THE HOBBIT

CONGRATULATIONS

Congratulations! You mre about 1o play the mest Sopnist-
cabted game program pef devised for any Mionssompuies

Metbourne House in associalion with the Tolkien Estate
are vory proud o be able o present bo you THE HDBEBIT,
&n amazing program basad on J AR, Tolkien's brlliant
tantasy novel.

In THE HOBBIT program, you take an the rahe of Biba,
the hobbi You will be sbie 8o roam fresly Rroughout
Middle Emrh. axplore and discover this wondarful
gnchanted land. You will meel all type of creatures, some
friendly, others much less so, Your adveniune will be
dangenous and gxciting - i will be up to you 1o fate the
chaflgngés which contront Bilbo.

i wou ame unfamaliar with hobbits, you should know Thad
nohbils are o Wile people. abgui half our helght. and
smaller than thoe bearded dwarves Hobbits have no
beards. There ks lithle or no magic about them. For & fuller

dascription you will have to resd THE HOBBRIT, but this |

cascription should be enough for yous o reakise thad most
ptiher creaturas you will mest in this Adveniure, iInciuding
dwarves, will be bigger pnd stronger than you

fou will thomefore nead o exercess all youwr cunning and
skl o survive.

Al the point whem ihis &dveniure commences Gandall,
wha is & wizard, has talked yvou inio eniering 8 new and
exciling advirnture io help oul Thorin, the dward

Yiowur mission i$ 1o seek oun 1he ewil Dragon and relurn the
irgagure he hoards back 1o youwr homas and place it for safe
kewping if the chest, As 8 sscondary mission, you must
ook oul atier Tharn and pratect him, Should he be killed
duiring 1he Advenbure, it s masl unlikely you will be able to
Bursivi 1 dangers anead of you on your joumey!

Bestof luck Bibo, may you retum with wonoeru-tales
fo tall on & cold evening in front of a log fire

COMMUNICATING WITH THE
COMPUTER

The compulerin this Advanburs acls a3 & go-betvween for
yo Yo tell 1He comiputer in plain INGLISH exacily whai
you want 10 do, and the computer will transiste that
respuest and execute it

The computer will also be your anurce of information
aboul whars you ane, what you cantos and what the other
creaturgs in the Advenbuere anme daing.

Il thie computer is ot sune ol something you meand, or i
ifubire i8 any ambiguity about what you said, it will coma
back i you with quernias for clarification,

The computer has a lirge vocabultry - i knows over 500 ©

wordd. and can parlorm over 50 different actions (made up
by ower 30 werbs listed ml the back ol this booklet,
combined with ovor 10 prepoesitons) 5o it is capable of very
saphisticated communicaiion. The use of plain INGLISH
aliows you B0 entes your instreetion in normal sentences

The Scroen Display

The screen dispiay has bDeen divided
“wingiows"

T batiodm fiwe Bnes of 1he scresn is your “commuenica-
o window” with the computer. Everything you type will
b showh here in capital lathers, and this part of ihe scroan
will scroll independently of the rest of the screen. If for
BOME feastn thend is confusion aboul whal you typed in,
1he computer will prompt you in Ihe same “communication
window™ anea,

An obvidus examplo is whare you mislype a word, such
&8 DOOE - the computer would relurm with the prompi-
| don't understand e word "DOR".

Other messagas will 880 b printed here when (ha
compuer is not able to execute what you typed in
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The rest of the scraen is (ha "Advaniure sandow™ - Hhis =
whinrs vou will b able ta find out what is happening in the
Adventura, what you can sea and 30 on

The “Adveniure window”™ is shown on the screen in
uppar and lower case. Every action that you take is giso
printed on the “Adveniune window® (uswally in mods dotad
than what you enbared|)

Any action that inkes place, whaethor performed by you
of ong of the giher characioers will be shown:
fou 1Bke the shoel §inong sworg
Thorin axamines the cunous map

Descriptions of the location, objects, what {5 in ha
object, and 0 on, i8 als0 shown on the “Adveniure
window”.

