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Welcome to Your Adventure
THERUIN OF OCEANUSPRIME is an
interactive science fiction-horror from
Marco Innocenti, the acclaimed and
IFComp winner author of the Andromeda
Legacy series, sequel to AIRLOCKby the
same author.

»There's nothing here, Carter. Vitalsigns zero-
zero. It's afucking cemetery.«

THERUIN OF OCEANUSPRIME is a survival
text adventure about a rescue mission gone
completely wrong. It has an in media res
approach and may result obscure to many
players until quite far in the playthrough.
It's a story meant to unfold step by step and
it is intended to work like this. Rel.2 is the
Punyjam#4 post comp version, available in
alot of formats: Amiga,Applell, Atari
8bit,Atari ST, BBC, C64,C128, CPC,
Mac Classic, Mega65, MSX, PLUSA,
SAM Coupe, Spectrum +3,TRSso, DOS
and Win/Linux/MacOS .

THERUIN OF OCEANUSPRIME placed ist
(winner) in the Dec, 2023 Punyfam#4.

*x+ CONTENTWARNING ***
This story contains foul language and
detailed descriptions of physical and
psychological violence against animals and
minors, abuse of narcotic substances or
otherwise harmful to human beings. It is
recommended for adult audiences only.

How to Play the Came

The THERUIN OFOCEANUSPRIME
package contains a »How to Play Interactive
Fiction« card that explains the basic
gameplay and many synonyms will enhance
what you read on it. There are a few extra
verbs necessary but these will be introduced
to you in advance and should be fairly
obvious. You never have to guess the verb.

Text Adventures

inthe Modem Era

THERUIN OFOCEANUSPRIME is
following the path of some of the most
iconic interactive fiction releases from the
1980s and early 1990s, trying to resemble
a retro look and feel but it also aims to
meet modern era expectations.There

are no dead ends and the difficulty level
is moderate. Generally it’s more about
experiencing a story rather than drowning
the player in frustration.

Supported Systems

The game is available for Commodore 64,
128, P1usA and Amiga; Amstrad CPC
and PCW; Sinclair ZX Spectrum +3
and Spectrum Next;Atari 8-bit

and ST; BBC Micro;Acorn Electron;
Mega65; MSX and MSX2; TRS-so
Model Ill and Model 4; MGT SAM
Coupe,Apple Macintosh 68k; IBM-PC
(MS-DOS) and Modern PC/Mac. For
playing the game on a modern machine,

a .Z5 file is provided, which allows you to
run the game in a Z-machine interpreter of
choice like Frotz, Lectrote or Fizmo.

Boxed Edition Credits
Idea, Text, Code and Illustrations:
Marco Innocenti (SpaceWhale)
Box and Content Design:
Sebastian Bach (poly.play)
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Loading the Came/
Version Notes

Amstrad CPC

Insert the game disk.

Type: RUNLDISC and press [ENTER].
You have to press a key to dismiss the
loading screen.

Amstrad PCW
Insert the game disc.
Type: UEZZA and press [RETURN].

Apple Macintosh 68k

Insert game disk.

Double click on the Moonmist Ent. disk
image.

Double click on Interpreter.

Select — File — Import Z-Code file.

In the menu select — Display — All files.
Double click on the ,story file.

You need at least MacOS 7.5 for playing
this game.

Atari 8-Bit

Insert the game disk and start the machine
with BASIC disabled.

The game will load automatically

Atari ST

Insert the game disk and open it.

To watch the artwork launch ARTUIEW, APF
and select ART.PI1.

To launch the game set the machine to
medium resolution.

Open the disk and double click PLAY ,FRG
in the disk directory.

This version of the game supports the UNDO
command.

BBC Micro/Acorn Electron

Insert the game disk.

Type #EXEC {BOOT and press [RETURN] to
run the game.

