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Instruction Manual for
PLANETFALL
After the fall of the Second Galactic Union in 1716
GY, a ten-thousand-year dark age settled upon the
galaxy. Interstellar travel was non-existent, 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 Gallium formed the Third Galactic
Union. Ships of the Stellar Patrol (a pseudo-military
wing of the Union government on Tremain) began
exploring the galaxy, searching for the human civili-
zations 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. Fein-
stein, you are still only ranked Ensign Seventh Class.
Your superior officer, Ensign First Class Blather,
has been making your life miserable. You're begin-
ning to wonder if you're really cut out for the Stellar
Patrol...

If you're experienced with Infocom's interactive
fiction, you may not feel like reading this entire man-
ual. However, you should at least read about time
and turns (on page 12) and look at the appendix of
recognized verbs (on page 19).
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An Overview
Interactive fiction is a story in which you are the main
character. Your own thinking and imagination deter-
mine the actions of that character and guide the
story from start to finish.

Each work of Infocom's interactive fiction, such as
PLANETFALL, presents you with a series of loca-
tions, items, characters, and events. You can interact
with these in a variety of ways.

To move from place to place, type the direction
you want to go. When you find yourself in a new loca-
tion, it's a good idea to become familiar with your
surroundings by exploring the nearby rooms and
reading each description carefully. (You may notice
that PLANETFALL occasionally refers to a location
as a "room," even if you are outdoors.) As you ex-
plore, it is helpful to make a map of the geography.

An important element of interactive fiction is
puzzle-solving. You should think of a locked door or
a ferocious beast not as a permanent obstacle, but
merely as a puzzle to be tackled. Solving puzzles will
frequently involve bringing a certain item with you,
and then using it in the proper way.

In PLANETFALL, time passes only in response
to your input. You might imagine a clock that ticks
each time you type a sentence, and the story pro-
gresses only at each tick. Nothing happens until you
type a sentence and press the RETURN (or ENTER)
key, so you can plan your turns as slowly and care-
fully as you want.

The standard unit of time used in the galaxy these
days is the millichron. One thousand millichrons
make up one chron, and the standard galactic day is
divided into ten chrons, so even an Ensign Seventh
Class who flunked Astrogation could deduce that
there are ten thousand millichrons in a day. (The
standard galactic day, by the way, is equivalent to the
time it takes for the planet Earth to make one rota-
tion. Earth, a backwater world in the Sol System, is
generally believed to be the birthplace of humanity.)
Early morning occurs around 2500 and late evening
comes at 8500 or so. In some old-fashioned parts of
the galaxy, 5000 is called "noon." And on the admin-
istrative moons of Tremain, most bureaucrats hold
"3500-to-7000jobs."

In PLANETFALL, different actions will take
different amounts of time. For example, picking up
an object will take less time than walking down a
long hall.

To measure your progress, PLANETFALL keeps
track of your score. You may get points for solving
puzzles, performing certain actions, or visiting cer-
tain locations. Until you can complete the story with
a perfect score of 80 points, you might as well resign
yourself to holding a bureaucratic 3500-to-7000 job
on one of the administrative moons of Tremain.
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Tips for Novices
1. Draw a map. It should include each location, the
directions connecting it to adjoining locations, and
any interesting objects there. (See the small sample
map that goes along with the sample transcript on
page 21.) Note that there are 10 possible directions,
plus IN and OUT.
2. Most objects in the story that you can pick up are
important for solving one or more of the puzzles
you'll run into.
3. Save your place often. That way, if you mess up or
get "killed," you won't have to start over from the
beginning. See page 16 for instructions.
4. Read the story carefully. There are often clues in
the descriptions of locations and objects, as well as in
labels, engravings, books, and so on. Even strange
or dangerous actions may provide clues, and might
prove to be fun! You can always save your position
first if you want. Here's a silly example:
> SHOW THE RANSOM NOTE TOTHE ALIEN
The alien shrugs. "Sorry, I don't read Galalingua." It
begins walking away from your landing craft.

You've just learned something about the alien's
reading ability. Perhaps there's some other object
(like the photo of the alien's mate in chains) that
would convince it to follow you into your landing
craft.
5. Unlike other "adventure games" that you may
have played, there are many possible routes to the
end of PLANETFALL. Some puzzles have more
than one solution; other puzzles don't need to be
solved at all. Sometimes you will have to solve one
puzzle in order to obtain the item(s) or information
you need to solve another puzzle.

6. You may find it helpful to go through PLANET-
FALL with another person. As the dual-brained
worm beasts of Nebulon are fond of saying, "Two
heads are better than one."*
7. If you really have difficulty, you can order a hint
booklet and a complete map using the order form in
your package. You don't need this booklet to enjoy
the story, but it will make solving the puzzles easier.
8. Read the sample transcript on page 21 to get a feel
for how Infocom's interactive fiction works.
9. You can word a command in many different ways.
For example, to clean the deck of the spaceship, you
could use any of the following:
CLEAN FLOOR
SWAB THE DECK
SCRUBTHE GROUND
BRUSH THE FLOOR WITH THE SCRUB BRUSH

Notice that since the brush is the only item you're
carrying that's useful for cleaning, PLANETFALL
assumes that it is the item with which you want to
clean. But more about that in the next section...
"The dual-brained worm beasts of Nebulon are a fascinating bunch,
with a head on either end of their long worm-like bodies which can often
grow to a length of fourteen kiloblops. One legend among spacefarers
claims that the two ends of the same worm beast once fell in love and
got married. It wasn't until they had a big fight and one head decided to
go back home to mother that they realized what had happened.
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