEAST to SE, SOUTHWEST to SW, UP to U, and DOWN to D IN and OUT wiill
also work in certain places.
There are many different kinds of sentences used in "LOST TREASURES". Here are some examples:
>WALK TO THE NORTH
>SWEST
>NE
>DOWN
>TAKE THE BIRDCAGE
>0OPEN THE PANEL
>READ ABOUT DIMWIT FLATHEAD
>LOOK UP MEGABOZ IN THE ENCYCLOPEDIA
>LIE DOWN IN THE PINK SOFA
>EXAMINE THE SHINY COIN
>PUT THE RUSTY KEY IN THE CARDBOARD BOX
>SHOW MY BOW TIE TO THE BOUNCER
>HIT THE CRAWLING CRAB WITH THE GIANT NUTCRACKER
>ASK THE COWARDLY KING ABOUT THE CROWN JEWELS

You can use multiple objects with certain verbs if you separate them by the word AND or by a comma. Some examples:
>TAKE THE BOOK AND THE FROG

>DROP THE JAR OF PEANUT BUTTER, THE SPOON, AND THE LEMMING FOOD

>PUT THE EGG AND THE PENCIL IN THE CABINET




You can include several inputs on one line if you separate them by the word THEN or by a period. Each input will handled in order, as though v
had typed them individually at separate prompts. For example, you could type all of the following at once, before pressing the RETURN (or
ENTER) key:

>TURN ON THE LIGHT. TAKE THE BOOK THEN READ ABOUT THE JESTER IN THE BOOK

If The STORY doesn't understand one of the sentences on your input line, or if an unusual event occurs, it will ignore the rest of your input line
The words IT and ALL can be very useful. For example:

>EXAMINE THE APPLE. TAKE IT. EAT IT

>CLOSE THE HEAVY METAL DOOR. LOCK IT

>PICK UP THE GREEN Boor. SMELL IT. PUT IT ON.

>TAKE ALL

>TAKE ALL THE TOOLS

>DROP ALL THE TOOLS EXCEPT THE WRENCH AND THE MINIATURE HAMMER

>TAKE ALL FROM THE CARTON

>GIVE ALL BUT THE RUBY SLIPPERS TO THE WICKED WITCH

The word ALL refers to every visible object except those inside something else. If there were an apple on the ground and an orange inside a ca
TAKE ALL would take the apple but not the orange.

There are three kinds of questions that you can ask: WHERE IS (something), WHAT IS (something), and WHO IS (someone). For
example:
>WHO IS LORD DIMW1T?
>WHAT IS A GRUE?
>WHERE IS EVERYBODY?

When you meet inigent creatures, you can talk to them by typing their name, then a comma, then whatever you want to say to them. Here
some examples:

>JESTER, HELLO

>GUSTAR WOOMAX, TELL ME ABOUT THE COCONUT

>UNCLE OTTO, GIVE ME YOUR WALLET

>HORSE, WHERE IS YOUR SADDLE?

>BOY, RUN HOME THEN CALL THE POLICE

>MIGHTY WIZARD, TAKE THIS POISONED APPLE. EAT IT

Notice that in the last two examples, you are giving the character more than one command on the same input line. Keep in mind, however, that
many creatures don't care for idle chatter; your actions will speak louder than your words.
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Infocom Basic Commands ( Please read this section before playing The Lost Treasures. )

BRIEF - This command fully describe a location only the first time you enter it. On subsequent visits, only the name of the location and any obje

present will be described. The adventures will begin in BRIEF mode, and remain in BRIEF mode unless you use the VERBOSE or SUPERBRIE

commands

SUPERBRIEF displays only the name of a place you have entered, even if you have never been there before. In this mode, not even mention
objects are described. Of course, you can always get a full description of your location and the items there by typing LOOK. In SUPERBRIEF
mode, the blank line between turns will be eliminated. This mode is meant for players who are already familiar with the geography.

The VERBOSE command gives a complete description of each location, and the objects in it, every time you enter a location, even if you've be]
there before.

DIAGNOSE - This will give you a report of your physical condition.

INVENTORY - This will give you a list what you are carrying and wearing. You can abbreviate INVENTORY to I.
LOOK - This will give you a full description of your location. You can abbreviate LOOK to L.

