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LOADING INSTRUCTIONS
To baad this program: Type 'LOAD "HEROES* ™, 6™
After a few minuies the program will have |oaded, when ready type in AUN and
runit; #he file page will appear on the screen and disappear, the remaindsr of the
program will foad. On completion of this the Inctruction Load a game from
disk? (Y or N) appears, il you are playing the adventure for thafirst time press
"N’ if you wish to oad your saved position off disk press Y.
REMOVE AND STORE THE DISKETTE.

STORAGE -

We recommend that th Diskette should always be stored in its ariginal
patkaging.

THE GAME

Adventure games allow the playar free will, within the corstraints of the game
format. E:a:ﬂywhmywhytodona:ﬁisah'aysupi_u)w.andwu alone,

Your objective s to rescuathe four Heross of Kam, to find the treasures of the
reaim and retusm them 1o e cottage which you will find yourself near to at the
stant of the game. You qive the computer your next instruction with simple
English commands suchzs;

Bkalinderbox,

drop bible, €c.

The commands you know to start with are as follows:

takz—pickan cbjectup

diop —drop an object

light —set fire toan object

north, south, east, west, up, down —you need only use the inltial letter of the
direction inwhich you wish b move

|ook/picture — {0 view your surroundings

list—a list afyour possessions

Scoee - iven asa perpenfage of advenlure compleled

end—ends. Oplion to save,

More complex commands are;

give (object) to (characker)

atack (character) with (object)

szt {animal) on {characir)

say to (charecter) "'(commands)'" - has the effect of the desired action being
tzken by the specified character rather than yourself—assuming they are willing
1o co-opasle

Bampls:

givemeat to bear

altack bear with sward

say fo Beren “altack bear with sword™

When you first reach a location, you will be deawn a picture of thal plce, and be
givena text description. When you next reach that place, you will only be given
tha et To recall bext use ook, to recall pichure and (ex1 use ‘pickure’.

There are many ofhar commands which you will need b complee the game. You
must find them ot for yourselll

There are ciues everywhere within the game — read &l descriptions most carefully
Remember lhe Heroes - each has his awn special abilites, and you will necd all
the help you can gat!

To save your posilion cbiained in the adventure typa 'END', then placza diskeite
in which you wish 4 sawe game on into your disk drive, and press Y’ the game
will save itself,

All rights of the praducer, and of the oaner,
of the work baing produced, are resarved.
Upautharised cepying, hiring, lending.
public performance and broadcasting of this
cassetie is prohibited. The publishear
assumes no responsiblity for errors, nor
liabiity for damage arising from ils use.

NTERCEPTOR

THEPLOT

In the hall of His Majsty Callzstheon, Emperor of the Seven Lands, Lord of
Kam, the feasting was ovec On fur-draped benches around the roaring fire, the
nobles of Kam awaited the entertainers.

Daeron the Wise, minstrel of Karn, waiked slowdy across the hall. Today,
Kamwas the hub of a rich and mighty empire, but, Callastheon recalled, @ had
not ahways bzen so. Foe lang ago, in the days bedore he Cyrennic dynasly came
to power, the forces of good and evil foughtin Kam, and the desds of that lime
were shill remembzred at the Feast of the Midwinter Moan.

Dagron entered e firelight, and bagan his tale - atalz of deeds great and
mhle.dhanlaanﬂv.‘dnm canquest and defeat— the story of the Herces of

. ‘Your Majesty, my Lords, citizens of Kam.*

‘Longago. in the reign of Besen, [as! of the Mountzin Kings of Karn, there
came froen the distent nosth 2 horde of fell creatures, boeme on the wings of
Darkness. Dragons there were, and Vampires, and weavess of Enchniment, and
nameless things from the deep places of e world. They saepl doam as a dark
gale upen the Hals of the Mountain King, and lerrible was the slaugier of men.
From ta Gales of Kam escaped bis those few of greatest might. Fourwas thei
numidzr, and thess were their rames:

‘Beren the mighty, &2st king of Karn, master ofall birds, swordsman
unsurpassed.

'Isiarthe Wise, fore-masizr of great wisdom and still greater powers ol
magic.

‘Haldir the Eti-lord, from the northem woods, greatest of minstrels

‘Khadim the Dwarf, carver of stone, of small stsiure, yet geeat in renoan.

‘These then were the Heross ol Kam, and mighty they were. Yet not mighty
encugh, for one by one they fell, captives bound with iran and Stane and magic
spell. And Darkness fell on the fand. Darkness unbrokzn — until one day these
came to Karn a Strangec from a sirange [and where men could fly, and machines
could thirk. And the Stranger wenl forth into Lhe wilderness, and loughd with the
Powers of Night, and releas=d the Heroes, and wish them remored the Shadow
from the fand of Karn for ever Then the Stranger departed, and none know to
whesg: .

‘Mor do zrry know with cariainty how he found the Haroes, lor they would
not tell. Thus, the tale | now unfold may be fact or legend — who knows? Only the
Stranger—and he is gone.”

The Halls of Callastheon are dust and ruins. Daercn passed [ong ago fa the

halls of his ancestors, and even Lhe kzgend he once told is forgoiten. Who knows
the true slory of the Heross of Kam? Only Lhe Stranger — wherever he may be.
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