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IMPORTANT

THIS MANUAL CONTAINS YOUR WARRANTY CARD!

In crder to benet fully from all our custorner support services, you should retum
this card asap. We can't help or support you if we do not know who you are!

SIERRA Customer Services
- Technical Support
In order to provide you with the best possible service, we have two
hintlines and a direct tecnical support hotline where our specially trained
technical support team will be ready to take your call,
- Free subscription to the Sierra group’s very own magazine
In order to keep our valued customers better informed, our free of charge
magazine will provide you al the latest information on all our new products
as well as practical advice and useful tips.
- The free SierraOriginals catalogue
The SierraOriginals catalogue contains details of all the forthcoming titles in
the range.

WE WOULD LIKE TO TAKE THIS OPPORTUNITY TO THANK
YOU FOR PURCHASING A SIERRAORIGINALS TITLE. WE
SINCERELY HOPE THAT YOU ARE COMPLETELY SATISFIED
WITH YOUR PURCHASE AND HAVE FUN PLAYING IT.




Dear SierraOriginals Customer,

You hold in your hands a part of computer gaming history. All these titles have
the original storyline and technological innovations that have helped define
and create the PC-Gaming industry as it appears today. Consider these titles
as piciures in a scrapbook - a snapshot of history that has helped to evolve
the computer gaming industry, All of the SierraOriginals titles have been kept
in their original form. No attempt to modemnize or improve the game was
made with these titles in order to mzintain the sense of nostalgia.

Some of the CD's may contain a PATCH directory. To determine if your
program has a PATCH program, go to your CD-ROM prompt in DOS
(i.e., your DA assuming your CD-ROM drive is labeled D) and type:
DIR (ENTER)
It the directory listng has a [PATCH] option, then you will need to add these patch
files into the game directory after installing the game to your computer. For
example, if you installed King's Quest V and you noticed a direcory called
[PATCH, you would use the following command to copy the patches into the
KQ5 directory:
COPY D: \PATCH\*.*C: \SIERRA\KQS5 ((ENTER))

NOTE: the above example assumes that your CD-ROM is labeled as
your D drive, and you installed the game to your C hard dive into the
directory \SIERRA\KQ5. Please substitute the correct path information in
the example above, .

Windows 95 users may also have to play the game under DOS, since many
of the titles are true DOS games and were created before Windows ‘95 was
relezsed. When using Windows '95, you can re-start your computer in a true
DOS mode by cicking on the START button, selecting the SHUT DOWN
option, and selecting the "Restart the computer in MS-DOS mode?" item,
Finally, many of these products were released before many of the high
quality sound cards such as the AWE 32, Gravis Ultrasound and Ensoniq
SoundScape have been released. When selecting an audio/music option
for the game, your best bet is to select the AD-LIB option.

On behalf of Sierra On-Line, thank you for purchasing this SierraOriginals
procuct. We apprediate the opportunity to share our history with you and
your entire family!

Respectfully,

Quality Assurance Department.

Windows is a registred trademark of Microsoft Corporation




START UP PROCEDURE
WINDOWS INSTALLATION

| Place the SierraOriginals CD into your computer's CO drive.

2. Start Windows.

3. Click on [File].

4. Select [Run].

5. At the Command bar, type the letter of your CD drive, followed by
*\Setup.exe”. Click on OK or press [Enter]. For example, if the letter of your CD
drive is "D, type "DiSetup.exe” and click on OK or press [Enter].

. Follow the on-screen installation instructions.

. To run your SierraQriginals software, double click on the game icane.

. Be sure to check the "Rezdme” file for the latest information.
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DOS INSTALLATION

I Place the SierraOriginals CD inte your computer's CD drive,

Pt

of your CD drive is "D", type "D:". Press [Enter].
. Type “Install” and oress [Enter].
. Follow the on-screen installztion instructions

[ 5 BN VY )

g0 1o the directory where the game have been installed by typing (CD SIERRA)
andc then typing (CASIERRA>GKCD) then pressing [ENTER].
&, Be sure 1o check the "Readme” file for the latest information.

ATTENTION: YOU HAVE TO LOAD GABRIEL KNIGHT THROUGH DOS.

