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PR EFACE

This manual has been designed as both a standalone
guide to Wonderland and a work of reference to
which you can refer as and when the need arises.

It will introduce newcomers to both the world of
adventures and the graphical user interface under
which Wonderland resides.

The more experienced among you are advised to read
through at least the second half of this manual
before consigning it to the back of a cupboard.
Remember: If you have a problem with this product,
the answer is probably contained within these pages.

Wonderland is available for a wide variety of
computers, each with its own peculiarities and
quirks. Rather than confuse the issue and attempt to
be all things to all machines, the contents of this
manual reflect the generic nature of the Wonderland
interface—very few references will be found to
individual computers.

Of course, such information is essential at

| times—the installation process for example is
peculiar to each machine. In such circumstances,
supplementary documentation has been included
elsewhere in your packaging.

Flipping through these pages you will be aware of a
distinet format which exists throughout. This format
has been designed to make the manual easy to use

' and to allow important points to stand out from the
main body of the text.

Certain conventions have been adopted too so as to
allow at-a-glance recognition of the type of
information being conveyed.

' In the wide margins to be found on every page,
| pertinent supplementary information is included
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Preface

‘ @ This symbol denotes the presence of additional
information which is outside the scope of the main
text.

preceded by one of two symbols:

A This symbol denotes the presence of additional
‘nformation which relates to particular hardware

‘ configurations and machine type.

‘ Key words and phrases are defined in the glossary at

‘ the end of the manual. As you read through the text
you will find that these are highlighted in some way.
They may be capitalised or they may appear in a bold

‘ typeface; either way you will find them listed in the

‘ glossary.

‘ We hope that you enjoy Wonderland. Look out for
‘ future products from the same stable.

G T TING STARTED

Installing & Running
Wonderland

Please_ refer to the supplementary documentation for
a detailed guide to installing and running
Wonderland on your machine.

Page 1



AN INTRODUCTION TO ADVENTURING

Adventure Games

What is an adventure game?

_ﬁg_a novel—but
computer presents
s up to you to

nturing is like

what you want to do.
‘object; perhaps you
ction, or tell

in the game. If you
ures, it helps to imagine
ymbol but the computer
ant to do now...?”

u. Although there are a
nds (which, again, we’ll go

is able to.understand a great
deal of plain Enghsh and, if it doesn’t understand
your instructions (or if you've typed gibberish) it will

Page 3



‘ tell you so.

. | When you have finished typing your instructions, hit
‘ the . key. Wonderland w en act upon what you

&  The . key is
‘ have “done” and next bit of the story.

rc.preaented in dﬂ"rlrenl
ways on different:
m anufacturers ; keybdar‘d §

manual vou shoul
your keyboard’s

_An Introduction to Adventuring

Page 4

@ Always read the text
carefully... there are often
clues that you would
otherwise miss.

“leads eass
‘| terrible

You, Have now 9o

'A Sample Transcript

You’l.] need to.approach the puzzles in the right frame
of mind... which is best described as “endlessly
inventive.” Again, 1f you ‘have never played an -

the wali.

closed.

>0PEN IT

The bottle is full of absclutely nothing.

A Sample Transcript PageS_



@ “Inventory” is a key >INVENTORY

word understood by a red tablet,

three

You are carrying a: packet :
adventure games in a screwdriver, a k_Jurn:Lng bush

general. It allows the playcr‘ blind mice, and . Rock of Ages’*
to find out what objects he | vy are wearing & frilly negli
has in his possession. ‘ L o

be tied at
hemp rope.

et in the

.assful of
locks at

Te. into..
the
entle and

the glass
' dehydrateqﬁwater,
liquid sound
is Full. '

An Introduction to Adventuring

@& Note the structure of*
this sentence. In this case
using the word i
perfectly acceptab
because the glas:
contain any other pint
pills. However, if the glass
did contain one or more

pink pills. already it would " |

be necessary 10 substitute
“into” for “in” otherwise

the game would interpret
the commdnd as an attempt

®"  Sohow do we get out
of here? Remember what
the gargoyle did, just
before he rushed out of the
other room?

eff higssacking

>GIVE THE GLASS TO THE GARGOYLE

“What use is a glass of water to me?”
>LOOK AT FOIL PACKET

It says “Compliments of C.A.Vittie DDS”.

