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Dear SterraOriginals Customer.,

You held 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 «t appears today. Consider these titles as pictures in
a scrapbook - a snapshot of history that has helped to evolve
the computer gaming industry. All of the SierraQOriginals titles
have been kept in their original form. No attempr to modernize
ar improve the game was made with these titles in order to
maintain the sense of nosralgia

Some of the CD's may contain a PATCH directory. To determine
if your program has a PATCH program. go to your CD-ROM
prempt in DOS (i.e.. your D:\> assuming your CD-ROM drive s
labeled D) and type:

DIR <ENTER=>

If the directory listing has a [FATCH] oputian, 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 directory called [PATCH], you would
use the following command to copy the patches into the KQ5
directory:

COPY D:\PATCH'\*.*C:'\SIERRA\KQ5<<ENTER>>

MOTE - 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\KQS, 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 released. When using Windows '95, you
can re-start your computer in a true DOS mode by clicking 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 audie/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
SterraOriginals product. We appreciate the opportunity to share
our history with you and your entire family!

Respectfully,

Gary Brown
Corporate Quality Assurance



THE ISLAND OF DR. BRAIN"

INSTALL INSTRUCTIONS:

|. Insert the Island of Dr. Brain CD into your CD-Rom Drive.

2. From a DOS promprt, type the letter of your CD-Rom Drive
followed by a ":" and the enter key (example: D:<enter>)

3. At the CD-ROM Prompt, type: Install <enter>

4 Follow the on screen prompts.

SOME NOTES ON GAME PLAY
THE ISLAND OF DR. BRAIN"®

In the Island of Dr. Brain, you'll need to apply yourself in many
different ways. Although no experience is required, you'll need to
use your thinking skills in at least some of the following subject
areas: math, science, foreign language, music, and art history.

Your persistence in these areas will help you win the game.

HINT CALLS

When you begin the game, Dr. Brain gives you a hint watch
{with one hint call left). If you get stuck trying to solve a
puzzle, press the hint watch button from the top of your puzzle

bar (for more details, see How the Puzzle Box Works).

In some puzzles a hint call will buy a solution to part of the



puzzle. If a hint call buys a solution, several hint calls (if you

have them) will buy more solutions

In other puzzles a hint call will buy a strategy (think about ‘em)
hint abourt solving the puzzle. If a hint call buys this kind of hint,
you can press the hint call button repeatedly without using more

hint calls

The more hint calls you have left over at the end of the game,
the higher your score will be. Therefore, use your hint

calls wisely.

DIFFICULTY LEVEL

There are three difficuity levels in the Island of Dr. Brain. You
can set the difficulty level to Novice, Standard. or Expert at any
time. The higher the difficulty level, the more points you will

earn for solving the puzzles and the more your brain will ache.

If you replay one of the puzzles in the Island of Dr. Brain, you
will discover that it requires a new and different solution.
Therefore, you may receive one additional peoint for up to three
replays ol any puzzle In some puzzles, such as the Coconut

Tree Word Search, you can receive even more additional points.



HOW THE PUZZLE BOX WORKS
Most puzzles come up in a puzzle box. Each puzzle box has

three buttons as follows:

HINT CALL BUTTON: Pressing the Hint Call Button gets you
more help (hintsj with the puzzle if you have any hint call
charges left. For mare information on hint calls, see the

previous section entitled Hint Calls.

EXIT. Pressing the Exit button closes the puzzle box. If you are
unable te complete the puzzle or want to quit the game and do
something else, pressing the Exit button will allow you to leave

the puzzle and come back to it later

QUESTION MARK: Pressing the Question Mark Button tells
you about the puzzlie — what you need to do, how to use the

controls, and what kind of help your hint calls will supply.

THE DR. BRAIN ICON BAR
At the top of the game screen 1s an lcon Bar. Each icon

represents an activity you can perform in the game. The icons in

Dr. Brain are as follows:




FROM LEFT TO RIGHT:

LOOK: Looks like an eye. Choose Look when you want a

description of something you see on the screen.

DO: Looks like a hand. Choose Do when you want to take

action on something on the screen.

ITEM: Looks like a picture frame. When you select an inventory

Item, it will show in the frame.

INVENTORY: Looks like a beach bag. Choose Inventory when
you want to see what items you have picked up, or to use one
ol your items. For more information on Inventory, see your

Sierra Game Manual.

GO BACK. Looks like an arrow pointing back the way you came.
Choose Go Back when you want to leave the room you are in

now and go back to the previous room you came from.

