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THE CHASE IS ON...

Monday, 5 a.m. A ringing sound jars you awake. You grope

for the phone and drop the receiver on the floor. Out of the

darkness comes the voice of your boss. "Woke up, kid. Got an

assignmenl for you."

You stumble out of bed, turn on the light, and grab your brand

new detective's notebook.

"Ready, chief," you answer, your voice thick with sleep.

"Just got a call from Interpol. Looks like Carmen's gang's pulled

another caper."

"Any leads?"

"Not with this bunch. They're too slick. Can't give you any more

details on the phone. Better get down to the office double quick.

It's going to be a rough one."

"Right, chief."

As your trembling hand replaces the phone on its cradle, you

wonder why you ever got into this line of work. Before this

morning, Carmen Sandiego and her Villains' International

League of Evil {or V.I.L.E.) were just sensational headlines in the

newspaper. For more than five years, Carmen and her gang of

felons had managed to stockpile the world's most valuable trea

sures, while outwitting every so-called "crime expert" from New

York to Sydney. Now they've struck again. And you, the newest

employee of the Acme Detective Agency, have been given the

near-impossible assignment of tracking them down.



GETTING STARTED (Apple)

Insert the WHERE IN THE WORLD IS CARMEN SANDIEGO'" disk,

label side up (Side A), into the disk drive and close the drive

door. Turn on your computer and monitor. The program will load

into memory and begin an animated introduction. After you've

watched the introduction (or anytime after the disk drive light

goes off), remove the disk from the drive, turn it over to Side B,
put it back in the drive, and close the disk drive door. When

you're ready, press any key or button #0 on your joystick to begin

the game.

GETTING STARTED (Commodore)

Turn on your monitor, your disk drive and then your computer.

After the disk drive light goes off, insert the WHERE IN THE

WORLD IS CARMEN SANDIEGO'" disk, label side up (Side A), into

the disk drive and close the drive door. If you have a Commodore
128, put the machine into the Commodore 64 mode by typing

GO 64. Then press the RETURN key. To load the program, type

LOAD "CSD",8,1 and then press the RETURN key. The program
will load into memory and begin an animated introduction. After
you've watched the introduction (or anytime after the disk drive

light goes off), remove the disk from the drive, turn it over to

Side B, put it back in the drive, and close the disk drive door.
When you're ready to start, press RETURN or the button on your

joystick to begin the game.

GETTING STARTED (IBM)

Start up your computer using your DOS disk. (See Note 1.) When
you see the A> prompt, remove the DOS disk and replace it
with the WHERE IN THE WORLD IS CARMEN SANDIEGO™ disk.
Type Carmen and then press ENTER or ♦ . (See Note 2.) The

program will load into memory and begin an animated introduc

tion. When you are ready to play the game, press any key to
start. (If you want to use a joystick, see the instructions under

Controls for switching to joystick mode.)

Note 1: If your computer has 128K of memory, you can use

DOS 2.0 series; DOS 3.0 and later cannot be used unless
your computer has more than 128K of memory.

Note 2: If you are using a Hercules monochrome graphics
adapter or Hercules-compatible monochrome graphics

adapter, type Carmen Here when you see the A >

prompt, then press ENTER or * - .

INSTALLING DOS: You can install PC DOS (versions 2.0 to 3.1) on

your WHERE IN THE WORLD IS CARMEN SANDIEGO program



disk. (Only DOS 2.0 series can be used with 128K machines.) If
you do this, you won't need to use your DOS disk each time you

start the program. To install DOS, follow the instructions below:

Two-drive system:

1) Insert your DOS disk in Drive A and the WHERE IN THE WORLD

IS CARMEN SANDIEGO disk in Drive B. Start your computer as

usual.

2) When you see the A> prompt, type SYS B: and press ENTER.

3) When you see the A> prompt again, type

COPY COMMAND.COM B: and press ENTER.

One-drive system:

1) Start your computer using your DOS disk.

2) When you see the A > prompt, type SYS B: and press ENTER.

3) When you are prompted for the diskette for Drive B, insert the

WHERE IN THE WORLD IS CARMEN SANDIEGO disk.

4) When you are prompted for the diskette for Drive A, insert

your DOS disk.