>OPEN IT

can I thank yo
with repulsive

the room.

>FOLLOW THE GAR

sonates in

sympathy

>E

Gargle Room e

There is a sacking robe and a length of
wet hemp rope here.

A Sample Transcript Page 7




THE WONDERLAND ENVIRONMENT

An Introduction to
- Windowing Environments

>GET THE

indquarters of a
here.

comp f’"frspgak. It is an interféc_e
he user(you) “talks” to the machine
: nunicate with Wonderland

urgling gafgéﬁ%
| >TIE ROPE TO GARGOYLE

1y oeclpied and..

ing . ene end OF

Wonder1and

Thiz iz an example of aframe window
Thiz one is called “Wonderland® and
sports a zoom gadget and a resize
gadget. It also has a vertical scroll bar
which iz indicating that this text

| stops at the bottorm of the window,
vet that there is more above. & menu
| bar iz alzo present which haz a zsingle
menu itern called “File®.

—Wertival
Heroll Bar

Resize
i3admet

Page 9



| Mer.ms are pretty much what they sound like: lists of
eederland choices. There are two_ sorts of Menu in Wonderland.
Hop 1;u]1-down Menus are just that: you pull them down
- rom a Menu Ba us can be anywhere on
| the screen, and are activated by clicking on an Icon
Inwentory ea of a graphic. Fi s an example

| Windows are individual areas of the screen through
which you communicate with Wonderland. You can

‘ move them, resize them, open them and close them.

‘ The Window you are working in at any given time is
called the Active Window. Figure 1.1 shows a Frame

Window: U : e or a “live” ar

[eoat hanger

_you are in
ows. The 1-

e thumb is proportional to
mpared to the size of its
window with small
whereas a small

y piece of text that
‘tton controls. Radio
to select or deselect

Figure 1.6

me suggests—are used to A vertical Scroll Bar

s” them by pointing and :
the thumb reflects the
ortion of the

1 seroll bar.

Page 10 The Wonderland Environment An Introduction to Windowing Environments Page 11




bring up p
The'left-h

| Page 12

'Mouse, Joystick or Arrow
Keys

The Pointers in Wonder}and can be moved around by
: keyboard
_el] uqually just

The Wonderland Environment

A Every window you open
LSes computer memory.
Too many open windows
may lead to memory
problems. For further
information, see the section
‘Memory’.

If you Don’t Have a Mouse
ordJ oystlck...

But you can
ike, subject only

around—Ilike the Sesm
Scroll Bars’ altmg the
window. i

Manipulating Windows ~ Page 13




button while a_
menu item is hi ghlighted. If
you change your mind, just
| move the mouse off the
menu and release the
button. The menu will
disappear again.

Menus

Menus control a large number of functions in
Wonderland, from automating commands to loading
and saving files. You'll encounter two types of menu.

Hierarchical menus have a = symbol to their right.
This means that there is an extra level—or more—of
commands available to you. To see what they are,
move the Pointer onto the symbol and they will
appear. They will disappear again‘if you move the
pointer to the left of the symbol.

On occasion, Menus may be too tall to fit within your

Pége 14 The Wonderland Environment

screen. If this happens, the menu is split into two or
more pieces. The ._1_{.-}_51: item appearing on the menu

i1l read “more... sitioning the Pointer over this
tem wﬂ] a]low the nenu to cascade, revealing

] : H Wonderland was unable to
1e-ve] menu.

| You w1ll often find that certam menu items are
| “greyed out”, and nethmg happ

hon you choose
them. That’s because Wongéiland is.intelligent, and
won’t let you choose: mapproprlate or potentl ally

Menus Page 15




‘Buttons ' Icons

te 'urn on or off ons are small plctureb whlch appear in the Map,

Buttonq are contmlg which you.

and Lines and paste

.éne partlcular ag ion hutton is _
mmand line for editing.

at’s the Default

' I:uuchmg the J ey at hat point will
1ck1ng on the default

e game’s OWn responses.

Editing Text Page 17

The Wonderland Environment




gy 9
The Cllpb();{:__l_rd & If you type over it to the clipboard—but, again, replacing what was
3 selected text, the very first | there before.

character you type will
immediately replace all the | Paste will replace all the selected text with a copy of
selected text; thereafter, the text on the clipboard. The Cllpboard contents

text will be inserted to the | remain unchanged.
right of the cursor.

