o
e

M&#HE DREAM

#
LA

J\

L




WONDERLAND
User Guide

Magnetic Scrolls



CREDITS

Page ii .

e = U ———_———"__ e~ |
Game scenario and text by David Bishop.

System design by Magnetic Scrolls.

Programming by Bob Coles, Paul Findley, Ken
Gordon, Richard Huddy, Steve Lacey, Doug Rabson,
Anita Sinclair, Hugh Steers and Mark Taylor.

Graphics by Alan Hunnisett, Chris Kent, Geoff
Quilley and Anna Williams.

Music by Michael Powell,
Testing by Nicole Baikaloff, David Bishop, Terry
Haynes, Ian Mathias; Simon McGreggor and Sam

van Schaik.

Wonderland is published and distributed worldwide
by Virgin Mastertronic.

Copyright ©@ 1990 Magnetic Scrolls Ltd. All rights reserved.

AdLib is a registered trade mark of AdLib, Inc.

IBM is a registered trade mark of International Business Machines
Corporation.

MS-DOS is a registered trade mark of Microsoft Corporation.

Unix is a registered trade mark of AT&T Bell Laboratories.




CONTENTS

Credits ii
Preface v
Getting Started 1
Installing and Running Wonderland............... 1
An Introduction to Adventuring ........... e 3
Adventure Games.........cccerverveeenfon . 3
A Sample Transcript..............a.. i B
The Wonderland Environment.....ccocoeeveseeseniens 9
An Introduction to Windowing
Environments .. N s
Mouse, Joystnck or Arrow Keys e 12
If you Don’t Have a Mouse or Joystick............ 13
Manipulating Windows..........ccevviniiiciiiiicnn. 13
Menus 14

Pull-down 14
Pop-Up... by, SHREIEEARESIET |

Buttons .. 16
Radio Buttons 16
Ao IRWTEONE v vaiaims v maba ey 16

Icons.....oiciiieeeenenne. 17

Editing text 17
The “Clipboard”.......ccoccvvrvrivrerirersnersiecrnnens 18
Inserting Text.. . 18
Deleting taxt....ccivvimreivossninsvimismsisimians 18
Working with Selections..........cccccovvviennnne 18
An Example of Text Editing............... e 19

The SCreen ...c.cceevieviiiierinciieneressreee e e 20
The Screen Menu Bar... . 20

The Wonderland Windows.... . 23

Session Window.........ccccceveeeee v 23
Session Window Menus...... o 24

ACCESSOTIeS...uvveeicvieeieeereeerieas . 27
Graphics..... .27
Map.....cooeu. 29
Compass ....... 31
Inventory and Items in Room v 32

Applications.......ccceeveeiiiiiiiinincis - 151
Helbwawans .. 35
Preferences..........ccocoveecievveccececiecinnsinnn,. 36



Page ivr

Dialogs ... sidsse
Interactwe—The Flle Selector
Passive... -

Commumcatmg w1th Wonderland 3

Special Commands .........oceecviiiiineenriiesistbareerens

A Sample Game Transcript .........iveriricsonnnns

ADDBTeviations ......c.c.cieeiirerevessiiesiaiosssaseeseseeens

Musie

The Memory Manager..........civevieveesremecineeinens
Auto Window Control.......o..cocivvieeeieenrecaeenen,
Closing Windows .....cccoiiitieeneenineernseninnenns
Do and Don't... ] =
Less Powerful Macthes ..................................
Tips for Beginners
Glossary




PREFACE

e et e e |
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 eomputers.

Of eourse, 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
distinct 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

preceded by one of two symbols:

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

A This symbol denotes the presence of additional
information 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.




GETTING STARTED

Installing & Running
Wonderland

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




AN INTRODUCTION TO ADVENTURING

. Comm;mwathn

Adventure Games

- What is an adventure game?

