




















When You're Cold, Hungry, or Tired

You follow basically the same procedures to eat, drink, and
warm up. Press Return to bring the pointer onto the screen.
Move the pointer to the rucksack and press the fire button or
Spacebar. Find something that fills the bill, and press the fire
button or Spacebar again.

If you don't want to wait, secure yourself with the strap,
open your pack, and take out what you need. If you're on a rock
face, you can even sleep during your climb, using the hammock
instead of the tent. Of course, if you've forgotten the hammock,
you'll have to keep climbing.

Ifyou get hungry, thirsty, or tired while climbing, check
your progress by looking at the little man on the right. If you're
close to the top, keep going and then open your pack on level
ground.

When it's time to wake up, reverse the procedure to put the
tent or shovel and the sleeping bag back in the pack. You'll
probably want something to eat, and then it's time to get back
on the trail.

The clock speeds up while the climber sleeps. The tired
graphic or message will disappear when the climber's ready to
get up.Climbing is strenuous and the weather in the mountains

changes fast, so you're going to get cold, hot, hungry, thirsty,
and tired. When you do, a little climber appears in
the lower right of the screen to tell you in words C.
or gestures what he needs. . .,.., ".
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You can ignore your alter ego's demands and

keep going, but you'll get steadily weaker and less
able to concentrate. Pretty soon you'll find yourself
hurtling down a rock face or falling into a crevasse. Before that
happens, it's best to st~ and take care of your needs as soon
as you can.

Ifyou've satisfied his/your needs, the little climber and/or
his message disappear. Sometimes, though, whatever you've
chosen isn't enough. For example, the little climber is shivering.
You get him a wool hat, but he's still cold. Go back into the
pack and take out the anorak. That should do the trick.

Follow the reverse procedure if the little climber gets too
hot. Press Return, move the pointer over the climber's body,
select the extra clothes in the list and return them to the pack.
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When the climber gets tired, he needs a nap. If you're on

level ground, take out the tent. This automatically puts him to
sleep. If you've forgotten the tent, take out the shovel to dig an
igloo. Ifyou've forgotten both the tent and the shovel, you're in
trouble. You can keep going, but you'll get more and more tired.
Ifyou get the cold message while in the tent, take out the
sleeping bag. If that doesn't work, try the foil cover or some
warmer clothes.

If Disaster Strikes

Mountaineering is dangerous, and no matter how skilled
you become, you may still make a fatal miscalculation while
climbing or overlook a crevasse while trudging across the
glacier. If you've used up your beginner's luck, that's the end of
the game. Fortunately, it's easy to bring yourself back to life
and start over. Just press Esc and you'll find yourself at the
trailhead, ready to start for the summit again. Better luck this
time!
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Ending a Game

---
Climber's Notebook

Gear Taken, _

I
II

I

I

Stopping and Saving

To stop the clock wWle you take a break, press the P key.

To save a game in order to resume it later, be sure to pack
the Save Game Disk when you're selecting items for your
rucksack. When you're ready to stop and save, open your pack
and take out the disk. Your game will be saved at that point.

When you're ready to resume play, load the program. When
you're asked to choose a route, select Resume. You'll start
climbing again from where you saved the game.

Trail, _

Departure Time, _

Season. _

Finish Time. _

Triumph-and a New Game

Notes, _

Mter a day or even longer of hard work and danger, you
reach the last summit of your trek. You may be tired, but this is
your moment of triumph. Enter your name in the scoring
screen that appears and then press Return.

When you're ready to start again, press the fire button or
Spacebar. You'll find yourself back at the trailhead, ready to
choose a new route and strive for new heights.

Trail. _

Departure Time _

Season. _

Finish Time _

\
To quit the program at any time, press Q.
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Gear Taken. _

Notes, _
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Gear Taken. _

Trail. _

Departure Time, _

Season. _

Finish Time _

Climbing Terms

aid climbing Climbing by actually pulling yourself up on the
rope, or by using attaclnnents such as ajummar and
stirrups. instead of using the rope for protection only.
Compare to free climbing.

belay Any means of breaking the fall of a climber on a rope.
Also. to take in or let out the rope in order to protect a
climber.

bomber An extremely secure hold. Also called "bombproof."

Notes _ boulderlng Climbing on boulders. usually to practice difficult
moves before rock climbing.

bucket hold A secure hold around which the climber can curl
all the fingers of one hand.