The “Advweniure window scrolls independently of the
botiom screen. Usuafly whal happens will be abée to be
printed on the screen withoul losing amyhing. Docas-
slonally, such as il you have Iyped in many senbences al
anca, or il thers is a ko1 of action going on, the infermation
will ik up mors 1R one screen Tull

Thie screén scrolling speed is show enough 1o be able 10
b rend at nosmal reading speed, You may however want io
axaming & particulal message more caralully - holding
down any key will siop the scrolling. Taking your hand off
i kay will naburn 10 normal scrolling speed

GENERAL CONCEPTS FOR THE
HOBBIT ADVENTURE

THE HOBBIT Adwenturé is an adverbure simulation
whare you have 1o instrucl Bilbo on what to do in various
LT ey L8

The map o WILDERLAMD, whors fhe sciion iakes
place. can be tound in the book of THE HOBBIT, and over
Shol the locatns described in the book am epresantad in
thiis At D,

O Hirs1 @ntering a new location, the computer will give
you a full description of where you are. and what the place
bk like. You will also Be givan g 181 &) the visible exils
frowm whers you are. it is 2 good iden io draw & map of the
way the different locations connect 1o esch oiher, should
you mesd 10 Qo back or i you shoddd get ol

The second time you arve al any location, the
compardar will give you only a short gescription of whara
you are, i youwant a complete deseniplion again, you can
obiain it by asking ihe computer o have alook arownd IFs
that simple.

Cn your adveniure you will lind many strange and
wantderlyl objects. Soma may have magical properties,
whila others may not be whai they first spem 1o be! Some
can be wsod g8 weapons, othars can be ealen, and 80 on.

There ame howevar certain genaral laws of phaveies in
Wildariand that masi be obeyed;
® Yo cannol fift any object that is too heawy, or, Il you an
carrying boeo much, lift angiher cbpect if that would mean
carrying oo hoavy o ioad. Tre same cbviously applies 1o
all the other creaturas in ihe Adveniure, bud as they ane
liwely 10 i stronges than you are, théy may be able 1o §f
thirgs you can't
® You do not kave 10 be canrying an object in ondar o ba
nbta to use It For enamade, if there s 8 sword Iving on the
ground, you can say KILL THE GOBLIN WITH THE
SWORD. The major exception is I the sward (or any oither
object you want 10 do something with) is carried by
somecne gl - a3 sveryona else |8 stronger than you, they
Won'l et you take amything fhey dre camyng
* Some objecis can ac a8 containers - for axampls, sacks,
barrels, and $0 on' You cannddl put an oblect inbo &
cantastes i it's ioo large to fit, nor can you pat in o ke out
any chpects if the container i closed
* Some Containgns may be transparent, while othars nol
You will be able to see the contents of any franspargnt
cantainer but it itis not irsrsparant, you will At Be abla to
s&a inside it uniess you open it
® Liquids behave i like Bguids - this means that you can't

carry them around without puthng them in o containes, i
the contaings breaks the liquid spills 10 the ground, and 50
on

cxamples, bul 50 may windows, secret caches, and soon
To unlack them you will need tha right key
* Some things ane breakable, and you must be careful in

honw you handbe them. In other cases, you may want 19
deliberaiely break an obyect. Be careful whal you by 1o
break things with, because you may find that trying to

break a door with A boltle, lof axarmpde, Wil resull in Ehe
vitle Detng Droken insiaacd?

# Fighting makes you weaker, A% il réguires 50 muech
energy. You will need 1o eat regularly bo g your sirangth
back, as otherwiss you may fnd yoursell too weak fo 6l
even ihe smallest objecl Be warned though - don't be a
glutton.

| THE RULES OF INGLISH

With the halp ol his program, your program is now able
to lalk 1o you in INGLESH. What's mone., you will be abie 1o
talk to the cofmputer A IMGLISH, and it will understand
|I what you say!

IMGLISH is the most sophisficated natural language
recognition program  yal dewsloped on Bny micro-
compaster, and Melbourne Housa are verny proud 1o be able
to bring this implementation to you in THE HOBBIT

progE@am
The rules of INGLISH ane sirmple - you probably already
ko INGLISH withoul even being awene of it
= Each sanbonce must have a warh
A & minimum senlancs, vou can have just ihe wrb
For axampls: RUN
CLIMB
WRIT
| These sentences are aif line
Ther meaneng of the verba may be allerad by the use of
adverbs, such as: s
FUIN QUIGELY
or VICIOUSLY BREAK THE DOOR

| = Mormal grammar applies, and the order of the dilfersni
parts of the saniance | nol cnbcal. For exampln, the

] following iwo senrances are both valid, and both have the
BaME MEBRNENG

| 'WITH THE SWORD CAREFULLY ATTACK THE TROLL

| ATTACK THE TROLL CAREFULLY WITH THE SWORD

| * Adjectivas which describe Objects musicomes bedore the

| noan. 1P it sounds right i probably i right.