> : "Coﬁuputer adventuring is like readlﬁg a novel—but

you are the main character. The' cﬁmputer presents

you w1th art of the s ry, then it'’s up to you to

A

1l the .comput.el'- what you want to do.
want to plck up an ob_]ect perhaps you

character in the game. If you
dv _nf:ures, it helps to imagine

e is up tf) you. 'Although there are a

ic commands (which, again, we'll go

 into Jater), Wonderland is able to understand a great

deal of plain English, and, if it doesn’t understand

your instructions (or if you ve typed gibberish) it will
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®  The Jkey is

represented in different

ways on different
manufacturers’ keyboar
Depending upon the
and mode] of yol

maﬂe,,‘tg the 4
manual, you s|
your keyboard’s

tell you so.

When you have ﬁmshed typmg your instructions, hit
th

ne will be more
le using a little

1mag'mat10n
characters:
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A Sample Transcript

You'll need to approach the puzzles in the right frame

of mind... which is best described as “endlessly

inventive.” Again, if you hav nev?if'"played an

adventure game e, he example —not from

Wonderland, beg; want to cheat

: nk: can expect to
. The computet’s text is in thi e; and our

>OPEN IT

& Alwaysread the text | The bottle is full of absolutely nothing.
carefully... there are often
clues that you would
otherwise miss.

A Sample Transcript Pageg



@ “Inventory” is a key
word understood by
adventure games in
general. It allows the player
to find out what objects he
has in his possession.

' the glass. As thel
| dehydrated water

>INVENTORY

You are carrying a packet;,, a red tablet,
a screwdriver, a burning bush,.three

blind mice, and & Rock of Ages%ﬁ;
You are wearin

saw,
the wals% WE%

liquid sound and
is full.

Page 6 An Introduction to Adventuring



@ Note the structure:of
this sentence. In this case
using the word “in” is.
perfectly acceptabl
because the glass
contain any othe:
pills. However, if the glass
did contain one or more

pink pills already, it would |~

be necessary-to substitute

“into” for Y'in” otherwise |

the game would interpret
the command as an attempt
to manipulate a ptﬂ in the
glass. The response migh

@ So how do we get out
of here? Remember what
the gargoyle did, just
before he rushed out of the
other room?

>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. V:Ltt].e DDS”.

>OPEN IT &

g

oma
“““ 3¢ ‘e. “How
can I than'l:: yo ily and
with repuls;ve‘ tears

offhiigy samk
the «foom.

ut you 'l :ona'tes in sympathy
le Gargoyle’s: epiglotid action.

>E

Gafgle ‘Room

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

A Sample Transcript Page 7



>GET THE ROPE

fareBile ; iindquarters of a
gurgling gargoyle here.
>TIE ROPE TO GARGOYLE

Page 8 The Wonderland Environment



THE WONDERLAND ENVIRONMENT

| bar is also present which has asingle

An Introduction to
e | Windowing Enviro ments

: is an interface
i) “talks” to the machine

us and
metimes known as the

Wonder1and
File
Thiz iz an example of aframe window.
This one is called *Waonderand” and
sports a zoom gadget and aresize
gadget. It alzo has avertical scroll bar
wihich iz indicating that this text
stops at the bottorm of the window,
yet that there is more above. & menu

menu item called *File®.
Resize
Gadeet

Page 9



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.. '

-ct types of Button: Radio
ns. Figure 1.3 depicts an

to select or deselect

jame suggests—are used to
them by pointing and
tain text—usually a

e action to be
is pushed.

Page 10 The Wonderland Environment



Wonderland
Hap
Compass
Ihventory
[tems in room

:-| from a Menu Ba
;| the screen, an

Figure 1.6

A vertical Scroll Ba :

Menus are pretty much what they sound like: lists of
choices. There are two sorts of Menu in Wonderland.
Pull-down Menus just that: you pull them down

-up Menus can be anywhere on

row pointer
L you are in

umb'ig proportional to
to'the size of its

indow with small
whereas a small

An Intreduction to Windowing Environments Page 11



Mousé, Joystick or Arrow
Keys

b,oari_i
, we'll usually just

position v ¥ hen Click
the mouse’

the mouse. butt.on and ﬁwvé the Poi e until the
menu item you want is hlghhghted' Then release the
button to carry out the command you have selected.

