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This official seal is your assurance that this product meets the 
highest quality standards of SEGA ~. Buy games and accessories 
with this seal to be sure that they are compatible with the SEGA 
SATURN™ SYSTEM. 

HANDLING YOUR SATURN DISC 
• The Sega Saturn disc is intended for use exclusively 

with the Sega Saturn'" system. 
• Do not bend it, crush it, or submerge it in liquids. 
• Do not leave it in direct sunlight or near a radiator or other 

source of heat. 
• Be sure to take an occasional recess during extended play, 

to rest yourself and the Sega Saturn compact disc. 
• Keep your Sega Saturn compact disc clean. Always hold by 

the edges and keep it in its case when not in use. Clean with 
a lint-free, soft dry cloth - wiping in straight lines from center 
to edge. Never use solvents or abrasive cleaners. 

WARNING TO OWNERS OF PROJECTION TELEVISIONS: Still 
pictures or images may cause permanent picture-tube damage 
or mark the phosphor of the CRT. Avoid repeated or extended 
use of video games on large-screen projection televisions. 

This product has been rated by the Entertainment Software 
Rating Board. For information about the ESRB rating, or to com­
ment about the appropriateness of the rating, please contact the 
ESRB at 1-800-771-3772. 

WARNING: READ BEFORE USING YOUR 
SEGA™ VIDEO GAME SYSTEM. 
A very small percentage of individuals may experience epileptic 
seizures when expos·ed to certain light patterns or flashing lights. 
Exposure to certain patterns or backgrounds on a television 
screen or while playing video games may induce an epileptic 
seizure in these individuals. Certain conditions may induce pre­
viously undetected epileptic symptoms even in persons who 
have no history of prior seizures or epilepsy. If you, or anyone in 
your family, has an epileptic condition, consult your physician 
prior to playing. If you experience any of the following symp­
toms while playing a video game- dizziness, altered vision, eye 
or muscle twitches, loss of awareness, disorientation, any invol­
untary movement, or convulsions- IMMEDIATELY discontinue 
use and consult your physician before resuming play. 
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One day you discovJ red it 6y accident-an old yelio:w 
booR with the word ''Myst®" inscribed on its cover. ·You . 
opened it up, wonderinq what could be inside. It was a jour-

• nal, describin~ a mysterious island wo.rld in meticulous _ 
deta.il. As you read obsessively, unable to put the journal 
down, you found yourself drawn into the surrealistic world 
of the island. Myst® Island. It was so ·real! Almost as if you 
were really there ... 

An th,e thinqs you see an·d all the stran~e experiences you 
have on the island are keys to unlockin~ the puzzle o.f Myst®. 
You are the only drie who can -get to the bottom of the evil 
plot threatenin~ to destroy this and other worlds. 
Use an your ima~ination and powers of lo~ic: to discover the 

' • 

_ ,truth and solve the mystery. 
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l .Turn Gri your Sega :Saturn'[M ' 
2. l.oad_your MYST-Op CD into your Seqa Sat~rn·™ as described 

in its instruction manual. Ptu~ a Control Pad into port l of 
the Seqa SaturnT~•. 

3.' When the tide scr~en appears, press the • ••. • s@~ . 

START BUTTON .. After a brief open~ ~ <;> ~ / 4 
in'r1 demo the e1ame will be<1i'n · ~-,... --- -------,, - _,47d{) 

"" <G> ,I'· 
• ::--.._ I. 
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.'., This game is for 1 player only. 
11 
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In the world of Myst® you use a liand-shapeq cursor to move 
: . around and to manip·u1ate objects. Movin~ around in MYST® 
: is very intuitive. Use the .Directional Button o:r;i the Control 
:, . Pad to move the cursor around the screen. It will turn into a 
1\ I • 

:. pointinq hand if you can advance in that direction. Press 
'ii the A, E> or C BUTTON to advance in the direction the fln~er 
: , is pointin~. 

' 
Some places are not accessible. When you tt?e the A, B or C 
BUTTON in these J)lace.s nothinq will happen. ". 

" This lets you know the.re is n0thingimportant for you to find· 
:,· in tha,t location. .. 

. t ' 

QAJ t)e,' I • • ' •. ~.s 
.• ' 

CONTROL 

• ·po.intin~ hand 
• . L 

~ . ' . 