@ If you cut a piece of | When you Copy, Ct
text by mistake, don’t | of it as using an el
panic. Where is it? It is, of
course, on the “clipboard
So to- get it back all

@ The Cut, Copy and

available
which ap
press the

@ The labelling of
backspace key nt

from keyboard to
|| keyboard. Tt is likely
labelled in one of three

will delete text to the left of the

Select the:-WOrd'GOD-; 1d type DOG in its
place.

6 Press the . key to execute your edited

main keyboard area, on t
command.

| top row of keys.
Wherever reference is
made to the backspace key
in this manual, you should
use your keyboard’s
equivalent.

the selected text and sends

Page 18 The Wonderland Environment _
Editing Text Page 19




The Sereen

Whenever you are in: Wonderland and wh atever
e.open, you will alwayca lookmg

‘ at the Wont
‘ various

er screen and

Help
Preferences :
Set background =2 §
Save layout L
Load layout
Tidy windows
Refresh screen

uit
Figure 1.10

The Screen Menu Bar’s
Main menu

Help System.

background. Moving.
reveals a further sub
from several backgr
l you have selected is marked by. a '«s-.mark.

The Wonderland Environment

Page 20

Graphlcs
Hap
Compazs
[nventory
[tems in room

qystem le veI

Save Layout lets you save your current
arrangement of Windows to a disk file; a File
Selector prompts you to enter a file name. (For more
details, see the section ‘Dialogs’).

Load Layout lets you load a previously-saved

arrangement of Windows from a disk file:'the File

Selec rompts you to choose a file name. (For more
he section ‘Dialogs’). -

Qult quits Wonde : aiad an

Accessories

The Screen Page 21




Monder1and
Map
Compaszs
Irnventory
Items in room

The Windows ment

Eenge 22

Figure 1.12%."

| Windows

The Wmdows menu gwes you a list of currently open
mdowq choosing a window from the list brings it to

Gf the screen Th1s is uqeful if, for

The Wonderland Environment

THE WONDERLAND WINDOWS

“
The Wonderland windows come in four flavours: the

| Session window, the Accessories windows,
g, Apph(,atlons windows and Dlalog win 'WS

Herbs

TTALLL bl AWl Liudl

coathangers, You notice a
maid’s overall hanging on a coat
hanger, The hanger is hanging
on a metal bar,

| There is a card shoe here,

File Text

R L Ry

Commands

ion bu{':"to' do 80..

X

Page 23




'| Session Window Menus

‘ The Session Window has its own Menu Bar, offering
| four menus: File, Text, Verbs and Commands.
\dditionally, a Pop-up Menu is available which
plicates the Cut, Copy and Paste commands of the

1 Load, ..
Save, ..
| Restart

you' right back to square one, will
will do cruel things like

ou may have won, and will

-Page 24 The Wonderland Windows

Fant for text
Font. for input
[ut

Copy
Paste

:}'

yu had never previously

The Session Window’s
Verbs menu

Text

B11E) es Changes only
r you have gelected your new

oy i
o—assuming no
Menu Item

st of common commands.
sing a command
effect as if you

Session Window Page 25




& “Hint
an alterna

to the *
item
bar’s

& “Refres

| Special Commands

Many commands available from the screen’s Menu
‘ Bar and the Session Window’s menus may be typed
directly to the Session Window.

n a Mouse or
ient to type the

A Computers without
enough memory may not
have all the Accessory
windows available at any
one time. For details, see
the section ‘Memory’.

the option to choose
ics. You belect this option

Figure 2.5
The Graphics Window d o
GRAPHICS ON and GRAPHICS OFF res-‘

i the Session Window: - o e i

Accessories / Graphics Page 27




A Not all machines are
capable of displaying
Wonderland’s graphics. If
this is the case with your
machine, all menu items
relating to graphics will be
greyed out.

A Some computers may:
not be powerful enough t
animate Wonderland’s
graphics. If this is thecase
with your machine, sti
versions of the s¢e

be displayed instea

Many graphics in Wonderland are animated. You can
turn animation on or off in the Preferences Window:.

