LOADING INSTRUCTIONS
If you're going 1o be playing Mean Streets from Noppy disks, we
strongly recommend that you make backup copies of the game
disks. You will be saving game information to your playing disks,
0 please stop now and make a backep. Refer to your DOS
manual for instructions on how o make a backup copry,
LOADING THE GAME:

1. Turn on your computer and boot with your selected DOS.

2. Insert Mean Streets Disk #1 into drive A

3. Twpe A: and press [ENTER).

4. Type "'M5" and press [ENTER].

INSTALLING MEAN STREETS ON A HARD

DRIVE:

Insert the MEAN STREETS Disk #1 into drive A and type:
C:[ENTER]
CINENTER]
A:HINSTALLC

NOTE: “C" is the letter desipnation of the drive on which you
want to install MEAN STREETS.

HINSTALL will create a new subdirectory of the "root” directory
of your hard drive called "MSTREETS".

TO RUN MEAN STREETS FROM YOUR HARD
DRIVE
type:
C: EH[FER|

(where C is the letter designation of your hard drive)
CD\MSTREETS[ENTER]
MS[ENTER]




PROGRAM UPDATE INFORMATION

If this is your first time loading Mean Streets, select the
PROGRAM UPDATE INFORMATION option from the
start-up screen. This will give you information on new features
or changes that may not be contained in the manual.

REALSOUND™

RealSound™ is a patem-pending technological breakthrough
that allows your M5 DOS computer to play ligh quality digitized
sounds such as speech, music, and sound effects without addin
any hardware. All the sounds in this game are produced with
}lcnlﬁmnd". The sound you hear is dependent on two main
actors:

1. SPEAKER S1ZE AND PLACEMENT - MS DOS computer
manufacturers have always felt that high quality digitized sound
was impossible, and therefore have never paid much attention 1o
the speaker. The volume and quality of the sound vou hear will
be alfected by the location and size of the speaker and by the
speaker enclosure.

2. CPU SPEED - Computers with clock z{x'td.s eater than 6
MHZ (such as Turbo) will tend to have slightly higher quality
sound than slower machines.

When sound is playing, a fixed portion of the CPU time is bein
used to manipulate the speaker. On slower machines (S0286 wit
6 MHZ clock or slmt?rn slow down may occur when sound is
playing and large blocks of graphics are being moved around on
the screen, To help compensate for this problem, the program
tests the speed of the computer and if necessary, deletes or delays
selected portions of animations while sound is playing. In some
situations_the program may delete certain sounds to avoid a
conflict with graphics.




PLAYING THE GAME
Read the I'nl1m1g% _Bagc:s carcfully before starting play. The
section called “GETTING STARTED" is especially important.

GAME OPTIONS
The following Game Options are available:

Sound Volume
Sets the volume of all sounds in the game

Fight Level
Sets the difficulty level of all gunfights in the game

Reduce Swapping (only applicable when pliying from disks)

Selecting “YES™ for this option will cause the program to
bypass optional sound and graphics files to reduce

disk swapping as much as possible.

Selecting “NO™ for this option will cause the program lo prompt

for a disk swap if it cannot find a particular file. If vou'd rather

nol swap, you can press the <TAB> key. The program will then

bypass the swap if possible. If not, it will continue to prompt until

the proper disk is insernted.




THE STORY

A steaming layer of thick
fog hangs over the city. It's
late, Wednesday night, the
end of September. The
weather report savs the next
few days will get warm, real
warm. The radiation count
should climb over 70. Very
unpleasant. It's the kind of day
that moves with the mercury,
thick and slow, Funmy how the
work drags out with the
humidiry.

My body and brain are
trying to talk me into taking a
few days vacation when the
othice door swings open. The




silhouette in the doorway tells
me this isn't the pizza man. My
eyes follow curves up to where
the lady's silken blonde hair kind
of clasps her cheek near her eyes,
which are exotic, not blue
exacily, deeper than blue, sad
and dangerous, If ever a woman
is trouble, she's it,

“Are you Tex Murphy?” she
asks, Her bottom lip pouts at me,
and I can tell that I'm probably
looking at it too long.