• • A, B & C•c:; Move • 
•ano rpanipuiate 

_ ... o15jf cts 
• Start·_Btttt{)n = Start.g~me/ 

' :Pause f(3.t'oP.tibhs me.nu'. 
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-MANIPULATING OBJECTS 
, _· N, t ou pro~ressthrbugli the ~an1e, -you will disc;;over vari-

• ous obje,cts such as swttch~s., doors and 9tpe,r item.s. Move 
the cursor to the object and press the A, B or·C BU'PTON to.; 

: • examine it. If the object -is important, doihsJ this wii1 activate 
• • it or .allow you to .manipulate it. If nothin~ happens., tbis 

usuaIIy means that the objectis not important. 
,•; 

You can alsc> qrab and puU levers and other objects. When 
the cursor is shaped like a SJrabbinq hand, press the A, B or C 1 

BUTTON to qrab the lever. When the cursor chan~es to a fist, 
keep the button held down and move the. cursor to pull the ' 
lever. 

You can pick up and carry some objects. When you move 
tl:le cursor to one of these objects and press the A, B or C 
BUTTO-N, the cursor chanqes to show that you are holding-

- ' 

somethiriSJ. You ca11 usually put objects back down by-mov-
in~ the cursor to the spot where you picked up the object 
and p-ressinq th<:;A, B or c ·euTTON. 

The, shape: of the cursor can chanqe ·dependinq on the type 
l of object you pie~ up.or roove; but the basic 

operations &re the sam,e. 

'. 
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Yo.u have suddenly found yourself i world of Mys~ . ;,\£ou 
have no idea wh,atRind of place it is or what you-do from . . 

. here on. First, e'Xptbre ALL fhe locations that are accessible-to · 
you: the plaoetarium, the s-paceship, the giant SJears. etc., and ,_

1 
,. the many books in the library. Note ,all the details you cq1n .. 
· All the thin~s that exist fnthe world of Myst{i\)· have meaninSJ, .. 
so take careful note of everythin~ you see and hear ... 

• ·As you learn more, your ultimate ~oaI wiU become clear. 
• Curiosity and careful thinkin~ are your best weapons as you 
explore Myst®, a world totally unlike a.nythin5J you have e\7er • 
experience befoTe. 

·THE WORLD OF MYS'F® 
,, l. DOCK · · . . .. • • • • · 
_ 1his is where the· SJame beS;Jins. In frqnt of you is ~ Jlight of • 
stairs ... . 

h . 
~ 2. GIANT GBA.RS . .. . . . : • . , . 
.. Theseare located at the top :of the s·tairs w.hich -you ·c;an see . 
. fro"rrj,.tn~ dgc~. .· . . .. : • - •• •• • • ·• ··• • · 

. ·3,_ PLANETARlU.M · • 
- - • · ... . . . . 

~'he dome ... s¥iapetl 
. rotunaa located at ·tije • -
top af the • .. -· ,_ 

' ~taj~ai to tne . ig~ti 
,,I{. -LfBRARY. · _ . : .: • • . •• _ • 

• .:lhe '.turidrog to the~~. :_ : .... 
• • ;_ii;i~nt . of the ., .-. : ,5 ~cp1aµ.et~fiurn.·-

1 . 

,, 1 
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It's a ~ood idea to thGtf}U%!hty examine the 1ibrary rir~t before ': 1 
. movin~ on elsewhere~~. •· 
· 5. OBSERVAT()RY , " •• " ••• 
, The tower at the .top of.th~ mo,u,:it~in beJ1incl tfi~.libracy;:; 

It will be a very importanf base Jor you.befoi;e.Jhe end:'of. • 
the adventure! , 
6. SPACESHIP 
ihe stran~e craft located at the {?ottom of the slope 
next to the library. . • 
7. PILLAR WALKWAY 
The area in front of the library. In the center is a small basin, 
and pillars line each side. ' 
8. GENERATOR 
The bricl< buildin~ past ~e end of the pillar walkway, to the 
ri~ht. A. power line strurig alon~ a series of bricll supports 
runs parallel to the walhway, connecting up with 
sometli.ing in the distance. 

9. LOG CABIN 
This is located in the folia~e to the left of the 
wall<way; opposite the ~enerator. 

• 10. GIANT TREE 
The huqe tree risin~ from a brick platform 
behind the Io~ cabin. 
11. CLOCKTOWEQ 
This is located _past tn·e e,nd of the pillar walf<way, 
on a ~ear-shaped p1a.tform offshore. 