You can resize the Graphics Window yourself by
Dragging the Resize Gadget in the bottom right
corner. If you make the window sm aller than the

ic it contains, obviously you won't be able to sec
once. You can move the graphic around

'Graphics Window Menu

The Pop-up Menu which appears when you click on &
Clickable graphic object offers you a list of

appropriate verbs, similar to the Verbs command on
| the Session Window’s menu bar.

Eige 28 The Wunderlandmndows

 répresented
emember the

Accessories / Map

Page 29




| The Map Window has both a Pull-down and a Pop-up Toons

The icons for individual locations in the Map Window
..-a.]_so offer you annther way to “Go to” that ](}catlon

Yiew next
Mormalize

Figure 2.7 -
The Map Window’s . Vi
Level menu '

"er storey of a buﬂdmg
previously explored are
ou have progressed paat

Go to
Wiew graphic

i Slickir button on any icon in

Figure 2.8 : _?llbc .:

The Map Window’s . | ik pa POp___ p .Me;l; gﬂ;l;l;):}]; 3
f otler as 5 : 1

question
to typing

Accessories / Compass Pagea




Inventory and Items in
Room

& | Irventory _
113 ‘ :

shoes | [white apron|[dress]

(=] [tems in room

| [stile

windows

¢ game, The
ns of objects actually in
e Items in Room window

Page 32 The Wonderland Windows

shows icons representing objects which are visible in
your current location. Concealed objects, however,
will not be shown: it’s no good trying to use Items in
Room as a sort of short cut...

Double-clicking on an Icon in the Inventory or Items
in Room wmdows brings iptlon of the item.

-3 Drag the icon into the Inventory Window.
4 Release the mouse button. You have now got the
object in your inventory.

Of course, only items which you can legitimately take
or drop may be manipulated in this way. Objects
which cannot be picked up or dropped will appear
back in their appropriate window shortly after you

release the mouse button.

Accessories / Inventory and Items in Room Page 33




Menus

Holding down the r1ght hand mouse button on an
Icon in the Inventory or Icons in Room windows calls
up a Pop-up Menu of appropnate VerbS' hat item

Page 34

The Wonderland Windows

| 9| Duchess” House f Topics
d-% o |

Applications

The third type of Wonderland windows are

Applications. These are independent of the Session
Window. There are two Apphcatmns windows: Help
ferences. :

Help -
2 Start [
® [Palace || Help ]
2 |Rabbit s House

2 Woods, paths
and streams

Previous
O |Walled garden L.LEEiEEEJ
and —

surtroundings L__PEEE__]

i |Mad Hatter and
March Hare

Rose-tree and

=] §

' Choosing Help from the Main menu on the screen’s
| Menu Bar brings up the Wonderland Help system.

you increasingly significant hints about a given area
of the game. The first hint you get on any given topic
is fairly cryptic; you’ll still have to work at it.

Applications. / Help Page 35




@ Just browsing thro

the available Help
does not affect.yo
it is only alteréd
actually reveal a givent
answer. R

Selecting more and more comprehensive hints makes
ur task easier and easier.

O Medium O Coarse
T Bell ©OFlash

' Mouse Click Senszitivity @Fine

@ None

| Alert Signal

Animated Graphics O

oom Lines @

Swap Black and lhite

[Be{-‘aultsj [Eeuer‘t |

[ Cancel J

L %® )

Page 36

The Wonderland Windows

A These buttons may vary ! Radio Buttons

from computer fo computer |

as appropriate. This list is -
definitive for the- IBM PC
and compatibles

A Some displays cannot
be flashed. If this is the

: _Mouse Click Sen51t1v1ty The hlgher the sen81t1V1ty,

case, this radio button will |-l

have no effect if selected.

ton “on” if you want a
idows are opened or

atly arrange% a]l the windows
g Window is not

menuq will work fa%tel

Applications / Preferences Page 37




Action Buttons Dialogs

Next or Previous takes you to the next or previous o s
-page Of options. - | The final type of erland wmdow is the Dialog

you save your current preferences to disk.