“That's me,” 1 say, real
professional, real cool. “Ms... 7"

“Linsky, Sylvia Linsky.” Her
eves cloud over suddenly. They
are murky and preoccupied, like
mud puddles on a wet road. “It’s
my father.” Her pause is long and
sad, “Twant you Lo investigate my
father's death.” X

“Have you been to the police?” This is my standard reply. |
don’t want anybody accusing me of breaking the law. Nobody
messes with the boys downtown,

“Of course I've spoken to them. Detective Clements thinks
Daddy committed suicide, It wasn't suicide! Daddy would never
kill himself. It's murder, | know it's murder.” She's petting upset.
The careful line of her lipstick draws my attention to her mouth
and chin that trembles, just a little bit,

“How did you find me?” I ask as I sit her down on the wooden
chair that faces my desk. The chair looks dark and gritty next to
her. “Detective Clements said that if [insisted on throwing money
away, you were the one to throw it to,”




“Well, Ms. Lincky, before we play calch, give me ihe
hzlfkgmunljﬂl‘i}'ﬂur[aihcr'sslcalh..tl‘u.:njlzlldcridei?inere’ﬁamll
game.”

Thear the rustle of silken stockings, M. Linsky crosses her legs
and stzris her stooy, “My father was a2 profesor of
venropsychology at the University of San Francisco for fifieen
years, He was weli sespecied ‘o his field 2nd had received many
awards and rescarch grants, About eight moaths ago, he taok a
weave of atsence from the Univarsity t2 work on an independent
consuiiing roniract, When I asked aboui iy, He said he couldn't
tell me anything. Mot ever who hired him. | rarely saw him after
that.”

“Omne nigiit 1 went w his
home. He was terribly upeet, it
was abwicus that he kad been
drinking. He was very evasive
whea § questioned him, § was
worricd about himn, he wasnot 2
drinking mar. | asked if 1 could
sty with him, but my
persiztence only made  him
minee avgry. Finally, e agresd
o come to my apartment for
dinner ihe following Sunday -
thai was three days 2go.”

M. Lincky's body i5 very still,
1 am not sure she's even
oreathing. While she's lnoking
righi at ime, her eyes which are
a5 alliny as plass, meit, Two tears
spill from tham and ron down
her cheeks,

“Lazt Sunday moening | got 2
call from the San Francisco
poifee depanment, “They 1ol
me that my father  lad




apparently jurnped off the Geldes Gate Bridge. They needed
sanecae o come and iientify the body. They sad 2 witness had
seen my father jump. His esr was fsund on the bridge. Because
there was no sige of foul play, they're calling it o routine suicide.”

lizterrupted her. “The police ars usually pretty good in these
matters, from what you've told me "

“My father did not kill himszIfi™ Her anger made her eyes
viciously beautiful. “He was in serious danger. Even if he had
killed himseil, he neveswould have thrown himself inia the Bay.”

“Why net?™ 1 ask. )

Her anger faded, she unerossed her legs and continued, “As o
chiild he nealy drowned swimming in the bay. From thep on hie'd
been afraid of water. He never went swirnming. He woulin't even
£5 10 the beash for pienics.”

“There’s one maze thing. | fourd this FAX note in his desk,
when Dweat through his things.” She slipped the note out of her
hag and across my desk wop, It read:

Profasens;
You wera right about these boys.
They play for keeps.
Waich your stagp.
SE

“Did you show this 1o Clements?™

“Yes, but he didn't consider it 1o be very important. He wasn’t
able to connect o anyone of anyEing. Lusi know wihoever wiote
}-_E;? 1-;{;'!:, kriows what happened, And Um willing 1o back up my

izf.

Ms. Linsky's hand went back into ber bag, this time it came cut
with $10L0GC, Cash.

I sit straight up.

*“This is my life savings,” sha says, “1 want you te find cut the
truth. I this is a suicide. 1 wani to keow. [ will accept whatever
evitdence you ¢an find, but if this is a murder, snd | know it is, |
wank to know who did it and why!”




Her story wasn't convincing me that this was a murder, but it
:Ii:!gi ue my curiousity, S¢ did her face and her 106",

" 1.. I'll do some checking for you.”

Ms. Liscky, suddenly cool, siraightened her skirt, and offered
me her hand. “Thank you, Mr. Murphy, [ trust you will find the
trzth.” She turned then and walked out of the office, and lefi me
staring at the ten grand. This is a lot of money in advance, even
for my rich clients. My gut feeling tells me something is wrong.
Maybe I'm jusi too cynical.

I scribble a note to my secretary, “Dig up any and ail
information on Dr, Carl Linsky.” I'll start my imvestigation in the
merning.
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OVERVIEW

hean Streets is an ioteractive movie where vou become the main
characier, Tex Murphy, Tex is a mugged, handsome, private
investigator with a typicat P.1L mentality that sometimes gets him
into tromble, The movie tnkes ploce in the year 2033 in San
Franciseo, Los Angeles and other cities along the west coast.

