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warning ! Attention ! Achtung ! Atentioné !

EPILEPSY WARNING
Please read before using any video game or allowing your children to use it.
Some people are liable 10 have an epileptic seizure or loss of consciousness when exposed to flashing lights or certain normal conditions of
everyday life. Such persons could risk a seizure while watching televised images or while playing cenain video games, and this can occur
even il there have been no previous medical problems or experience of epilepsy.
If you or a member of your family has ever shown epileptic symptoms (seizure or loss of consciousness) when exposed to flickering lights,
consult your doctor before playing.
Parents should supervise their children’s use of video games. If you or your children experience any of the following symptoms — dizziness,
altered vision, eye or muscle twitches, loss of conciousness, disarientation, inveluntary movements or convulsions — discontinue use
immediately and consult your doctor.

PLEASE TAKE THE FOLLOWING GENERAL PRECAUTIONS WHEN PLAYING VIDEO GAMES
Do not sit too close to the television screen; position yourself with the linking cable at full stretch. Play video games preferably on a small
screen. Do not play if you are tired or have not had much sleep. Make sure that the room in which you are playing is well lit. Rest for 10-15
minutes per hour while playing video games.

AVERTISSEMENT SUR L'EPILEPSIE
A lire avant toute utilisation d'un jeu vidéo par vous-méme ou votre enfant.
Certaines personnes sont susceptibles de faire des crises d'épilepsie ou d'avoir des pertes de conscience a la vue de certains types da
lumiéres clignotantes ou d'éléments fréquents dans notre environnement quotidien. Ces personnes s'exposent a des crises lorsqu'elies
regardent certaines images 1lévisées ou qu'elles jouent & certains jeux vidéo, Ces phénoménes peuvent apparaitre alors méme que le
sujet n'a pas d'antécédent médical ou n'a jamais été confronté & une crise d'épilepsie.
Si vous-méme ou un membre dae votre famille avez déja présents des symptémes liés & |'épilepsie (crise ou perte de conscience) en
présence de stimulations lumineuses, veuillez consulter votre medecin avan t toute utilisation.
MNous conseillons aux parents d'étre attentifs 4 leurs enfants lorsqu'ils jouent avec des jeux vidéo. Si vous-méme ou votre enfant présentez
un des symptdmes suivants : vertige, trouble de la vision, contraction des yeux ou des muscles, perte de conscience, trouble de
l'orientation, mouvement involontaire ou convultion, veuillez immeédiatement cesser de jouer et consulter votre medecin.

PRECAUTIONS A PRENDRE DANS TOUS LES CAS POUR L'UTILISATION D'UN JEU VIDEO
Me vous tenez pas trop prés de 'écran, Jouez 4 bonne distance de I'écran de télévision et aussi loin gue le parmet le cordon de
raccordement. Ulilisez de préférence les jeux vidéo sur un écran de pefite taille. Evitez de jouer si vous étes fatigué ou si vous manguez de
sommeil, Assurez-vous que vous jouez dans une piéce bien éclairée. En cours d'utilisation, faites des pauses de dix 4 quinze minutes
toutes les heures.

WARNUNG BETREFFEND EPILEPTISCHE ANFALLE
Wor jeder Benutzung eines Videospiels durch Ihr Kind oder Sie selbst durchzulesen.
Manche Menschen zeigen bei bestimmten Arten ven flimmerndern Lichiquellen oder andern, in der Umgebung tdglich vorkommenden
Elementen eine Neigung zu epileptischen Krisen oder Ohnmachtsanfallen. Dieses Risiko kann bei bestimmten Fernsehbildern oder
Videospielen auftreten. Das Phanomen kann auch auftreten, chne da@ die betreffende Person in diesem Zusammenhang je medizinisch
behandelt wurde oder einen epileptischen Anfall erlitten hat.
Sollten Sie selbst oder ein Mitglied Ihrer Familie je bei flimmernden Lichtquellen Epilepsie-dhnliche Symptome empfunden haben, so
wenden Sie sich vor jeder Benutzung an den Arzt.
Wir empfehien Eltern, ihre Kinder beim Videospielen aufmerksam zu baobachten. Brechen Sie das Spiel sofort ab und konsultieren Sie
einen Arzt, falls Sie selbst oder Ihr Kind gines der folgenden Symptome versplren: Schwindel, Sehstérungen, Augen- oder
Muskelkontraktionen, BewuBtseinsverlust, Orientierungschwierigkeiten, unkonirollierte Bewegungen oder krampfartige Zuckungen.

