To play this game please exit Adobe Acrobat Reader and follow the instructions for your system in the CD Booklet.

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 will
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, and
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 will
also work in certain places.
There are many different kinds of sentences used in "LOST TREASURES". Here are some examples:
>WALK TO THE NORTH
>WEST
>NE
>DOWN
>TAKE THE BIRDCAGE
>OPEN 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 you
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 cabinet,
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 intelligent creatures, you can talk to them by typing their name, then a comma, then whatever you want to say to them. Here are
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.

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

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 your
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.

Planetfall
Preface to the Story
After the fall of the Second Galactic Union in 1716 GY, a ten-thousand-year dark age settled upon the galaxy. Interstellar travel
was nonexistent, and many star systems descended into a near-barbaric state, burning coal and gas for energy, and growing food
directly from exposed topsoil. In 11,203 GY, a treaty between the Empires of Tremain and Galium formed the Third Gallictic
Union. Ships of the Stellar Patrol (a pseudo-military wing of the Union government on Tremain) began exploring the galaxy,
searching for the human civilizations that are the remnants of the Second Union. You are a native of the planet Gallium.
Although it is one of the most politically powerful worlds in the Union, Gallium is no garden spot. In fact, the Gallium Chamber
of Commerce brochure entitled "Ten Great Reasons to Visit Gallium" ends on page 3. The author ran out of reasons after listing
just two. For five generations, your family has served in the Stellar Patrol. Your great-great-grandfather was a High Admiral and
one of the founding officers of the Patrol. It was taken for granted that when you came of age you would join up. Now, more
than a year after signing up, and two months after being transferred to the S.P.S. Feinstein, you are still only ranked Ensign
Seventh Class. Your superior officer, Ensign First Class Blather, has been making your life miserable. You're beginning to
wonder if you're really cut out for the Stellar Patrol...
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 against Richard Nixon. A few historians of interactive fiction think that Meretzky's first job, packing nuts and bolts for his
father's hardware business, was the formative moment of his writing career. A few other people think that there's absolutely no
connection. Most people don't think about it at all. Meretzky arrived at the Massachusetts Institute of Technology in September
of 1975 to pursue a career in architecture. MIT's Department of Architecture convinced Meretzky that he should pursue a
career in Construction Management. Following his unexpected graduation, several construction firm's convinced Meretzky that
he should pursue a career as a game tester for Infocom. Finally, by 1982, Marc Blank had convinced Meretzky that he should
pursue a career as an author of interactive fiction ("implementor" in Infocom lingo). Along with Infocom's Dave Lebling,
Meretzky is the first person admitted to the Science Fiction Writers of America for authoring interactive fiction.

THE PATROL’S LOOKING
FOR A FEW
GOOD ORGANISMS
When the Third Galactic Union was formed by the Great Treaty of 11,203 GY between the Empires of Tremain and
Gallium, an order went forth from the capital on Tremain that a great armada be formed.
The greatest military and philanthropic in the Galaxy, including High Admiral Merescu and the Lord Beatitude
Berezza, were sequestered in a brightly lit map room for a week-long intensive brainstorming session. No records
were kept of this top-secret strategic summit, but out of it came the most ambitious apostolic pseudo-military unit
ever conceived. The seven-day conference changed the course of intergalactic exploration and diplomacy forever.
First, blueprints for huge multipurpose starships were drawn up. Next, designers from Vandermeek, the fashion
capital of the Universe, were commissioned to create the perfect uniform: functional, comfortable, and virtually
indestructible. Finally, a highly sophisticated, incredibly accurate weapon prototype was assembled.
Appeals for soldiers appeared in all Third Union publications, as well as on all subspace frequencies. Almost
immediately, the ranks were filled and a waiting list was established.
Thus was the Stellar Patrol born, and our mission ever since has been to explore the Galaxy, to seek out such
remnants of human civilization as have managed to survive the Second Union's collapse and the Dark age that
followed - in short, to "Boldly Go Where Angels Fear to Tread."

DO YOU HAVE
WHAT IT TAKES?
The Stellar Patrol is like a giant, ever-growing benevolent bird: its top leaders the brain, its commanders the wings, its
starships the body, its strong recruits the backbone and muscle, its discoveries the energy that makes it fly, its weak
recruits the bodily waste that gets left behind. Carelessness and laziness have no place in the Stellar Patrol: recruits
must be strong, brave, and resourceful. Recruits must be able to laugh in the face of death, sneer in the clutches of
adversity, and eat almost anything. Loyalty to the Union must be limitless and unconditional, and dedication to a
project - be it building a space pod, exploring a new planet, or shining a superior's shoes - must be absolute.
In short, if you are the kind of organism who can stare 10,000 years of darkness straight in the visual receptor
without flinching - if you can stand up to the horrors of star systems descended to near-barbarism, where uncivilized
beings live savagely in primitive shelters rudely constructed of coarse minerals and deceased vegetation - then you
may just have what it takes to be a part of our proud tradition.
Cadet 4th Class Darrell Plintiv is a fine example of the kind of being today's Stellar Patrol produced. Let his story
serve as an inspiration to all.

