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case where my own senses reject their evidence. Yet, I'm not

“For the wild narrative which I'm about to tell, | neither expect’

nor ask for belief. It would be mad to expect such a thing, in a
mad—and | surely do not dream.”

The world of The Dark Eye is divided into two states of conscious-
ness. In the malevolent waking world, your friends and relatives
involve you in a downward spéairal of madness and
intrigue. And as you wander through a fevered
world of unseﬁﬂng dreams, you encounter '
three alternate realities where those you
meet fall victim to your
malicious intent...
or make you the
object of their
murderous
designs.
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Windows® Compatible Macintosh®

Windows 3.1 or higher System 7.1 or higher
486DX 33 MHz or faster -~ 68030 33 MHz or faster
Double-speed CD-ROM Double-speed CD-ROM
(300 k/sec) (300 k/sec)
16 bit sound card Thousands of colors
65,000 colors @ 640 x 480 @ 640 x 480

8 MB RAM 8 MB RAM

i These are minimum system requiremén{s;. For best results, a

s#‘memory configuration greater than 8MB is strongly recommended.
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Exﬁouﬂr\ﬁ wour OFTLiOr\S
When you begin a game by
double-clicking The Dark Eye
icon, or when you hit the
ESCAPE key twice while a
game is in progress, this
screen will be displayed.

New begins a new game.
You will be prompted to
enter a name to identify your E
game. Hitting the ENTER or .
RETURN key will cause the
Phrenology Map to appear. Clicking on the eye will take you'to
the waking world where your adventures begin.
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returns you to the waking world. Cticking on any of the other
icons within the Map will transport you to the mghtmare world
assocaated with that icon. ' o |

_ The time and place to which you return corresponds to the scene
~of the first uncompleted event within that reality. If you have
 finished your sojourn within that realm, you will be returned to
the beginning of that experience. . |

. Remove will delete a saved game. You will be prompted, “Are
. _yciu 'Sure?” If you select "Yes” the saved game w:i’fif_bfe' e_ra-sed.-

o 'Credlts displays the credits, Chckmg at any time durmg ’che cred:t
4 roll returns you to this screen. .

Ouit ends the current game. During game play, you may also quit

by holding down $8-Q if you are playing on a Macintash, or
Control-Q if you are playing on a Windows machine.
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Phrenology, a popular farm of personality ":
analysis in the 19th Century, was a science which
: fascinated Edgar Allén Poe. Using only the
 shape of the head, a phrenologist would create-
a detailed psychological profile of the subject

o - The Phrenology Map pictured here transports you to hallucinatory

worlds where you become a playthmg of fear, or an- Drchestrator
of malice. ;

When you begin a new game,. the Phrenology Map IS blank But

as you explore ea-::h world, icons will appear Wlthm the frame Df _

the Map, representmg your progress.
- You can drsp}ay the Phrenology Map at any time by h:ttmg the
ESCAPE key, your escape’hatch from the world you're in. The tcon_'ir--l
representing the world you justieft will be highlighted. Hittings -
RETURN or cllcklng on the icon returns you to the same place an d i

time in that mghtmare Selectmg another icon allows e to traveifj' .




gau'ir\‘j Qraae

Your game s saved automatically while you explore and complete
major events within each world. |
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Moving around in the werld of The Dark Eye is easy and intuitive.
_IThe cursor indicates the direction in which you can move and
 loek. Moving forward and turning to the left or right is as simple
as moving the clirsor and clicking the mouse.

When you hear the whispering voices, look for your reflection.

gl

During your nightmare experiences, you may leave
the confines of the mind and body you inhabit and
enter those of another. These “soul jump” opportuni-
ties are signaled by the appearance of a flickering
reflection of your face in the eyes of another
character. If you wish to make the jump, click . -
on the reflection while it flickers.




= S g

and of

The cursor represents your ability to move and act wathm the world of
The Dark Eye. The cursor’s appearance indicates how you can interact
and where you can move.

indicates you can move forward

indicates yolrcan aurndets > eSS o e
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indicates you can turn right

indicates you can look up
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indicates you can trigger a thought or a memory
by moving the open hand back and forth over the
person or object in a caress

indicates you can open an object, pick up an object
or otherwise interact with that object or person

special cursors like this appear throughout the
game to indicate special interactions

becomes translucent if you move it over
an area that is not interactive or toward which you
cannot navigate

Some objects become full-size and will appear in
your hand. During these interactions, your cursor will
indicate what other interactions can take place,
including putting the object away.

Certain objects will behave differently over time.
Be sure to interact repeatedly with the people and

things you encounter.
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If you experience any technical difficulty with thi's_ product, please
call: 1-800-741-3043.