,oetN/ . ONS·' 
, sc11.:.eet J .. . · .. . , •• . • . . - •· 
• • Press the START BU:VTON durinQ the ~ame t,o brinq up the 
" menu· screen.; TI1ere are ·some Iecations in· the !Jame where 

I ' 

,, 

; 

'' 
.. 
i 
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. thEi Me.nu scre.~n is not a~GeS§i'Qcfe .. These are the items you'It ~·: 
·fit.id en tpe screen: . ,., · .:.·· • 

... SA\1E ITEM • . . , · , - ··-r· --,· ~- _➔ C - " ·.. • · • •;- • • ~ - , : · < • • • • • < •· • · • • - ~ • • · • _, :,• O • • -4 , ➔ ~ ... • 0 

• - 5 itt:es, your pr6gr.~ss up tcs that p.-oint ii~JH~ ~ame to~the· _ • 
• bac.fii}p .RA¥. _You_ ca1i' saJe up 1_o~fj'Ve,JJ$mes each td tlie .. • ... 
• Se~:as5aturn1

;" R,AM artd the Power Memocy: e artr:ia~-~-(sold;·. · · 
1 

seP.ai:at.~!y)_'. Wh:-!1 ~fie , ~ower M~rnbey 1s:=f.~1:-tie ~ted ,te 'tli~_ • • , 
• .. ~artrtdq~ ~slqJ:Jirs't selec;:t~~hich RAM 10,U ~ tsh to }Jse_ . • :: 6.. ;·: · 

• ·J·I . 
~ ,'<'. > : p~-- ' 

' ' . ' 



• lf the1re is not surficient RAM memo-. ·; ' . . • . . ' . ~.. ·t. . • ..: -· ..., • + : • • - • • • 

. i· cy availabfe.1 you i:nay not be able l o > 
· ) save five: ~ames. To make more . 

I 

. . 
·.· • me~ory-available, erase soJUe • • . 
• : or aff of the previous data froni the · · 

~ : . 
. 1 :, .Se~a Satur11»i Saved Data • 
'., •.~ ·Mana~ement scte¢n 'b~fote • · 

l' • sta,rting to pl,gy the ~ame. 

Note: Turning the power oft will not clear the 
' • memoty OR your sav.ed fame. 

' 

LOAD·ITEM . 
. Lets you start tl1e game from, a saved location .. If the saved 

location is,on Myst® island. tl1e ~am~ beS2ins from the library . 
. lf .th.e saved location is elsewhere, the ~ame besJins from, the 
respective starting po•int of that location. 

GAME SETTING$. 
SP-eed: Lets you acljust the speed.of the screen chanSJe from 

•• the default setting of 1 (slowest) up to 5 (fastest) .• •. 
Brightness; Lets you adjust the bri~htriess of the screen. 1 is . 
the darkest. and 5 is the briql1te$t The default.se ttinSJ ls 3. 
Cursor Speed: Lets y-otl a1djusi how .fast the eursor moves, 
ftom I (slowest) up t6 5 (fastest). The default settin~ is 3 . 

lf you ~etstuc~ ttyin~ to decide,what your ne~l move • • 
should, be, exploreyour 'fpcation with the' ~ursof and you • . 
may find sotnethlrig. Thfrik carefully about the places you\1e. 

;' • ·•,' • I ' .:. • - -.~ • '•. ·• • • '. •.. • i1llllll'!'l!!! ' 

already_ been,, {:lnn the things you , .· . : • I ·- ::-----:-..... 
fo'C.tnd there, a;nd the iniermation .·• ,, • ; ii', .• 
you airead·y kn~w, and:~~ t~ w~rk . , .,f • .. - . :. ~ 

. out how )!OU c~n. Y§~\ tb1s infofrna- : · . .. ·J& 
~lion~ Caf efully>s~rutir1ize rvt:ry;tfiitiq . _ 1. :, • • 

.. ro11t:see and·:~ou'IP1b¢ atS,ie tQ ."·. . .• - ')'. • :: " ~~~~i."' 
· ., Ir .r, . ,,.. - •j ' • , .i i ,-ll., : ·-•1 ,·, •· · . · <i- . , • 

pro~ress. Make sure you write dowt,'l: • '. 1 • 

' . • all tH~ n:uruber,$·and SY,tnbbls • ' 

