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THE INCREDIBLE
HULK ™

Introduction:

‘Welcome to The Incredible Hulk M, the firstinstalment in the dynamic QUESTPROBE Series!
Marvel Comics and Scott Adams have teamed-up to bring you  fantastic series of computer Adventure games that allow
Youo becone e ravmmu Marvel Super HeroTM. In this, the opening instalment, you will become the lncmd:ble
ulkM and meet the mysterious overseer of the entire QUESTPROBE Series, the Chief Examint
Although i smryhn: B e | s S e eI ooy
one Adventure orall 12!

How an Adventure Works:

I youve neve pljed an Adventure before, yu'e i fo a el eat. Adveturing periste playe to move atwill fom
the

game, For example, an Adveature might begin something lke this:
M IN A ROOM. VISIBLE OBJECTS ARE A RUBY-ENCRUSTED BOX AND A CLOSED DOOR. TELL ME
WHAT TO DO.
You might want to begin by entering a direction (North, South, East, West) to se¢ if you can leave the room. Chances are,
though, that you will have to find a way to get through the closed door. lets try something basic. You type:
EN DOOR
... but the computer tells you it 1o uncgriain terms:
SORRY, IT’S LOCKED. WHAT SHALL 1 DO?
Since the ruby-encrusted box seems to be the only additional obiect in the room, let’s take a closer look. You type:
PICK UP THE RUBY-ENCRUSTED BOX
However, the computer says:

SORRY, I JUST DON'T UNDERSTAND WHAT YOU MEAN
Don't despair, Pilgrim. The nature of Adventuring is such that the computer only nndemands two-word commands,
generally in the verb/noun format. Try again, and type:

GET BOX
. . and the computer responds with:
0K
By saying “OK”, the computer has It you know tha the command has been accepted and the box “picked up”. Now that

you're “holding” the box, let’s see if we can peek inside. You type:

PERUSE BOX
... and the computer responds with:

SORRY, I DON'T UNDERSTAND WHAT YOU MEAN
“Thisis your computer's way of leting you know thatit dida't understand your command. Whenever this happens, it’s

usually safe to assume that a word has been entered that's not in the computer's 120-plus-word vocabulary. The problem
could stem from any one of several factors, including misspellings, types, etc. Let’s rephrase and try again. You type:
‘OPEN BOX

“This time the computer understands and you are rewarded with the following response:
OK, INSIDE THERE IS A KEY AND A RARE POSTAGE STAMP
: BT

antto
in handy later, (00, 50 you type:
GET KEY AND STAMP
But the computer responds:
SORRY, I CAN'TDOTHAT ... YET!
Ah, yes—asking MPOUND d. thi
that your computer can’t understand. Try again, this time asking for the objects separately. You type:

GETKEY
. and then:

STAMP
The computer will answer oK -ch cime and youwill have whatyou need,
By“getting” your next series
of moves,you might want 0o o the door (GO DOOR), try thekey inthe lock (UNLOCK DOOR) andmove down the
hallway that’s just outside (GO HALLWAY). You're on your way!

Some Helpful Words

Although the vocabulary accepted by your computer is extensive, you may find the words listed to be of great help as you
set about your Adventure. Remember: These are just a few of the words available.
Lea

Climb Examine we Move Quit Say

Drop Go Light Pull Read Take

Enter Help Look Push Save Hit
One-Letter Commands

You may use the following single keys to perform a variety of tasks and to expedite playing time. Type the letter for the
function you wish to use and press RETURN.

G - Tumon/offlowercase (Apple only)

v S i printer output
on Apple & Atari only)

z - Turn on/off Graphics mode

RETURN ~ Reviewtext window

N,S,E,W,U,D, - GoNorth, South, East, West, Up or Down

1 ~ Display Inventory of items on your person

[} ~ OutputtoPrinter (Atari only)

A ~ Atari character set (Atari only)

B ~ Script-style character set (Atarionly)

L - Look

Graphics Mode On/Off
If you are playing a version of The HulkTM that features graphics, you may cancel the graphics if you so choose. Turning
the graphics off speeds up play, so you may wish to proceed sans graphics while moving through familiar territory.
To cancel the graphics, press Z. Press Z again to restore the pictures to the screen.

Revnewmg Text-Window (Grapluc Vexswns Only)

‘The text wi

the text window,
50 you'll want to e
Press RETURN at any time during play to display the text window. Note: This feature s not available on Commodore

Saving Your Adventure For Later Play
An Adventure will often last far longer than the time available in a single sitting. You may save the game you are playing
and return later to take up where you left off. To save a game in progress, type SAVE GAME at any time, the WHAT
SHALL I DO? message appears on your screen. You wil be asked tospecify A, B, C, or D. This will allow you o assigna
code letter to your game so that you might restore it at a later time.
Toxestore 3 saved game,type LOAD GAME before you begina new gane. The computerwillsk: DO YOU WISHTO
RESTORE A SAVED GAME? Type d A,B,C,orD). T
the point which you saved it. Note: Bcfore
ndividual coaputeesystem a lsid n his St
To end a game in progress, type QUIT. If you intend to continue the game later, be sure to save it before using this
command.