. Type the letter of your CD drive, followed by a colon. For example, if the letter

. To run your SierraQriginals software after loading, all you have to do to start is to

GABRIEL KNIGHT I

NORMAL GAME PLAY

To access the icon bar, move your cursor to the op of the sereen. You can ako access the
icon bar by pressing [FSC] on your keypad, [T the icon bar is normally “hidden,” it will appear
at this time so that you can access it

ou play the garme by selecting an icon that represents an action, then dlicking thal icon curser en
a person, object, or ocation on the screen. The icon bar shows you all of your available acticn
cons. To chaose an icen from the icon bar, simply click on that icon. This wil change your cursor
o an icon cursor that looks just like that icon. Yau can now Lse that icon curser on the main screen.

The WALK icon allows you to move Gabriel around on the screen. Click on the WALK icon,
hen click the WALK cursor where you wart Gabriel to go.

The LOOK icon allovws you to get a description of an object, persan, or locaton on the screen, Click
onthe LOCK icon, then click the LOOK cursor on the itern on the screen that vou wartt described.,
Note: Fuzzle clues are often ncluded in LOOK messages.

The ASK icon allows you to Interrogate someene. In Interrogation mode you can select specific
topics for discussion, Click on the ASK icon, then dick the ASK cursor on a persen on the screen.

The TALK icon allows you Lo talk to someone. Click on the TALK icon, then click the TALK
cursor on a persen on the screen. TALK will provide gt—:m_ al chit-chat, character information,
and sometimes clues.

The PICKUP icon allows you to pick up an ebject. Click on the PICKUP icon, then click the
PICKUP cursor on an object on the screen. If the object can be taken, Gabriel will pick it up,
and it will appear in your inventory.




The OPEN/CLOSE iccn allows you to apen or close an obect, Click on the OPEN/CLOSE
icon, then dlick the OPEN/CLOSE cursor on an object on the screen,

The OPERATE icon allows you to "use” an object that has an cbvious function (chair, light
switch, ete). Click on the OPERATE icon, then click the OPERATE cursor on an object on the
screen.

The MOVE icon allows you to move an object (push or pull). Click on the MOVE icon, then
click the MCVE cursor on an object on the screen.

A The INVENTORY button will bring up the Inventory window The Inventory window shows all
of the inventory items that Gabriel is currently carrying.

The RECORDER bution will allow you to access the Recorder screen, The Recorder screen
allows you o play back any cornversations Gabriel has had in the Interrogation mode.

Note: The recorder wil be very helpful for reviewing important infarmation that nas been
given to Gabriel by the other characters,

m===s To use the active inventory item on the screen, click on the current inventary item window, then
1 click the item'’s cursor on an object an the main screen.
o

This will aternpt to ["shaw”, “give” or “use”) that item on the person or objedt it was clicked
" on. For example, to unlock a door, a key cursor would be cdicked on the door.

This area shows your current score and the maxirmurm peints possible,

The HELP button will allew you to get on-line descriptions of what actions the other icons on
the icon bar perform. Click an the HELP bution, then move the HELP cursor aver another
con on the icon bar to learn about the other icon’s function.

e CONTROLS bution brings up the control panel. The control panel allows you to change
various optional settings in the game, to SAVE or RESTCRE a game, and to RESTART or QUIT.

NOTE: "When an icon. button, or window 1= disalawed this simply means you do not reed to use
that function at the oresent time.

B. Cursor Hot Spots.

All of the cursars in the game have "hot spols”-highlighted points on the cursor that indicate
the "hot" area of the cursor. Seme cursors are large, and same items on the main screen are
quite small. The "hot spot” shows you what part of the cursor to pesition over your intended
destination. Position the hot spot highlight carefully so that it is exacly on top of the itiem you
wish to use that cursor en, then click the cursor.

C. Inventory.

The inventory window displays all of the inventery items that Gabriel is carrying, These iterns
are available for puzzle-solving throughout the game. Iterms will appear in inventory when:
1) Gabriel FICKUPs an item on the screen (using the PICKUP icon), or

2) Gabriel is given an itern by another character in the game.

The inventory window also has action icons. To choose an action from the those
avallzble in the inventory window, click on the icon that represents that action,
if This will give you an icen cursor which can be used on any inventory item in the
" inventory window. The inventory icon cursors can be used only in the inventory
window. The actions avallable in inventory are listed next to ther icon cursors balow:

The READ icon allows you to read printed materials. Click on the READ icon, then click the
READ cursor on an inventory item that you think might be READable,

The OPEN icon allows you to open an inventory item. Click on the OPEN icon, then dick the
COPEN cursor on an inventory item.