THE PATROL MADE ME INTO AN ORGANISM
MY PROGENITORS CAN BE PROUD OF.
'Tin part of a team devoted to excellence and enterprise that is the Stellar Patrol's proud tradition," says Cadet 4th
Class Darrell Plintiv. "In my three years with the Patrol, I've found plenty of opportunity for advancement. And I've
seen solar systems never before visited by the Third Union, some inhabited only by crystalline-based life forms! Sure,
life in the Patrol isn't always a thrill-a-millichron, but they've developed a wide range of activities to improve my
mind and encourage personal growth. You have to be strong, brave, and resourceful. I'm gaining invaluable
experience that can lead to a high-paying civilian career in later life. And my uniform is functional, comfortable, and
virtually indestructible!"
The Stellar Patrol builds character. You learn new cultures and new ways of thinking. You learn to survive
hardships both mental and physical. You learn how to withstand pain - and be proud of it. If you're the type of
organism we're looking for, read on.

LEARN VALUABLE
SKILLS AND EXPLORE
THE GALAXY
Sure, you'll get a paycheck in the Patrol. But 32 credits, new underwear, and a pack of chewing gum every month
isn't all you'll get out of it. You'll also be traveling to distant worlds you never imagined existed, earning the respect
of your friends and family, and acquiring outstanding technical training that can get you a good job in later life. Here
are just a few of the valuable skills you can learn in the patrol.

HOW TO BECOME
A FAST LEARNER
As a new recruit to the Stellar Patrol, you will spend your first four weeks in Intelligence Camp. There, you will be
taught the most essential knowledge in the Universe using highly advanced intensive studying techniques. You'll
learn to read and speak the 18 principal languages of the Galaxy fluently in three days. You'll memorize the
structural formula, molecular weight, melting point, boiling point, density, and solubility of every known organic and
inorganic compound in two days; thermodynamic properties (including temperature, heat, and entropy of transition)
of all elements and oxides in one day; and all 300 astrophysics log tables overnight. Other areas of study will include
general nuclear phenomena, isotopes, radioactivity, fusion,

antimatter, the origin of life, the classification and metabolisms of organisms, energy, transportation, religion, and
philosophy.
It might take an unenlisted civilian months, even years, to learn all this essential knowledge. But the Stellar Patrol
is staffed with the Third Union's finest educators and electric shock therapists to guarantee that all recruits learn
FAST.

HOW TO BE STRONG
After Intelligence Camp, you will spend six to 10 weeks in Boot Camp. There, every muscle we can find in your
body, from your frontalis to your abductor of hallux, will be stretched, trained, toned, and hardened. Scrawny
recruits will become muscular powerhouses; corpulent recruits will become lithe, quick, and sinewy. Only highprotein no-fiber diets will be dished out. To build up endurance, you will be permitted little or no rest time.
Recreation activities will stress the importance of physical fitness: moving mounds of dirt from location to location,
20-kilometer jogs, boxing, sprinting, and 30-kilometer jogs. You will sweat your old body away and run it into the
ground beyond recognition, and emerge from Boot Camp with a better-than-new physique of Gurtharkian
proportions.
What a challenge!

HOW TO BECOME
A LEADER
Since its inception, the Stellar Patrol has always looked for individuals who shine. (We also look for celestial bodies
that shine - ask for our full-color brochure entitled "Exploring Cosmic Phenomena.")
To gain recognition and eventually serve the Patrol in leadership capacity, you should volunteer often for the
toughest assignments: front line combat, reconnaissance missions, and grotch cage cleaning detail. It takes a very
special soldier to recognize the potential that can be realized from the last-mentioned line of duty.

HOW TO USE YOUR TIME
EFFECTIVELY
Because life in the Stellar Patrol can't always be a thrill-a-millichron, we've developed a wide range of activities to
improve your mind and encourage personal growth. One of the more popular - and profitable - ways to fill time
between orbit watch shifts is to enroll in the Deep Space Hero Correspondence Course, (Since the Patrol places such
a high premium on education, we will match - credit for credit - all funds you set aside for schooling. Ask your
recruiter for details.)

WE'LL TELL YOU
WHERE TO GO
For more than 140 Galactic years, Stellar Patrol ships have been visiting foreign ports and exploring exotic planets some inhabited only by crystalline-based life forms. But the excitement doesn't stop there.
You'll explore solar systems never before visited by the Third Union. You'll teach Galalingua to children on
Flemring-5. You'll see nebulea and novas. You'll hear the haunting music of the Stringface species on Brylyn Minor.
You'll watch the double sunset and triple moonrise from Legllama.
In the Patrol, you'll enjoy shore leave at exotic ports like Accardi-3. At the famed Thieves Bazaar you'll haggle
for exotic placebo treasures, and at the Scavengers Market you'll find great buys on grotchbone carvings and ivory
receptor shades. The multi-level swimming crater on Accardi-3 is the largest in the Universe. Also on Accardi-3 is
the blindingly beautiful Refractory Wall, a 10-megameter natural formation composed of glistening crystal.
But no matter where your stationed or on-duty in the Universe, you'll be welcomed by all life forms, because
you're a member of he Third Union's Stellar Patrol, part of a team devoted to the excellence and enterprise that is the
Stellar Patrol's proud tradition.