Page 12
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A Every window you open
uses computer memaory.
Too many open windows
may lead to memory
problems. For further
information, see the section
‘Memory’.

If you Don’t Have a Mouse
or Joystick...

ly"work in one
- But you can
e, subject only

id in various

around—like the Sess
Scroll Bars along the.

window.

Manipulating Windows Page 13



Menus

Menus control a large number of functions in
Wonderland, from automating commgnds to loading

ing files. You'll encounter two types of menu.

the button While a :
menu item is highlighted. If cal menus have a = symbol to their right.
you change your mind, just | This‘méans that there is an extra level—or more—of

move the mouse off the commands available to you. To see what they are,
menu and release the move the Pointer onto the symbol and they will
button. The menu will appear. They will disappear again‘if:you move the
disappear again. pointer to the left of the symbol.

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

Page 14 The Wonderland Environment



screen. If this happens, the menu is split into two or
& es “Fhe last item appearing on the menu
i ‘Pﬂsltmnmg the Pointer over this

urther 1te1n 'h;.eh Wonderland was unable to
spl tﬁz&ntﬁe' top.level menu.

You will often find-that certam menu.items are
) “sreyed out”, and n,ﬂthmg ha;}penwhen you choose
: | them. That’s because Womiéﬂand is.intelligent, and
O w ,}rt let you choos n%;pprgpriat or potentially,
menu‘e ; : s

Pop-up meriug are hke
th

Mm&ﬁ%’cach :

Menus Page 15



Buttons

umon or off

e out of a series of
ferences application
)you can ask for the
‘or Flash; you can only
tons en you select a
you also select

1e key at that point will
licking on the default

Page 16
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Icons

Icons are small pictures which, appear in the Map,
nventory and Items in Room windows: Each Icon
> meé, and

like what it

| Paste the text of your
ing the appropriate
ndow’s Pop-up or

mand Lines and paste
ommand line for editing.

e game’s OWN responses.

Editing Text Page 17



w If you cut a piece of

text by mistake, don’t ‘
panic. Where is it? Tt s, of
course, on the “clipboar
So toget it back, all
havc ta do is se]ac

@ The labellin
backspace key may
from keyboard to :
keyboard. It is likely to
labelled in oriq of three
ways: L
. Backspaze
= Delete
. —
In all cases this key is to- be
found to the far right of
main keyboard area, on t
top row of keys.
Wherever reference is
made to the backspace key

in this manual, you should °

use your keyboard’s
equivalent.

When you Copy

The “Clipboard”

¥ I;a; e text, you can think
of it as using an't i
c]ipboard i

3 ¥ o
akesa

Page 18
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& If you type over
selected text, the very first
character you type will
immediately replace all the
selected text; thereafter,
text will be inserted to the

right of the cursor.

' Cul Copy and

it to the clipboard—but, again, replacing what was

there before.

Paste will replace all the selected text with a copy of
the text on the clipboard. The chpboard contents

remain unchanged.

6 Press the .J key to execute your edited

command.

Editing Text

Page 19



Help

Preferences

Set background =»
Save layout

Load layout

Tidy windows
Refresh screen

Quit

Figure 1.10
The Screen Menu Bar’s
Main menu

The Screen

Whenever you are in Wonderland and whatever
Windows you have open, you wﬂl always be' lookmg

mpﬁter screen and
in Wonderland. It

lan on-Iiﬁg‘HeIp System.
of the Help;command, see

Set Background = 1
background. Moving th
reveals a further su
from several backgr: P

you have selected is marked by.a W.‘ mark. "

Page 20 The Wonderland Environment



Graphics
Map
Compaszs
Inventory
Itemz in room

system level. .

The Accessories me

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
rompts you to choose afile name. (For more
e section Dialogs). 2

our

Accessories

Graphics
Map.