The game is compatible with the BBC
Model B,BBC Model B+ and BBC
Master 128 computers. It will run without
sideways RAM, albeit slowly. Having at least
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16 kB of sideways RAM or a 6502 second
processor is recommended. Shadow RAM
will make things even smoother. The game
also runs on Acorn Electron computers,
provided you have at least 16 kB of sideways
RAM, which is a requirement. On the E1k,
It*s recommend playing it with an E1kSD64,
as with this device you won't need to worry
about anything. Your E1k will thank you
later. We all love the E1k!

Commodore 64

Insert the game disk.

Type: LoOAD'#H 8,1 and press [RETURN].
When the computer has finished loading,
type RUNand press [RETURN].

Commodore 128

Insert the game disk.

Type LOAD'#",8,1 and press [RETURN].
When your C128 has finished loading, type
RUNand press [RETURN].

If you wish to play the game in 80
columns, which is supported type this in
BASIC:

10 GRAPHIC 5

RUN

And now load the game (see above)
This version makes use of the extended
memory of the Commodore 128

Commodore Amiga

Just insert the game disk and the game will
load automatically.

You have to press a key to dismiss the intro
screen.

Commodore Plus/4

Insert the game disk.

Type: LOAD'*”,8,1 and press [RETURN].
When the computer has finished loading,
type RN and press [RETURN].

IBM-PC (MS-DOS)

Copy the contents of the game disk to
your hard drive.

Run PLAY.BAT to start the game.



You need to press [SPACE] to dismiss the
intro screen.

This version of the game supports the
UNDO command.

MEGAG65
Insert the game disk.
Type BOOT and press [RETURN].

Modern PC/Mac
Just launch your Z-Machine interpreter of
choice and open the ghosts.zs5 file

MSX/MSXz

Insert the game disk.

The game will boot automatically.
You'll have to press a key to dismiss the
intro screen.

The game will run in 40 columns on a
MSX computer and in 80 columns on a
MSX2 machine.

Sam Coupe

Load Pro-DOS from the provided Pro-
DOS V2 disk.

Insert game disk.

Type LOAD and press [RETURN].

You have to press a key to dismiss the intro
screen

Sinclair ZX Spectrum +3

Insert the Spectrum CPM P1us disk and
then use the machine’s LOADER feature.
Once CPM P1us has finished loading,
insert the game disk.

Now type PLAY GAHE and press [ENTER].
You have to press a key to dismiss the
loading screen.

Sinclair ZX Spectrum Next

Your Spectrum Next has Z-machine
support built-in. Just Insert the SD card,
and open the Z-machine file from your
Next browser.

TRS-80 Model Il
Insert game disk.
Turn on your computer.

The game will auto-boot.

In case your computer was already turned
on, you need to reset.

You may need to enter a date between
1980—1989.

TRS-80 Model 4

Insert game disk.

Turn on your computer.-

The game will auto-boot.

In case your computer was already turned
on, you need to reset.

Z-Machine files (.Z3 and .Z5)

For use with your interpreter of choice,
Frotz or Lectrote are favourable. It's
recommend using the zs file when playing
in a modern environment.The zs version
supports the UNDOcommand.
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Credits

Dedicated to the memory of Gerardo
Poggiali, on the twentieth anniversary

of his death. You put me on this cursed
path, and I will never be able to thank you
enough. (2 Dec 2003 —2 Dec 2023)

The game was tested by Jade, Garry
Francis, Audrey Lee and Stefan Vogt. It
uses the Punylnform libraries by Johan
Berntsson and Fredrik Ramsberg, and of
course Inform6 by Graham Nelson (and
a lot of other people). The various 8- and
16-bit versions have been compiled by
Stefan Vogt with his awesome Puny Build
Tools.

Copyright

THERUIN OF OCEANUSPRIME is
copyright (c) 2023 Marco Innocenti and
SpaceWhale.
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AGame by

'spacewhale

Pgigdfyyl.play
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poly.play

INTERACTIVE FICTION

WWW.POLYPLAY.XYZ


http://WWW.POLYPLAY.XYZ