The LOOK icon will give you a description of an inventory item, Click on the LOCOK: icon, then
click the LOOK curscr on an inventory item,

Hint: Imporiant dues about whiat to do with an inveritory item are often located in the LOOK messages.




] The ARROW will allowy you to select an imventory item to become the adtive inventtory cursor: When
an inventory tem s the acive inventory cursor, it can be used on the main scrzen. Click on the
ARROMWY then click the ARROMWY cursor on an inventory item. That inventery itern wall now become
your active cursor. To use this in the game, you rmust first exit the inventory window with this cursor
active, Simphy click the inventory tem's cursor on the PLAY button to exit the inventory window, Once
you have done this, the itern will appear on the main icon bar in the current inventory itern windowe

The PLAY icon will erase the inventory window and return you to the game.

il The HELP butlon will allow you to get on-line descriptions of what actions the other icons in

i the inventory window perform. Click on the HELP tutton, then move the HELP cursor over

ancther icon in the inventory window to learn about the other icon's function.

The SCROLL BAR will allow vou to scroll through inventory. If thers are no “next’ or
“previous” pages, a message will be displayec.

D. How to “operate” an inventory item.

Mast of your game play wil be using the icon barfinventory system described in the previous
section of this manual. However, Gabriel Knight does have some additional special interfaces.
These incude the Interregation screen, the Recorder, the Voodoo Code Interface, ang the
Drum Code Interface. These additional interfaces are described in the following section.

SPECIAL GAME INTERFACES.
A. INTERROGATION.
Interrogation mode allows Gabriel to ask other
characters about very specific topics such as "Voodoo.”
Questioning people in depth is a vital element of
Gabrial's investigation.
['nis is the Interrogation sareen for Grage, There are fleen rman
dharaders that aan be intermogated inthe game. )
Note: The icon bar is not accessible from the
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Interrogation screen, so you cannot SAVE ar RESTORE or QUIT from the Interrogation screen.
To do these actions, first Exit Interrogation.

I. Accessing the Interrogation screens.

To access the Interrogation screen for any character; click the ASK cursor on that character on the regular
garme screen, Ifhal person can be interrogated at that ime, the game wil tzke you to the Interegation
screen for that character.

2. The Interrogation Topic Lists.

a) Global Topics.

Global topics are at the top of the list and are dislayed in tlue. Clobal topics are the same for
gach character that you interrogate. In the beginning of the game you will have three global topics.
You wil gain more global topics as the game play progresses and Gabriel learns new things,
HINT: Global topics are displayed in a "highlghted” color untl they are selected for the first time.
This is to help you notice when a new topic has appeared, and does not mean that you only need
to ask about that topic once!!

b) Subiact Tapics.

Subject topics are at the hottorn of the list and appear in character-specific colors. These topics
are unique for each character and may also change as Gabriel learns new things.

c) Exit,

The last item cn the topic list is the word “Exit."Click on *Exit” to leave the Interrogation screen.

3. Interrogating Characters.

The Interrogation screen cursor is 2n arrow for sasy pointing,

a) Tc ask about one of the topics,

Position the arrow cursor over that topic, The topic will highlight. Click in this position,

b) To leave Interrogation and return to the main screen.

Position the arrow cursor over the "Exit" at the bottom of the topic list. The "Exit” will
highlight. Click in this position to exit,

¢) Interrogation dialogue choice boxes.

In addition to the main topic list, sometimes you wil be offered a dislogue choice box that appears to the



right of Gabriel'sface. Tomake a choice, move the arrow cursor over onz of the selections urtl it bighlights,
then dlick in that position. The st cnoice on the dialogue dhoice boxes is alwiays an "exit” choice,

HINT: Asic about every global and subject topic with every character you can interrogate.
Continue to ask about each topic untl the character repeats him/herselfin his or her response.

B. RECORDER.
The Recorder allows you to replay, at any time, any and all conversations that Gabriel has had
in the Interrogation mode. NOTE: Normal main screen dialogue is not recarded

I. Accessing the Recorder.

To access the Recorder, click on the Recorder button on the icon bar. This will bring up the
Recorder Tapes window.