QUIT - This lets you stop. If you want to save your position before quitting, you must use the SAVE command.
RESTORE- This restores a previously saved position.

RESTART - This stops the story and starts it over from the beginning.

SAVE - This saves a "snapshot" of your current position. You can return to a saved position in the future using the RESTORE command.

SCRIPT - This command tells your printer to begin making a transcript of the story. A transcript may aid your memory, but is not necessary.
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Infocom Basic Commands (cont.)

SCORE- This command will show your current score and a ranking which is based on that score.

SUPERBRIEF - This command gives you the sparest level of description See BRIEF above.

TIME - This command gives you the current time in the story. ( Not available in all games)

UNSCRIPT - This tells your printer to stop making a transcript.

VERBOSE - This command gives you the wordiest level of description. See BRIEF above.

VERSION - Shows you the release number and the serial number of your copy of the story.

WAIT - Causes time in the story to pass. Since nothing happens until you type a sentence and press RETURN (or ENTER), you could leave y:
computer, take a nap, then return to the story to find that nothing has changed. You can use WAIT to make time pass in the story without doing

anything. For example, if you met a wizard, you might WAIT to see if he will say anything; if you were aboard a flying carpet, you might WAIT to
see where it goes.

Be sure to read the "Special Commands" section in selected games.




Stationfall

After the fall of the Second Galactic Union in 1716 GY, a ten thousand year dark age settled upon the galaxy. Interstellar travel was
existent. Many star systems descended into a near-barbaric state, burning fossil fuels for energy and growing food directly from exy
topsoil. In 11,203 GY, a treaty between the growing empires of Tremain and Gallium formed the Third Galactic Union, with Tremain
seat of government. A pseudo-military organization, called the Stellar Patrol, was formed to explore the galaxy, searching for the hy

civilizations that are the remnants of the Second Union. You are a native of Gallium, one of the most politically powerful but culturallyfparre
worlds of the Union. Your great-great-grandfather was a founding officer of the Stellar Patrol, and for five generations, your family hiaf ser
in the Patrol. It was always taken for granted that you would sign up as soon as you came of age. Once in the Patrol, you discoverefl ghat t
exciting career promised in all the Patrol recruitment brochures was nonsense. Your life was drudgery and demerits. The one time yqu go

see an exotic planet was right after a big parade, when they needed a detail to sweep up all the confetti. Then came your big momeg
shipwrecked on a seemingly deserted world, you met an exuberant robotic companion named Floyd. Together, the two of you discq
secret of that mysterious planet, Resida, and saved it from near destruction. As a result of your heroics, you were offered, and quid|
accepted, a juicy promotion. Good-bye Ensign Seventh Class -- hello Lieutenant First Class! No more scrubwork! No more bathroo
No more cleaning grotch cages! Finally, your life in the Stellar Patrol would be as exciting as those brochures had promised! Oh, h¢
you'd been. Your daily routine simply replaced tedious scrubwork with tedious paperwork. Since your planetfall on Resida, five long
have dragged by, without a single event worthy of note. Why, just look at today s "thrilling" assignment: scooting over to Space Statip
Delta Gamma 777-G 59/59 Sector Alpha-Mu-79 to pick up a supply of Request for Stellar Patrol Issue Regulation Black Form Binde
Request Form Forms...

v

About the Author.
Steve Meretzky (1957-) was born and raised in Yonkers, NY, where his early hobbies included rooting for the New York Mets and &
Richard Nixon. A few historians of interactive fiction think that Meretzky's first job, packing nuts and bolts for his father's hardware bufi

was the formative moment of his writing career. A few other people think that there's absolutely no connection. Most people don't think abo

it at all. Stationfall is Meretzky's sixth work of interactive fiction. Along with Infocom's Dave Lebling, Meretzky is the first person adm
the Science Fiction Writers of America for authoring interactive fiction.
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Robot Use Authorization Form JZ-59-G

GREEN:  Tesuas PIMK:  Files CREAN: Records DFFicer
BLUE-  Issuer BUFF:  Backus Files TUORY: hext. Reo. Ofcr.
WHITE:  Issuee’s Cmdr GRAY- Dbl Bokp Files  EB6:  Jr. Red. Ofcr,
CAMARY: lssuver’s Cmde,  COFFEE: Tpl Bowp Files  WAINE: Form Owbudsman

Issued:__é'{z'ﬁzlsl? 4257
Lt Fir$F Class -

Issuee’s rank:

1451 -352-71%

Izsuee’s Patrol ID number:

Deck Ftve.

fpplicable raobot pool:

Instructions to issuee: This fors should be presented at the robot
pool indicated above. If no such pool exists, return this form to
itg igsuer along with eight comeleted copies of Missirg or Non-
Existent Rebot Pool Report Form GY-99-M. At the indicated robot
pool, this form should be given te any party or parties thereabouts
responsible for the discharge of robots. or, if the indicated pool
i5 automated., to the appropriate automated system or sustems.

