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100% Satisfaction Guaranteed Master the Tools and secrefs of Ancient Equpl

McGraw-Hill Home Interactive wants you to be fully satisfied with your product.
Accordingly, if you are not satisfied for any reason, you may return it to us within ninety

(90) days of the date of purchase, together with dated and satisfactory proof of purchase for ' |
a full refund. McGraw-Hill Home Interactive’s Limited Warranty also remains in effect and
applies to the product. Dealers, distributors, or their employees are not eligible.

Copyright Notices |
Challenge of the Pharaoh’s Dream’

Published by McGraw-Hill Home Interactive, a division of McGraw-Hill Companies,
AR R AR DA RAR R AR R ER SR AL LA SATTER & &

Inc., 601 Gateway Blvd., South San Francisco, CA 94080. Copyright © 1996 by
McGraw-Hill Home Interactive, a division of McGraw-Hill Companies, Inc. All rights
reserved. No part of this publication may be reproduced or distributed in any form or by
any means, or stored in a database or retrieval system, without prior written permission of
the publisher.

Pyramid: Challenge of the Pharaoh’s Dream is a trademark of the McGraw-Hill
Companies, Inc. All other trademarks and registered trademarks are the sole property of
their respective owners.

Developed for McGraw-Hill Home Interactive by:
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Getting Started

Please return your registration card today. Or, if you have Windows 95 and own a modem,
register by following the prompts on your screen before installing this program.

Setup

Pyramid: Challenge of the Pharaoh’s Dream is a high-performance multimedia program.
[t is designed to take full advantage of your multimedia computer. Before installing the
program or beginning play, we recommend that you close any open applications.

System Requirements

Minimum Required for Play Recommended for Best Results
486/ 66 processor Pentium processor
8 MB RAM 16 MB RAM
2x CD-ROM drive 4x CD-ROM drive
8-bit SoundBlaster or 100% compatible 16-bit SoundBlaster or 100% compatible
sound card sound card

15 MB free space on hard dive
local or PCI Bus SVGA card (256 color, 640x480)

speakers
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To Install on Windows 95

From the desktop:

1. Put Disc 1 for Pyramid: Challenge of the Pharaoh’s Dream into your CD-ROM drive.
Z:
3. The Pyramid Setup screen appears. Choose an install option, then click on

Click on the Yes button when the “Okay to install Pyramid?” prompt appears.

the Next button. Follow the on-screen instructions for installing Pyramid: Challenge of the
Pharaoh’s Dream.

[f the Pyramid Setup screen does not appear when you put the CD into your CD-ROM
drive:

. Double-click on the My Computer icon on the desktop.

Double-click on the Pyramid 1 icon.

To Play on Windows 95

If you want to play Pyramid: Challenge of the Pharaoh’s Dream immediately after
installing, double-click on the Pyramid icon.

To play Pyramid: Challenge of the Pharaoh’s Dream later, insert Disc 1 into your CD-ROM
drive and click on the Yes button when the “Okay to play Pyramid?” prompt appears.
[f Disc 1 is already in the CD-ROM drive, you can use the Start menu:

1. Go to the Windows ‘95 desktop, and click on the Start button.

2. Select Programs from the Start menu.

3. Select McGraw-Hill Home Interactive from the Programs menu.

4. Click on the Pyramid icon to begin the game.



To Install on Windows 3.1
1. Put Disc 1 for Pyramid: Challenge of the Pharaoh’s Dream into your CD-ROM drive.

2. In the Program Manager, select Run... from the File menu.

3. In the command line, type the drive designation for your CD-ROM drive, followed by
:\setup. For instance, type D:\setup if your CD-ROM drive letter is D.

4. Follow the instructions to complete the setup.
5. Click the Yes button to install WIN-G if you are unsure whether it is already installed.

To Play on Windows 3.1

From the Program Manager:
1. Start the program by clicking on the McGraw-Hill Home Interactive icon.

2. Click on the Pyramid icon to begin the game.

Special Help Available

For detailed help on how to play the game, you can go to the eight Hint Documents
located in the Pyramid folder on your hard drive.