2. The Recorder Tapes Window.

The Recorder Tapes window looks like this:

1 Gabriel will have one tape for each character in the game
that he has Interrogatad <o far (later on, ne'll also have
one from a lecture he attends). To choose a tape to listen
to, move the arrow cursor over thal tape urtil it is
highlighted, then click in that position. This will bring up
the Recorder Topics window for that tape/character,

To leave the Recorder and return to the game, click on
f the “Exit” button

Once you have selected atape, you will get a list snowing all
of the topics Gabrel has already discussed with that
particular character. These are the topics avalable for replay
at this time. The Recorder Topics window locks Ike this:

To choose atopic to listen to, move the arrow cursor over
§ that topic until it is highlighted, then click in that position.
This will take vou 1o the Recorder Dialogue window for
i that topic. To return to the Recorder Tapes window, dick
onthe "Tapes” button. To leave the Recorder and return to the game, click an the "Exit" button.

4. The Recorder Dialogue Window.

=5 The Recorder Dizlogue window looks like this:

When you first bring up the Recorder Diglogue window
vou wil see the first line of dizlogue in the first corvereation
you had with this particular cnaracter about this particular
topic. The bultons on the right side of the window work just
like a real tape recorder and will permit you to do the
following:

lick on this button to play through the conversation, one message at & tme.
Click on this button to fast forward through the conversation.
Click an this tutton to back up through the conversation, one message 2t a time,
Click on this bulton to fast rewind through the conversation.

Click on this button to STOF playing the dialogue and retumn to the Racorder Topics
window for this character.

C. VOODOO CODE INTERFACE.
At a certain point in the game, Gabriel will need to use a2 Voodoo code 1o write a message.
The interface for this part of the game looks like this:

|. The Yoodoo Code Writing Screen.

The white area with symbols an the left side of the screen
represerits a piece of paper with Voodoo code symbols
written on it. This is the area from which Gabrel can select
individual symbcls to write as part of his own message.
The area to the right of the piece of paper represents
the surface on which Gabriel is writing his message. This
area will show the message that Gabriel is construcing,




The icon bar for this interface has a few new, special-purpose buttens on it:

The “Erase Letter” button erases the last symbol Gabriel “wrote" on the right side of
he screen. Click on this button and the last symbol written will disappear.
This can be repeated to erase the entire message, if desired.

Clicking on the “Next Message' button will replace the current page of symbals on
he left with a seconc page of symbols that are also available for selection,

“lick on the "Exit” button to leave the Voodoo Cede Interface and return to the game,

2. Writing a message,

To construct a message, select 2 symboal Lo be "written” in the next available slot on the right
by moving the arrow cursor over the piece of paper on the left, positioning it over cne of the
symbels (the symbol will be surround by a "selection” box at this ime), then dlicking in that
position.  The symool will appear on the right hand side (two have besn "written” so far in
the example above). Symbols can be erased using the "Erase Letter” button, To view more
symbels, dick on the “Next Message” butlon on the icon ter. To leave the Voodoo Code
interface, dick on the "Exit" button on the icon bar.

D. DRUM CODE INTERFACE.

I. Translating.

Al a certain point in the game, Gabriel will need to translate a drum code. The drum code

consists of three pilches; high, medium, and low. There zre also three strikes; 2 single, a
: ouble, and-a triple. The interface for this part of the

game looks ke this:

i a) The Drum Code Translating screen.

| On the left side of the screen you'll see a book on drum

codes from which Gabriel is taking his translations.

TR KR TIN, T4 L

| NOTE: This book has three pages of codas!!

To turn to the next page, position the arrow cursor cver the page edges on the right-
and side of the book, The gray arrow cursor will turn to a golden right arraw like his:
Click to turn the nage.

© turn back to the previous page, position the arrow cursor on the far left of the screen,
ear the crease inthe book. The gray arrow cursor will turm to a golden left arrow like this:
Click to turn the page.

This bock contains the code phrases that you may select as part of your translaton.

On the right side of the screen are two boxed areas. The upper area is the translation you are
forming. The lower area shows the drum beals thal Gabriel is currently hearing. For those with
no sounc device, this will be your enly means of translation. Fer those with sound equiprment,
the beats that appear in this area shoulc exactly maich the drum sounds you are hearing,

The icon bar for this interface has a few new, spedial-purpose buttons on il:

Click on the “Erase Phrase ' button to erase the last phrase selected for the translation area
on the right side of the screen. This can be repeated to erase the entire translation, if
desired,

Click on the "Exit” button to leave the Drum Code Interface and return to the game.

b) To Translate a Message.