For technical support related to hardware or system software:

Apple Computers Customer Support: 1-800-767-2775
Microsoft Customer Support: 206-454-2030
Creative Labs: 405-742-6660

~ Direct questions or comments related to game play to Inscape:
IS By way of our email address:
inform@inscape.com

5 By visiting our Web Page at:
http://pathfinder.com/inscape

= Or through the mail system:
Inscape '
PO BOX 251829
Los Angeles, CA 90025
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For Macintosh

2.
3
4.

5,

6.
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. In the Monitors control panel set your monitor to Thousands of colors..
Close all open windows on your desktop.
Quit all applications before running The Dark Eye.

Turn off all extensions except:

» QuickTime
» QuickTime PowerPlug (for Power Macintosh)
» Sound Manager
Apple CD-ROM, or your thlrd party CD-ROM Drive Extension.
In the Memory Control Panel, turn off virtual memory and make sure you
are running in 32 bit mode.
After 'gc-ing through steps 4-5, restart your computer.

Far Wmdows &

. Make sure Virtual Memory is enabled and your swap file size'is at !east
4MB for Windows 3.1. For Windows 95, you should choose to let
Windows manage your Virtual Memory setting. Your PC should have at
least 8MB of RAM installed in order to run The Dark Eye properly.

Be sure to turn off all unnecessary TSRs before running The Dark Eye,
including non-Windows Desktop Manager programs.

. Make sure your CD-ROM drive and sound card are msta“ed in your

system with the appropriate driver software.

. If you experience General Protection Faults or strange looking images, be

sure you have the latest display driver for your video card and your monitor
is set to d:splay 65,000 eolors.
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dedicated to developing the next generation of multimedia
through innovations in animation, game design, and storytelling.
Critics have said, "Inscape is the company that everyone in the
interactive media business is talking about" (Denise Caruso,

The New York Times). We offer highly sophisticated games with
the deepest level of engagement possible.
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The Residents’
Bad Day on the
Midway
October 1995

Devo presents
Adventures of
the Smart Patrol
January 1996
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1 Created by INSCAPE

' Written by RUSSELL LEES
Based upon the stories of EDGAR ALLAN POE
Featuring the voice of WILLIAM S. BURROUGHS

3 Music and sound design by THOMAS DOLBY AND HEADSPACE

Writer and Creative Ardditional Production Engineering Director of Photography

Directar CECIL "MAX™ BLOCH JIM AUPPERLE

RUSSELL L FES Creative Development ERIK LOYER
=4 Co-Producer ERIC NADLER Stop Motion Animatos
ey Project Director MARK RANCE TODD PAPKE JOEL FLETCHER

and Co-Producer

DAVID NICHOLS [ustrators Preduction Assistance Addittonal Animator

: RICHARD DOWNS JENNIFER KEMP DOMN WALLER

Executive Producer BRUCE HEAVIN LEONARDO DABUS v

MICHAEL NASH ROGER MIKASA Ceostume Designer
3 JOE STRASSER Voice Talent ARIEL JONES
5 Interface Producer JACK ANGEL

ERIK LOYER 3D Modelers WILLIAM S. BURROUGHS  Character Haad Designs

STEPHEN BRINCA RYAN CUTROMNA BRUCE HEAVIN

Lead Soirrare Engineer EDMUND A. KOZIN ROBERTA FARKAS
- BROCK LAPORTE BRIAN SPEIGHT JENNIFER HALE The Dark Eye Sunival Guide
: DARIO ANTONIONI, intern  JESSICA HECHT

Art Director TOM KANE Desicn and Produchion
- REBEKAH BEHRENDT Storyboard Artst EOE MACHRAY MELISSA HERTZ

JOE STRASSER DAVID PURDHAM S
~chifor

i

3D Supervisor

ALEX ARKO Research Character Animation CHARLES PAYNE
SUSAN RICKETTS :
Line Producar ANDRE BONZEL Stop-Motion Animation For a complete list

DAVID FELDSTEIN

Production Systems
Manager
DAVID HUTCHINS

MADE VITH
MACROMETIA

The Dark Eye is a trademark of Inscape. ©1995 Inscape. All rights reserved,
registered trademarks of Microsoft Corporation.

Macintosh is a rregistereg trademark of Apple Computer, Inc.

Made with Macromedia is a trademark of Macromedia, Inc.

Windows and Windows 25 are

Consultant

DOUG BESWICK

DISTRIBUTED BY

Visual Entertainment GuickTime ™

of credits, please
see the CD-ROM.
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Is all we see or seem
But a dream within a dream?

— EDGAR ALLAN POE
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