Technical Support

[f you experience any problems, call our technical support number,

(541) 884-7405, during these hours: Monday-Friday, 7:30am - 7:30pm, and Saturday,
8:30am - 4:30pm, PST. Or, contact us at our website. The address 1is:

http:/ /www.mhhi.com/support
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Goals of the Game

You are a turn-of-the-century archeologist who has discovered the secret entrance to the
last unexcavated Egyptian pyramid. With great anticipation, you break the seal and enter.
Suddenly, you are surrounded by the ancient echoes of a young Pharaoh’s dream. As the
dream concludes, you find yourself face-to-face with the Egyptian gods, Ra and Anubis.
They challenge you to tulfill the Pharaoh’s dream by entering the past and building a
majestic pyramid.

To accomplish this assignment, you must work with the Egyptian people, using only the
tools and technology of the time. You must solve seven levels of challenges, spanning 20
vears of pyramid construction. These challenges include: .

m Working with the people of the time to complete key construction tasks, such as
leveling a pyramid construction site, or placing a capstone.

m Solving scientific and technological challenges, such as lowering a sarcophagus and
finding true north.

m lLearning ancient crafts, such as making papyrus.

m Irading with the merchants to acquire the various items you need.

m Uncovering a conspiracy that threatens the Pharaoh’s dream.

lo help you accomplish your tasks, you can rely on the clues from the magical Scarab or

vou can refer to the notes in your archeologist’s journal. In addition, you can learn a great
deal from the many peuplv you meet thmughuut vour adventure.
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Main Menu

From the Main Menu, you can either start, save, load, or exit a game. To return to this
screen at any time during a game, just click on the Pyramid icon in the upper right-hand
corner of your screen. To select one of the Pyramid icon’s functions, move your mouse to
the left or right. When the Pyramid rotates to show the game function you need, click on
the icon.

Save or load a game

Credits Exit to Windows

b Pyramid: Challenge of the Pharaoh’s Dream
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To Start a New Game

Click on the Pyramid icon at any time, and then click on the Start icon. Follow the on-
screen instructions to begin.

To Load a Game

|. Click on the Pyramid icon, and then click on the Save/Load icon.
2. Select “Load” from among the four options at the top of the screen.
3. Click on any of the highlighted filenames of saved games.

Note: You can load an old game while you are playing another game. However, it
overwrites the game you are in unless you save first.

To Save a Game
|. Click on the Pyramid icon, and then click on the Save/Load icon.
2. Select “Save” from among the four options at the top of the screen.

3. Select one of the empty slots, and a dialog box prompts you to type in a filename.
4. Click ¢n the OK button.

To Exit the Program

Click on the Pyramid icon at any time, and then click on the Exit icon. Follow the on-
screen instructions to exit to Windows.

To View the Credits for the Making of Pyramid

Click on the Pyramid icon at any time, and then click on the Credits icon. Follow the on-
screen instructions to watch behind the scenes tours of the making of Pyramid: Challenge of
the Pharaoh’s Dream.

User Guide



BN N AR R R AR R A A RA R A AA SRS A SR AR R AR R RN SR AL AL A ANTER 2 A

HII of the Guardians

Begin each Level here, by getting instructions from the gods, Anubis and Ra. Return here to
be evaluated by the gods each time you finish a Level.

Statue of Anubis, the
jackal-headed god.:
He presents you with
new challenges at
each Level.

Pictographs:

Click here to
discover clues about
your tasks.

The tiet, or Isis Knot:
Click here to enter
Virtual Flight.

Statue of Ra, god of the Sun: He encourages you along the way.

At the Start of Each Level

m Click on each of the statues in the Hall of the Guardians at least once for instructions.
When you click here at the beginning of the game, Ra gives you the magical Scarab.

m Click on the pictographs on the back wall to discover clues for completing the tasks in
each Level.

m After clicking on both statues, click on the Isis Knot on the tloor to be transported into
Virtual Flight.

8 Pyramid: Challenge of the Pharaoh's Dream
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Virtual Flight

L 'se Virtual Flight to move around in the game. Upon entering Virtual Flight, the face of Isis

m the clouds should be in the center of your screen.

@ o fly to the left or to the right, use your mouse to move your cursor in the corresponding
chirection.

@ |he cursor changes to a bird while you are flying, and to an eye when you have tlown to
an activity site. It becomes an X if you try to land in a spot where there are no activities.

@ o move closer or to move away, click on the forward () and backward (™) blue
triangles at the top and bottom of your screen.

® o return to Virtual Flight when you complete an activity, click on the Isis Knot. It is
always on the beginning screen of an activity site.