CONTROLS Looks like a slider bar on a control panel. Choose
Controls when you want to change the volume or difficulty
level of the game, or when you want to save, restore, restart or

quit the game.

HELP: Looks like a question mark. When you choose Help you



will be able to get information by moving the question mark

cursor on the other icons in the lcon Bar.

DR. BRAIN: Click Dr. Brain to get a description of the island

lacale you currently occupy.

For more information on how icons werk, see your Sierra Game

Manual.

THE ACHIEVEMENT BOARD

To examine your progress and scare |n the game, consult the
Achievement Board You carry the Achievement Board around
with you in your inventory. You may examine the Achievement
Board at any time. Simply move the mouse cursor to the top of
the screen and select the Inventory lcon. Now you'll see the
Achievement Board lcon. Look at the Achievement Board at any
time to find out your current score and discover which skills

you've mastered.

As you complete puzzles in the Island of Dr. Brain, each
category of your Achievement Board will have a bronze, silver,
or gold placard affixed to it. If a placard 1s affixed to the
Achievement Board in one of the categories, this means you've

solved one of the puzzles for that skill area. A bronze placard is



awarded for Novice Level players, a silver placard for Standard

Level players, and a gold placard for Experts.

NAVIGATING THE CEREBRAL HEMISPHERE
In order to get to the Island. you need to tell Dr. Brain's pilot
where to go. To help you in this task, fourteen important

landmarks are indicated on the following chart of the Cerebral

Hemisphere.

CHART OF THE CEREBRAL HEMISPHERE
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NOW WHAT?

QOn Easy Level, the imaginary north-south line (Longitude)
measuring at 0 degrees and the imaginary east-west line
(Latitude) measuring at 0 degrees intersects at the castle. For
example, suppose you need to instruct Dr. Brain's pilet to go to
Ventricle Bay. Since Ventricle Bay is |14 degrees South and 92
degrees East of the castle, use the parallel rulers to line off

these two locations.

Begin by marking the latitude location. (When you move the
parallel rulers, notice how the degrees of latitude in the upper
left-hand corner of the screen automatically increase South as
you move down and North as you move up.) Move the parallel
rulers cursor down to |4 degrees South and select it by pressing

your mouse button or ENTER key.

MNow mark the longitude location. (When you move the parallel
rulers. notice how the degrees of latitude in the upper left-hand
corner of the screen automatically increase West as you move
left and East as you move right.) Move the parallel rulers right
to 92 degrees East and select it by pressing your mouse button
or ENTER key.



If you do this correctly, you'll land on the beach of the island
and begin the game. If you miss, just try again. With a little

practice, you'll become an experienced navigator in no time!

AS A MATTER OF FACT.

Latitude and longitude lines are an important feature of most
maps and charts. They can be very useful, Latitude and
Longitude refer to imaginary lines that navigators and map
makes use. The imaginary lines that go from East to West
around the Cerebral Hemisphere are called lines of latitude.
Imaginary lines that run from North to South are lines of
longitude. Longitude and latitude lines are measured in degrees,
beginning with 0 degrees. The lines above the imaginary latitude
0 degree line are called north latitude. Those lines below are
called south latitude. The lines to the left of the imaginary
longitude 0 degree line are called west longitude. Those lines to
the right are called east longitude On most maps, these
numbers are printed along the borders. When used together,
these lines can be used to |locate any point on the Cerebral

Hemisphere and on Earth as well

THINGS TC DO

If you enjoyed this puzzle, try it again on the Intermediate or



Expert level. On these levels, you'll discover the castle is no
longer at a 0,0 degree intersection, Therefore, you'll have to
calculate an offset. For example, suppose the castle is at 10
degrees North and |0 degrees East. This time to get to
Ventricle Bay, instruct the pilot to travel to 4 degrees South and

102 degrees East.

RELATED TERMS. ..

Lines of Latitude Lines of Longitude Warld Map



U.5. TECHNICAL
SUPPORT &
DIRECT SALES

U s TECHNICAL
SUPPORT

Direct your inquiries to the
Technical Support Department if
your question is about hardware
and software compatibility specific
te Sierra games (e g ., sound card
configuration and memory
management} Technical assistance
1s available by phone, fax, on line
or mail.

