


TAKE THEIR WORDS FOR IT! 
 

�Infocom couldn�t have designed a better game to introduce new  
players to their text-only adventures. SEASTALKER has lots of action,  

intrigue, and surprises. It�s a great stimulus to the imagination, an ideal puzzle  
for the beginner, and a wonderful pastime for your nine-year-old to  

share with Mom or Dad.� 
InCIDER magazine 

 
  

�Your games are the best on the market.� 
Paul, 14  

Mt. Pleasant, South Carolina 
 
  

�SEASTALKER is more than a game. It�s a totally interactive story that  
encourages logical thinking, planning and organization. It also stimulates  

players to develop creative strategies for problem solving, while encouraging  
reading. A game to be enjoyed by the whole family.� 

DIALOGUE magazine 
 
  

�Infocom games are the only games worth playing.� 
Eric, 20, Programmer 
St. Louis, Missouri 

 
  

�SEASTALKER offers a first-class introduction to the world of interactive  
fiction�.Though pitched to the junior set (9 and up), SEASTALKER  

can just as easily enthrall an oldster.� 
PEOPLE magazine, Picks & Pans 

 
  

�Thank goodness for Infocom!� 
Alice, 23, Bookkeeper 
Sunnyvale, California 

 
  

�Despite the flurry of interest in graphic adventures, Infocom has  
held fast to the concept of letting the player imagine his or her surroundings.  

This is much like the golden days of radio, when every listener  
could picture the rugged western terrain of the Lone Ranger or the city  

streets of the Thin Man.� 
SOFTALK magazine 

 
  

�Infocom is the best source for this new genre. Infocom adventures are  
particularly well written, with detailed descriptions, clever plot twists,  

surprising characters and a strong dose of zany humor.� 
CHICAGO TRIBUNE Bookworld 
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Card #1--Front: 
 
 
IMPORTANT 
READ THIS CARD BEFORE YOU BEGIN 
 
The object of the game is to save the Aquadome from danger. You'll have to navigate your sub, the Scimitar, 
to the Aquadome, and then start solving the mystery with the help of the people that work there. 
 
Getting started 
 
1. To start the game ("boot up"), see the Reference Card that's inside your SEASTALKER package. 
 
2. When you see the prompt (>) on your screen, SEASTALKER is waiting for your command. There are 
three kinds of commands that SEASTALKER understands: 
 
A. Direction commands such as GO WEST 
 
B. Commands that do things such as LOOK AT THE BOOK 
 
C. Commands given to people such as MARV, GIVE ME THE KEY 
 
3. To go places, north, east, south, etc., just type the direction you want to go: N, E, S, W, NE, SE, SW, NW, 
UP, DOWN, IN, OUT. (Notice that you can type the eight compass directions with one or two letters.) Or 
type GO TO (a person, place or thing). 
 
4. To do things, look at things, or explore places, just type whatever it is you want to do. For example: GO 
TO THE AIRLOCK; or OPEN THE HATCH; or EXAMINE THE BOOK are all commands that you might use. 
Once you are familiar with simple commands, you'll want to try some more complex ones. Some examples 
of these can be found in the "Communicating with SEASTALKER" section of your Instruction Manual. 
 
 
 
 
Card #1--Back: 
 
5. To give commands to people, just type their name, then a comma, then the command. For example: BILL, 
GIVE ME THE TOOL, or TIP, TURN ON THE SONARSCOPE. 
 
6. Important! After every command, you should hit the RETURN (or ENTER) key. This will make 
SEASTALKER respond to your command. 
 
7. The special line on your screen is the status line. It tells you three things: the name of the room you are in, 
your score and the number of turns you have taken during the game. 
 
8. You can pick up and carry some items in the game. For example, if you type TAKE THE TOOL, you will 
be carrying the tool. You can type INVENTORY (or I) to find out what you are carrying. 
 
9. If you have any trouble playing, just refer to the Instruction Manual for more detailed instructions and 
sample commands. 
 
10. When you want to stop playing, save your place for later, or start over, see the instructions in the 
"Starting and Stopping" section of your Instruction Manual. 
 
 
Some clues to help you get started. 
 
1. Answer the videophone 
2. Turn on the microphone 
3. Ask Bly about the problem 



card #2--Front: 
 
Infocard #1 
Hidden Clues 
 
3. Put the black box on the sonar equipment. Then send _____ to check the sonar system. See if he reports 
the black box. 
 
2. Tell him about the _____ in the Scimitar. 
 
1. Look inside that "_____." 
 
 
 
 
 
card #2--Back: 
 
Infocard #2 
Hidden Clues 
 
 
3. Look at the _____ that Tip brought along. 
 
2. Ask _____ to fix the Scimitar. 
 
1. ______ is in his dormitory locker. 
 
 
 
 
 
 
card #3--Front: 
 
Infocard #3 
Hidden Clues 
 
3. A _____ must be inserted in the reactor. Sharon was supposed to do it. 
 
2. Has the _____ been sabotaged? 
 
1. Check the _____. 
 
 
 
 
card #3--Back: 
 
Infocard #4 
Hidden Clues 
 
3. Tip says, "We know what was causing it--but _____ doesn't know that we know." 
 
2. Get behind ______ and shoot his power pod. 
 
1. Who removed the _____ while you were in the docking tank? 
 
 
 



 
card #4--Front: 
 
Infocard #5 
Hidden Clues 
 
3. Don't forget the _____. 
 
2. The gate won't respond to remote-control signal without _____. 
 
1. Check the _____ under your seat. 
 
 
 
 
card #4--Back: 
 
Infocard #6 
Hidden Clues 
 
3. If you shoot the Snark with the _____, it will be intact for scientific study. 
 
2. The _____ was last seen to the southeast. 
 
1. _____ has a Universal Tool that fits anything. 
 
 
 
 
 
 
card #5--Front: 
 
Infocard #7 
Hidden Clues 
 
3. Fit the Prospecting Bazooka to the Scimitar's _____. 
 
2. "Doc" may be able to make a Snark _____. 
 
1. Try the _____. It can probably dent anything. 
 
 
 
 
 
card #5--Back: 
 
Infocard #8 
Hidden Clues 
 
3. There's no response because there's no _____. 
 
2. Turn on the _____. 
 
1. The Aquadome needs help! Take the  _____ there at once. 
 