Leok at (and listen to, if you have a sound device) the drum bezts being displayad in the lower
right hand box on the screen, Some of these beats will be just random nonsense {25 far as the
‘rade” is concernad), but if a message is heing sent via the drums, the random bmt’ wll e

broken on occasion by "real words” in the drum code.

Watch the drum beals unlil you see what you believe is the start of 2 word.  See if you can
match the word with one in the book. I you can, you'll want to put that word in the
translation area. To do sa, move your gray up-arrow cursor cver the book page with the
correct phrase, then over the phrase itsell (the phrase will highlight)., Click on that phrase.
It will appear in the translaticn area on the upper right of the screen. Continue to interpret




the message phrases until you have translatec the entire transmission. You can erase the last
phrase put in the translation area by clicking on the “Erase Phrase” button. To leave the drum
code interface, click on the “Exit” bution on the icon bar, You can exit at any Ume-you are
always able to return to the drumn code interface.

2. Sending.
Later stil in the game, Gabriel will get a chance to send a drum code of his own. The interface
for “sending” is very similar to the interface for “translating.”

a) The Drum Code Sending screen.

In this case, the drum beat area in the lower right portion of the screen remains biank since Gaoriel
is riol hearing drame, but, rather, composing a message of his cwn to send.

The other change you'll notice is a new button on the icon bar "Next Bool." If Gabriel has a
second book of drum codes available to him at this time, you can toggle between both books
to choose phrases for a message.

NOTE: This button will cnly appear if Gabriel has a second book of drum codes.

b) To Send a Message.

To send a message, simply select phrases from
lthe book on the left by positioning the arrow
l-ursor over a phrase untl it highlights, then
clicking an that phrase. The phrase will appear

in the upper right-hand window on the screen.
[You can select phrases and/or erase phrases
luntil you are happy with the message that
e IR - - >cars in that window. To actually send the
message, simply select the “Exit" button to return to the screen you wers

previously on. Gabrigl will play the message you just composed after you exit the

drum code screen.

CONTROL PANEL & GAME CUSTOMIZING OPTIONS

The control panel allows you to customize your game options.
The pame opticns available are lstec next to their pictures below:

BRI The SPEED slider allows you to adjust the speec of Gabriel's walking.
To speed him up, set the SPEED slider up. To slow him down, et the SPEED slider down,

ST ] The MUSIC slider allows you to adjust the volume of the music in the
Ec'ﬂe Ta turn the volume up, set the MUSIC slider up.

SN0 I i The SOUND slder allows you to adjust hD volume of the sound
e‘fer'ts n the g;"ﬂe To turn the volume up, set the SOUND slider .

W The TEXT slider allows you to adjust the speed at which the text is
displayed in the game.

I g The DETAIL slider allows you to acjust the amount of animation
detail in the game.

1_1_!,] | The QUIT button will exit the game and return you to DOS. Make sure you save first!
The ABOUT buttan will give you information about this game and Sierra On-Line,

The RESTORE button will bring up the Restore window and allow you o restore a
previously saved game.

The SAVE button will bring up the Save window and allow you to save your current
position in the game.




5] The HELP button will allow you 1o get descriptions of what functions the other buttons
S50 and sliders on the control panel have.

The RESTART cution will restart the game at the beginning (day 1), losing your current
place in the game, Make sure you save first!

Eiﬁlji The PLAY bution will erase the control panel and return you to the game.

This button will allow you to display NARRATOR rmessages as either vorce or text.

his button will allow you to choose betwesn having the ICON BAR visicle at all times
I ard having it normally hidden from view,

his button will allow you to turn PRINTED text on or off

his button will allow you to turn SPOKEN YOICES on or cff

: OTHER FEATURES

B. Bypassing cartoons sequences.

To bypass cartoon scenes, hit the space bar at any time during the cartoon. If the cartoon is
one that can be bypassed (whether or not a cartoon can be bypassed is based solely on length-
the longer cnes can be bypassed, sherter ones cannot), a box will come up asking you if you
really mean it. Select the “Cancel' button to continue with the cartoon or the "Skip It" buttan
to skip the cartoon and return to player control. Any invertory or opics or new locations that
are mace avalable o you during the cartoon will be given to you when you skip the cartoon.

