


















































USING SOFTWARE IN CYBERSPACE:

1. Type “I” (for Inventory). The list of your softwarez will be displayed.

2. Select the software you wish to use by its corresponding number.

USING A ROM CONSTRUCT:

1. Type “R” (for Rom Construct). The Rom Construct options will be displayed:

Exit Rom Construct
Software Debug
Software Analysis
3. Monitor mode

N

When you select the Software Debug or Software Analysis options, you are making use of the
Rom Construct’s skills in those areas. Once selected, they each display your software list. Select
the software you want to debug or analyze and the Rom Construct will go to work.

The Monitor option must be activated if you want the Rom Construct to be aware of your current
activities. This is useful when things are happening so quickly that you may not be aware of
certain things...such as your impending death. In monitor mode, if the Construct realizes you're
about to die, it won’t hesitate to let you know about it.

ERASING SOFTWAREZ FROM YOUR DECK WHEN IN THE REAL WORLD:

1. Type “I” (for Inventory). Your list of items will be displayed.

2. Select your deck by pressing its number.

3. The Operate/Discard/Give/Erase menu will appear. Type “E”.

4. A list of software in your deck will appear. Type the number of the piece of software you want

to erase. It will be erased, permanently. The only way to get it back is to download it again from
the place you got it.

5. You can keep erasing softwarez one at a time. Type “X” (for Exit) when you’re finished.




APPENDIX A: LIST OF SKILL CHIPS

(See the “SKILL CHIPS” section on page 7 for a general discussion of this subject.)

COPTALK: Used in the Real World to disguise yourself by talking like a cop with an Irish
accent. This can be useful for interrogating the right people.

BARGAINING: Used before purchasing things in the Real World, this skill can bring the price
down. Most people already know this trick or they have a Bargaining skill chip of their own, so
it won’t always work.

CRYPTOLOGY: Used in the Real World to analyze passwords and decode them. You may
occasionally come across a password that can’t even be decoded by the highest level of this skill
chip, in which case you’ll have to figure out where to go to decode it yourself.
MUSICIANSHIP: Used in the Real World to play various styles of music for amusement.
SOFTWARE ANALYSIS: Finds out and tells you the function of your software.

DEBUG: Repairs damaged software in your deck.

HARDWARE REPAIR: Locates and repairs problems with your deck.

ICE BREAKING: Used at the beginning of an ICE combat session in cyberspace, this skill
applies your previous experience with ICE breaking to locate weaker points in the ICE

protection, making it easier to break in.

EVASION: Gives you a chance to retreat from combat with an AI when you realize you're not
prepared yet for this particularly horrible form of suicide.

ZEN: Calms your mind after mental shocks. It’s said Dixie Flatline was a Zen master.

You'll find other skill chips throughout the course of the game, but you’ll have to find out about
those yourself. Try as many as you want—if you can afford them.




DATABASE NOTES

Database name Link Code Password(s) Levels |Notes




CYBERSPACE NOTES

Database name Zone # X/Y Coordinates Notes







INTERPLAY PRODUCTIONS LIMITED 90-DAY WARRANTY

Interplay Productions warrants to the original consumer purchaser of this computer software product that the recording medium on which
the software programs are recorded will be free from defects in material and workmanship for 90 days from the date of purchase. If the
recording medium is found defective withi.. “0 days of original purchase, Interplay Productions agrees to replace, free of charge, any
product discovered to be defective within : seriod upon receipt at its Factory Service Center of the product, postage paid, with proof of
date of purchase. This warranty is limited to the recording medium containing the software program originally provided by Interplay
Productions and is not applicable to normal wear and tear. This warranty shall not be applicable and shall be void if the defect has arisen
through abuse, mistreatment, or neglect. Any implied warranties applicable to this product are limited to the 90-day period described
above. If the recording medium should fail after the original 90-day warranty period has expired, you may return the software program to
Interplay Productions at the address noted below with a check or money order for $7.50 (U.S. currency), which includes postage and
handling, and Interplay will mail a replacement to you. To receive a replacement, you should enclose the defective medium (including the
original product label) in protective packaging accompanied by: (1) a $7.50 check, (2) a brief statement describing the defect, and (3) your
return address. EXCEPT AS SET FORTH ABOVE, THIS WARRANTY IS IN LIEU OF ALL OTHER WARRANTIES, WHETHER
ORAL OR WRITTEN, EXPRESSED OR IMPLIED, INCLUDING ANY WARRANTY OF MERCHANTABILITY OR FITNESS FOR
A PARTICULAR PURPOSE, AND NO OTHER REPRESENTATION OR CLAIMS OF ANY NATURE SHALL BE BINDING ON OR
OBLIGATE INTERPLAY PRODUCTIONS. IN NO EVENT WILL INTERPLAY PRODUCTIONS BE LIABLE FOR SPECIAL,
INCIDENTAL, OR CONSEQUENTIAL DAMAGE RESULTING FROM POSSESSION, USE, OR MALFUNCTION OF THIS
PRODUCT, INCLUDING DAMAGE TO PROPERTY AND, TO THE EXTENT PERMITTED BY LAW, DAMAGES FOR
PERSONAL INJURY, EVEN IF INTERPLAY PRODUCTIONS HAS BEEN ADVISED OF THE POSSIBILITY OF SUCH
DAMAGES.

SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED WARRANTY LASTS AND/OR THE
EXCLUSION OR LIMITATION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATIONS AND/OR
EXCLUSION OR LIMITATION OF LIABILITY MAY NOT APPLY TO YOU. THIS WARRANTY GIVES YOU SPECIFIC LEGAL
RIGHTS, AND YOU MAY HAVE OTHER RIGHTS WHICH VARY FROM STATE TO STATE.

U.P.S. or registered mail is recommended for returns. Please send to:

WARRANTY REPLACEMENTS
Consumer Relations
MEDIAGENIC

3885 Bohannon Drive

Menlo Park, CA 94025

COPYING PROHIBITED

This software product is copyrighted and all rights are reserved by Interplay Productions. The distribution and sale of this product are
intended for the use of the original purchaser only and for use only on the computer system specified. Copying, duplicating, selling, or
otherwise distributing this product without the express written permission of Interplay Productions are violations of U.S. Copyright Law
and are hereby expressly forbidden.

© 1988 Interplay Productions. All rights reserved.

NOTICE

Interplay Productions reserves the right to make modifications or improvements to the product described in this manual at any time and
without notice.




TROY MILES

It’s hard to believe that it has been a year since Neuromancer was conceived. It has been a
long and arduous adventure. Spending day after day, night after night, pushing myself to the
max. Forsaking sleep and fun, to the ideal of making the best game I could. And now it’s
done. I hope that everyone out there has as much fun playing Neuromancer as I did writing it.
Now that it’s finished I find my head is so full of new ideas that maybe, after I’ve had time to
rest, I’ll think about doing a sequel.

No truly great game is done by one person anymore, so I’d like to thank the following people:

Bruce Balfour and Mike Stackpole for the game design.

Charles H.H. Weidman III for putting all his heart into every picture.

Tom Decker, Bruce Schlickbernd, and Bill “Weez” Dugan for all their helpful suggestions.
Bill “Burger” Heineman for BurgerDOS.

Brian Fargo for understanding why it took so long.

Lisa Arnold for telling callers; “He’s in a meeting.”

And most of all my wife Lynene and daughter Ashley for allowing me to work twenty-four
hours a day, seven days a week to finish it.

From the left: Troy Miles, Charles H.H. Weidman I1l, Bruce Balfour