WHO'S TALKING

Ir: this intzractive movie there are two bazie levels of narsation.
The firsi level vses the pronown “i", as if Tex Muorphy is noarrating
his cwn story. Imagine vour favorite “Magnum® type moevie with
the hero’s vice being played over the “drive to the beach” scene.
The second level eses the pronoun “you™, and is reserved for the
reom search sequences. This gives more of a fezl that "you're
actually thera™ and the usnal *Adventure Game Ghost™ is talking
1o you and executiag your reguests,

WHAT'S YOUR GOAL

Your goal is to solve the mysiery of what happened to Sylvia's
father, Frofessor Carl Linsky, (? lvia is the person who hired
ymj_tl.} !jinr.j uut why Professor .ins.E}' was murdered, and who was
behind it

ASK FOR HELP IF YOU NEEDIT

I you find yourself in a shwation where you don't know what to
du.tryrrcssin “H" o7 iyping “HELP". Most seciions of the game
have HELF SCREENS o assist you.




GETTING AROUND FROM FLACE TO PLACE

Yourvehicle isa 215t century “flying car™ ealled aspeeder. You'il
be trveling up and down the west coast of the LLS. I‘ul]m'inﬁ
leads and searching for clucs. The specder is very easy to fly, an
it should take cnly a fow minutes 1o learn o wse ihe manual
controls. It does, however, have an “AUTG PILOT™ which will
tuke you snywhere in the data base under full computer control,
Refer to the section on FLYINEG for mors information.

WHAT DOES NC MEAH

N stands for MAVISATION CODE. All important places
{places you must ¥isit) have Navigation Codes, For examgle, Dr.
Linsky's office is NC 4663, You will be entering the NAV CODES
into the navigation computer.

WHERE TO GO

You can fly anywhere in the data base, though some areas contain
little or no-detail, especiaily in the desolate regions known as “Ma
Man's Land™. All essential locations have a four digit address
ealled a NAVIGATIGN CODE (ie. NC2B60Y. Entering the
NAV COGE into the NAVIGATICN COMPUTER will
pin-puint the locaiion and program the “AUTO PILOT™, [
would be wise to write down all NAY CODES along with o brief
deseription of who or what is at that location. In cddition to N.C,
addresses, there are also many points of interest that we
encourage you 1o “go see™. Refer to the “Poinis of Interest™ map.




GETTING STARTED
Here is the information you have 10 begin the case:

L CARL LINEEY i the professor that jumped 1o his death
from the Golden Gate Bridge. He worked at the University of
San Fronciseo (NAV CGDIE: 4663),

2. 5YLVIA LINSKY is the personwho hired you. She is CARL
LINKSY"S daughrer and lives ar NC 4421,

3. JOHMN RICHARDS is the medical examiner. His office is at
MC 46T,

4. DELORES LIGHTBODY was Carl Linsky's fiuncee. She
ifves at MC 4620,

5. STEVE CILEMENTS is the police detective in chargs of the
case, The police station is at NC 4680,

Cin visit these people (or places) and ask guestions about names
you've found. Be sure 1o use peoples FULL NAMES. In addition
to questioning them aboud oiher peopls, you should ask them
abaui the folliwing:

MTC CORP

GIDEQN ENTERFPRISES

OVERLORD

PASECARD

PASSWORD

NEXUS

LAY AND ORIDER

[MEUBANCE

The following pages contain insiructions on how to move arount,
uestion people, search rooms, ete. Piease read carefully, Good
Ak,

USING THE NAVIGATION COMPUTER

Your speeder is equipped with a very sophisticsted navigation
s.ys‘.:em,P:nl::cl the ‘hhﬂmpumh You {'l-a:.n bring up lh:BNA‘."
computer by pressing “N" while in your speeder. Information on




how te use the computer is availabie on screen. 1f you want te 0y

to aspecific locaiion for which you have a NAV code (NC), simpl

ress “B" again, then enter the 4 digit code aned press '[EN[I:'.ET'

he ALUTO PILOT is now pm%ramm-:d to take you direstly 1o
the NC addrsss, IT you wish to fly te the loeation manueally, the
destinaticn “bearing”, “distance” and “bearirg bar™ readouts on
vour dashboard will peint to the NC address. Refer ta the seciioa
on FLYING for move information.

HERE 15 AN EXAMPLE of how to program an SC address,
Step 1. Bring up the WAV somputer by pressing “N" while in
your speeder,

Step 2. Press “WN™ again.

