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Please do not make illegal copies of this software!

The software you are using was produced through the efforts of many people:
designers, arlists, producers, programmers, distributors, retailers, and other dedi-
caled professionals. The costs of developing this and other software programs are
recovered Ihrough software sales. The unauthorized duplication of personal com-
puter software raises the cost to all legitimale users.

Prince of Persia is protected by federal copyright law. Copying the software for any
reason other than to make a backup is a violation of law. Individuals who make
unauthorized copies of software may be subject to civit and criminal penalties.

Brederbund Soltware, Inc., as a member of the Software Publisher's Association
(SPA), supports the industry's effort to fight the illegal copying of personal comput-
er software.

Report copyright violation to:
SPA

1730 M Street NW, Suite 700
Washington, DC 20036
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foreign war, his Grand Vizier Jaffar has seized the reins of
power. Throughout the land, the people groan under the yoke of
tyranny, and dream of better days.

IT IS A TIME OF DARKNESS. WHILFE. THE SULTAN IS OFF FIGHTING A

You are the only obstacle between Jaffar and the throne. An adven-
turer from a foreign land, innocent of palace intrigues, you have won
the heart of the Sultan’s lovely young daughter. And in so doing, you
have unwittingly made a powerful enemy.

On Jaffar's orders, you are arrested, stripped of your sword and pos-
sessions, and thrown into the Sultan’s dungeons. As for the Princess,
Jaffar gives her a choice, and an hour to decide: Marry him—or die.

Locked in her room high in the palace tower, the Princess rests all
her hopes on you. For when the last sands drain from the hourglass,
her choice can bring only a throne for the Grand Vizier . . . a new
reign of terror for his long-suffering subjects . . . and death for the
brave youth who might have been . . . Prince of Persia.
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Getting Started

Before using or installing Prince of Persia, be sure to make a set of backup disks.
I you are uncertain how to make backup copies, refer to your Macintosh manual
or your IBM DOS manual for complete information.

Macintosh

To play Prince of Persia, you will need an Apple Macintosh Plus, SE, Classic or
SE/30 with at least 2 megabytes of memory for black and white graphics (2.5 MB
for System 7.0) or a Macintosh SE/30 with a colos graphics card, Macintosh LC or
Macintosh It series computer with at least 2 megabytes of memory for color
graphics (4 MB for System 7.0). Installation to a hard disk is required.

Inits use up memory that may he needed to run the Prince of Persia program. If

you have any inits which may interupt game play or use needed memory — auto-

matic screen savers for example — you may want to turn them off before you

begin play.

To instalt Prince of Persia onto your hard disk, select New Folder from the Fite
menu on the Macintosh desktop and name the folder Prince of Persia. Next, insert
the Prince of Persia Disk 1 into any available disk drive and copy the Prince of
Persia application file into the folder you created.

There are three graphics files: Persia(COLOR), Persia(LC), and Persia(BW). If you
wish, you can copy all three of these liles into the Prince of Persia folder on your
hard disk. The application will at itomatically select the best configuration for your
particular computer and monitor. You may wish to copy only the relevant file as fol-
lows:

If you have a color or gray-scale monitor that is 640 x 480 or larger, copy the
Persia(COLOR) file from the Prince of Persia Digk 2 into the Prince of Persia folder,
This will enable you to play Prince of Persia in widescreen color.

If you have a color or gray-scale monitor that is smaller than 640 x 480, copy the
PersialL.C) file from the Prince of Persia Disk 3 into the Prince of Persia folder. This
will enabie you to play Prince of Persia in color.

It you do not have a color or gray-scale monitor, copy the Persia@BW) file from the
Prince of Persia Disk 1 into the Prince of Persia folder. This will enable you to play
Prince of Persia in black and white.

To play Prince of Persia, double-click on the Prince of Persia folder, then double-
click on the Prince of Persia icon. The opening litle sequence will begin, followed
by a prologue and a self-running demo. When you are ready to play, press the
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mouse button to access the Menu Bar. Then, select New Game from the File menu
or press 38-N to start a new game.

IBM/Tandy & 100% Compatibles

Prince of Persia can be played from the keyboard or with a joystick. f you have a
joystick, be sure it is properly installed.

Note to Tandy owners: Prince of Persia features special digitized sound for Tandy
computers. In order to hear these sound effects on 1000SL and TL machines the
game must be played using the keyboard. If you want to play with the joystick,
load the program with the following command: PRINCE STDSND (loads standard
sound effects and allows use of the joystick).

The program may not work properly on the Tandy 1000RL's sound system, there-
fore we recommend that 1000RL owners not select the Tandy Sound option during
the SETUP procedure (see below). Instead, select Standard PC Internal Speaker.

