Instructions

     Hello and thank you for choosing to play the first segment of the interactive fiction game “Wes Garden’s Halting Nightmare”! Of course I realize that some of you have may have never played an IF game while other may not have their Adrift runner setup to fully experience this particular game. That’s what these instructions are for. 

First things first this- is an IF game made on and for the

Adrift. So you need the Adrift Runner in order to play. 

You can get the program here if you don’t already have it: 

http://www.adrift.org.uk/cgi/new/adrift.cgi
Game Setup

     This is a game the makes use of graphics and text concurrently to create a specific kind of atmosphere. So you’ll need to change the default options of the Adrift Runner for the full experience. 

1. Open the Adrift Runner

2. Select “Options” 

3. De-check “Auto Complete”

4. Select “Display and Media”

5. Select the “Layout” tab (this will change the display options for text and graphics)

6. You should see 5 display options. Select the one in the lower right hand corner of the screen, as shown below. 
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7. Click okay, and you’re done! 

Game Play

     Not everyone is an expert at playing IF games (IF = Interactive fiction) and if this is your first or even 5th time playing one these instructions should help. First, interactive fiction means that you will be presented with a story world that you will, brace yourself: interact with! So objects, characters, places will have things for you to do in the world the author creates. So you will need to use certain commands-

Examine <blank> - You can try to examine characters, objects, and rooms.

Look – Said alone to reexamine a room on the map

Talk to <Character> - In some games, this one included, you will be able to or need      to talk to a character in order to advance or get the information that you need to advance in the game. 

Inventory – Type this word in to see what you’re carrying thus far in the game. 

North, South, East, West, In, Out, Up, Down, etc. – These are the usual commands you’d type in to move in an IF game. Usual a room description will let you know which direction a exit or entrance to a room or area may be. 

Take, Drop, Put, Push, Pull, Open, Close, Unlock, Lock, Eat,Wait – Think of these as the action commands, each followed up by the object or character you wish to influence. In any IF game you may be presented with challenges which involve the use of one of these commands. I.E. You may come across a locked door. If you find the key you’ll want to take the key, go to the door, and unlock door, open door, and then continue from there. 

Read – A special kind of action command. Some objects, and maybe even characters, in an IF game will logically be readable such as books, posters, inscriptions, plaques, signs, etc. Sometimes, especially if it doesn’t enhance the story, an author may not add the readability to an object but in other cases they will especially objects like journals and letters. If an object is mentions something that should be read but the read <blank> option doesn’t seem to work try reading the object directly and see what happens. 

Battle Options

     This game in particular makes use of Adrift’s battle system. It isn’t complicated. In order to attack another character that has shown hostility towards you just type in-

Attack <Character’s full name> 

To check the status of your health and other factors (such as attack power or any weapons you have equipped) you should use the command – 

Status – To check your own status 

<Character Name> Status – To check the status of other characters

Note: If you find yourself in a situation where your health is low the game will renew a bit of health after 4 turns…if the enemy lets it happen. Also if you have a weapon it will automatically equip itself. 