5) You will swap disks twice, ending up with your DOS disk in

Drive A. When you see the A> prompt, type

COPY COMMAND.COM B: and press ENTER.

6) When you are prompted for the diskette for Drive B, insert the

WHERE IN THE WORLD IS CARMEN SANDIEGO disk.

7) When you are prompted for the diskette for Drive A, insert

your DOS disk.

Note: If error messages appear, DOS has not been in

stalled properly. Repeat the installation procedure, mak

ing sure that each disk is in the correct drive. Check to see

that the disks have been inserted properly and the drive

doors are closed.

TO CATCH A THIEF

(Apple, Commodore and IBM)

Signing In

The investigation begins at the Acme Detective Agency, your

home base. Type your name into the Crime Computer using no

more than 14 letters and spaces, and then press RETURN, ENTER

or i - . If you make a mistake, and you have an APPLE or IBM,

use the «— key to erase, then retype. If you make a mistake,

and you have a COMMODORE, use the DEL key to erase, then

retype. Once you've signed in, the computer will give you the

details of your assignment and send you on your way.

Good luck!



TO CATCH A THIEF (cont'd.)

Controls

This program may be used with either the keyboard or a joy

stick. (See Note.) The options on the Main Menu at the bottom

right-hand corner of the screen help you track down and identify

the suspect.

Note: If you are using a joystick with your COMMODORE,

make sure to plug it into PORT #2 on your computer. If you

are using a joystick with your IBM, make sure to plug your

joystick into PORT A of your game controller adapter.

If you have an APPLE, use the arrow keys or push the joystick up

and down until the option you want is highlighted. To select the

option, press RETURN or button #0. Press ESC or button #1 to

return to this menu if you accidentally make the wrong selection

and want to choose another option.

If you have a COMMODORE, use the CRSR keys or push the

joystick up and down until the option you want is highlighted.

To select the highlighted option, press RETURN or the button on

your joystick. Press the a key (located at the top left of your

keyboard) to return to this menu if you accidentally make the

wrong selection and want to choose another option.

If you have an IBM, use the cursor keys or push the joystick up

and down until the option you want is highlighted. (If you are
using a joystick, you must first center the joystick and press

CONTROL-I to activate the joystick mode.) To select the high

lighted option, press ENTER or button *1 on your joystick. Press

E5C or button *2 to return to this menu if you accidentally make

the wrong selection and want to choose another option.

Apply these instructions to all other menus in the program.

Special Keys

CONTROL-L fists your current rank at the Acme Detective

Agency

CONTROL-D permits you to delete a detective's name from

Interpol's files

CONTROL-R ends current game and starts a new one

CONTROL-F permits you to view the Detective Hall of Fame

•CONTROL-I toggles joystick/keyboard control

•CONTROL'S toggles sound on/off

**CONTROL-Y flips y-axis on joystick

•**CONTROL-Q ends current game ond returns you to DOS



* These functions are not needed for the COMMODORE

version.

** This function is not needed in the versions for

COMMODORE and IBM.

*** This function works for the version for IBM only.

YOUR ASSIGNMENT

The thief is hiding out in one of 30 cities. Your job is to track him

or her down, using clues you unearth along the way. Clues can

point to the city itself or the country in which the city is located.

There are 10 possible suspects, any one of whom could be the

thief. Carmen Sandiego is the most elusive of the lot.

As a new detective, you begin at the Rookie level. As your

investigative skills improve, you climb your way up through the

ranks—five levels in all —until you reach Ace Detective.

The Crime Computer, THE WORLD ALMANAC' AND BOOK OF

FACTS, and the Police Dossiers will all be useful in unraveling

clues.

Work quickly. You have only a limited amount of time to solve the

case. The Crime Computer will let you know what your deadline

is. (The higher you rank, the tougher the case.)

BEGINNING THE SEARCH

Your starting point is the scene of the crime—the city where the

thief swiped the treasure. Refer to your OFFICIAL INTERPOL MAP

to check your exact location by city and country.

The main screen always gives your present location, the day and

the time. As you arrive in each new city, be sure to read the

descriptions that appear on the screen. They contain information
that could be useful in solving future cases. The pictures them

selves — notable landmarks or typical scenes from that country—

may also come in handy.