Instructions to robot pool: One robot may be discharaged inio the
care of the issuee of this forw for such purposes as are specified
under the Stellar Patrol Omnibus Roboi Use Policlies and Proceduras
Book. Copies of this form should be sent io the issuee’s immediate
superior, }he chip’s Records Dfficers, Archives One, Two, and Three,
the issuee s permanent record file, and the files of the indicated
robot pool.

Instructions to roboti-
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Class Three Spacecraft Activation Form HE-56-V

BREEN: [ssume FINK:  Files CREAN: Records Dfficer
BLLE - Ispuer BUFF:  Backup Files 1v0RY: Rsst, Rwc. Ofcr,
WHITE:  Issure’s Cadr.  9RAV: Dbl Boke Files E66'  Jr. Rec. Dfer.
CANARY: Issuer's Cadr.  COFFEE: Tel Bekp Files  MAUVE: Form Osbudsman

rssues T A2 1349 4759

Issuee’s rank: Lt F;‘F;Jf 5/455 o

Issuee’s Patrol ID number: (457 - 352~ ?/é-"

This form is applicable to the followina Class Three vehicles:
TRANS-SPACEDOCK TUGBOAT
FORMS TRAMSPORT SPACETRUCK. SIK-METER
FORMS TRANSPORT SPACETRUCK. NINE-METER
FORMS TRANSPORT SPACETRUCK, THELVE-METER
TITANIUM-HULL SWAMP WALKER
DEEP-SPACE TRANS-10M PARTICLE PLUCKER
AMBASSADORIAL SHUTTLE. ONE-PERSON
AMBRSSADORTAL SHUTTLE. THO-PERSON

AMERSSADORIAL SHUTTLE. MORE-THAN-TWO-PERSON-OR-
ONE-PERSON-PLUS-ANY -NURBER -OF - NON- HUMANS

SCOOTER, INTRA-SYSTEM. CAPTRIN ZOWIE MODEL
ZERD-ENMERGY PUDDLE-SITTER, SITTING DUCK BRAND
SEMI-00FING GIGBUNG-POWERED DOUBLE-FO0Z

® & O




NOTE {I): Only connecting tubes to
official Stellar Patrol Deep Space Station
Sub-Modules may be attached to Command
Module at these points,

Dome

Docking Bays ———m=

COMMAND MODULE
Diameter I6m
Volume 1A
Usable Roor area 6.823m
Normal complement
Station Commander |
Officers 6
Crew 36
Total Personnel 43

GALACTIC NORTH
SCIENTIFIC SUB-MODULE
{optional) ‘
5
See Nate (I}
MILITARY SUB-MODULE
{optional)
See Note |I)
See Note (1)
DIPLOMATIC SUB-MODULE
{opticnal}
DEEP SPRCE STATION
GAMMA-DELTA-GAMMA CLASS
Steflor Fatrol Conps Drown h;:
ol Engingert Le. Cmdr. Milo Sputter

STATION EXTERIOR — OVERVIEW

G~158-2BLUE

Scole1.750 | Dete 133151 [ 1075
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LEVEL ONE: Garden
and Qbservatory Dome / \ DOWN

LEVEL THREE: Gym, —————3=
Theatre, Chapel, Laundry

LEVEL TWO: Mess

LEVEL FIVE; Com- Hall, Library, Meeting
mand Center, Sick Bay, Bay 3 Rooms, Main Storage
PX, Brig, Robot Shop, y . Mal
File Room, Worksho Bay 1 LEVEL FOUR: Ha_e
P Barracks, Female Bar
access ta Bay 11, Sub- l racks, SanFac, access to
Medule connections. Bay 1]
LEVEL SEVEN: Print. — Bay | LEVEL SIX. Offcers
ing Plant, Paper Recycling Bay 4 y Quarters, Auiliary
Plan Barracks, access to
LEVEL NIME: Main Bays !I and 74, Armory,
Computer, Computer | =" Shipping Room
Control, Water Tanks LEVEL EIGHT: Pawer