Navigating in an Activity Site

@ | here are many activities for you to explore at each site. Just click around to discover
what's out there.

m When you complete an activity or wish to leave the current site, click on the blue triangle
at the bottom of your screen.

m When the triangle no longer appears, you are at the beginning screen of that activity site.
| ook for the Isis Knot to return to Virtual Flight.

At the End of Each Level

@ When you complete all the tasks in a Level, click on the Isis Knot to reenter Virtual
Flight and return to the Hall of the Guardians.

m At the Hall of the Guardians, click on the scrolls in your inventory and drag them to the
back wall of the chamber.

m After commendations from Anubis and Ra, the portcullis rises, allowing you access to
the next Level of the game.
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Helpful Hints

The following are some hints to help you get the most out of Pyramid: Challenge
of the Pharaoh’s Dream.

i;f?

10

The Pyramid. Use this icon in the upper right-hand corner of the screen to
save completed portions of the game and to exit.

The Journal. Your archeology journal is in the upper left-hand corner of the
screen. As you move through the different Levels, your journal records the
information you collect about the culture, geography, tools, and technology
of Ancient Egypt. The journal also contains information that can help you
solve a puzzle or complete a task.

The Scarab and Her Food. If you need a hint, the helpful Scarab provides it
through rhyming clues. She expects to be fed in return, however. During the
game, you collect wheat to give her in exchange for a clue.

The Inventory. Throughout the game, you collect various goods, such as

tusk carvings, papyrus, gems, and magic potions. Other items include:

m Scroll When a task is completed it is recorded on a scroll. At the end of
each activity, click on your scroll and drag it to your Inventory. That'’s the
open area just below the picture screen.

® Wheat Use grain for barter and to feed the Scarab. Gather wheat when you
find it on the ground by clicking on the grains and storing it in the Inventory.

Pyramid: Challenge of the Pharaoh's Dream
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Resources

Books, Nonfiction:

Berill, Margaret. Mummaies, Masks, and Mourners. New York: Dutton, 1990.

Cork, Barbara, and Struan Reid. The Young Scientist Book of Archaeology. Usborne, 1987.
Crosher, Judith. See Through History: Ancient Egypt. New York: Viking, 1992.
Donnelly, Judy. Tut’s Mummy: Lost and Found. New York: Random House, 1988.
Gilbin, James. The Riddle of the Rosetta Stone: Key to Ancient Eqypt. Crowell, 1990.
Hart, George, Ed. Ancient Egypt. San Francisco: Time-Life Books, 1995.

LLauber, Patricia. Tales Mummies Tell. New York: Scholastic, 1995.

Mcintosh, Jane. Archaeology: An Eyewitness Book. New York: Alfred H. Knoph, 1994.
Morley, Jacqueline, et al. An Egyptian Pyramid. New York: Peter Bedrick Books, 1991.
Reeves, Nicholas. Into the Mummy's Tomb: The Real-Life Discovery of Tutankhamen'’s
Ireasures. A Time Quest Book. New York: Scholastic, 1995.

Woods, Geraldine. Science in Ancient Egypt. Franklin Watts, 1988.

Books, Fiction:

Bell, Clare. Tomorrow's Sphinx. New York: Atheneum, 1986.

Carter, Dorothy. His Majesty, Queen Hatshepsut. New York: Harper-Collins, 1987.
Dexter, Catherine. The Gilded Cat. New York: Morrow, 1992.

Karr, Kathleen. Gideon and the Mummy Professor. New York; Farrar Strauss Girous, 1993.
McGraw, Eloise. The Golden Goblet. Coward-McCann, 1961.

Peck, Richard. Blossom Culp and the Sleep of Death. New York: Dell, 1994.

Service, Pamela. The Reluctant God. New York: Macmillan, 1988.

Stolz, Mary. Zekmet the Stone Carver. Orlando: Harcourt Brace, 1988.