The four options on the Main Menu help you track down the

suspect. The options are:

See Connections lists all possible destinations reached by

connecting flights from your present location. Check these first

to see where the thief might have gone. When you've seen

the connecting cities, clear them from the screen with the

Hide Connections option. ^f



BEGINNING THE SEARCH (cont'd)

Depart by Plane lets you depart for the city of your choice once

you're ready to take off after the suspect. A schematic map on

the bottom left-hand corner of the screen shows your travel

options. Select your destination and your travel route will be

displayed.

Investigate lets you unearth clues in each city so you can track

the suspect to the next destination. Every city has three loca

tions, which change case by case. Visit as many or as few clue

locations as you wish, but remember that the more investigating

you do, the more valuable time you lose. Use THE WORLD

ALMANAC to help unravel the clues you dig up.

Visit Interpol helps you narrow down your list of suspects.

Using Interpol's Crime Computer, you'll pin down the identity of

the thief. Here's how:

Select Visit Interpol from the Main Menu. On the right side of

the screen you'll see a list of characteristics. As you pick up clues

about the suspect, enter information about these characteristics

into the Crime Computer in the following way: Highlight a char

acteristic that you know—for example, hair. Then press RETURN

or ENTER or the joystick button (button #0 on the APPLE joystick;

button #1 on the IBM joystick) to cycle through all possible hair

color choices. For any category in which you don't know an

identifying characteristic, just leave the space blank. Select

COMPUTE when you've finished entering all the information you

know. The Crime Computer will give you a list of all suspects

who have these characteristics. When you've narrowed down

the list to one suspect, the Crime Computer will issue you an

arrest warrant. Now you're ready to make an arrest as soon as

you catch up with the suspect. (If you need to change the war

rant because new clues point to a different suspect, simply enter

the correct characteristics in the Crime Computer and a new

warrant will be issued.)

USING THE WORLD ALMANAC®

Your most important investigative tool is THE WORLD

ALMANAC'. Here you'll find information about nations of the

world plus other facts you'll need to catch your suspect. Start at

the index, located in the front (not the back) of the book to find

the country or other subject in question. Remember: Clues may

point to either the connecting cities or other locations within

those countries.

Examples for Using THE WORLD ALMANAC® j||lf

What country uses kroners as its currency?

1. Check your connections to find out which cities the thief might

have fled to. The possible connections could

London, and Oslo.

8 •'



2. Check your OFFICIAL INTERPOL MAP to identify the countries

where each city is located. You'll find Montreal in Canada.

London in the United Kingdom and Oslo in Norway.

3. Locate these countries in the index and turn to the appropriate

pages.

4. By looking under "Finance: Currency" in the section describing

each country, you'll discover that the kroner is used in Norway,

the dollar in Canada, and the pound in the United Kingdom.

Looks like Norway is where you should head!

Where does the king cobra live?

1. Again, first check your connections, then use your OFFICIAL

INTERPOL MAP to identify the countries where these cities are

located.

2. Think of the general category in THE WORLD ALMANAC

where you might find information about king cobras — in this

case, snakes.

3. Look up "Snakes" in the index, and turn to the appropriate

page.

4. Find "King Cobra" under "Snakes." From the description, you

now know that its home is South Asia. If one of the connecting

cities were Bangkok, the capital of the Southeast Asian nation of

Thailand, this city would be a good place to go!

SLEUTHFUL HINTS

The thief cleverly stays in hiding, and orders a crony to check you

out. When you see a Suspicious Presence run across the screen,

you know you're on the right track.

No thief worth his or her salt gives up without a fight. The closer -

you get, the more dangerous your situation becomes.

Use the Crime Computer sparingly or you'll use up valuable

hours. And don't waste time playing tourist or aimlessly criss

crossing the globe. Instead, use THE WORLD ALMANAC® to

decipher clues and keep your investigation time down.

Be sure you've been issued an arrest warrant by the Crime

Computer before you catch up with the thief. If you don't have a

warrant, you can't make an arrest, and the thief will slip through

your fingers. And be sure your warrant is for the correct suspect.

Because if it's not, you'll be thrown off the case!

Every case is different. Whenever you begin a new assignment,

you start at a new city. You'll be looking for a new stolen trea

sure, and a new suspect.