Sierra On-Line

Technical Support

PO Box 85006

Bellevue, WA 98015-8506
Phone: (206) 644-4343
(M-F, 815 am - 4:45 pm)
{24 hour Automated)

Fax (206) 644.7697

MODEM SUPPORT

Fer on-line support and hints

U5 Sierra BBS: (206) 644-0112
LK : (44) 1734-304227
CompuServe: GO SIERRA

America Online: Keywerd SIERRA
Internet: HTTP//WWW.SIERRA . COM

U.5 HINTS:
|-900-370-5583
$ 75 per minute

SIERRA ON-LINE
Attn; Hints

PO Box 53210

Bellevue, WA 98015-3210

CANADIAN HINTLINE:
1-900-452-3356

$1,25 per minute

(U 5 and Canadian hintline users
must be |8 years or older, or have
parental permission.) You may also
contact Direct Sales te purchase a
hint book.

U S. DIRECT SALES &
INFORMATION

Sierra On-Line

Direct Sales

PC Box 3404

Salinas, CA 93912

24 Hour Phone:

(800) 757-7707

Fax: {40B) 644-2018

OMN-LINE SALES
Compulerve:

GO §| (CompuServe Mall)
GO SIERRA (Sierra BBS)



INTERNATIONAL
TECHNICAL
SUPPORT &
CUSTOMER
SERVICE

U K CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Sierra On-Line Limited
Custemer Support

4 Brewery Court

The Old Brewery

Theale. Reading. Berkshire

RG7 5A] United Kingdom

Phone: (44) 1734.302-17] (M-F,
900 am - 5:00 pm)

Fax (44} | 734-303-362

Modem (44) 1734-304-227
(Disk/CD replacements in the UK
are £6.00, or £7 00 surside the UK

FRANCE CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Cokte] Vision

FParc Tertiaire de Meudon
Immeuble “Le Newton™

15 rue Jeanne Braconnier
92366 Meudon La Forétr Cedex
France

Phaone: 1331 |-4&-0]-4450

{7 jours sur 7 de 9h a 21 h)
Fax: (33) 1-46-31-7172
{Disk/CD replacements:
Call for infarmation)

GERMANY CUSTOMER
SERVICE/TECHNICAL
SUPPORT

Sierra Cokrel Vision Deutschiand
Rebert-Bosch-Str. 32

D-63303 Dreieich

Germany

Hotline. (06103) 99 40 40

Fax: (06103) 99 40 35

Mailbox (49}6-103-99-404)

UK HINTS

Mew Sierra Hint Line:

For adventure games released after
January |, 1993 Charged
39p/minute cheap rate, 49p/minute
at other umes. Maximum call length:
7 5 minutes Maximum charge cheap
rate: £2.92, £3.67 other times. Must
have permission of the person who
pays the phone bill before calling
{line available UK only).

Qld Sierra Hint Line:

For adventure games released up 10
December 31, 1992, Calls are
charged at narmal telephane rates.



Mew Games Hint Line:
(within UK only)
(0) B91-660-660

Old Games Hint Line (within UK)
(0) 1734-304-004

Old Games Hint Line (outside UK):
{44) 1734-304-004

FRANCE HINTS

Hint Line: {33) 1-36-68-4650
Casts 2,19F la minute; tarif

en vigueur au 20 mal 1994

(France métropolitaine seulement.)

INTERNATIONAL SALES
Sierra On-Line

Direct Sales

PO Box 53210

Bellevue, WA 98015.3210
Phaone: (206) 746-5771

Fax: {206) 562-4223

THE SIERRA NO-RISK
GUARANTEE

The Promise: We want you to be
happy with every Sierra product
you purchase from us. Period. Il for
any reason you're unhappy with the
product. return it within 30 days
for an exchange or a full

refund...EVEN IF YOU BOUGHT IT
RETAIL. (Hardware ordered direct
must be returned within ten days.)

The Only Catch' You've got to tell
us why you don't like the game.
Otherwise, we'll never get any
better. Send it back te us and we
promise we'll make things right.
(If you bought it at a retail

outlet, please send your original
sales receipt.)

If you find that you need to send
for replacement CD disks, send the
original disks to:

e

Sierra On-Line
PO Box 3404
Salinas, CA 93912

EUROPE

Sierra On-Line Limited
Attn: Returns

4 Brewery Court

The Old Brewery,

Theale. Reading, Berkshire
RG7 5A) United Kingdom

Be sure to include a note stating
your computer type. We will gladly



replace your program free of
charge during the first 90 days of
awnership. {Please enclose a copy
of your dated sales receipt with
your request.) After 90 days, there
isa 31000 (£6.00) charge for a
replacement compact disk

IT IS ILLEGAL TO MAKE
UNAUTHORIZED COPIES OF
THIS SOFTWARE

This software |5 protected under
federal copyright law It is illegal to
make or distribute copies of this
soltware except to make a backup
copy for archwval purposes only.
Duphcation of this software for any
other reason including for sale. |loan,
rental or gift is a federal crime.
Penaluies include fines as high as
$50,000 and jail terms of up to five
fears

Sierra On-Line, Inc, supports the
industry's effort to fight the illegal
copying of personal computer
software.