‘_'_Phnt, Oxygen Genera-
tion, Water Purilication,
Arti-Grav

T DEEP SPACE STRTION
GAMMA-DELTA-GAMMA CLASS

. ) Steltor Patrol Corps Drawm by:

Cooling Fins of Engineers Lt. Cdr, H'ltub;putm

COMMAND MODULE INTERIQR — SIDE VIEW CUTAWAY

G-188-3BLUE | Scole1375 [ Date:n3nsz|  20F8




Meeting
Raom |

Main Storage

LEVELTWO

G-IS6-4BLUE

LEVEL ONE

DEEP SPACE STATION
GAMHEA-DELTR-GAMMA (LRSS

Steilar Patrol Corps. Druwn b;:
of Engineery Lt. Cmds. Milo Sputter

COMMAND HODULE—LEVEL ORE & LEVEL TWO PLAN

Scale 1:175 Date: 1133755 IOFY
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Theatre
(capacity &l)
DEEP SPACE STATION
GAMMA-DELTA GAMMA CLASS
Stellar Patrol Carps Drown by:
of Engineers Lt. Cmdr. Milo Sputter

COMMAND MODULE LEVEL THREE PLAN

G-156-5BLUE | Scalel:375  [Dowen33siz[  40F9




DEEP SPACE STATION
GAMMA-DELTA-GAMMA CLASS

Steliar Palrol Corps Drawn h}!
of Engineers Lt. Cmdr. Mila Sputter

COMMAND MODULE LEVEL FOUR PLAN

G-156-6BLUE | Seae13?5 | Date1133268]  soF9
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Auxiliary Barracks

Officers’ Quarters
A B, and C

Dacking
Bay 11

Docking
Bay M

~t— Ausiliary SanFac

DEEP SPACE STATION
Officers’ SanFac GAMMA-DELTA-GAMMA CLASS
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Stelkor Putrol Corps Drown by:
of Engineers LE Smdr. Milo Sputter

COMMAND MODULE LEVEL SIX PLAN

G-156-88LUE Scale 1:375 ]i‘.'nte: n31713.00 TO0FS9




Paper
Recycling
Plant

Printing Plant

- - DEEP SPACE STRTION
GGMMFA.DELTA-GAHMA CLASS

Steflar Palrol Corps Drown by:
of Enginesrs Cmdr. Trip Flogstone

COMMAND MODULE LEVEL SEVEN PLAN

GISE-9BLUE | Sculel1:375  |Dute: 11337132 2OFS




Perimeter at
| ceiling level
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Oxygen Generation

AH

Power
\ Plant
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Computer Banks

Computer
Contral

Water Tanks
(for storage

and cooling) LEVEL NINE

DEEP SPACE STATION
GAMMAEDELTA-GANMA CLASS

Stellor Patrol Corpy Drown by:
of Engineen Cmdr. Trip Flogstone

COMMAND MODULE LEVEL EIGHT & HINE PLAN

G-156-108LUE

Scale 1:375  [Date: 11337132 90F%
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% Utility shaft and air duct

— — (Non-closing) Doorway

Elevator

— A — Auto-door

—i § +— Seaurity auto-door

Air vent, horizontal
FPU  Food Preparation Unit

FDU Food Dispensing Unit

Wardrobe, personal

[E]  Bed, standard Patrol issue

@ Desk and Chair, personal
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[s]
o
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Chair, reading

Shrubs

Table and Chairs

Tub, bathing

Shower stall

Toilet

Sink, SanFac-type

G-ISE—1BLUE

|l| Toilet scall

AH
mm  Access hatch

NOTE: Compass directions are relative
to standard Galactic North. “UP"' and
“DOWN" are refative to the Station's
fncernal artifcial Bravity.

DEEP SPACE STATION
GAMMA-DELTAR-GAMMA CLASS

Slehr Patrol l:orps Drown by:
of Engines Cmdr. Trip Flagstone

Scle— | Dutw1133713.20 KEY