OPEN THE GREEM DOOA is righ
but DPEMN THE DOOR GREEN is not.

Thiis b8 pretty obvious. I it sounds odd 10 you, you can be
sng ihe compoier is likaly 1o think 50 1o,

- Prepositions, such a5 WITH, UNDER, M, OFF and =6

| on, wesually come bafara the noun in INGLISH:

| ATTACH WITH THE SWORD
PICK UP THE GOLD.

[ Thave sre some varbs whens tha proposition could go
before or afier, or where the more natural soundng
santencs s with e pregosition last, For sxample In:
TURN THE LIGHT O

| FICK. THE GOLD L@

These are alss scceptable,

|
Use of AND

| ¥oucanuse the word "AND" in all its normal meaning in
INGLISH! This means, smang other tings, tha you can
enier more than one senience at 8 tima.

Thae following sentences iustrate ditterent meanings of
ihe word ARD:
TAKE THE LAMP AND THE ROFPE DUT OF THE BARREL

DROP THE SHORT AND THE LONG SWORDS.
TAKE THE MOMEY AND AUN. !

With the use of INGLISH, your computar will ba abla o
understand afl these senlences cormpctiy!

= Some things may be locked - doors am obvious

PunciuaBion

Diflerent santencas should be separated by some sort of
puncluation - usa AND, commas, sem-colons, and full
Siops a8 you pormaiby would,

The only limitaton placed by the computer on how
many santencas you can entar at one time & a 1o1al limit of
1238 characiers.

Of course, keop In mind thal each time you do
somathing, the other creafures may also decids to do
somathing &nd you could end up with some Gnexpeciad
rasults i you enter too mamy commands at onea,

Using ALL, EVERYTHIMG and EXCEPT

It Ay ol e convanient for you o enter ihe descriplian
of evary object in the room if you should wish bo pick
Earything up.

Thersdore, you can generafise by the use of ALL
EVERYTHING and EXCEPT, jus? as you normally would

You may quality whiat you actually want to manipulate -
in Gtiver words you can say ALL DWARVES, of you can say
EVERYTHING EXCEPT GREEM BOTTLES

The lolliowing are exampias of valid senlences
EAT EVERYTHING
OFEM ALL EXCEPT THE GREEN BOTTLE
BREAK ALL BOTTLES EXCEFT THE GREEM QOME.

Limitations ol INGLISH
# To describe an object, you can only use the oiyject's
e and s sdjectives (il gty). For example, il vou soe
ihal there is some delicious foaming beer in.a bottle, you
could say:
DRINK BEER
or DRINK DELICIOUS BEER
or DRINK FOAMING BEER
or DRINK DELICIQUS FOAMING BEER
o DRINK FOAMING DELICHOUS BEER

All thesa would result in quenching your thirsl. Yoy
cAnnot use the pesition of an objact as its deserdption. This
misans thal a senienco such as
DRiNE BEER 1N BOTTLE
s noil acceptabla
= You canngt have more than one indirect object in a
sentence. Basically this means that you cannad specity
doding one thing @n mors than one way.
For examiple, you could say
PUT THE ROPE ON THE TABLE
o youl eould decede i But it an the chair;
PUT THE ROPE ON THE CHAIR
but you cannod pat the rope on both the table and on e

| ehairal the same ima. You therefons can’ sy
PUT THE ROPE ON THE TABLE AND CHAIR
This &5 & general rule, and means that you can't say things
| tika:

ATTACK THE WOLVES WITH EVERY THING

W Peal Ehad these limitations ane taidy minor, and that

you should bi able 10 express yourseld axactly the way you
Tapi most comlonable.