To play Prince of Persia you will need at least 512K of memory for EGA, CGA,
Tandy or Hercules monochrome graphics, and at least 640K for VGA. Installation
10 a hard disk is recommended.

Hard disk users:

Start your computer with DOS 2.11 or higher. Insert the 3.5" Prince of Persia disk
or the 5.25” Prince of Persia Disk 1 in the desired drive, then select the drive from
the DOS prompt and press Enter.

At the DOS prompt, type INSTALL, press Enter and follow the on-screen prompts.
The install program will automatically create a directory called PRINCE in the root
directory. If you wish to put Prince of Persia in another directory, enter the desired
pathname during the install procedure.

After the install is complete you will be returned to DOS within the PRINCE direc-
tory. From here, type SETUP, You will see a menu that allows you lo specify the
hardware configuration of your computer. Using the Up and Down arrow keys,
highlight the feature you want to configure and press Enter. You will see a lis! of
choices. Select the correct option and press Enter. Additional information about
each option is provided at the bottom of the screen. When you are finished, select
Exit to DOS.

Floppy disk users:

Start your computer with DOS 2.11 or higher. Insert the 3.5 Prince of Persia
disk, or the 5.25" Prince of Persia Disk 1 in the desired drive, then select the drive
from the DOS prompt and press Enter.
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At the DOS prqnpl. .lype SETUP. You will see a menu that allows you lo specify the
hardware contiguration of your compuler. Using the Up and Down arrow keys, !

hiyhtight the feature you want to configure and press Enler. You will sce a list of Menu Bar and Special Keys
choices. _ Se!ecl lhg correct option and press Enter. Additional information about p y
(Eeagh OB((I)OSII is provided at the bottom of the screen. When you are finished, select : Macintosh
xit to . '
The Menu Bar can be accessed at any time duwig game play by pressing the

At the DOS prompl, type PRINCE and press Enter to Begin. If you are using the mouse butlon.

5.25" l_iisks you will be prompted to insert the Prince of Persia Disk 2 in the cur-
rent drive. Insert the disk and press Enter. The opening litle sequence will begin,
lollowed by a prologue and a seif -funning demo. When you are ready to play,
press any key or a joystick button to start.

To start a new game, select New Game from the File menu.

' To load and piay a saved game, select Open Game, then double-click on the
naime of the saved game you wish to resuine.

To save the current game, select Save Game fiom the File menu

k f To save the current game under a ditferent file name, select Save Game as . . .
' from the File menu.

To quit the current game and return to the itle scieen, select End Gaine rom the
File menu.

To-quit the application and return to the desktop, select Quit from the File menu.
If, while playing the game, you find yoursell trapped with no way out, select
Restart Level from the Game menu.

By pulling down the Game menu, you can also turn the Sound or Music off or on,
Pause the game, or check the Time Remaining.

! You can also use the following special keys.

‘ Esc/Clear Pause game/resume gaine.

’ 9 -N Start a new game.

3 -0 Open a saved gane.

3 -S Save the current game 1o disk.

1 3 -Q  Quit the game and retuin 10 the desklop.

Space bar  Press o see how much time s Icit.

IBM/Tandy and 100% Compatibles
Esc Freeze frame. Press any other key lo resume
play.
Ctri-J  Selects joystick control. Also recahibiates the
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Ctrl-K
Ctrl-R

Ctri-A

Ctri-S
Ctr-G
Ctri-L
Ctri-Q

Space bar

program to match your joystick. Make sure that when you press
this key the joystick is in the center (released) position.

Selects keyboard control.

Ends the game and returns you to the title
sequence.

Restarts play from the beginning of the current
fevel.

Turns off all sound. Press again to turn the sound back on.
Saves the current game to disk.

Press during the title sequence to resume the last saved game.
Quit the game and return to DOS.

Press to see how much time is left.

—

Saving Your Game
Macintosh

To save your game in progress, select Save from the File Menu. The game will be
saved under the name Future Prince. More than one game can be saved by enter-
ing a unique name for each game 1o be saved.

IBM/Tandy and 100% Compatibles

Once you have reached Levet 3, you will have the option of saving your game 1o
disk and continuing il fater. To save your current game, press Clil-G at any time
during play. If you are playing from floppy disks, be sure the 5.25" Prince of Persia
Disk 1 or the 3.5" Prince of Persia disk is inserted in the drive.