Step 3. Type the 4 digit NC (i.c. 4660)

Step 4. Press the [ENTER] ke,

Step 5. If you wish 1o use AUTO PILOT, press “A” while in
your speader,

USING THE AUTO PILOT

The awto pilot is engaged or discngu%e:! simply by pressing the
“A™ key while in your speeder, [t will wake you anywhere you'll
want to go, bui it must be prograramed. Programming is done on
the NAVIGATIOGN COM PIETT:R in Gne of (W wiys,

Methad #1. Entering a NC EN.#.V CODE), 25 explaincd
previously wili set the AUTO FILOT'S destination to the NC
adress.

Method #2, Moving the desiinamion eursor (the vellow
eross-hair) with the cursor keys will sei the AUTO PILOT'S
destination to the location shown by the yellow corsor. Use the
“wz™ and * =" keys to zoom in or oul as needed, and press “ese”
when you're finished.

NOTE: The lecation of the yellow cursor when you exit the NAY
COMPUTER is your programmed destination.




LANDING AT YOUR DESTINATION

When an NC address is programmed into the NAY Computer,
the location will be shown as aflashing landing pad. If you're using
the asto piiot, landing will be done fer your automatically. Ifyou're
flying manually, you must bring your speeder to a full stop at
aliitude =0 on the pad. When you do, a message will appear on
sereen that says, LANDING PAD CONTACT,
TO EXIT Y LSR SPEEDER, press “E™

NOTE: Only locations with valid NC addresses will have
landing pads. A Mlashing pad means there is something 1 see or
do eutside your vehicle at that location. To avoid confusicn, only
one flashing pad will be visibie at a time, and that's your
programmed NC destination,

USE YOUR SECRETARY AND INFORMANT

Y our secretary, VANESSA, and vour informant, LEE CHIN, are
valuable sourees of information. Call them on the VIDED
PHONE by pressing “V™ or “L" [rom vour speeder,

QUESTIONING WITHESSES AND SUSPECTS

Asyou begin your investigation, vou'll learn the names of several
peraons that may know something or be ivolved in the case, Go
visit these people (using their NAV codes) and question them.
Be thorough.
ASK QUESTIONS ABOUT THE FOLLOWING:

1. PEOPLES NAMES. Be sure touse the ¢ntire name and spell

T

2. THESE SUBIJECTS:
MTC CORP, PASSWORD
GIDEON ENTERPRIZES  LAW AND ORDER
OVERLORD NEXUS
PASSCARD INSURANCE

Some people may have (o be bribed or threatened.




SEARCHING A ROOM

Several of the locations you'll visit are rooms that contain clues,
objects, money, messages, ete. The objects are hidden and
must search carefully to find them. Again, be thorough. Look at
everything, and unless you sense danger, you should also try to
M()I{’E and OPEN everything. To make scarching easier, we've
devised a new “tree search system” which requires no typing,
When you first enter a room, press “H™ for a “HELP” screen.

TO SEARCH A ROOM do the following:
1. Move around the room using the cursor keys.

2. When “PRESS <ENTER =" appears in the lower window,
press < ENTER > to bring up the SEARCII SYSTEM,

NOTE: You cannot move the man while the SEARCH
SYSTEM is activated.

3, Use the UP or DOWN cursor to select an ITEM from the
ITEM LIST {i.e. DESK, KEY, ETC.).

4. Use the LEFT or RIGHT cursor to select a COMMAND
from the COMMAND LIST (i.e. LOOK, GET, ETC.).

5 When the approprime COMMAND and ITEM are
highlighted (i.e. LOOK DESK), press <ENTER=. The
rogram will then execute your request, such as OPEN
E]MWER.GEI‘ KEY, LOOK CHAIR, ete.

6. Use the get command to take an item with you. It's best 1o
LOOK at an item before you GET it, but if you forget, you can
always LOOK atit fromyour inventory screen. You'll have to wait
until you are in vour speeder however,

7. Use the “B" key to go back to moving the man.




NOTE: When you first enter the SEARCH SYSTEM, the
ITEM LIST contains all major items which are visible from that
location in the room. This is called the MAIN LIST. There ma
be additional objects on, inside or under these MAIN Llﬁ’r‘
[TEMS.BE{[ ving commanids such as LOOK, OPEN, MOVE, etc.
on the N AB'J M35, you may reveal more items, These
“revealed” items will appear on a separate list called the
SUB-LIST. To get back to the MAIN LIST, press “B" or select
“BACK" from the COMMAND LIST. You will also use “B” or
“BACK” 1o regain control of the man. Remember, you cannot
mowve the man while in the search system.

