AMBER

Journeys Beyond

Deaith lis Not The End £




Thank you for purchasing AMBER: Journeys Beyond™ . Creating this game has been
as much an adventure for us as we hope playing it will be for you.

The ideas behind this game were conceived a long time ago, in a Louisiana Bed and
Breakfast. This partlcular B&B has a reputation for being haunted, and being skeptics,
we wanted to see for ourselves If that reputation was deserved. For several nights, we
sat in the darkened living room of the Inn at 2:00 in the morning, waiting and hoping
for a “visit.” We filled those long hours i@ each other ghost storles, Although

we didn't actually see any ghosts, =ral unusual events and came
away from the experience with our milnds more open to the possibilities of the
paranormal. We also came away with 2 rough outline of the storles you will enjoy In

AMBER: Journeys Beyond ™.

There were times throughout the development of AMBER: |ourneys Beyond ™
when It seemed we had stimed up the “activity’ level in our own offices. On pressing
the first AMBER. CD for beta testing, we found the disk to be unplayable, After
troubleshooting for some time, we finally discovered the problem. The letters
“A-M-B-E-R" had been inexplicably scratched, in reverse, on the data side of the




disk. MNeedless to say, that disk is now on display in our offices. Another peculiar
incident prevented us from creating the game's golden master. At the precise
moment the “write cd’ command was to be executed, we lost electrical power for

two days. As a consequence, we were unable Lo create the golden master until Friday,
September 13th. Both of these events serve to remind us that things doindeed go
bump in the night.

S enter our world, uncover its secrets, and have funl But first, a word of warning:
If you suddenly feel the urge to look over your shoubder, go ahead and do L. You
probably won't find anything, but better safe than sory...

Regards,

The Wimmers [
Hue Forest Entertalnment ~?




The dark mowntaing of North Caroding,

Yau'te heme from work. You've had a long day, 50 vou pop sainething in Lhe
microwave ard settle down to check your ¢-wall before dinner. You boot up your

PC and sign on.
The following message awalts you.

Hi, it's me again....I'm going, (o ask & Bvor of you i a minute, bat | fgured | better
explain why before | do the aclual asking.

In a nutshell, Roxy's up Lo her old tricks agaln. As you know, we've been develaping
a lechnology for tracking paranormal activity, Althaugh | haven't been ahle ta tell you
much about our new product line, let's just say that the latest stdf gocs beyvond
tracking. Way beyond. We've got some equipment up and running and I've worked
with Ry for bong enough to know she'd want to do the early lests herself. Normally
that wouldn't bother me._it's just that the stakes are so high this time.

She's up at that old house she bought. which, s you may have heard, is reputed to
be extremely acthee. She's treating that house like a lab. She has it totafly wived with
all of our latest couipment. And lthough we'd naver 12ll Faowy this, we're alraid she's




getling in a lilthe over her head. Some of that equipment is still in the form of carly
protolypes. . fragmentation ks a REAL problem area. | made her promise she wouldn't
do anything hasty without ane of us around. But you know Roxy,

50 here's the favor, Would you mind driving up there and checking, up on her? We're
asking vou because | know that you and Roxy werked Logether on that dream rescarch.
She respects your work. 1 think she'd probably listen to you.

Thanks in advance. And one final favor, be really cautious here. It's casy to catch
Roxy's enthusiasm. Don't let her talk you into doing anything stupid.

Regards,

It's still daylight, and Roxy is a good friend. The house is only a few hours
away. You should be able to get there before too late tonight. .
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i System Recgirements: Windows® 95 on an [BM® or 100X compatie
486DX2/66 o fesler machine, 8Mb RAM, High-color (16 bil) video card.
45Mb of free hard digk space, 4% CO-ROM drive, sound card.



INSTALLATION:
I. Insert AMBER: Journeys Bevond™ CD in the CD-ROM drive.
2. I your system supports the AutoPlay feature, the Setup will start
automatically. just follow the prompts,
3. However, if your system does nol support AutoPlay, then
A) Select the Start button
B) Choose Run from the Start Menu
C) Al the Open Box, type *D:\setup.exe”,
where D) is the letter of your CD-ROM drive.
D) Click on OK and follow the prompts

RumMNING AMBER:

I. Once AMBER: Journeys Beyond™ has been installed, you may select
AMBER: Journeys Beyond™ from the AMBER: Journeys Beyond ™
group in your Start Menu.

2. I your system supports the AutoPlay feature, you may also insert the
AMBER: fourneys Beyond ™ CD in the CD-ROM drive,
and the game will start aulomatically




DO NOT READ THESE INSTRUCTIONS!]

instead. we encourage you to jump in and start plaving. We believe that
AMBER: Journeys Beyond ™ Is so Intulthve that vou will not have any
problems catching on. However. if you are new to computers and have a
tenuous relationship with the mouse, please read on..

. AMBER: journeys Beyond™ is very simple_ There are no complicated
myskery icons to decipher, no arcane keyboard commands to memorlze.
Simply explore the game environment with your mouse, and the cursor will
provide dired feedback on where you can go and what you can do.







Throughout the game, you will discover various objects, some of which may
be manipulated, some carrled for later use, and some simply viewed where
Lthey stand.

AL the bullom of your screen, the game will display an ‘Inventory’ of the
objects that vou are carrying. The first time you dick on an object that ean
be carried, it will appear In the foreground. A second click on the object will

add it to your inventory.

If an object in the game cannot be picked up or placed in inventory, don't
automatically assume it to be unimportant— this may simply mean the object
need not be transported to another location in order to be useful,

Ohjects in inventory are represented only by their outlines. Positioning the
cursar within the inventory will display images of the actual objects. Clicking
on such an Image will hring that object into play.

Many objects in inventory are tools that can he used at critical points
elsewhere in the game. Il an oblect Is a tool, the cursor will change shape
when the objecl his been selected. To apply the tool, click the cursor in the'




area of the game screen where you intend to use it If it can be used there,
you will see the result of your action. If not, the object will retum Lo your

inventory for kater usc. If a tocl has been properly used and s no longer
needed, it Is automatically removed from your inventory.

.‘I.l.h_: "

On occasion, an ltem In ey will fash fo cafl porur ltention. Be stre (o

xecp an cve out, You might miss an importami clee if you aren 't earefull
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Copright™ | 9906 Hlwe Forrest Enenanment, LLC. sl its licosaons. AMBER: fourys Beyomnd™
iz a wademerk of Hue Forrest Ememainmen, LLC. AN ights regrood,