IN JEDEM FALL ZU TREFFENDE VORSICHTSMASSNAHMEN BEI DER BENUTZUNG EINES VIDEOSPIELS
Sitzen Sie nicht zu nah am Fernsehbildschirm; auf jeden Fall so weit entiert, wie es das AnschluBkabel erlaubt. Spielen Sie Videospiele
vorzugsweise auf kleinem Bildschirm. Spielen Sie nicht, wenn Sie Obermidet sind oder nicht genug geschlafen haben. Vergewissern Sie
sich, daB Sie in einem gut beleuchteten Raum spielen. Schalten Sie beim Spielen jede Stunde eine zehn- bis finfzehnminiitige Pause ein.

AVVERTIMENTO RELATIVO ALL'EPILESSIA
Da leggere, e da far leggere ai vostri bambini, prima di passare all'uso di un video giochi.
Alcune persone sono sogoette ad attacchi di epilessia o a perdita di coscienza quando scno esposte allo sfarfallio della luce o ad elementi
frequenti nel nostro ambiente quotidiano. Tali persone sono soggette ad attacchi mentre guardano lo schermo televisivo o giocano con un
video giochi. Tali manifestazioni possono aparire anche quande il seggetto nen ha alcun precedente medico o non ha mai sofferto di una
crisi epilettica.
Se voi stessi o un membro della vostra famiglia ha gia presentato dei sintomi relativi all'epilessia (attacchi o perdita di coscienza) in
presenza di stimoli luminosi, consultare il medico prima di passare all'uso del video giochi.
Consigliamo ai geniteri di tenere d'occhio | bambini mentre questi giocano con il video giochi. Qualora voi stessi o un vostro bambino
presenti uno dei sequenti sintorniz vertigini, alterazioni alla vista, contrazioni degli occhi o dei muscoli, perdita di coscienza, disorientamento,
movimento invalontario o convulsioni, smettete immediatamente di giocare e consultate un medico.

PRECAUZIONI DA PRENDERE IN TUTTI | CASI PRIMA DI UTILIZZARE UN VIDEOQ GIOCHI
Nen tenetevi troppo vicino allo schermo; rispettate la distanza consentita dal cavo. Usate il gioco su uno schermo di piccele dimensioni.
Evitate di giocare qualora siate stanchi o non abbiate domito a sufficienza. Assicuratevi di giocare in un posto ben illuminato. Durante il
gioco, fate ogni ora delle pause di 10-15 minuti.
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What The Feck Is This Game All About?

In Flight of the Amazon Queen you play the role of Joe King, pilot for hire, as you follow his tongue in
cheek adventures in the South American Jungles, circa 1949.

Joe is scheduled to fly movie star Faye Russel to an Amazon jungle location for the shooting of her latest
film, JUNGLE PASSION. Arriving at a
hotel in Rio to pick her up he is
tricked by his rival, an unscrupu-
lous Dutch flyboy called
Anderson, and locked in one
of the hotel rooms. Anderson
plans to fly Faye to the jungle
himself in an effort to run
Joe out of business.

It's your job to take
control of Joe, help him -
escape from the hotel
and foil the plans of the // /
flying Dutchman. Once =
done, you'll fly Faye

into the Amazon jungle
where you'll encounter a
dangerous temple,
fearsome Amazonian
warriors, and a power
mad scientist intent on
taking over the world!

It's up to you to deal with the imminent
threat of world domination... but be |
careful, or this may be the last Flight of

the Amazon Queen! \

Fow Do 1 Get To Play The Game?

To play Flight of the Amazon Queen, please refer to the reference card that came with the game.

Fow Do 1 Contrel The Little Guy?

In case you skipped the section “What The Heck Is This Game All About”, that little guy is called Joe
King.

The screen is broken down into two areas: the Play Area (the top three quarters of the screen) and the

Control Area (the bottom quarter of the screen). To control Joe you will on occasion need to use both
areas. Here's a description of each area.