TAKE COMMAND OF
YOUR
TOMORROW TODAY
You may start out at the bottom as Ensign 7th, but you won't have to stay that way for long, because there's plenty of
opportunity for advancement in the Patrol for those who live up to our motto, "Boldly Going Where Angels Fear to
Tread."
To ensure the future of your choice, be sure to tell your recruiter about the kind of job you're interested in when
you enlist. (Enlistment is conditional pending on your results of the qualifications test, at the end of this brochure.)
Your recruiter will do everything possible to put you in that line of duty. Occasionally a position you're interested in
is temporarily filled, or will require experience in another Stellar Patrol position. If so, your recruiter can recommend
your surest route to success. The following is but a sampling of the many fine ways you can serve the Patrol while
gaining invaluable experience that can lead to high-paying civilian careers in later life.

Galactoturf Farmer (GF) - GF's are responsible for the growth and maintenance of all artificial green surfaces.
When the Patrol is in orbit, all aboard-ship training is done on this material. Comparable civilian careers: lawn
analyst, ground crew supervisor, and rug-maintenance manager.
Grotch Breeder (GB) - GB's play an important role in the very survival of the Patrol. Without the grotch, zerogravity lab experiments would have to be performed on crew members. Qualified applicants must be immune to
grotch venom. One year's service as a GB counts as four credits toward an advanced degree in cosmobiology at most
accredited learning centers. Comparable civilian careers: zookeeper's assistant and circus sanitation engineer.
Hull Check Mate (HCM) - Responsible for the upkeep of all shipboard surfaces. HCM's also instruct crew
members in the operation and maintenance of sliding doors. Comparable civilian jobs: gravity enforcement officer
and receptor technician.
Morale Officer (MO) - It takes an extraordinarily patient being to serve a Morale Officer. MO's offer guidance
and encouragement to hundreds of crew members, and train new recruits to realize that all sickness and injury is in
the mind. You must have a kindly countenance and a winning smile (since you alone will establish contact with other
ships.) Comparable civilian jobs: riot control officer, suicide counselor, and Double Fanucci referee.
Mess Service (MS) - MS's control every aspect of the chow detail - from the ordering of supplies through the
serving of well-balanced, appealing meals prepared in artificial-gravity ovens. Excellent equilibrium is necessary.
Comparable civilian jobs: scrap metal recycler and faith healer.
Military Music Maker (MMM) - MMM's must have talent and a portable instrument to qualify for this exciting
duty. Familiarity with at least three chords is essential; two chrons of daily practice will be required. When you learn
to play music the Patrol way, fellow beings will stand up and take notice. Also available are positions within the
Floating Band. Comparable civilian jobs: teacher for the deaf and Ramosian sheep herder.

Sleep Technician (ST) - Because crew members spend so much time in their berths, they must be kept in
optimal resting condition. As an ST, you'll oversee complete alignment and cleaning of said sleeping quarters, and
monitor the Flexbed automated system designed to prevent inactive muscles from atrophying in space. Two years'
experience as a Pillow Fluffer (PF) required. Comparable civilian jobs: social adjustment worker, dry cleaner, and
mortician.
Support Systems Regulator (SSR) - SSR's have a long and proud history in the Stellar Patrol. Duties include
construction, programming, and deprogramming of all shipboard support wywtems. A thorough knowledge of the
events leading up to the Great Collapse is necessary. Must be very detail-oriented. Advance degree in computer
psychology preferred. Comparable civilian jobs: electronics mastermind and ventriloquist.
Yosailor (YS) - Calls troops to meals, to attention, and to combat-ready posture (upright). Although most recruits
applying for this position can yodel proficiently, beginners will be auditioned and considered for acceptance.
Exceptionally versatile larynx required. Comparable civilian jobs: auctioneer and evangelical preacher.
Regardless of the position you hold in the Stellar Patrol, as a proud member you'll be helping to carry the Third
Union's peaceful message of benevolent central bureaucratism to the thousands of worlds lost after the Great
Collapse. It takes grit and courage as well as wisdom to be such a messenger. For while most civilized planets can be
brought into the fold via a routine ambassadorial mission, certain worlds require further explanation of the
importance of 600-page tax returns and forms to be filled out in triplicate. In such cases, its the job of the Patrol to
step in, firmly plant its heel, and take charge of that situation. If you have a sharp mind, a quick wit, and the ability to
guess between right and wrong, then maybe that heel could be you.

FIND OUT IF YOU'RE
STELLAR PATROL MATERIAL-TODAY!
This incredibly comprehensive questionnaire was prepared totally in accordance with the rules and regulations of the Eighth
Division Codes of the Third Galactic Union.
To help your recruitment officer determine the best positions for you when you join the Stellar Patrol, fill out the entire
questionnaire honestly and without help from family members or friends.
Note: Although most of this data is on Permafile at Third Galactic Union Central Headquarters and can be verified
instantly, this is our only method for determining how closely you adhere to the standard code of
honor.