If you've reached Ihe top of the detective ranks and have been

retired, you can get back on the job by picking an assumed

name. Your real name could be on a hit list!



CURRENTLY KNOWN V.I.L.E. OPERATIONAL BASES

Peking (Beijing)
(PEOPLE'S REPUBLIC OF CHI

ort Moresby
(PAPUA NEW GUINEA]

(SRI LANKA) 0

OFFICIAL INTERPOL MAP
#GXY-1743.7 Rev 3.2
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POLICE DOSSIERS

The following information has been gleaned from

Interpol's files and our field agents. While

brief, these descriptions may contain

valuable clues to be used in tracking down

and identifying members of the V.I.L.E.

organization.
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POLICE DOSSIERS
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POLICE DOSSIERS

NAME:

se1

cartoon shows.
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Limited Warranty Information

Disk Replacement Policy

If this disk should fail within 90 day; of purchase, ploaso return with proof of

purchase for prompt FREE replacement. If the disk has been physically damaged, or

after 90 days from dale of purchase, please include $5 for replacement, plus S2.50

for postage and handling.

Limited Warranty

This manual and the software described in this manual are sold "AS IS",

without warranty as to their performance. The entire risk as to the qual

ity and performance of the software is assumed by the user. The user,

and not the manufacturer, distributor or retailer assumes the entire cosl

of all necessary servicing, repair, or correction and any incidental or

consequential damages.

However, to the original purchaser only, Broderbund warrants that the

medium on which the program is recorded shall be free from defects in

materials and workmanship under normal use and service for a period of

ninety (90) doys from the date of purchase. If during this period a defect

in the product should occur, the product may be returned to Broderbund

or to an authorized Broderbund dealer along with proof of purchase, and

Broderbund will replace or repair the product at Broderbund's option

without charge to you. Your sole and exclusive remedy in the event of a

defect is expressly limited to replacement or repair of the product as

provided above.

if failure of Ihe product, in the judgment of Broderbund, resulted from

accident, abuse or misapplication of the product, then Broderbund shall

have no responsibility to replace or repair the product under the above

terms.

Nonetheless, such products (ond products that become defective after

the ninety day replacement period) may be returned to Broderbund

along with S5, plus S2.50 for postage and handling, and Broderbund will

provide you with a replacement, provided that Broderbund is still manu

facturing the product.

The above warranties for goods are in lieu of all other express warran

ties and no implied warranties of merchantability ond fitness for a partic

ular purpose or any other warranty obligation on the port of Broderbund

shall last longer than ninety (90) days. Some states do not allow limita

tions on how long an implied warranty lasts, so the above limitation may

not apply to you. In no event shall Broderbund or anyone else who has

been involved in the creation and production of this software be liable

for indirect, special, or consequential damages, such as, but not limited

to. loss of anticipated profits or benefits resulting from the use of this

software, or arising out of any breach of this warranty. Some states do

not allow the exclusion or limitation of incidental or consequential dam

ages, so the above limitation may not apply to you. This warranty gives

you specific legal rights, and you may also have other rights which vary

from sfate to state.

Copyright E 1985, 1986 Broderbund Software, Inc.

Tho user of this product shall be entitled to use the product for his or her own use,

but shall not be entitled to sell or transfer reproductions of ihe software or manual

to other porties in any way, nor to rent or leose the product to others without the

prior written permission of Broderbund.

For technical support on this or any other Broderbund product, call

(415)479-1170.
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Backup Disk Information

This program is copy protected. If you would like a backup disk, you

may order one using the coupon below. You may do this ot any time,

as long as the product is still being manufactured by Broderbund.

(Limit: one per customer.)

Please mail the original coupon, not a copy, along with a check or

money order for S10.00 (in U.S. funds) to:

Software-Direct Division

Broderbund Software, Inc.

17 Paul Drive

San Rafael, CA 94903-2101

Please make your check or money order payable to Broderbund

Software.

Backup Disk Coupon

(Please print)

Name:

Address:

City, State, Zip:

Product Name: Where in the World is Carmen Sandiego'"?

Computer: (please specify)

Apple Commodore IBM

(Clip out this coupon on the dotted line and send along with your payment. Please allow four to six weeks for delivery.)
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