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About the game

Scavenger Hunt is a game you play with others where
everyone has a list of five things to find. Each person has a dif-
ferent list and things on each list are located all over the
place. To find the things, you have to hunt for them.

To play this game you need to understand compass direc-
tions and how to use them. The compass directions you will be

using are

{N} north, (NE} north-east,
(Sy  south, (NW) north-west,
(E) east, (SE)} south-east,
(W) west, (SW) south-west.

In this game you take turng, one after the other. Each time it
is your turn, you have to decide whether you will move or col-
lect something.

To collect something you must be in the place where that
particular thing is.

To get to the right place to collect a thing, you must move.

If you have trouble deciding which way to move, or how far
to travel, you can ask the computer to give you some help. The
computer will also help you to discover where all the things on
your list can be found.

There is a race to see who can collect all the things on their
list in the least number of moves. The computer keeps all the
scores, which are worked out like this:

e Fach time you move, 5 points are added 1o your score.
e /f you try to collect something when you aren’t close
enough to it 5 points are added to your score,

The winner is the player who has collected all five things on
his or her list and has the fowest score. You can find out how
your scores are going by asking the computer for help.

Let's have a look at the things you need to know when you
play Scavenger Hunt.

Finding your way around

To find the things on your list, you must plan a route around
the display on the computer screen.



The computer will draw you a plan of the area in which the

scavenger hunt will be held — it will look like this:
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There are no labels on the computer screen, so you must
remember where things are.

When the game starts, each player will have a little stick
figure that will be standing near the gate. But you can’t stay
there for long! You must set off to find things.

If you get really stuck and don’t know which way or how far
to go, you can ask the computer to help you with direction and
distance.

If you do, the computer will draw you a picture like this:

NW NE

SwW SE

By experimenting with the little figure and getting it to travel
for certain distances, in certain directions, vou can find out
the best way to go.

Really important things!

1. When the computer tells you what you have on your list
(right at the beginning when you have told the computer
who is playing),

write your list down!
The computer will always remember what's on your list,
and you can ask it to tell you. But the game can get so ex-
citing that you forget what you are locking for, so it's very
handy to have your own list.



. Ask the compuler for HELP if you have a problem with
direction,

distance,

things on your list,

working oul your score.

There are two places you ¢an get help:

e You can gethelp whenitisyourturn.

e You can get help when you are choosing a direction.
Getting help does not use up your turn.

. Whenever itis your turn, you have to let the computer know
whal your decisions are, and therefore you must type your
answer carefully. But the computer does not know if you
have finished typing your answer unless you tell it so.

To tell the computer you have finished your answer, you
must press the RETURN key.

o On most computers the key has RETURN written on it.

e |f you have an Apple lle, the key has ‘_J onit.

You will know that the computer is going to wait for you
to press the RETURN (or the __‘ ) key if you see an arrow
on the screen.

For example, the first time that you have to give the
computer a sign that you have finished typing your answer
is when you tell the computer the name of each person
playing. When you have finished lyping your name, press
the RETURN (or the ] ) key.

. If nothing seems to be happening, the computer may be
waiting for you to press the SPACE BAR — the computer
will always tell you to press the SPACE BAR when you have
to.
Somelimes the computer may ask you to
PLEASE WAIT!

You never have to wait for long, so don't worry — just keep
your fingers off the keys until the computer asks you to do
something else.

. You must think hard about the route you will take in order
to collect all the things on your list. If you make your little



slick figure run around all over the place, you will get a
really huge score at the end.

Remember — lowest score wins.
Have fun!

Getting started on the Apple

1.

Insert the Scavenger Hunt disk (label side up) in the disk
grive. (Do not shut the door of the drive yet.)

2. Switch on the monttor.
3.
4. When the red light on the disk drive is glowing, shut the

Switch on the computer.

door of the drive.

The Jacaranda Software logo will appear on the screen.
Pressing any key will cause the Scavenger Hunf fitle
screen to appear; otherwise, if no key has been pressed,
the title screen will ioad automatically after & short pause.
Once the title screen has appeared, press the SPACE BAR
to start the program.

Getting started on the BBC

1.
2.
3.

4,

Switch on the monitor.

Switch on the compuler.

Insert the Scavenger Hunt disk (label side up) in the disk
drive and shut the drive door.

Hold down the SHIFT key and press the BREAK key, then
release the BREAK key before taking your finger off the
SHIFT key.

The Jacaranda Software logo will appear on the screen.
Pressing any key will cause the Scavenger Hunt title
screen to appear; otherwise, if no key is pressed, the title
screen will joad automatically after a short pause.

Once the title screen has appeared, press the SPACE BAR
to start the program.

Getting started on the Commodore 64
Cassette:

1.

Switch on the computer.



2. Switch on the monitor.

3. Put the tape into the cassette drive (label up).

4. Rewind the tape, then stop.

5. Hold down the computer's SHIFT key and tap the RUN/STOP
key.

6. Press play on the cassette drive.

7. The screen will go blank for several minutes.

8. When the program is loaded, the Jacaranda Software logo
will appear. Soocn after, the title screen will appear. Press the
SPACE BAR to start the program.

Disk:

1. Switch on the computer.

2. Switch on the monitor.

3. Switch on the disk drive.

4. After the light goes out, insert the disk (fabel side up) and shut
the door of the disk drive.

5. Type LOAD "SCAV+"8: (Dont forget the colon.)

6. Hold down the SHIFT key and tap the RUN/STOP key.

7. Wait for the program to load. When it has loaded, the

Jacaranda Software logo will appear. Soon after, the title
screen will appear. Press the SPACE BAR to start the pragram.

Getting started on the Microbee
Cassette:

important: Tne cassette has the program recorded on both sides,
but at different speeds. Side A is at 1200 baud, which is the
normal speed. Side B is at 300 baud, or four times slower. The
program should normally load from side A; however, some
cassette recorders do not work refiably at 1200 baud. If you have
any difficulty loading from side A, try loading at 300 baud from
side B.

Ok n —~

Turn on the monitor.

Turn on the computer.

Type NEW and then press the RETURN key.
Type LOAD and then press the RETURN key.
Start the tape.



8. The program loads in two parts. Shortly the title screen will
appear and the computer will beep. The letter "M” will appear,
followed by a flashing “*”, white the main part of the program
is loading. Wait until the computer beeps to indicate it has
lcaded the program (2-3 minutes at 1200 baud).

7. Tum off the cassette and rewind the tape.

Disk:

1. Turn on the monitor.

2. Turn on the computer,

3. Putthe MASTER disk into the disk drive (label side up). If you
have a dual disk drive, put it intc the one with the light on.

4. Type BASIC and then press the RETURN key. Wait until the
computer beeps.

5. Take out the MASTER disk and insert the Scavenger Hunt disk
in the same drive, label side up.

6. Type RUN "SCAV" and press the RETURN key.
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