Websites:
For information regarding websites related to Egyptology, visit our website at
http:/ /www.mhhi.com/pyramid
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Credits

McGraw-Hill Home Interactive

Executive Producer: PHILIP BOUCHARD; VP of Creative Development: DR. CHERYL WEINER; VP of Technology & Production: BRYAN
WATERS,; Director of Production: ERIK HOLSINGER; Assistant Producer: SHEILA PFEIFFER; Product Manager: KELLEY CASSIN,
Quality Assurance Manager: FRED KEACH; Quality Assurance Engineers: STEVE WHITE, LINDA LEE, MARKO OSBORNE, JEANNE
MOORE, MIKE GIACONA, ELROY SMITH, ALAN BALODIS, JOHN DEMAKAS, NOAH FIEDEL, TONY VERGARA, RICHARD WONG;;

Package Design: GIRVIN DESIGN; Package Illustrator: DAVE KRAMER; Documentation: EXPERT SUPPORT; Special Thanks: FRANK CATA-

LANO, DOUG KUBACH, AND BILL NISEN

Knowledge Adventure

Executive Producer: ROGER HOLZBERG:; Executive in Charge of Production: GEORGE LICHTER; Creator/Director: ROGER HOLZBERG;
Producer/Co-Creator: ALBERT REINHARDT, Line Producer: VERNA HARVEY; Writer: ANNE CASAVANT CHANEY, Ed.D.; Music &
Orchestration: RANDY HALE; Game Designer: HAL JORDY llI; Associate Producer/ Additional Dialogue Wniter & Journal Editor: ALBERT
BRAUN; Project & Database Coordinator: GIL GORDON; Egvptologist: ALESSANDRA CAROPRESI; Production Assistants: DAVID FOX,
MICHAEL FOX, JASON JACKSON, MATT MAHONELY, SUE HILLEBRAND; Technical Director /Lead Programmer: ARl SCHINDLER,;
Programmer/Game Programmer: TIM CROWDER; Game Scripter /Database Programmer: TYLOR HAGERMAN; Game Programmer:
MICHAEL KANTNER;Engine Programmer: FERNANDO ECHEVERRIA; Mac Programmer: MARK DINAN; Additional Tools Programmer:
MALAY JALUNDHWALA; Quality Assurance Engineers: ]IM FILIPELI, PETER RUFFNER, | OLAH, BORIS MOYSE, LEV RIVKIN, ED
KAO, HUGO; Art Director/Lead Artist: PAM SPERTUS; Visual Concept Designer: TOM WALSH; Character Designer/Lead Animator: SEAN
JONES; 2nd.Artist: DAVID PALMER; 2nd.Animator: TIM DECKER; 3D Artist: LEE CRIM; Assistant Animators: SIDDARTHA OLMEDA,
TOM KLEIN; Audio Director: RANDY HALE; Sound Designers: RANDY HALE, GARY MORAN, HAMILTON ALTSTATT; Digital Editors:
GARY MORAN, MARK PAGE; Character Voices: ROBERT BENEDETTI, JEFF COREY, VERNA HARVEY, NICHOLAS TOOLS

HORMANN, HETTIE LYNN HURTES, LANI MINELLA, ROGER NOLAN, MARK PAGE, TONY POPE, PETER STELZER; Special

Thanks: TODD WADE, STEVE CRANE, CAMILLA CALAMAND REIl, STEVE CALVER, GEORGE NIKAS, ANN QUESINBERRY,

JA'NIEN THOMPSON, BEN HARPER, MARCUS SMITH, JIM WINSTEAD, CHRIS BUNNEY, ROANNA DOTY, RAYMOND PLOWS,

JEFF LORENTZEN, SANDRA MEDOF, OLIVER CAPIO, PETER LACOVARA & PETER DER MANUELIAN & TIM KENDAL OF THE
MUSEUM OF FINE ARTS IN BOSTON, JOHN LARSON OF THE UNIVERSITY OF CHICAGO, JERRY TURNEY OF THE HUNTINGTON
BOTANICAL GARDENS IN SAN MARINO, THE POST GROUP, DUBS INC., DARREN GALES & TERRAN INTERACTIVE, ARCHIMAGE,
INC., DAISY ARTS, VIEWPOINT DATA LABS, HISTORY FOR HIRE, FRED SEGAL, ARCHAEOLOGIA BOOKS