Dialog box in
want to load
ut.

e and under what name

Page 38 The Wonderland Windows Dialogs Page 39




The File Selector has one Pop-up Menu and four ; | is invoked to load a file. When bavmg afileitis
Action Buttons (only three of which are used at any replaced by the.. :
one time). |

Save button. This is_;@;jéientic'al in everljz" way to the
' Load button except that it is used to save files
Pop-Up Menu i _ rather than Joad them.

:_thef*ﬂé Selector’s Drive S
twofo]d purpose.

; erland mterrogates Vv
certaln the numb ]

Action Buttons

Load This Button acts on the selected file or
directory—to Select something, simply Click on it; its
text then becomes hilit. Pressing this Button causes
the selected file or directory to be opened and read.
The Load button only appears when the File Selector

and belect the ap:
list.

Page 40 “The Wonderland Windows Dialogs Page 41




4 Type the name you wish to assign to the file—its ' to AN S game or layout.

“file name”. } e I T .

’ Iliegal operatmns—l nvilid characters in file names,
'-.logg‘mg to a floppy drive with no disk in it etc—are

5 Click the Save button or press the J key. (
ed by the Flle belector Warning dlalogb are

' Loading a file is a very similar process. The only real .
dif_ferer_lce is that there is no need to ty'}"):'e the file |
|
|

ne about by Draggmg 1t with the left~
_ yutton. In this fashion even the
h'est of directory names may be read in its

|
operation took place. When mvoked subsequently it l!
will open the remembered directory. This saves l
changing directory and/or drive every time you wish |

age 42 The Wonderland Windows | Dialogs Page 43




- COMMUNICATING WITH WONDERLAND

| Communicating with Wonderland is as simple as we
could make it. Thanks to Magnetic Scrolls’ powerful
parser technology, you can “talk” to the game in plain
English. You'll be amazed at the complexity of the

" sentences Wonderland can unravel and act upon.

e session (not a
look for clues) in a

i’age 44 l
. Page 45




'Special Commands

Before we look at .
a few comm

L P ble and disable
the m.us]__c._

Page 46 Communicating with Wonderland

‘A Sample Game

Transcript

You can get a long way-with simple, two- word
commands: like GO NORTH or OPEN BOTTLE. But
11 need more complex

thand fbr
an also use

That’s a straightforward command, but it’s worth
noticing that Wonderland understands pronouns like
MY, HIS, HERS, HIM, HER, THEM and IT. It will
assume that a pronoun applies to the last relevant
noun you entered; for example, let’s assume that you
see a cockroach at the bottom of the rabbit hole.
Typing

>LOOK AT THE COCKROACH

A Sample Game Transcript Page 47




Page 48

will not only give you a description of the cockroach,
but (assuming our cockroach is male) will also set the
pronoun HIM—The current list of pronouns can be
accessed at any time by typing PRONOUNS.

So now you can

BOTTLE THEN DRINK
RINK LIQUID or even

ually a good
command at

"""" 1dea S0 1nstead of plod
a time, _you__mlght

>GET THE JEWE:

'HE GLASS BOX WHICH
IS IN THE BAG :

Communicating with Wonderland

|40 GET. ev.e.ry.th.m

and Wonderland will have no difficulty in working
out what you want. If there were two jewels in the
glass box, the game might respond

Which jewel, the red one or the green

-

onex

flamingo there,

and all will be well. A
is a piece of paper. If ;

"+ floor, S0 you can save t1me by demdmg to

>PUT EVERYTHING WHICH IS IN THE CUPBOARD
EXCEPT THE POTION IN THE CRATE THEN GET
THE POTION AND PUT EVERYTHING FROM THE
CRATE IN THE CUPBOARD.

A Sample Game Transcript Page 49



_ ;sa dume and the

Page 50

Yes—Wonderland can understand all that; you have
om is back as you found it.

Now' you may Want LO 80 'back to, let’s say, the Rose

'Garden but=ﬁrst you need to find your book, which

.-You can type

FIND BOOK THEN __0 TO THE ROSE GARDEN

_ _-Remember—Wonderlaﬂd will ;Gnly FIND things

you’ ve already been. You
uohulg trlps for things-or.
*t locate w1th ycmr

you've lost or GO TO plac_ '
can’t use them t@-g@ )

Communicating with Wonderland

MUSTIC

A Music may not be
supported on some
machines. Please refer to
your packaging for details.