The Screen Page 21



Windows
Wonderland
Hap
Compass
Inventory
Items in room

Figure 1.12"
The Windows menu

Page 22 The Wonderland Environment



THE WONDERLAND WINDOWS

The Wonderland windows come in four flavours: the
Session window, the Accessories windows,
. | Applications windows and Dialog windows. - .

Wonder1and
File Text Verbs  Commands

'..-ur«wuw WAy TTLWLL &b LFRAL LWL

coathangers, You notice a
maid’s overall hanging on a coat

>

but to do so...).

Page 23



Load, ..
Save, ..
Restart
Printer

The Session Win
menu

Session Window Menus

The Session Window has its own Menu Bar, offering
four menus: File, Text, Verbs and Commands.
:ddltmnally, a Pop-up Menu is avallable which
gommiands of the

t back to square one, will
q do cruel things like

Page 24
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Fnﬂt for text

Cut

: F[gme 2.3

be fuund on o pop p

Examine

Search =
Figure 2.4

The Session Window "

Verbs menu

Font for input =

.| commands appear in

Paste commands are als

Text

Font for text is a hierarchical menu command
which lets you choose the font; size and style for the
text which Wenderland generates. Changes only
affect text pr@duced after you haw ::selected your new
font. :

Font for mput ha
text, except it:affect;

3 ] it; so—assummg no
v ent—the Menu Item

Session Window Page 25



@ “Room Items” is

equivalent to the “Items in | £

room” itém’on the
“Accessol ]

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.

wn a Mouse or
ent to type the

Page 26 The Wonderland Windows



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

Figure 2.5
The Graphics Window

Graphics can.qumme
GRAPHICS ON ani
to the Session Window.

Accessories

Accessories are the second sort of Wonderland
windows. They are opened from the Aécessories
n’s memna bar.

1 as SateHlbeS
Window, compiementmg and enhancmg‘
the amount ‘of work you need to oin it, b
nevertheless dependent ;

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
with your machin
versions of the se
be displayed instead

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 smaller than the

ic.it contains, obvmus]y you won’t be able to see

though it is movir
wmdow I

Many graphics con
an 1]1ustrat10n whi

| Gi'apilics Window Menu

The Pop-up Menu which appears when you click on a
Clickable graphic object offers you a list of
appropriate verbs, similar to the Verbs command on
the Session Window’s menu bar.

Page 28
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Level )

View next
Mormalise

Figure 2.7
The Map Window's
Level menu .-~

Go to
Yiew graphic
Figure 2.8;

The Map Windo
pop-up menu

Pull-Down Menu

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

Menu.

e previously explored are
u have progressed past
this menu command is

normal mode of the
other levels using

mouse button on any icon in
gs up a Pop:up: Menu which

Page 30
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Icons

The icons for individual locations in the Map Window
also offer you another way to “Go to” that location:
iply Double-click (with the left-hand mouse

n) on an Ieon, and Wonde will take you

a given location: any exit
out is valid.

cha it ing that direction
ee the te pear in the Session

Accessories / Compass Page 31



Room

Inventory and Items in

e Inventory
- ry
shoes| |white apron||dress|

e Items in room

v* &z

¥
lpaw prints| hole| [stile

i3

Room windows

s in the game. The
icons of ob,}ects actually in
¢ Itemsin Room window

E’age 32
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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 ~deseription of the item.

ndows drops or

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 nght—hand mouse ’button on an
Icon in the Inventory,or Icons in Room windows calls
up a Pop-up Menu of appmpmate verh t item

Page 34 The Wonderland Windows



Applications

The third type of Wonderland windows are
Applications. These are indepéndentof the Session
Window. There are two Applications windows: Help
ferences. o AR

Help

3

Start
Palace Help
Rabbit’s House
Duches=" House Topics
Woods, paths
and streams
Walled garden
™. and
surroundings
Mad Hatter and
March Hare
Rose-tree and

Previous

o 000@®O0

O

_ ing Help from the Main menu on the screen’s
Menu Bar brings up the Wonderland Help system.