DreamQuest Images

Visual Effects Supervisor: MIKE SHEA; Visual Effects Producer: DAVID McCULLOUGH; Digital Technical Director: ROB BURTON;
Visual Effects Stage Supervisor: KEVIN FITZGERALD; Visual Effects Gaffer: SCOTT BEATTIE; Visual Effects Grip: RICK JOHNSON:;
Visual Effects Stage Crew: CRAIG MOORE., HOLGER FATH; 3-D Animator: GENEVIEVE YEE; Compositors: BRIAN LEACH, STEVEN
YAMAMOTO, AMY PFAFFINGER; Data Management: MARK DAWSON; Digital lllustrator: CHARLES CARPENTER; Model Supervisor:
DAVE GOLDBERG; Model Coordinator: WARREN FARINA; Model Builders: RAY CAVALLUZZI, CURT ENGELMANN, JOHN HESS,
RAMON JUNCAL, ADAM LOVELL, JAMES McGEACHY, TONY MOFFETT, WENDY POWELL, JAMES SMITH, MATSUNE SUZUKI,
SCOTT THOMPSON:; Model Production Assistant: JEFFREY GRANT; Visual Effects Editor: JEFF BEATTIE; Electronics Technicians:
JOSEPH HAGEY, FREDERIC STERN; Camera Rig Machinist: REZA KASRAVI; Production Assistants: ROBERT CAMPQOS, JASON LUX,
STEVEN PIMENTAL, CHRISTOPHER TURNER;: Creative Consultant: HOYT YEATMAN: DQI President, Film Group: KEITH SHARTLE:
DQI Vice President, Film Group: DENNIS HOFFMAN
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Limited Warranty

McGraw-Hill Home Interactive warrants this software product for ninety (90) days from date of original purchase to be
free from substantial errors or defects in material or workmanship that will materially interfere with the operation of the
program as described in its documentation under normal use. Otherwise, this product is sold "AS-IS", without warranty
of any kind, including, but not limited to, the implied warranties of merchantability and fitness for a particular purpose.
Upon receipt of the defective product and dated proof of payment of the license fee, McGraw-Hill Home Interactive
will, at its option: (i) replace the product with functionally equivalent software, (ii) correct the defect, or (iii) refund the

purchase price.

REPAIR, REPLACEMENT, OR REFUND AS PROVIDED IN THIS LIMITED WARRANTY ARE THE PURCHASER'S
EXCLUSIVE REMEDIES. McGRAW-HILL HOME INTERACTIVE SHALL NOT BE LIABLE FOR ANY INCIDENTAL
OR CONSEQUENTIAL DAMAGES OR FOR BREACH OF ANY EXPRESS OR IMPLIED WARRANTY, INCLUDING
MERCHANTABILITY AND FITNESS FOR PURPOSE WHICH ARE SPECIFICALLY DISCLAIMED TO THE EXTENT
PERMITTED BY LAW AND WHERE PERMITTED, LIMITED TO THE NINETY (90) DAY DURATION OF THE EXPRESS
WARRANTY. SOME STATES/JURISDICTIONS DO NOT ALLOW THE EXCLUSION OF INCIDENTAL OR CONSE-
QUENTIAL DAMAGES OR DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS, SO
THE ABOVE STATEMENTS MAY NOT APPLY TO YOU AND YOU MAY HAVE OTHER RIGHTS. IN NO EVENT
SHALL McGRAW-HILL HOME INTERACTIVE'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS PRODUCT.

License Agreement

IMPORTANT: READ THIS AGREEMENT BEFORE INSTALLING THE SOFTWARE. By installing the enclosed software
on a computer, you agree to the terms that follow. If you do not agree to the following terms, return the uninstalled soft-
ware and accompanying materials to your supplier.

This License Agreement authorizes you to install and use the enclosed single copy of the software on a single computer
at one time. You may physically transfer the program to another computer only if you remove the program from the
computer in which it is installed. You may use the software on a network only if you purchase as many copies as there
are users of the software on the network. All copying is prohibited, except as may be permitted by copyright law. You
may not distribute, rent, lease, or sublicense the software. You may not modify, decompile, reverse engineer the software
or use it in a computer service, time-sharing, on-line business. Title to the software is not transferred to user and owner-
ship of the software and copies resides solely with McGraw-Hill Home Interactive. You may transfer, sell, or give your
copy to someone else if you delete the software from your computer and if the person you transfer the software to agrees
to the terms of this License Agreement. This License Agreement and your right to use the software automatically termi-
nates if you fail to comply with these terms. You agree to destroy all copies of the software and documentation upon ter-
mination of this License Agreement.
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601 Gateway Boulevard, South San Francisco, CA 94080

website: www.mhhi.com
e-mail address: info@mhhi.com

For Customer Service or warranty information,
please call: 801.614.5814
For Technical Support, please call: 541.884.7405
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