Trail. _

Departure Time. _

Season. _

Finish Time _

builderlng To climb on buildings or other man-made struc­
tures. Notable assaults have included the World Trade
Center in New York and the Transamerica Pyramid in San
Francisco. The prospective skyscraper builderer should be
prepared for a fine and a short stay in the city jail. in addi­
tion to the chance to be on 1V.

cairn A small pyramid of rocks used as a trail marker.

Gear Taken _

Notes. _
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carabiner A metal link with a gate for opening to insert a rope
and locking to secure it. Used to connect the rope to
climbing gear. Usually called "beener" by climbers.

chalk Special chalk used to keep the hands from slipping
dUring rock climbing. Often called "gymnastic chalk"
because it was first developed for gymnasts. It is available
in colors that blend with the rock.

chock An artificial anchor to wedge into natural gaps in the
rock. It consists of a piece of metal with a rope or metal
sling to which a carabiner is attached. Chocks come in a
wide range of sizes.
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class The difficulty of a climb. Climbs are rated from class 1,
which is essentially flat ground climbs, to class 6, which
are climbings requiring artificial aid. Most expert rock
climbers are interested in high class 5 climbs, which are
extremely difficult but can be accomplished without aid.
Classes are called "grades" in Europe.

cornice A permanent lip-shaped snowdrift formed on the lee
(windless) side of a ridge or summit.

crampons A steel framework with spikes and straps that is
attached to the boots for ice climbing.

crevasse A fissure (crack) in a glacier. Crevasses can be very
deep and dangerous and are often hidden by surface snow
or thin ice.

crux The hardest part of a climb.

decimal system A subdivision system for rating the difficulty
of a climb. Class 5 climbs, all of which require rope but
must be done without aid, are rated from 5.1, which is
fairly easy, to 5.13, which is almost impossible. All climbs
are rated according to their most difficult, or crux, move.

epic A dangerous climb that's more fun to talk about than
endure.

exposure Any situation where a fall could be lethal. How
frightening this is tends to increase with the distance to
the ground, regardless of the actual increase in danger.

free climbing To climb on the natural holds on the rock or ice.
A rope can and should be used, but for protection only.

friend A special chock that automatically adjusts to a wide
range of crack sizes and shapes.

frostbite Freezing of flesh, usually resulting in its destruction.
Frostbite is most common in the fingers, toes, and face,
and can be prevented by protective clothing.

glacier A large expanse of ice, often many thousands of years
old, which moves slowly downhill.
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glissade A controlled slide down a snowy slope.

grade In the United States, a rating system based on the
length of time it takes an experienced climber to do a
route. Grade I routes take about an hour; grade VI routes
take two days or more.

gripped Taken by sudden fear, usually caused by exposure.

hypothermia Cooling of the body core. Hypothermia can be
fatal if it is not treated qUickly.

ice pin A pin which is hammered into ice for protection. It has
an eye to which a carabiner can be attached.

jummar A mechanical device used in aid climbing. It will slide
up but not down. Also called "ascender."

minimum impact Ecologically sound camping, in which no
signs of the camper's presence are left behind.

pitch The distance between belay points, usually one rope
length.

piton A pin which is hammered into rock for protection. It has
an eye to which a carabiner can be attached.

protection Anything to which the rope is attached. Usually
called "pro."

rappel To descend from a cliff by sliding down the rope.

rack All the protection the climber carries, usually slung over
the shoulder outside the pack.

soft shoes Specialized shoes for climbing rock. They are very
tight, with treadless soles of sticky rubber, similar to the
rubber used for drag-racing tires.

snow pack The accumulation of snow on the ground.

white out A combination of heavy snowfall and high wind that
reduces visibility to near zero.
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Final Assault™
Command Card

for the Apple IIGS®

Read the Final Assault instruction manual for loading and general game-play
instructions. Read this command card for variations from the manual for the
Apple IIGS version of the game.

Mouse Controls

You must use your mouse on the selection screens at the beginning of the
game. To make your selection, move the cursor over your choice and press the
mouse button.

Keyboard Controls

Press the Open Apple key where Spacebar is indicated in the manual. The
Open Apple key and fire button are equivalent.

Instruction Manual
for Atari® STTM, Commodore 64®/128™, Commodore®
Amiga®, Apple nGS®, and IB~PC and compatibles

Fmal AssaulF'" is a trad .
emark of Epyx. Inc. Apple IIGS ® IS a trademark of Apple Computer. Inc.

© 1988b E
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