FIRST FEW PUZZLES WALK-THRU & PLAYING TIPS.

Warning: This section will giva the solutions for the first fews puzzles in the game, If you are
an experienced gamer, you rmay want to skip this section, If you need help getfing started, or
have done the first few puzzles and are interested in getiing strategy hirts, read onl

I. The Opening Cartoon & Sins of the Fathers Graphic Novel.

There are two pieces of fictionz! "back story” or “prologues”, if you will; the opening
cartcon/nightmare sequence and the graphic novel that was included in your box, These will
coth become important 1o urderstanding wiat is happening te Gabriel as the story in the

game unfolds, Read the graphic novel and view the cartoon right away, or, if you're very
arxicus to get started, skip these and play through a day or so, but we highly recommend
viewing both the nightnare sequence and reading the graphic novel before day 2.

The opening cartoon shows Gabriel's recurring nightmare. This nigntmare scene has images
which you will find significant in your game play. You may watch this as many times as you like.
To view the opening cartoon, select the "Intro” button on the title screen. After the nightmare,
you will be taken through the game credits, and then automatically to the start of day |,

2. Day | start cartoon.

The first seven days of the game, the "day start” scenes in the book shop with Grace will give
you important information and leads for the day. The game will automatically take you through
the day | start cartoon after the nightmare sequence. You can also skip the nightmare
sequence and go directly to the start of day | by selecting “Play” from the title screen,

Hint: Write down the things that happen during each day start carfoon-you may want to save
yeur game at the beginning of the scene and watch it several times. This will help you stay
rmeving through the day as you follow up on the leads.

For day | start cartoon gives you the following leads:

* Gabriel is writing a book on Voodoo and is researching it. Grace is assisting his researcn and
can do more research for him whenever she's asked to do so,

* Sne nas phane messages for him

* She has located two Voodoo resources in New Orleans: a museumn and a drug store.

* Sne gives him a nand-hald tape recorder that he'd ordered.

3. Exploring the book shop.

Before we gel into the day | starl leads, let's do whal should always be done first-explore
your current location.

* LOOK at Grace. Useful? Perhaps not, but Gabriel gats a kick out of it.

# LOOK at each individual shelf of hooks. The messages will tell you what books Gabriel has
available in his shop.

* PICKUP on every book shelf, Some will just give you messages, but there are three books
vou can pick up and read. Did vou find them?

* PICKUP en the top shelf on left segment of the north wall, You'll read 2 German bock by
a Heinz Ritter: s this a clue? \el, look at it this way. If it weren't, it wouldn't 5e in the game.
You don't speak German! Hmmm, Looks like you neec a translation. ‘

* PICKUP on tne top shelf on the right segment of the north wall-behind the ladder.




Nows you know something about snakes.

® PICKUP on the shelf just underneath the right window. Repeat this actien over and over

until you start to see the messages repeat.

*# LOOK elsewhere around the shop. How about that newspaper on the counter?

Want to read t? PICKUP on newspaper.

Hint: New newspapers are delivered to the shop every day.

* | 0K 2t the other items on the counter, Did you find the magnifying glass and the pair of tweezerst

* PICKIUP on magnifying glass and PICKUP on tweezers,

Did you notice that PICKUP on the books simply read the books and put them back? Gabrie

did not keep them, On the other hand, he kept the magrifying glass and tweezers,

Iy PICKUP on everything, If the game doesrt let Gabriel keep an item permanently it's
because he dossn't need to use it in another location.

# Continue to LOOK all arcund the bock shop and also PICKUR Try some other commands
now, OPERATE on the ladder, OPEN on the cash register, Try MOVE on Grace. TALK on Grace,
4. Inventory.

Now that Gabriel has picked up and kept a few items, let's check inventory. Ge up to the
con bar and dick on the inventory button, This will bring up the inventory wndow.

# |QOK at the magnifying glass and then LOOK at the tweezers,

* Try to READ both items.

# Try to OPEN both items.

* Now click on the arrow butten on the right side of the window, then click on the magnifying
glass. Your cursor wil change to look like the magnifying glass. Use the hot spot on the
rmagnifying glass cursor (the oright yellow highlight in the center of the glass) to click on the
"Play” button on the right side of inventery window. This will erase inventory.