WRITE DOWN CLUES

Write down everything, that seems important, especially NAV
CODES {Nﬂ’_‘?,‘fcup!u $ MMEs, company names, passwords, elc.
We've included some work sheets which shnultf prove useful,
Remember, 1o SPELL the INFORMATION CORRECTLY. It
will save you a great deal of frustration,

TAKE THINGS WITH YOU

While searching rooms, you'll find things that will be useful in
other places, For example, a key found in one room may open an
important drawer in another room. Use the GET command to
take things with you.

NOTE: If you get thrown in jail or are killed, all the items in
your possession will be returned to their original locations. Be
sure to use the SAVE game feature to protect yourself against
having 1o start from thnsﬁ:;[nningin the event that this happens.

I you forget to “LOOK" at something belore you “GE& it,
don't worry. When you return to your speeder, the item will be in
your inventory. Use the “LOOK" command while at the
inventory screen to re-examine the item,




DEFEND YOURSELF

Occasionally, you'll find yourself in a gun battle with underworld
pons, Learning to fight is easy, but will take a litde practice.
ﬁ'-'hcn vou first enter a gun fight, quickly press “H" for help and
follow the instructions on screen.
OBJECT: The object is to move across the screen and get to the
opposite side. If you don’t cross, the goons will just keep coming.
Remember, it's not how many goons you shoot, but whether you
1 to the opposite side of the screen.
IINT: The secret to suceessful gun fighting is o fire several shots
quickly and look for an opportunity to move forward.
NOTE: When in the crouched position, your shots will strike
chairs, tables, cabinets, ete, Neither you nor the enemy can be
effective from the crouched position. Good Luck.
YOU CAN ADJUST THE LEVEL OF DIFFICULTY for the fight
scenes. Refer to the GAME OPTIONS section near the front of
this manual

PROTECT YOURSELF - SAVE OFTEN

Save your game often to avoid having to start over at the
beginning if you're killed or sent to jail, Press “D" for DISK while
in your speeder. You can save up to fen individual games. Each
P]u}tr should save their games under a different game number,
fyou do get killed, ehoose “RESUME SAVED GAME™ from
the select screen. Use the up or down cursor 1o select the
reviously saved game number, then press “L” for load. Youwill
restored to the location in the game where the last sivve was
done under that game number, AlFﬂhjE-:l.i, clues, passeands, ete.
will be restored to you.




THE INVENTORY SYSTEM

An inventory of all items you have collected is available by
pressing “I" while in your speeder. You can also pawn items for
cash from the inventory sereen. Be selective about pawning
1;1:55. though, since it will cost you twice as much to reclaim
1nem.

NOTE: Occasicnally you will pick up an item without having
carefully examined it for clues, You can read any messa
associated with an object by selecting LOOK when in ﬁ
Inventory system.

HOW TO GET CASH

There are several ways to get cash.
1.You'll find some cash as you search through rooms,
2.You can pawn items for cash.
A You can go bounty hunting (sce BOUNTY HUNTING).

HOW TO GET AMMUNITION

1. You'll find ammunition as you search through rooms,

2. You can go bounty hunting (see BOUNTY HUNTING)
NOTE: Cash and Ammunition are not unlimited. Do not waste
large amounts unnecessarily,




BOUNTY HUNTING

Youcan ilLFJ'iI'ﬂ'EMI’ﬂl:ﬂ&hﬂﬂd. ammunition by fying to BOUNTY
areas and fighting. Bounty areas are places where no law exists
andwhere gangs of thievesand murderers control the streets. The
government has placed a bounty on the gang members in an
attempt to bring the problem under control. Bounty areas have
solid black landing pads but do not have NC addresses. The “Bad
Guys” you encounter in these areas are more formidable
opponents than you'll meet during the normal course of your
ercstiﬁ::un.
The following are coordinates of Bounty Hunting pads. Go tothe
NAV Computer and use the cursor keys to move the yellow
cross-hair to the approximate coordinates, then press “ESC”. The
NAV Computer will now be programmed to the location of the
ellow cross-hair. The approximate ngitiuns of the Bounty
unting are also located on the “Points of Interest” map
NOTE: You may use ¢ach pad only once.

