Configuring Martian Memorandum

The information to configure Martian Memorandum is contained in a small file calied
MM_CFCi. This file contains information on sound boards, input deviee, and mise,

NOTE: MARTIAN MEMORANDUM other information. Martian Memorandum can be configured through two methods,
mst be installed on a hard disk (o operate
correctly. At startup

When [irst run, Martian Memorandum wall ask you (o select vour computer's configura-
tion from a list of possitalities, You will only be prompted for this information once,
The information will be saved in the file MMLCFG, T you need to reconfigure Martian
Memorandom, you may simply delete the file MMLCFG (see your DOS manual). You
will then b= prompted again E:rr you computers confipuration.

MNOTE: You must have a mouse driver in- The direct method

stalled before running MARTLAN MEMO- You can directly modify the contents of MM.CFG using any text editor (such as
PANDUM. It & recommended that your EDLIN supplied with DOS). The file consists of five bytes representing input device,
MOnse drive r be compatible with sound board, SoundBlaster™ port, SoundBlaster™ interrupt and music system, To
Microsoft® version 64K, modify a parameter simply change the corresponding byte to 3 new value and save the

file back out. The bytes values correspond Lo
Exte I- Input device:
1 = mouss (recommende=d)
1 = joystick
3 = keyhoard
Bate 2- Digital sound device:
1 = RealSound™ (PC Speaker)
2 = Agllih™
31 = IBM® speech card™
4 = SoundBlastar™
3 = Msound™
§ = Nong



BYIE 3« (3OUNABIASTEr ™ O0IY) For:

1 = Zidh

2 = 220h {default)

3= 230h

4 = 240h

5 = 250h
Byte 4- (SoundBlaster™ only) Interrupt:

|

2 = 3 {default vo older boards)

I=5

4 = T (default on newer hoards)
Byie 5« Music device:

1 = Adlip™

? = Roland™

3 = None

MNOTE: You can determine your SoundBlaster’s port and
interr numbers by running the program called TEST-
SBC.EXE whichis [vund on the disks that came with your
SonndBlaster™ card.



The Story
You are a classic, hard bedled private investigator in the year 2039, Marshall Al-
exander, head of Terraform, Tne, has hired you to search for his missing daugh-
ter, Alexis Alexander. Your job is to search out clues (and do other P.L sta

that will lead you to Mr. Alexander’s davehiter and the seeret of the Martian
Memorandum, Easy? We'll sce shour that,

Tex is a rugged, handsome P with a typical P.I atttuds, which somctimes gets
kim inte trowhle. Even though the year 18 2089, the mood, characterizations and
ambiance are sel in the typical style of the classic Hollpwood detective movies.




Searching rooms

Throughont the manual we will refer to user input through the generic term SELECT,
For mouse users Lhis means to place the mowse cursor over an ilem and press the left
button, For joystick users this means to place the cursor over an ilem mg press bullon
#1. For keyboard users this means to move (he cursor over an item (using the cursor
kizys) and press the [ENTER] key.

The majority of the game time will be spent searching for clues at various locations.,
There are several commands to use in searching and manipulating ohjects in rooms.
LOOK - This command allows you to to inspeet an object,

MOYE - This command allows you to move an object from one position (o another,
MOVE can be used to move an olject from place to place, such as a pillow, or to
change a stale, such as Mpping a wall switch,

UPEN - This command allows you Lo open an object, such as a box or door,
GET - This command allows vou to pick up an object.

USE - Thiz tommand allows you Lo manipalate one object with another. The USE
command always uses & item from the inventary (see mventory scction) on an object
in a room (=g A door is locked and a key is resting on the foor. To open the door you
st first GET the key. The key is now in vour inventory, Wext USE the key on the
doar, The door will now open.)

TALK - This command allows von to iniliale o conversalion with another character,

TRAVEL - This command allows you to travel from Jocation to localion {ses travel see-
tinm).

HELP - This eommand allows you to gel hinls bo zid you in completing a search of a
room.

DISK - This command allows you to Load or Save a game to disk



To scarch a room, chooss the command you wish to wse (the command will high-
light) and sclect an on screen ohject. The command will be executed, If nothing hap-
pens the ohject may not bz affected by the command (LOOK will almest always
return an answer if (he object 15 delmed).

Interrogating Characters

You will ran across many characters that have valeable information. You must ex-
tract this information using your wit and charm, At differcet pomts doring a comver-
sation, you will be required to interact with the character, Simply sclect one of the en
streen responces (by selecting the response number from the command bhar) to
speak the reply, Often you wall be able o ofler or ask about lems (i the character
will allow it), There wall be numerous subjects you will be able to ask characlers
ahout. Try to he very thorough when questioning, In addition, it's a good idea to go
back and talk to characters, which were previously inlerviewesd, when a new name ap-
pears on the ASK ABOUT list, Doa't think that just because you've talked 1o a char-
acter once, you're done with them.
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Moving Through The Duct

At some point in the game you will find yoursclf crawling throngh an air duct, The
controls are simple. To move forward, select the arrow pointing to the top of the
sergen, To move backward, select the arrow pointing to the botlom of the screen. To
turn left, select the arrow pointing left (if you'se not &t an inferseetion, sclecting the
left or right arrow will simply turn you around), To torn right, select the right arros,
You can tell if you're &t an intersection when the area 1o the middle of the arrows
shows 3 cross, When & cooss is showing, it i possible to turm in a aew direction, Your
corrznt heading (north, south, east or west) s shown as a highlighted arrow, This
highlighted arrow is the direction you are facing. If you want to travel in the direction
you are facing, select the arrow pmating up, not the arrow that 15 ghbrhted. IF vou're
still having difficulty and you've tried cverything, see the “troubleshooting™ section,



Your secrefary is your constant compamion through the rame via vour COMLINE

{1f vou find it). ¥our secretary is your information source and will keep you in- NOTE: The COMLINK 15 3 valuable source of
furmed of events happening throughout the game, To access your secretary, select mformation. Use it to get background on sub-
the USE command and select the COMLINE from your inventory. Your secrefary Jects and characters.

will ask vou what would liks to know aboui. Select an item from vou ASK

ABOUT LIST. Your secretary will return the information and it will automatically

be emtered into your TRAVEL or ASK ABOUT LIST of appropriale.

Traveling

Tex may travel only when the situation will allow it (if Tex is tied up in 2 basement,
he will not be allowed o get out by travelng). I you wish to travel, select the
TRAVEL icon, A list of locations which Tex currently knows will be displayed (this
list changes as Tex gathers clues). To travel to a location, simply select ane of the
locations from the hst {select the OK icon or select the location twice). Tex will ar-
rive at the new location in a short time,

Inventory

The inventory is where Tex stors items he picks up. When Tex uses the GET com-
mand on an objeet in 4 room or when a character pives Tex something, it goes here.
The objects can be retricved by cither USING them in a room or OFFERING
them to a character. The list will grow and shrink as Tex obtains or uses items.
There iz no limit to what Tex can carry, 20 i's a pood wdea (o take evervihing you
can, you never know whea you're going to nced it

Ask About List

The ASK ABOUT system is similar o the inventory except that of stores names and
intangible information as opposed to physical tems, ASK ABOUT items. arc used
durine characier intlerrowations or with your secretary, liems are sulomatically
added to the ASK ABOUT LIST when Tex comes across them.