# Now look at the icon bar. You should see the magnifying glass appearing in the current
inventory item window. You should also have the magnifying glass as your current cursor.

* Pesition the magnifying glass cursor hot spot over Grace and dickit on her. She's not impressed?
Oh, well, Perhaps Gabriel will find another place where the magnifying glass will be useful.

* Go back into invenitory, select the tweezers, and click them on Grace to see how she responds.
5. Interrogation.

Now that we've explored, let's go back to our day | start leads. How about those phone
messages! To get your phone messages, you'll need to go into Interrogation with Grace.

# Click the ASK cursor on Graca. This will take you to Grace's Interrogation screen.

¥ See the list of topics? Go ahead and select each topic-start from the top and waork your way
down. Select a given topic more than once-select it until Grace starts to repeat herself, You'l
notice that the global topics-those in blue-are highlighted until they 're selected one time. Al
global topics will be highlighted when they first appear. This is to help you notice that new
topics have appeared once the list gets lengthy.

= Work your way cown to Messages. Keep selecting Messages, then More Messages until she
tells you there are no more.

The phcne messages are also impartant leads for day 1. You learn:
*Your Grandmother called and wants you to come by.
* Detective Mosely called and told you he's [eft photos at the front desk of the police station.
* You receved a call from a strange man frem Germany. Hmmm,
* Since we're in Interrogation, select 'Request Research” while you're at it. You'll get 2 dialogue
choice box. At this time, there's nothing to ask Grace to co, so just select the exit response., When
there’s something to ask Crace to do, it will automatically appear in this dialogue choice hox.
Hint: I you ever get stuck on a given day, check *Request Research” with Grace and see f
something new has been added to your "Request Research” dialogue choice box.
6. Leaving the book shop.
You've done all you can at the book shop right now. Why don't you ge follew up on your
other leads; the museum, the Voodoo shop, the police station, Grandma's house....
*# Click OPEN on the frent docr and...happy hunting
Hint: You'll find quite a few locations to explare on your map after this initial click-thru, Sut
remember, you'll be getting new locations as you learn new things, so always check your two
maps for new places to visit, as well as your Interrogation menus for new topics to ask aboLt.
7. Strategy Tips.
When you get stuck, make sure you've done the following:

. Explored every location available to you.
2. Shown every item you're carrying to every person,
3. Asked every person about every topic until they repeat themsalves,
4. Checked "Messages" and "Request Research” with Grace.
5. Gone back cver conversations with your recorder to see if you've forgotten a leac.
HINT: If there's something you know you haven't figured out yet, and you can't end the cay,
tnances are you reed to solve that puzzle to end the day.
HAYE FUN!!!




CUSTOMER SERVICE

SERVICES NUMBERS

HOURS AVAILAB Lﬂ

Customer/

Technical Support (01734) 303 17!
(01734) 303 362
(01734) 304 227

Customer Service Fax
Bulletin Board Service

Hintline {Older Games) (01734) 304 004

New Hintline - UK only 0891 650 660+

9 am. to 5 pm.

Monday - Friday

24 hrs,

24 hrs

Requires a moden.

24 hrs.

Requires a touch tone phone
Auntomated Service

24 hus.

Available in the UK only.
Automated Service

# Costs 39p min. cheap rate, 49p at other times, Max. call length 7.5 mins, max. charge

cheap rate £2.93, max. charge at other times £3.68 (UK only).

= Charges correct at time of printing.

For further information, please write {o:

SIERRA -

Attention: Customer Service, 4 Brewery Court. Theale,
Reading, Berkshire RG7 5AJ - UK.

I..............-...-.-.......--.-.--..--...-..-..-.-.--.--%-o-.-a«...-..‘

SIERRA LOYALTY CARD

Thank you for purchasing one of our SierraOriginals products. To show our
appreciation for selecting this particular title, Sierra would like to offer vou the
opportunity to receive some SIERRA gifts absolutely free of charge.

SierraOriginals LOYALTY CARD
Free SIERRA mouse mat + FREE subscription to Multimedia News when you
purchase 3 SierraOriginals titles!