FINDING YOUR WAY
IN WILDERLAND

There are & numbar of ways you can tedl the computar
that you wani o move from gne fiocation 1o another Lel's
asgsume thal you are at homa (Bilba's hame, that k), and
thie compater tells you:

You ang in & comiortable unnel-ike hall

To Ut gdal thave Is @ green door

- Gandalf goes nast, -

You can do any one ol the loBowing, all of which e walid,

Using Bpecial Keys lor Fasi Movements [see last two
panels overeal for identication of thess keys and
sdditional noles)

Thaese tour keys can be usod for fast movements in the
main directione: norih, east, south ard west,

Mote that these four keys can only be used as the first

kay ol your command to the computer. You may nol, for
example, start entering 8 word, backspace to Hhe
beginning of the lne and then press one of thess kiys,
HNote alsg that these keys cannol move you in other
direcfions. such as south-sasl, up or down,

Specilying the diracilon

The aight directions of the compasa (norh, norheast,
aast, southesast, and 80 o .. ) &nd up and down can be
epeciiled aiiher by their full spaliing, or by abbresiation, o
in @ sERlENCE
Forgxample, E. EAST G0 EAST
AUN EAST, QLICHELY GO EAST. arealivalid,

A3 you may anter mode than one senlencs at alima, you
ean use the direclions &8 par of 8 longer command, such

as
TAKE EVERYTHING AMD GO EAST
or TAKE ALL E

I you &re very brave, you can try:
E.E.SE.W

1! you wan to go through an entrancs of & passs Hevay it
15 quite valid io say, as in this case, GO THROUGH THE
GREEN DOOR.

You may piso go through window, or any othes open
PASSAGEWREYE.

An interesting poind B that you can alsa LOOK
THROUGH doors and windows. This can be very useful if
Yo weani 1o see whene you would get 1o by gaing in thal
darection, or 1o see who is thene wailing for youl

Erlering places

I you kngw when you are going. you can specity the
lpcation: as you well know. going east from pour home
baads you 1o the keneland
You may tharofore say:
ENTER LOMNELAND
o GO INTO LOMELANDS,

Fodlowing olhver people

It you kAow, &8 in this case. that somaone you want 1o
talk io has gone out, you can follow Hhem:
FOLLOAY GAMDALF.

Spocial Crossings

Crogsing rivers, ravines, chasma, and 80 on can be both
dangerous and diffcult.

You could try o jUmp Schoss Or Swim BCross 8 nver - in
BOITIE CASOS, YOu may be able to use material you find 1o
bulid s bemporary bridgs, or use a rope 10 Swing Bcross.

Tha peneral nstructions for such a crossing woukd be 1o
secuTe your means of crossing, and then 1o
CROSSE RAVINE

LIGHT AND DARK

In order 10 reach the Dragon and his freasure, you'll
neged (o go through caves, dungeons and other
undenground locations.

Some places have natural light, whike others are dark
and {erbidding. It goas without Saying that il you go inioa
location without @ light, you wen'l be able bo sea anyihing.

Howaver, you ane likely 10 be disorienied and lose your
sanse ol direction - il S very dangerous 10 move n ihe
dark

SEEING WHERE YOU ARE

(C64, AMSTRAD, SPECTALM & M3X)

In addition to the many ground-boaaking foatures im=
plemenied in THE HOBBIT, you will also be abis ip see tha
view A5 Blibo would =22 it in most locations you take him
. The view will vary from one machina bo anathar

A% pouanter the new location pvisual representatian will
BppEar on your scoeen, and the game wil pauss o enable
you fo view tha Scone. Pressing any key will allow you o
continue with the game.



The wisusl represantation will nonmally only D& shown o
you the firs1 Lime you anter that particular location, if you
wigh b0 refresh your mamaory &8 bo exsclly wierg il |5 you
ara, you may enter the command LOCHK

This wisuwal image is &n ariisi’s improssion of he scens
and will not changa as the gamsa progresses

SPECIAL COMMANDS
There are & number of special commands thai are
unsgue to THE HOBBEIT Adventuns. Thesa are
LOGH (or abbreviaison L]: This ghves you a hull descriptan
of where you arg, all exits, and ail visible objects axcept for
whai you s carying
IMVENTORY (of abbrevingtion 0): This gives wou a
descriptlan of evenyhing you are carrying.
ExXAMINE objaci- This enables you ia have 5 closariook ai
piny abjscl you may encourter
WALT: This &llows the passage of (ime
@ (soes not require ENTER or RETURN key 1o be
pressed) This I8 an exceplionally useful key which
parforms tha funclion af “DO LAST COMMAMND AGAIN.
This command can only be used a8 the first entry in a lina
PRINT; This command lurns on your printar (i you have
B conmectnd b your compubec), Bnd sands e conients
ol "Adwanture window™ to The printer as well a3 to the
SChEEn, )
This & very useful in trying 10 soive the problem of THE
HOEEIT, a3 i allows you 10 go over the events of the divy af
your lessure. The peinfout of the “Adveniure window”
makoes gxcallant reading = comparabie 1o & fowvel, bul ona
in which you gecide gn ihe course of action.
HOPRINT: This command disables the PRINT panler
function
SAVE: This command allows you 1o save the data aboud
your Adwiriiurg thus las onto tapa for Later playing. Wien
you have Hnishaod SAVEInG your progress thus far the
game continues normally, The SAVE fnafurs i vy uselul
il you have progressed deap into Wikderland and doml
want o start from the beginning again should youw
Boc=lantaily get killed
LOAD: This command loads from tape (ho presously
wad Adveniies
LILIT: Restaris tha game:
BCORE: Tells you how you ane gaing
FAUSE: Suspends the game until any kiey is pressed