The Help system is hierarchical in concept, offering
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 brnwsing'th o]
the available He,lp top:

does no

itis only alters
actually reveal a g

answer.

Selectmg more and more comprehensive hints makes

t affect

‘ Mouse Click Sensitivity @®Fine O Medium O Coarse
Alert Signal ®None ©OBell OFlash

Animated Graphics (e}

Zoom Lines ®
Swap Black and White 0

@ults] (Rever‘t] [ Load J
( -DH ] { Save

Page 36
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A These buttons may vary
from computer to computer

as appropriate, This listis . |

definitive for the: /BM PC
and compatibles.

A Some displays cannot
be flashed. If this is the

case, this radio button will .

have no effect if selected.

Radio Buttons

een at you, or do
ants to attract your

Applications / Preferences Page 37



Action Buttons

Next or Previous takes you to the next or previous

i ref‘erences into
k of these as the

Defaults ]oads Wonderland’s pres

Page 38 The Wonderland Windows



Dialogs

| The final typ(_a of Wonderland window is the Dialog

Dialogs Page 39



The File Selector has one Pop-up Menu and four
Action Buttons (only three of which are used at any
one time).

Pop-Up Menu

the contents of the new: dlsk’s direamry

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

Page 40 The Wonderland Windows



is invoked to load a file. When savmg a file it is
replaced by the... g

Save button. This is 1&ent1ca] in ever;i way to the

up Menu whlch appe:
“Window at the top of t!
down the right-h
and select the ap;
list.

Dialogs Page 41



4 Type the name you wish to assign to the file—its
“file name”.

5 Click the Save button or press the . key.

Loading a file is a very similar procegs: The only real
difference is that there is np need to type the file

allow one to be loa
cannot be loaded a

This is achieved in
the type.of computer
file name extension
gameg and .LAY fo
automatically added
. savmg a file. This

g
‘hand mouse button. In‘thig fashion even the
. -leng‘bhmst ‘of directory names may be read in its
enmrety

The File Selector will remember where and on which
disk drive the last successful file read or write
operation took place. When invoked subsequently it
will open the remembered directory. This saves
changing directory and/or drive every time you wish

Page 42 The Wonderland Windows




to save a game or layout.

lega operatlons——m”'al:ld characters in ﬁle names,

- | As mentioned above only files. a@rmﬁnate to the
current operation can'b '1qaded" 'by the File Selectnr

Dialogs Page 43



COMMUNICATING WITH WONDERLAND

e e = s e e e R e =]
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
entences Wonderland can unravel and act upon.

you'll have discovered if you have already read
ke earlier sections of thi we have radically

to remeniber is that Wonderland is
ot telepathic. If you type

look for clues) in a

Page 45



Special Commands

me’transcrrpt here are
lot, th.ch have

| Before we loo]g:__ :

' INVENTORY give
are carrying. If y_'_

CS OFF enable and

ble and disable

Page 46 Communicating with Wonderland



A Sample Game
Transcript

You can get a long way with simple; two-word
commands like GQ OR]] [ o _BOTTLE But

>TURN ON ‘MY LANTERN :

That’s a stralghtforward 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




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

So now you can

entitled to know it). Yo
ABOUT somethmg

Page 48 Communicating with Wonderland



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
one?

flamingo there, wl
+.to. GET everythin,

>GET EVERYTHING
EXCEPT.THE.F

and all will be well.: ave
is.a piece of paper. : :

>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



Yes—Wonderland can understand all that; you have
ad.tmm* and the room is back as you found it.

to go back to, let’s say, the Rose
you need to find your book, which

RememberVWonde' and m]lmﬂxF’IﬁD things

you ve lost or GO TO jﬂaqes you\ffve already been. You

Page 50 Communicating with Wonderland



MUSIC

A Music may not be
supported on some

machines. Please referfo

your packagin gfor details.