& Note that SOUND ON

and SOUND OFF refer

only to the music; the Alert’

bell signal is umi‘fecte :

and Ad Lib sound caﬂh are

‘;upporlcd for IBM PC‘S and

that the Ad L1b qound

driver is not dCtIVE |n your

system; Wondcﬂdnd has its !

not cause a problem, but .
valuable memory will be
wasted.

P e e e T i e T ———]
| Wonderland has a repertoire of several different

| tunes. These are played at certain points throughout
the game. Generally, each tune is associated with a
partlcular area of {fhe game. The_ exception to this

ng w1th Wonderland ), music
ayed the {"rsL tlmc you enter

Page 51




MEMORY
: 'The Memory Manager

| Wonderland is
there is a go

: however,
and, as soon as you

ing... you may have
idow while you were
) :and may be
inexplicable

Page 55




advanlag(, of extmda,d

memory; it's DQS memory |

that cour

Closing Windows

When memory is at a premium, any operation which
is potentially memory-intensive (for example, pulling
down a menu) may exhaust what memory your

ation which caused

Here are a fe_w speéiﬁcs which should help keep
memory struggles to a minimum:

DO ensure that your computer is set up to allow its
maximum memory configuration.

DO ensure that any non-essential memory-resident
software is disabled prior to running Wonderland.

Page 54 Memory

Refer to your computer’s instruction manual if you
are unsure about this. :

DO NOT mix large Fonts if you can avmd it.

5 Rc -run Wi derland :

Anlmatlo;__l will be slow,

swap disks irom mme (ol e

time.

Less Powerful Machines Page 55




BRI PSS FOR BEGINNERS

‘ Here are a few simple pieces of advice for newcomers
to adv:anture playlng.

Always SAVE ou current game position before
me hmg dangerous. That way, if it goes
' an sunply LOAD that position again

Page 56 Page 57




B L. OSSARY

| Accessories

Collective name for the group of Wonderland
windows which complement the Session Window.

| They are: Graphics, Map, Compass, Inventory and
it Itemb 111 Room

the Key_board

emory 18 at a premium, it may
to reside in its
f your machine. In
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- | Signal’ and ‘Flas

Bell
The audible signal sounded by Wonderland when it
wants to attract yo tention. See also ‘Alert

pears in the top left
Tt is used to close
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Glossary B-C

Compass Window
An Accessory used to navigate around the game.

Copy
The term used to describe what happens to a selected

region of text when it is sent to the Chpboard but not
1 S0 ‘Gut’ ‘Paste and

| region of text when it is
deleted from the sereen

th at you cl_u:k a button to a(.knowledge the dlalog or
to make a simple decision. Interactive dialogs need
more information than can be readily requested by a
passive dialog—a file name for example.

| Double-click

Two Clicks in rapid succession. See also ‘Click’.
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Drag Help Window
The action of holding down a mou. se button and An Application providing on-line help for
moving the mouse pointer to a new position before Wonderland.
releasing the button. Used to reposition windows on
Icon

the screen amongst other things.
S A graphical object used to represent a concept or

ere typed characters

'CIﬁC style A set
icular style is

the ohJects you are ¢
-Wonderland. =

1ich may be Clicked to
dgets differ from Buttons
whereas Buttons are

normally-be active in thls Wmdow

Map 'Wlndow :
An Accessory providing a graphical representation of
the explored geography of Wonderland.

Grai)hlcs Window
An Accessory us d to di

images. Memory Manager

The part of the Wonderland system concerned with
managing computer memory.
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Menu
A list:of items or command% which can be selected

Pull-down I‘E;Ienus.

Preferences

An Application used to customise various aspects of

. the Wonderland system
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Glossary M-P

Glossary P—S
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| Select

Something is said to be selected when it is
highlighted in some way. An item on a list may have
its text colours inverted, for example. Things are
sually selected with a single Click, or, in the case of
u Items by placmg the pomter over the item.

This is where you

title bar contains the
‘becomes inverted when that
eyboard Focus. Positioning the

tle bar and dragging it to a new
ves the entire Frame

ght-hand corner of a
‘this gadget toggles the
dow between its

t size and position.

A visual effect occurring when Windows are opened

and closed.
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Glossary S—-Z
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