USING ABBREVIATIONS

It is possible 10 be extremsaly briel with iha computer and
stil bo understood perdectly wall Obviously, though, the
briefer wou seniencs of abbreviation, e mone Eely he
possibilty of misrepresentaton

It is also possible 10 Iype in less than a ful serience and i
thave is nd mistaking your intention. 1ha compuber will do
whal you wanbed;

You ana in 8 comiortable funnel like hall

To the sast them is a green Goor

You sea’ 3 wooden chest

Let us msume you want to open the door, pou would
o oSy Say

OFEM THE GREEN DOOR

You coudd, however, also be briel and say

OFEN

in ihis case. The meaning may seem obwious 1o you, but
in fact the computer knows it B also possible 1o open the
wooden chest, and the compulter will themefore ask you
OPEN WHAT?

You have a complate choloe of answers here, inchuding
Iyping in a new senisnca alogather or just the objec! you
wanl 1o opan. Lel us assumae that you angwer ths gueny
wiih:

OPEMN WHAT? ALL

The computar will now process your instructions and
vz will g on he "Adveniure window™ tha reswits of your
imstrueions:

- You opan the green door -

= You apen the wooden ches). -
If you wens Aiow 10 again enter the command OPEM., the
pompuber would t&ll youl, very ressonanhy
| Bae npifeng (O open
Moie thal if you typed in the full sentsncs
QOPEMN THE DOOA
the reply trom the compuber would have told you
The graen door is opan
There s & price 1o be paid for baing oo briafl

ANIMACTION IS HERE

Amazing as it sounds, all the other characterns you will
mial in THE HOBBIT hawa an independen] characier of
1hisir own

This is anaother unigue faature of THE HOBBIT which
distinguishes i lrom most clhar micrOCompLUber games.
Each character or creature |8 capable of parlorming & wele
ﬂ.muf aciigng and of making ﬂv&tl!-lﬂll'lﬂ based on whal 18
happening. Just as in rosal lile, 'Ihﬂjl' mre doing something
ahmpsl &l of the tima = thay are animaled!

Each characier will folliow 8 course of actipn thal is in
kisEpimg with it chavacter, and obwviously the specific
actions they take will ba different each time you play THE
HOBBIT.

They will react in soma way, netanly 1o what yvou do, bul
ats0 to what eveiry ciher creabune ey coms i contact wilth
does! Even whan you're nof around, they will go aboad
thair Dusingss

Becausa of this unigues faature, wou will lind thal each
time you play THE HOBEIT things will procasd ina slighity
differont way, and the fwther you ged inld the Advanbnng,
the more differant It may ba. Whike this also means thai
thers is no unigue solution o solving the probiams in THE
HOBBIT. it also meaans that you will face slightly different
proféerms aach fima you play THE HOBBIT.

This is nal an Advenbure that you will play only onca!
Evary time you stain you 'will be on a new Adwantbure,

Time marches on

THE HOBBIT is played in real Ume - this means that
things happen as tme poes on. The only tims the
compauter doesn't do something s when you Bn antecng 8.
i inatrustion

I yous jusi sit and watch the scrgen you will lind that after
about 30 seconds, the foliowing message will appear
- Wik Wil -
Timsa passes
Avel wihiile you walt every other creature will be doing s
arwn Phing.

TALK TO THE ANIMALS

THE HOBBIT features ANIMTALK, the amazing impla-
meniation thal aliows yvou (o ik bo e other creaunes in
ihe Adventure

Mow. at last, you can answer guestions ihe othar
creaiunes may put to you. and moregyer, you Can say to the
oiher cosaiunes whal you would ke (ham o 80,

Ol courss, bacause evary creature in THE HOBBIT is
animaled through ANIMACTION, they will make wp their
own mends and decige I they wani o o whal you
Suggasted

Tia for mal s exceptionally simpka. You enler
SAY TO whomaver “senfence”. ©
Fosr @xample.