BOUNTY HUNTING PAD COORDINATES

PAD # X-Coordinate Z-Coordinate

-4 O BN s &3 B3
S S S




FLYING INSTRUMENTS

1—
y
9
£—
5.
86—

E_
‘.:4 .
10-

1

12-
13-
14-

15~
16~

Distance to Destination (in mies)

Velociy Indicator (fashes when in Warp Spead)

Rate of Climb Indicator

Feverse Vedocity Indicator

Rate of Descont Indictor

Forward Velogity Indicator

Your Current Boaring

Dostination Bearing

Adtificial Horizon

When current and destination baarings are the sams,
you'na fying straight towards your destination

Altituda

Garme Clock

Destination Bearing Bar

When the bar is inthe Cemer (Red], you are flying straight
fowards your destination (turn lowards the bas)

Pitch Indicator

Bank Indicator




FLYING CONTROLS

Forward/Reverse

Turn Left/Right

Pitch Up/Down

A Slop

Extorral Views

Hover UpDown

Toggle Warp Speed OnfOH
Phona Vanossa (Socroetany)
Phono Lea Chin (Infommant)
Navigation Computer
Iveentory

Load/Save Gama

Abort Gama

Help

Engine Sound On'Otf
Bank Control On/Off

Auto Pitch Center

Auto Pilot On)Osf

+/-

Cursor Lett/Right
Cursor UpDavwn
Space Bar

F5, Fe, F7, Fa, Fd
Home/ End

a
£

5
g

anly, don't bank)
ring Pitch to Zada)

PO@mMUMIMOT ZC<E
B a




PLAYING TIPS

1. Keep a sequential log of things you do, places you go, people
you see, el

2. Write down people’s names, NC addresses and notes about
them on the Detective Information Charts provided. BE SURE
TO SPELL EVERYTHING CORRECTLY.

3. Press “H" for help when you get into trouble. This will be
especially valuable the first time you encounter a gun fight scene.
In the interrogation scenes, type “Help™ instead of “H" and press
[ENTER].

4. Be thorough and look for relationships between people. Be
sure 1o ask about everyone who's name comes up. REMEMBER
TOSPELL CORRECTLY.,

5. Yaou m:lr come (o 2 peint in the case where you seem to have
exhausted all your options. Re-read your notes, look at and read
all of the messages associated with items in the inventory, and go
back and :,Iucsllun some of your suspects, If vou've come to a
complete dead end, you've missed an important name or NAV
Code somewhere. Don't forget your secretary and informant,

6. Save your game often. It will prevent a lot of frustration.

7. If you're having trouble flying your speeder manually, use
the A FILOT a5 a tutor. Press “A" and observe the
instrument readings. After you've oriented yourself, press “A”
again to disengage the Auto Pilot,

£ As you're flying, you should keep your eye on the “distance
to destination” readout in the upper left comer of your
dashboard, and the “destination bearing bar” just above the
center control stick, If;ruu keep the Barin the center (red colar),
then the flashing landing pad will always appear near the center
of your screenand the distance rl:;lduutw:iiru:ll you how far away
it s,

NOTE: Don't forget to program your destination NC address
into the NAV Computer. Both the distance readout and bar

sition are  relative o the LAST PROGRAMMED

DESTINATION,




9. When searching rooms, be sure and look at everything. You
should also attempt to MOVE and OPEN everything unless you
sense danger,

10. Did we mention that it's very important to SPELL
EVERYTHING CORRECTLY, and if you get into trouble, press
“H".

11. Play with a friend. You may find it helpful and more fun 1o
play with two heads instead of one.

I)IE. If you're having trouble, check the PROGRAM UPDATE
INFORMATION option at the beginning of the game. There
may be tips or suggestions that are not contained in this manual.

13, On slower machines, twrn off the engine sound while Nying
{press “57) 1o achieve faster sereen updates. You can also press
‘E‘: 1o toggle solid fill on and off. When Solid Fill is off, the sereen
will updaie foster.

14. Playing with the roam lights turned down will make the
graphics appear mare vivid and will add to your enjoyment of the

ame.
; 15, 1IF YOU CAN'T FINISH: If you've tried everything you can
think of and still can't finish, we understand. Everyone gets brain
lock occasionaly. Call us at (801) 298-9077 during regular
husiness hours (3:00am to S:00pm Mountain Time). We promise
that you're identity will remain anonymous.

IF THE PROGRAM FAILS TO LOAD OR
OPERATE PROPERLY

Try the following:

A: Remove the program disk, wrn off the computer and try
again.

B: Remove all memory resident programs. Mean Streets
requires 512 K of memory to operate.

C: If you're still unsuccessful, call us at R00-E00-4850 or
801-298-9077.