.
1
. .' .~li>~ :~e~ .. as tfi'ej ·a.·. re c111~S.,. :~; :. :i: 

t • ·; '··~ • • • ~ 
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Note,: Pressing the START BUTTON while also pressing 
A+ LEFT~ RIGHT buttons on the Title Screen will 
enable you to see The Making of Myst®. 
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ACCLAIM® LIMITED WARRANTY 
ACCLAIM warrants to the original purchaser only of this ACCLAIM software prod­
uct that the medium on which this software program is recorded is free from 
defects in materials and workmanship for a period of ninety (90) days from the 
date of purchase. This ACCLAIM software program is sold "as is," without 
express or implied warranty of any kind, and ACCLAIM is not liable for any losses 
or damages of any kind resu lting from use of this program. ACCLAIM agrees for 
a period of ninety (90) days to either repair or replace, at its option, free of 
charge, any ACCLAIM software product, postage paid, with proof o·f date of pur­
chase, at its Factory Service Center. Replacement of the software product, free of 
charge to the original purchaser (except for the cost of returning the software 
product) is the full extent of our liability. 
This warranty is not applicable to normal wear and tear. This warranty sl1all not be 
applicable and shall be void if the defect in the ACCLAIM software product has 
arisen through abuse, unreasonable use, mistreatment or neglect. THIS WARRAN­
rv IS IN LIEU OF ALL OTHER WARRANTIES AND NO OTHER REPRESENTATIONS OR 
CLAIMS OF ANY NATURE SHALL BE BINDING ON OR OBLIGATE ACCLAIM. ANY 
IMPLIED WARRANTIES APPLICABLE TO THIS SOFTWARE PRODUCT, INCLUDING 
WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR PURPOSE, 
ARE LIMITED TO THE NINETY (90) DAY PERIOD DESCRIBED ABOVE. IN NO EVENT 
WILL ACCLAIM BE LIABLE FOR ANY SPECIAL, INCIDENTAL, OR CONSEQUENTIAL 
DAMAGES RESULTING FROM POSSESSION, USE OR MALFUNCTION OF THIS 
ACCLAIM SOFTWARE PRODUCT. 
Some states do not allow limitations as to how long an implied warranty lasts 
nnd/or exclusions or limitations of incidental or consequential damages so the 
nbove limitations and/or exclusions of liabil ity may not apply to you. This 
warranty gives you specific rights, and you may also have other rights which 
vnry from state to state. 
Tl1is warranty shall not be applicable to the extent that any provision of this 
warranty is prohibited by any federal , state or municipal law which cannot be 
pre-empted. 
Repairs/Service after Expiration of Warranty- If your software product 
requires repair after expiration of the 90-day Limited Warranty Period, you may 
contact the Consumer Service Department at the number listed below. You will 
be advised of the estimated cost of repair and the shipping instructions. 

Acclaim Hotline/Consumer Service Department (516) 759-7800 

Software copyright 1993, 94, 95, Cyan, Inc. and Sunsoft. All rights reserved. 
ROBOTICA'M Acclaim Entertainment, Inc. Artwork and Packaging © 1995 Acclaim 
Entertainment, Inc. Game © 1995 Sega Enterprises, Inc. All Rights Reserved. 
Acclaim is a division and registered trademark of Acclaim Entertainment, Inc. © 
1995. Acclaim Entertainment, Inc. All rights reserved. Marketed by Acclaim. 
Distributed by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 
11542-2708. 

Patents: U.S. #'s 4,442,486/4,454,594/4,462,076/5,371,792; Europe # 80244; 
Canada #'s 1, 183,276/1,082,351 ; Hong Kong # 88-4302; Germany # 2,609,826; 
Singapore# 88-155; U.K. # 1,535,999; France# 1,607,029, Japan# 1,632,396. 

rs 



LOOK FOR 
TM 

TEEN . . . . 
-

1
.-

:'-J..,: -~ ~ 
•• •¥, 

: ~ ... . •' tw 

ROBOTICA - MANKIND'S 
LAST HOPE! 

RAGE AGAINST 
THE ROBOTS! 

"LAUNCH COMMENCES 
IN3,2, 1 ... " 

0 ~ <<laini 
e n I e r t a I n m e n I, I n c. 

CYAN° 
Sega and Sega Saturn aro trademar1<s of SEGA ENTERPRISES, LTD. 

Com3ct the ESRB at 1--800-TT1-3m for more informatioo on game ratings. 
rAarlteted by Acclaim. llistnbuled by Acclaim Distribution, Inc., One Acclaim Plaza, Glen Cove, NY 11542-2700. 

Acclaim is a dMsion and registered trademark of Acclaim Entertainment, Inc. 
® & @ 1995 Acclaim Entertainment, Inc. All Rights Reserved. Software copyright 1993, 94, 95, 

Cyan, Inc. and Sunsoft. All rights reserved. • PC Data, 1995 
Tlis game is licensed for use with the Sega sawm· syslem ONY. ~my Progarm ©Sega 1994 All Rights Reserved. Unautt10rized copying, reproductm, rental, txJblic 

perfonnaro! or broadcast of this game is a violatm of ~plcable laws. Male and jl1lted i1 the U.SA All ri~rts resm. 
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