Ihe Flay Area is where all the action takes place. It is a representation of a location from the story that Joe
can walk around and interact with. You can move the mouse pointer around this screen pointing to
objects and characters that may appear here.

The Centrol Area consists of the Command
Line, Control Panel and the Inventory
Box.

» The Command Line is the strip
between the Play Area and the
bottom of the screen where the
commands that you construct

are displayed.

« The Control Panel consists of a
nuinber of graphic images of
Actions. These Actions are open,
close, move, give, look at, pick
up, talk to and use. Pointing at

the images will display the Action
names on the Command Line.

= The Inventory Box displays up
to four of your inventory ltems at
any one time. It also contains the
left and right arrow icons.

Pointing at the desired Item will
display it's name on the Command
Line.

Moving Joe Around The Screen:
» To make Joe walk to a point in the Play
Area, just point the mouse pointer and click the
Left Mouse Button (LMB). Joe will walk as near as
possible to that area. If you select a place on screen
that Joe cannot reach, he will tell you - in which case you may need to find an alternative route.

« To make Joe walk to an Object, simply point the mouse pointer at that Object and press the LMB.

How To Make Jee Do Things:

« In order to make Joe do your bidding, you must construct a command. A command consists of an
Action and an Item or Object. For example you could select the open Action from the Control Panel
followed by the door Object from the Play Area. Click the LMB to make Joe do the command.

« Commands may also consist of Actions followed by an Object or Item followed by another Object or
Iter. For example you could select the use Action from the Control Panel followed by the crowbar [tem
from the Inventory Box. The command use crowbar on will appear on the Command Line. Now select the
chest Object in the Play Area and click the LMB. The command use crowbar on chest will be carried out.
« Some Objects will have a default Action associated with them which is displayed on the Command Line.
In the first room in the Hotel for example, the curtain cord object has a default use Action. When you
point the mouse pointer at the curtain cord, the Command use curtain cord appears on the Command
Line. You can make Joe perform this default Action by clicking the Right Mouse Button (RMB).



Lsing Your Inventory Items:

* To move through the inventory one item at a time click the LMB on the required arrow icon.

* To move through the inventory four items at a time click the RMB on the required arrow icon,

* All inventory items have a default Action attached to them. This is usually look at. You can automatically
select the default Action by clicking the RMB on the Item. With the baseball bat Item for example, the
default Action is use. By clicking the RMB on the baseball bat, the command use bat on will appear on the
Command Line. To complete the command point to an Object in the Play Area (such as a door) and click
the LMB. The command use bat on door will be carried out.

» Clicking the LMB on an Item will automatically look at it regardless of the default Action.

The AIWAYS command:

* You can change the default Action of an Object in the Play Area or an Item in the Inventory Box by
simply clicking on the desired Action graphic in the Control Panel with the RMB then clicking on the
desired Item or Object with the RMB again.

* You may find this useful if you come across an Object that you may want to use a lot, but has a different
default Action. For example, if you find a lever that has a default of look at, you can change it to use by
clicking on the use Action with RMB. The command always use will appear in bright blue in the Command
Line. Simply click on the lever Object with the RMB again. Now the lever's default Action will always
appear as use lever,

Cutaway sequences;

A cutaway sequence can occur in the same location as Joe or in other locations with other characters.
Cutaways are non interactive and usually progress the story and/or offer some clues. When a cutaway
occurs the Control Panel and Inventory Box will turn black and white and the mouse pointer will disap-
pear.

Cutaways can be skipped by pressing the ESCAPE key, with the exception of sequences that contain
important story information and are only played once.

I Feel Lonely And Would Like To Talk To Somebody.

You'll find the jungles of South America teeming with interesting people to talk to. Most of them will
have something useful to tell Joe, while others will just want to talk. Don’t forget to return to your new
found friends to talk some more, as many of them will have new things to say as your adventure pro-
aresses.

Most characters will have a default talk to Action associated with them, so e
you can simply click the RMB to initiate conversation. A list of sentences I
that you can say to the character will appear on the bottom of the screen
where the Control Area is usually situated. Pointing at these sen-
tences will cause them to highlight, and clicking

the LMB will make Joe speak that sentence.