SAY TﬂIGﬂNDﬁ;LF “READ MAP~
I1f e wvaines b e may do L, OF you may Ses e message:
- Bandall say “MNal” -

Yol musl hEve the Messege you wan! 1o say belwesn
quote marks and all the normal rules of INGLISH apply 1o
whial you Say 16 [he other Creatunes

Try nol o &8y 100 muech to one person al a flime,
becauss i you ame long winded tey will think you are &
bore and will 1end not o agrée 1o help you. I isa goad idea
for the Sams neason o try 1o limit the wse of ALL in
coemimands 16 othér Creabenis.

You musi be mora carefu than usual in typing whal you
say to the other creatures, They, unBke youd compuies,
won't bedl you il they dan’t understand what you are saying
10 thaem = thaey 8 just think you are 8 little odd

Aned il the other creatures IRink 1hal you make |ithe sense
they are unlikaly 2o help you much. |

Co-operating with other grealures |

¥au should know that far soma al 1ha problems you will i
find in THE HOBEIT, a solution only exists il you ars
‘willing 1o co-cperate with the other creatures in I:hb|
Adventire.

A5 you are only 8 RObBIEL, you have no magic, thare will ||
be many things other people will be able to do better than |
you e able 40 do, Such A3 1ifting haavy weights, fighting
Mansiers, aRd s0on

S0 wou must be sure 10 $tay on good lerma with your
friends. Of course, somatimird you will B on your &wn, and
will hiawe fo feght ywour own fights.

Flghting ihe crealures

Thare would ba no Adventune without danger, and may
of the creatures you will mest in WILDERLAND are bess
tan frimndly.

My will siipck you on sight Some will iry to kill you
while othars try lo caplure you, |Lis also sake o say thal any
creatung will fight back il attacked

As you gre only 8 hobbit, you will nesd wespons 1o halp
i, Bt yoeu el 51 b alble 10 fght even without weapans

i you do not specily 8 weapon [#ven il you ane carrying
oni), the computer will assume you wish to fight the
anedmy with your bare hands.

Because of AMIBACTION, and the wisciousness of
soma of the creatures, do not be surprised 1o find dead
bodies in wour travels - these are the results of fighting
going on In WILDERLAND.

1
Dun to the immanse size and comphaxity of this gama it
i impossible to guarantes that it will ever be completaly |
error frea |
A great deal of timie has been spent testing this program |
to ensure | will behave &8 described in within thess '
instruclions. 1
If, howaver, any problems are found wa would lke to
ks Aot tham so thal Fulung veraions may be cormacisd.
We would alss ke fo hear any comments of erificisms you
many have about the gams,

I
HINTS FOR THE HOBBIT

The best ninis you can got lor this Adventurg comae from
ihe book, THE HOBBIT.

Thia Adventure follows axtremaly closely tha plod of the
pook, and i you should find yourself sfuck. the best
sadution 8 o camsiully reread the book,

Same parts of the Advanture have slight depasiures
fram the boak io make i more inleresbing - the fiddies that
Gaollum may ask you, for example, e mt‘lhamume‘
ook’ That would be boo aagy| [

Ar gome points in tha game you may use he wond
“HELP" 1o get & clue iohelp you confinuwe. These clussare |
maant b be somewhal cplic. |

DICTIONARY |
Mowpmants: |
DO D BAST E MOATH N NORTHEAST NE
MORTHWEST NW SO0UTH § SOUTHEAST EI-E
SOUTHWEST SW UP U WEST W

Epacial varbs

EXAMINE HELP INVENTORY 1| LOAD LODOK L
NOPFRINT FAUSE PRINT OUWT SAVE SC0ORE
Action werba:

BREAK CLIMB CLOSE CROS5 DIG DROF DRINE
EBAPTY EMNTER EAT FILL FOLLOW GIVE GO KILL
LOCK PICK PUT OPEN RLUN SAY SHOOT SWiM
TIE TAKE THROW TURN UMNLOCK UNTIE WEAR