Description of Marvel Characters You May Meet
HULK - Friend
Real Name: Robert Bruce Banner
Occupation: Ex-Physicist
Identity: Publicly known
Legal Status: American citizen with crulum.l record pardoned
Former aliases: None
Placc o birth: Deytom, Ohio

Marital Status: Single
Known relatives: Jennifer Walters (a.k.a. She-Hulk), cousin; Morris Walters, uncle
Group affiliation: Former member of Avengers, former member of Defenders
Base of operations: Mobile
First appearance: HULK, #1
Origin: Robert Bruce Banner was a thin, bespectacled nuclar physicst vio woxkcd on a government resarch facilty in
n thathad a

Banun

ivilian had breached Sursky ©
del:y the countdown while he tried to get the civilian to safety. Smsky, secretly an enemy agent, did nuthlng, confident
that Banner would die i he xploion and tatthe prject would come t0a hal. Reaching the civilan,  teenaer ramed
Rick Jones, Banner threw him into a protective trench. Before Banner could get himself to safety, the
detonated, irradiating its inventor with highly charged, radioactive particles. The radiation had a mutigenetic effect on
Banner

ke e I “The Hulk”.
Height: 7ft. Eyes: Green
Weight: 1,0401bs. Skin:Gre
Powers: The Hulk posssses extaordinary supeshuman srength, making i perhaps the szongest mortal being ever to
walk the Earth. The mutation to his body caused by certain frequencies of gamma radiation fortified his cellular structure
and added, in some as yet unknown way, over 800 pounds of bone marrow and tissue to his body. The transformation of
Banner into the Hulk is determined by Banner’s emotional state, particularly the emotions of fear, rage o stress. Perhaps
‘most important truism concerning the Hulk: The madder he gets, the stronger he gets.
e Hulk’s powerful leg muscles enable him to leap to a height of 3,200 fect and a distance of 1.6 miles. He is capable of
lifting 90 tons. Although the Hulk has never been provoked into demonstrating a maximum output of strength, there may
well be no upper limit. He has been known to lft over 100 tons, and leap almost 3 miles.
In additon to reat strengh,th Hul's by posssses ahighdegre of mperviousnsst inury painand discase. The

fr«zmg (down to minus 190°F) and great impacts without a puncture wound or laceration. It is possible to injure him; he
‘could not, for example, survive a near-hit with a nuclear warhead. The Hl's ighly effiint hysiolgy rendershim
immune to al terrestri
‘The Hulk'sonly power apparently not relaed t his physial atribates s hi ability 0 see asral forms. The natue o this
ability is not yet known

ANT-MAN - Friend
Real Name: Dr. Henry “Hank” Pym
pation: Former adventurer, biochemist
Legal status: United States citizen with a conviction for treason that was later overturned
Place of birth: Elmsford, New York
Known relatives: Marie (first wife, deceased), Janet Van Dyne (ex-wife)
Group nmhmun Former member of the Avengers and the Defenders
rst appearance: TALES TO ASTONISH #27
History: Dr. Heary Pym, a iochemnt o extensive knowledge in other scientific fields, discovered a rare group of
pertiles”. Pym was bl,hrough the pplcatio of magneic

fields,
ther ize. Eventually, i i wh.ch
‘when used, allows him to shrink or enlarge at will
Height: 6ft. Weight: 185lbs

Eyes: Blue lond
Powers: As Ant-Man, i s the size, of s half inch in height. However,
: ! ; L e :

man.
Among Pym’s i was th f the mad robot Ultron (see below).
Equipment: Ant-Man' i . He
can broadcast up to one mile, drpendmg upon the materials surrounding him.

DOCTOR STRANGE - Friend
Real name: Stephen Strange
(o e R apen
Legal status: American citizen with no criminal rec
Identity: Publicly known
Ot current e Sacerer Supreme
Formal alases: Stephen Sand
Place of birth: Philadelphia, Wit

Group affiliation: Occasionally associates with the Defenders
Base of operations: 177A Bleecker Street, New York City
st ppearance: STRANGE TALES
Origin: Stephen Strange was a brilliant whose.