& Note that SOUND ON
and SOUND OFF jefer

only to the music; the Ale;
bell signal is unaffected.

A DOS users: The Rp
and Ad Lib sound c:
supported for IBM |
compatibles. Please:
that the Ad Lib sound
driver is not active.in your

system; Wonderland as its

own driver. Using bith
not cause a problem, but
valuable memory will be,
wasted.

Wonderland has a repertoire of several different
tunes. These are played at certain points throughout
the game. Generally, each tune is assecmted with a
partlcular area of t,he game. The except n to this™

several ways.

UN'D OFTF to the

able by virtue of the
by the printing of
has a tune
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MEMORY

The Memory Manager

Page 53



advantage of extended
memory; it’s DOS memory
that counts;:

Page 54

Memory

Closing Windows

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

: P
‘opening and closmg ‘Windows ad hoc and frequently
will sgon consume available memory; putting a lot of
pressure on the Memot'y Manager

Here are a few speciﬁcs 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.




Refer to your computer’s, mstructmn manual if you
are unsure about this. g

DO NOT mix large Fohts i you can vl

P
swap disks from time lo
time.

Less Powerful Machines Page 55



TIPS FOR BEGINNERS

Here are a few simple pieces of advice for newcomers

Page 57



GLOSSARY

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

| They are: Graphics, Map, Compass Inventory and
‘[ Items'in Room

the Keyboard

joritises Windows in such
it does so at the expense
own). However, when the
d, Wonderland

shut down. This

w Control.
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Bell
The audible signal sounded by Wonderland when it
wants to attract your: attention. See also ‘Alert

Signal’ and ‘Fla :

associated Wi ;
of the button. Wo
Action buttuns and;

apﬁears in the top left
ws. It is used to close

dow into which

Page 60 Glossary B-C



Compass Window

An Accessory used Lo navigale nround Lhe game,
Copy

The term used to-describe what happens to.a selected
region of text when it is sent to the Clipboird but not
deleted from the scree 1o ‘Cut’,“Paste’ and

requ].res either confirmation or more mforma ion
beforé prodeeding: There are two. types of dialog:
Passive and Interactive. Passive dialogs require only

pi that you click a button to acknowledge the dialog or

to make a simple decision. Interactive dialogs need
more information than ean 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
The action of holding down a mouse button and
moving the mouse pomter to a new ‘position before
releasing the button. Used to repositiortwindows on
the screen amongst other things.

ox used to select the 1
e read in or written:

gets differ. from Buttons
ions whereas Buttons are

Graphics Window
An Accessory used to.
images.
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Help Window
An Application providing on-line help for
Wonderland.

Icon
A graphical object used to represent a concept or
real-world object.

the objects-you are cui
| Wonderland. .

An Accessory provi ng
. the objects present at yo

Map W_ii:ldour
An Accessory providing a graphical representation of
the explored geography of Wonderland.

Memory Manager
The part of the Wonderland system concerned with
managing computer memory.
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Menu

Pull-down menus
.| activated when the left-hand Mo

f items or commands which can be selected
1: the Pointer. are two types of menu in

dﬁﬂpzﬁlang: Pop-up.and Pull-down. Pop-up menus
are associated with'a specific Window and appear

hand Motise button is pressed whilst
Pointer is within'the boundaries of that Window.
¢ attached to Menu Bars and are
1se biitton is

i% plac
Barh. -

e position.
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.. | the Wonderland system

Preferences
An Application used to customise various aapects of

Pr ipt

ur next command.

ding for Random Access
mory used by your

& length of the scroll bar is
indicative n-of the contents which is
currently:
each end of the scroll bar or Dragging its Thumb

moves the contents of the Window.
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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

‘I usually selected with a single @lick, or, in the case of
‘Menu Items, by placmg the pomter over the item.

ght-hand corner of a
:this gadget toggles the
w between its

.size and position.

A v1sual effect oceurring when Windows are opened
and closed.
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