AT FROMW N
THROUGH TO LUP WITH
Adverbs

INTD ON OUT OFF

CAREFULLY GENTLY OUICKLY SOFTLY WVICIOUSLY

COMMODORE HOBBIT
INSTRUCTIONS FOR LOADING

Put cassatie in recorder, 10 load type LOAD and pross
RETLRHN,

FINDING YOUR WAY IN
WILDERLAND

The four special keys for fasl movement s e
FUMCTION keys F1, F3, F5and F7, On the casselte vession
thesa keys corfespond 1o the directions of Morth, East,
SBouth pnd Wesi

SPECIAL COMMANDS

When SAVEING the game, you will be asked for & file
namag, If ng name is desired fhen simply hit RETLURMN
Whan LOADING a provicusly SAVED game, if no nama ks
ghean when asked for thoen the first file on the tape i

%

SEEING WHERE YOU ARE
ON YOUR COMMODORE

The Commodore key may be used to 1ogghs the normsl
“adwenture” window and the graphic représentalion of the
lacatinn. Once “ﬂ-lﬂ“ﬂﬂmmﬂ drmven th Frsd Bime, i1
is instantly acceassble while the player remnsns in ot
Iacation

MSX HOBBIT
INSTRUCTIONS FOR LOADING

Rawind lape, inserl in cassaiie recorder, typa LOAD™ . A
then press ENTER. Loading will inke approkimately 15
mirsiles.

FINDING YOUR WAY
IN WILDERLAND

The lour special keys lor fast movemant are the ARFOW
ks, and thens is no need Lo press RETUAN whan wsng
thasa keys. The up krrow i norh, gt arow |5 ansd el

SEEING WHERE YOU ARE ON
YOUR MSX COMPUTER

Pressing the SELECT key will bring back the patture Uit
&S Daan Crawn

AMSTRAD HOBBIT
INSTRUCTIONS FOR LOADING

Aewind nps, inser inCassa e recorder Il'rﬂ"pr“ﬂ CTAL
and the amall ENTER key simultansously

The compuber will promgt you b press PLAY o Buen
prass any kay.

FINDING YOUR WAY
IN WILDERLAND

The four special keys for last movement are ihe ARROW
keys, and thens i no nead o press RETURN whan uging
fhese kirys, The up Bricw is noth, right arrow is eass el

BBC HOBBIT
INSTRUCTIONS FORLOADING:

" TAPE
* AUN HOBBRIT

FINDING YOUR WAY
IN WILDERLAND

The lour Special keys hor ias movedrent B the ARRDW
ke, and thers is no need o press RETURN when wsing
Ifvese keys. The up arrow = north, right &rrow is &ass elc,
WOTE: Due o memoary limitations there aré no graphics
availabile for the BEC wersion

END OF GAME

If you should happen 1o be killed, (which is guats
possitle if you are not carshul) B the game will end. On
yourr cassetie, the "NEW GAME™ data is recorded naar the
beginning on both sides. The information is reguined 1o be
retpaded inlo the computer 1o gel Bilbo bBack to the
beginning ol the game. [Samikar to QUIT.) Altermately you
may ai ihis stage load the dala previously ssved o casseiie
using the SAVE command.

SPECTRUM HOBBIT
INSTRUCTIONS FOR LOADING

Place cassofs in recorder, type LOAD “hobba®

FINDING YOUR WAY
IN WILDERLAND

Thee lar spaciad keys for tast movement are the ARRCW
ks BRd thers B no nsad 10 prags SHIFT or ENTER - just
the keys 5, 6. 7 or B The up armow is norih, right arrow
cast o

CREDITS

The plot of THE HOBBIT, ihe characher of THE HOBBIT,
and other chamctors from JARA Tolkiens novel are
copyright €, George Allen and Linwin Publishers 1951,
1875, 1678 and 1887, The progam of THE HOBBIT i
Copyright ® by Beam Soffwans 1582, 1683, 1684, INGLISH,
AMIMACTION and AMIMTALK an frade marks of
Meibourne Howuse The program was wrillen 85 a group
effan by Philip Midchell and Veronbca Megher, with Adred
Milgrasm and Stuart Riichie over & period ol 18 months,
Conversion to the Commodor B4 wis asscuted by Philip
Michedl and Gragg Bamell, The iluslsalions are kased on
drawings by Kenl Ress. The cover drawing @ by Con
dslanis.
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This compu~novel is based upon the siory of THE HOBEIT
by LAR Tokien, which & readily available as an Urwin
paperback through wour local Bookshop, Playaing (his
computer simutation game is sasler and more enfoyable i
the player has raad the book



