Ghost Town.

Intro:

Let me start by thanking some very special people: the creator of ADRIFT, the artists, and beta testers that have helped me make an old dream come true:


Campbell:
For making an adventure generator that allows human mortals such as me to actually create an adventure game.

Carola Funder (Fury) & Kirsten Bay (artists) 
Without them this game would probably never have seen the light of day.  I owe them a great deal and can’t thank them enough for helping me.

Mela (artist)

It’s her voice you hear if you listen carefully…


Roy Lee, Revgiblet, Lumin & Duncan (Beta testers)

For taking on the huge task of correcting my grammar, spelling, and generally beta testing the game gently, but mercilessly throwing my errors back in my face.  *lol*
They are greatly responsible for this game turning out so well.

IMPORTANT NOTICE:

Ghost Town must be played using the ADRIFT Runner!

I have tried to make this intro a short as possible, knowing that most people really don’t bother much with instructions anyway, and just want to get on with the game.

However, there are a few things that you need to know before you play, so please have patience and read on.

This is a graphic adventure. This means that there are pictures in the game (surprise, surprise). Also, these pictures are there for a reason, not just to add to the atmosphere (which I hope they will). Some of them will contain clues that will help you, and may be necessary for you to continue the game. So take your time and look at them during play.

There will be times in the game when the cursor will disappear. Don’t worry about that, it will return. I have done it order to add a little atmosphere to the game…. For instance, if you do something that will make a wall collapse, the cursor will disappear for a short while (until the dust settles). I have also used the “wait key” option, which means that you will have to press a key in order to continue.

Also, it might be worth your while to examine a room more than once. If you have performed a task of some kind that has changed the room (e.g., pulling an innocent-looking lever), it’s a good idea to look around once more.

You start this game knowing very little about what is actually going on. I have tried to make the game as realistic as possible. All the information you have to begin with is what is written in the letter from the unknown lawyer so you will have to find out what to do as you go along.

You have in your pocket some matches (might come in handy) and a crumpled letter from a lawyer you’ve never heard of before.

My advice is that you examine things thoroughly as you go along. There ARE clues that will tell you about the background for your adventure, all you have to do is find them.

Directions:

I have stuck to the main directions, so you can go north, south, east and west (up and down, too, of course). In places where it would be more logical to use the term in or out, I have incorporated that feature too.


Setting up the game: 

This game is made using the ADRIFT V 4.0 Release 51

In order to set up the game properly I suggest you do the following.


1. Set your screen resolution to 1280 x 1024 for the best viewing of the graphics

2. Run adventure like you would with any other game.

3. Select Options in the menu.

4. Select Display & Media

5. Select Enable sound, Enable Graphics in game, and display graphics in separate window.

6. Select Layout

7. Select the middle choice and click on the top part of it so it changes to GFX [image: image1.jpg]Ghost town
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8. Click ok

The best way to play/view the game is to adjust the text window so it touches the bottom part of the intro picture (see example).

You can adjust the text window, by placing the cursor at the top bar, it will then turn from an arrow into || allowing you to expand the window. 

All pictures and text in the game have been adjusted to the same size, so once you have adjusted the text window you shouldn’t have to touch it again.  If the intro picture looks distorted, you can just click on it and it should shrink to the right size.
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Light & dark:

Due to the limitations of ADRIFT it hasn’t been possible to change some of the pictures.  This means that if you enter a dark room, you will of course get the description of a dark room.

Should you be so lucky as to have remembered a source of light and use it, you will get the description of the lit room, but not the picture.

Just type look and the picture will change.

Night & day:

Since this is a game about a ghost town and ghosts seldom appear during the day, I have used the event feature “night and day.” So just because night falls upon Battle Creek, doesn’t mean that it’s time to curl up and hit the sack…

Uncommon verbs:

Aside from the verbs listed in the ADRIFT manual, Ghost Town uses the verbs dig, lubricate, and insert.  Eventually, you will also have to make bed.  It should be fairly clear when these verbs need to be used.

Nudity: 
This is NOT an erotic game. But having said that, there are a few places in the game where a certain degree of skin exposure will take place. Here in Denmark, this is usually not a problem. But if you are offended by things like that, or if this is prohibited by law in your country, please do not play, or at least be 18 years or older (or pretend to be.)

Dying:

Personally I hate it when I die in an adventure game, so I have done my best to avoid that happening in Ghost Town. But you ARE walking around in a town that has been deserted for over a hundred years and inhabited by ghosts, so I feel it would be strange and a bit illogical if you didn’t encounter some dangers in your quest. I believe that the game gives ample warning when you are in a dangerous situation, but most of all, use your common sense. I mean, if you find a gun, you wouldn’t point it at your head and pull the trigger to see if it works... right?

I guess that’s all...


I hope you have as much fun playing Ghost Town as I’ve had making it. 

And remember... if you get stuck somewhere, the ADRIFT Forum has a help page where you can ask for help. If you prefer not to use that option, feel free to write me at: Rosenloev.1@gmail.com 