From 15th February to | 5th April 1996, for every 3 SierraCriginals software titles you
purchase, we will send you a SIERRA mouse mat absolutely free of charge plus a free
subscription for one year to Multimedia News | Offer avallable when purchasing any
one cf the following new SierraOriginals titles (Detroir, The even more Incredible
Machine or Gabriel Knight 1) plus any other two SierraOriginals titles of your choice.

FREE SIERRA GIFT ORDER FORM
O YES - | would like to receive the SIERRA mouse mat absolutely free of charge.
CIYES - | would like to receive the new SIERRA quarterly magazine absolutely free
of charge for ene year.
You will receive Multmedia News, a free quarterly magazine gving you all the inside
information cn the games and educational titles available from the SIERRA group.

@ Cut out and afix bar-codes of your three SierraOriginals titles ;

Paste bar code
. ofNew
SierraOrizinals title

Faste bar code
of product
purchased here

Paste bar code
of product
purchased here

Offer available until | 5th April 1996 and subject to stock availability,




How to receive your free SIERRA gifts :

1. Please complete the following details in block capitals.

First Name: ........ e SUIMAMIE | vieeere e si s ien e
Date of Birth : ...... ceenenenneenens AEE L e
X =1 USSR

POS“ Code SAPERIRSRMPRES (21516 o 1) A-CONON N

Town/City : .........

Type of product most often purchased
(1 = most often purchased & = less often purchased} :
O Adverture O Strategy [ Arcadefdction O Simulation O Sport O Educational Games

How regularly would you buy SierraOriginals software 7

O | peryear [ 2-3 peryear (1 4-6 per year 0 7-12 per year
Where did you purchase your SierraOriginals product.....ooooeeeieene N
Please spacfy the date you sent this form to the following address ..o

2. Cut out and affix bar-codes of your three SierraOriginals titles

3. Please return this coupen to our customer services at the following address
before |5th April 1996 :

SIERRA On-Line Ltd

Customer Service

4 Brewery Court, The Old Brewery

Theale, Reading, Berkshire. RG7 5A)|

Custormer Hotline : Mon - fri, 9am to 5pm

el : (01734) 303171 - Fax : (01734) 303362,

R e

SIERRAORIGINALS WARRANTY CARD TO BE RETURNED (Please complete in capitals)

Here are 3 great reasons why you should return your coupon today:

* Any faulty disk is guaranteed for 90 days and will be exchanged within that period of time.
¢ Cur Customer/Technical support - tel: (01734) 303 171 - will answer all your questicns form Monday to Friday
S am to 5 pmi and will salve your technical prablems.

* W will regularly notily you of new releases, special offers, and competitions.

SURNamE || 1 | | 1 | | | | b |1 1 | CcUsTOMERND® | | | (|
FIESTNAME || | S S ' N I L partorBRH ||| R
ADDRESS I [ | Lt [ R S S O | |
TOwWs | | O [ | L 1 1 | 1 1 | vposwcooe || PN S WY
counmy [ 4 b F 1l f WP g ) ) - ) o LOTEL M- - LY R N N |
*Please indicare customer number if you already have one

COMPUTER PC OPERATING SYSTEM PERIPHERALS
Rl ean] 486 1 Pentium Q@ MSDOS 11 WINDOWS O PRINTER 4

WINDOWS 95 2 MODEM SOUNDCARD O
TITLE OF PRODUCT PURCHASED: ||| | L | | S 1 V== el =
DATEOFPURCHASE: L1 | | | | | I —
* Mame of the store where you purchased the game: City: — —_
* How did vou hear ancut this product?
0 Press 2 Sierra Catalogue O TWRadio O Friends  Store Other

¢ Type of product most often purchased.

Adventure 0 Strategy O Arcadefdction 0 Simulation O Sport O Educational Cames 0

¢ SierraOriginals purchase programme schedule:

Less than ene CO per month O One CD per menth 3 hore than one CD per morth O
* Which magazines do you read regulary ? (in order of preference)

COMPUTER-CAMING MAGAZINES OTHER MACGAZINES




How to send us your warranty card

. Complete the details on the warranty card (found or the last page of the
manual)

2. Cut zlong the dotted lines.

3. Send your warranty card (in a stamped envelope) to the following
address !

Sierra on-Line Lid

Custcmer Services

4 Brewery Court, The Old Brewery
Theale, Reading

Berks RG7 5A)

Customer Services Hotline 01734 303 171
Customer Services Faxline 01734 303 362