‘him from hnldmwa
scalpel steadily enough to perform delcate surgery. He invested a fortune in attempted cures and fraudulent doctors and
s it dwindle t nothing. He swifly degeneraed from recluse 0 driter to drunken derlct. Then Strange heard of a

Tibet ‘The Ancient O
man, he made his way across the ocean and then the frozen wastes of the Hnmlayan Mountains.
Strange ﬁnzlly located The Ancient One. Th
surgeon proved himself worthy, Eventualy, Strange proved himself worthy and thus became The Ancient One’s d:sclpl:
,in time, returned Village in New York

ity.
Vains. Weight: 180 Ibs.
Hair: Black with white streaks

Powers: the arts of magic than
anyone lse on Erh. Stange'smagi, ke most magiians i derivedfrom tres maorsource: ersoal poers of the
(m:smcnsm. nsuxl pml:mon thought casting, elc s  powers gamed by Lappmg this universe’s ambient

d finall

gained through the tapping of extra- dunmsmnxl caergy by invoking ntiics o bjct of poer dwelln n mysical
dimensions, tangential to our own. imber of occult power-obiects which he wields by mental
Gl
Weapons: Besides his array of magical powers, Strange wields three major occult power-objects. The firstof these i his
| Clonk i Wi EE i physical form to ly at moderaespeds (pprusimaely 25 mils ps hmlx) for
rsonal
expenditure of magical cncagy The secho pawes obicctia the Ex ongnmolto B\ Mk o him cerein
mystical perceptions such as the ability to divine the truth by gazing into another man’s soul. Residing in his Greenwich
Village mansion is the Orb of Agomotto, a crystal ball attuned to the mystic forces of the Earth. Through the Orb, Doctor
Strange keeps constant vigil against the dark forces of the universe.

ULTRON - Foe
Ultron is a robot possessing the capacity for creative intelligence and self-repair who has become a menace to humankind.
Originally designed by Dr. Henry Pym (at that time known as Goliath), the prototype Ultron-1 was non-humonoid,
consisting e large torso/head on tank treads with two slender limbs. Shortly after its completion, the robot developed
an irrational hatred ofits creator and tried to destroy him. Humbling Pym, Ulion-1 hypnotised him to forget his roboric

cretionand evicted Py from ks own privae s0it could und process.
was Ultron-
sdamanium, an alloy e once haxdmed can wnhsmnd a nuclear blast.
On i Tudis
an ‘encephalo beam”, a high-power concussion blasters, tractor and pressor beams, an induction device that was able to

absorb energy from Iron Man’s armour, and 2 molecular rearranger able to shape adamantium.
Ultron s physically and mentaly far supesiorto am. I itred of mankind s capaciy for survival makes it an
ever-present threat to human lie.

NIGHTMARE - Foe
Nightmare is a malevolent humanoid entity, whose origins are unknown, who rides a demonic steed and ‘feeds’ upon the
dreams of humans for sustenance and e

ightmare’s ultis i
of Eternity itself. Nightmare has but one l in all the di i he Igol, who never sleeps.

THE CHIEF EXAMINER -2
The mysterious overseer of the QUESTPROBE Series, not a lot is known about the Chief Exmaminer at this time.

Some Playing Tlps

ing your Adventure. Also.

. For example, i

k o sec in, you are going to need a ight to avoid disaster.
If you get stuck, type HELP s press RETURN. You mayormay ot recive esstanc, depedingon whatyousre
carrying, where you are at, and a number of other factors. Too, be ing assumptions - they can be fatal!
Finally, if you stuck, special Hint ‘Adventure Soft (UK., Cal 021) 78 i
ordering information.
Here s a sample to show you how the Hint Book can save you hours of frustration while you are having fun solving the
adventure.
Read the questions until you get to where you are stuck.
‘The numbers underneath refer to the dictionary listed at the end.
Match each number with its associated word and you’ll find an Adventure clue or solution!
1. Can not get loose from chair?? 48347 13 16766 26
2. More help for above problem. 14483162 17494
3. Solution to above problem. 567

Dictionary
4 REMEMBER  SBITE 13 EGO 26 MAD
47ALTER 66 GET 67 LIP 8 YOUR 9 PAIN
144 GIVE 162 SELF 167 AND 174 SOME

Loading I

Connect cassette player as per user manual and rewind cassette on label side.
Turn on the computer and press SHIFT and RUN/STOP keys together. Press PLAY on
the cassette player and the program will load and run automatically.

Questprobe is a trademark co-owned by the Marvel Comics Group and Scott
Adams, Inc., Artwork and text; Copywrite © 1984 Marvel Comics Group. A
Division of Cadence Industries Corp. All rights reserved. Game design; Copywrite

© 1984 Scott Adams, Inc. All rights reserved.

The Hulk, Ant-Man, Doctor Strange, Ultron, Nightmare, and the Chief Examiner
and the distinctive likenesses thereof are trademarks of the Marvel Comics Group
and are used with permission. The characters are copyright 1984, Marvel Comics
Group, a division of Cadence Industries Corporation.
ALL RIGHTS RESERVED