Repart Copyright Violations To:
SPA. 1730 M Street N'W Suite 700,
Washington, D.C. 20036

{202y 452- 1600

This manual, and the software
described in this manual, are
capyrighted. All rights are reserved. No
part of this manual or the described
software may be copied, reproduced,
transiated or reduced to any electronic
medium or machine- readable form
without the prior written consent of
Sierra On-Line, Inc © 1995 Sierra On-
Line, Inc. ® andfor ™ designate
trademarks of, or licensed to Sierra On-
Line, Inc. All rights reserved. Bellevue,
WA 98007, Printed n the USA.

YOU ARE ENTITLED TO USE THIS
PRODUCT FOR YOUR OWN USE, BUT
MAY NOT SELL OR TRANSFER
REPRODUCTIONS OF THE
SOFTWARE, MANUAL, OR BOOK TO
OTHER PARTIES IN ANY WAY, NOR
RENT OR LEASE THE PRODUCT TO
OTHERS WITHOUT PRIOR WRITTEN
PERMISSION OF SIERRA. YOU MAY
USE ONE COPY OF THE PRODUCT
ON A 5INGLE GAME MACHINE,
COMPUTER, OR COMPUTER
TERMINAL. YOU MAY NOT NETWORK
THE PRODUCT OR OTHERWISE
INSTALL IT OR USE IT ON MORE
THAN ONE GAME MACHINE,
COMPUTER, OR COMPUTER
TERMINAL AT THE SAME TIME.



LUNAUTHORIZED REPRESENTATIONS
SIERRA WARRANTS OMNLY THAT THE
PROGRAM WILL PERFORM AS DESCRIBED
IN THE USER DOCUMENTATION, MO
OTHER ADVERTISING. DESCRIPTION, OR
REFRESENTATION, WHETHER MADE BY A
SIERRA DEALER, DISTRIBUTOR, AGENT.
OR EMPLOYEE, SHALL BE BINDING
LIPON SIERRA OR SHALL CHANGE THE
TERMS OF THIS WARRANTY.

IMPLIED WARRAMNTIES LIMITED. EXCEFT
AS STATED ABOVE. SIERRA MAKES NO
WARRANTY, EXPRESS OR IMPLIED,
REGARDING THIS PRODUCT SIERRA
DISCLAIMS ANY WARRANTY THAT THE
SOFTWARE IS FIT FOR A PARTICULAR
PURPOSE, AND ANY (MPLIED
WARRANTY OF MERCHANTABILITY
SHALL BE LIMITED TO THE MINETY (90)
Day DURATION OF THIS LIMITED
EXPRESS WARRANTY AND I5
OTHERWISE EXPRESSLY AND
SPECIFICALLY DISCLAIMED SOME
STATES DO NOT ALLOW LIMITATIONS
ON HOW LONG AN IMPLIED
WARRANTY LASTS, SO THE ABOVE
LIMITATION MAY MOT APFLY TO YOU.

NC CONSEQUENTIAL DAMAGES: SIERRA
SHALL NOT BE LIABLE FOR SPECIAL.
INCIDENTAL, CONSEQUENTIAL OR

OTHER DAMAGES. EVEN IF SIERRA (5
ADVISED OF OR AWARE OF THE
POSSIBILITY OF SUCH DAMAGES, THIS
MEANS THAT SIERRA SHALL NOT BE
RESPOMNSIBLE OR LIABLE FOR LOST
PROFITS OR REVENUES. OR FOR
DAMAGES OR COSTS INCURRED AS A
RESULT OF LOS5 Of TIME, DATA OR USE
COF THE SOFTWARE, OR FROM ANY
QTHER CAUSE EXCEPT THE ACTUAL
COST OF THE PRODUCT. IN NO EVENT
SHALL SIERRA'S LIABILITY EXCEED THE
PURCHASE PRICE OF THIS PRODUCT
SOME STATES DO NOT ALLOW THE
EXCLUSION OR LIMITATION OF
INCIDENTAL OR COMSEQUEMTIAL
DAMAGES. SO THE ABOVE LIMITATION
OR EXCLUSION MAY NOT AFPLY

TO Yyou