If you want to stop talking to a
character simply select an exit

line. This is usually the last sentence \
to be displayed and will say goodbye /i |
or something similar. If no such
options are available,

simply press the ESCAPE key.



I 1 Press A Fey What'll It De?

A number of keyboard shortcuts have been included to allow you to restart or quit the game, use your
journal or select commands from the Control Panel. And here they are!

F1 — Opens your Journal allowing you to load or save a game, or adjust music volume or text speed.
Pressing the F1 key during a cutaway will skip it and go straight to the Journal, if the cutaway can be
skipped.

F5 — Restarts the game. You are prompted to make sure you really want to restart.

F10 — Quits the game. You are prompted to make sure you really want to quit.

ESC — Quits through cutaway sequences. Not all cutaway sequences can be skipped, some contain
important story information and are only played once. It also closes the Journal.

SPAGE BAR — Skips through text speech and CD voice samples. Very handy if you've heard the speech
before or if you've already read the text speech.

0 - Open

C - Close

M — Move

P - Pick up”
L — Look at
U - Use
T-Talk to
G - Give

1 to 4 — Selects the corresponding
inventory item (if available).

While in dialogue mode, keys 1 to 4
select the dialogue choices 1 to 4.

CURSOR KEYS — Move the mouse
pointer around the screen.

CTRL — Same as the left mouse
button

ALT — Same as the right mouse
button




1S 8 AM In The Morning And 1 Gotta Go To Work. Fow Do 1 Stop This Thing?

If more pressing matters need to be attended to and you haven't finished playing the game yet, then we
have a solution. You can save your current position in the game by using your trusty Journal.

Press the F1 function key, or LOOK AT or USE JOURNAL to bring up the Journal screen.

Make Entry:

This option allows you to save the position of your current game. There are 100 save game positions in
the Journal, which are broken down into 10 save game slots per Journal page. You can select a new
Journal page by clicking on the letters that range from A to J on the side of the Journal. To save a game,
first select a slot then type in your save name then press ENTER or click on the MAKE ENTRY button.
You will be asked to confirm whether you want to save the game. Click on the YES button to save, or the
NO button to return to the main Journal selection.

Fead Intry:

This option allows you to load a previously saved game. Simply select one of the save game slots and
click on the READ ENTRY button. You will be asked to confirm whether you want to load the game. Click
on the YES button to load, or the NO button to return to the main Journal selection.

Close:
" This option closes the Journal, returning you to the game. You can also exit the Journal by pressing the
ESCAPE button.

Give Up:
This exits the game. You will be asked to confirm whether you want to exit the game. Click on the YES
button to exit, or the NO button to return to the main Journal selection.

Word Ealleon: This is a CD-ROM feature only,
allows you to toggle the voice samples on
and off.

SIX Speaker: This toggles the sound effects
on and off.

Text lconScale: The scale adjusts the
speed at which the text is dis-
played on screen. The box allows
you to turn the text on (applicable
for the CD-ROM version only).
Music lcon/Scale: The scale

adjusts the volume of the music. The box
allows you to turn it on/off.
Informaticn loon: This displays copy-
right information as well as the
Version number and

Language type.




My Screen Has Gone All Funny!

If you leave the game alone for more than 5 minutes, one of a variety of screen savers will spring in to
action.

If a screen saver has been activated simply press a key or click the mouse to return the screen to
normal.

IS There Anything Else I Should Fnow?

Yeah. Look at everything you can, and pick up everything that can be picked up. If someone tries to stop
you from picking up something or going somewhere, chances are it's important.

As a rule of thumb if you try and pick up something and you get one of the usual brush off responses,
then you probably don't need that object.

In some situations (although it is extremely rare) you may need to use an object with another object (as
opposed to an item with an object). And don't be afraid to use inventory items with other inventory
items.

Also, if you have an item that you think someone may need, you may have to talk to them about it before
giving it to them. Otherwise Joe has no idea that this person would want whatever you want to give
them.

Who Do 1 Give A Piece OF My Mind 1¢?

If you have any comments on Flight of the Amazon Queen or suggestions of what you'd like to see in our
future games, then please email us at
BINARY@ESELINK.BRISNET.ORG.AU
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