The next ime you play Prince of Persia, instead of pressing any key or a joystick
button to start a new game, press Clrl-1_. The game will resume from the begin-
ning of the leve! you were on when you last saved it.
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Joystick

Controlling Your Movements ‘ jump up
climb up
Use the following keys 1o control your movements. Note that the “left” and “right”
keys perform different functions when they are used in conjunction with the SHIFT Jump lett ) jump right
key {or CTRL, OPTION or the 0 on the numeric keypad). U
un lefy un right/
Macin tosh: careful step left carehul step right
. \__ /
i linb
jump lott Jump up/clinb up / jump right i downy

! e

left / run right

e climb down/crouch non

+ shift key = + Shift key =
careld step left carelul step right

IBM/Tandy and 100% Compatibles: i
Keyboard

Jump up/climb up
Jjump left I Jump right

run left un right

climb dowsv/crouch
+ shit key = b dowir + shit key =
carelul step left carehul step right
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Running, Jumping and Climbing
Note to Macintosh users:

The following instructions assume that you are using the numeric keypad in combina-
tion with the SHIFT key. If you wish to use one of the ailernative sets of keys, refer to
the preceding keyboard diagrams. Joystick instructions refer to 1BM only.

To turn around: (1 -
Keyboard Quickly press and release the \}4“ or 16~ ll key depending on which
direction you want to turn,

Joystick: Tap the joystick handie to the left or right.

To run: f P

Keyboard: Press and hold down the 154 [l o &Qll key. Release the key to stop.
Joystick: Push the joystick handie in the direction you want to go (left or right).
Release the joystick to stop.

To take careful steps:

| I g I
Keyboard: Press the ’I" o )6 key while holding the SHIFT key. You can
use careful steps to move right up to the edge of a pit or a suspicious-looking floor
section.

Joystick: Hold down a joystick button and push the joystick handle in the direction
you want to go. You can use careful steps to move right up to the edge of a pit or a
suspicious-looking floor section.

To jump up: Oo

Keyboard: Press the |, 8. ] key.

Joystick: Push the joystick straight up.

To jump forward: 1z -

Keyboard: When you are standing stilt, press the |}7 [l or M key.

Joystick: When you are standing still, push the joystick up diagonally in the direction
you want (o jump.

To run and jump forward:
Keyboard: You can jump farther with a running start. For a running jump over a
chasm, back up at least two full strides from the edge. Press a key to start running

left or right, then press the ',18 ll key to jump. Don't be afraid of pressing the “8 [l
key too early; the Prince will wait until the last possible moment to jump.
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Joystick: You can jump farther with a running start. For a running jump over a
chasm, back up at least two full strides from the edge. Push the joystick handte left
or right to start running, then up to jump. Don't be alraid of pushing the joyslick up
too early; the Prince will wait until the last possible moment to jump.

To climb vp onto a ledge: 1
Keyboard: Stand facing the ledge and press the IP [l key. If necessary, use
careful steps o position yowrself below the ledge.

Joystick: Stand facing the ledge and push the joystick straight up. if necessary, use
careful steps to position yowrsetf below the ledge.

To climb down from a ledge: i

Keyboard.: Step up to the edge, turn around, then press the '55 [l key.

Joystick: Step up to the edge, turn around, then push the joystick down.

To hang from a ledge:

Keyboard: Press and hold the SHIFT key while climbing down. To let yourself drop,
release the SHIFT key. To pult yourself up onto the ledge, press the gla ] key.
Any time you jump or fall within reach of a ledge, you can grab ‘L__L,'

onto it by pressing SHIFT. Remember—when you release the SHIFT key, you let go
of the ledge.

Joystick: Press a joystick button and hold it. To let yourself drop, release the button.
To pull yourself up onto the ledge, push the joystick up.

Any time you jump or fal within reach of a ledge, you can grab onlo it by pressing a
button. Remember—when you release the button, you let go of the ledge.

To GIM'I: i
Keyboard: Press the 355 l' key. Release the key to stand up.

Joystick: Pull the joystick handie straight down. Release it to stand up.

To pick something ap:
Keyboard: Stand in front of the object you want to pick up and press the SHIFT key.

Joystick: Stand in front of the object you want to pick up and press a button.
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Sword Fighting

When you come face 1o face with an armed opponent, release all keys, or the joy-
stick. You will automatically draw your sword—if you have one-—and go en garde.
In tns stance, the controls are soimewhal ditferent.

To strike:
Keyboard: Press the SHIFT key (or CTRL, OPTION or the 0 on the numeric keypad).

Joystick: Press a joystick button.

To advance: ' ig |
Keyboard: Press the |4 [| o 6 LI key depending on wiiere the opponent is
relative to the Prince.

Joystick: Push the joyslick handle towards your opponent.

To retreat: :
Keyboard: Press lhe :?4 ‘l o . 6 l hey depending on where the opponent is.

Joystick: Push the joystick handle away from your opponent.

To block your opponent’s strike:

| .
Keyboard: Press the 1,/8 i key just as your opponenl is shiking. It may lake some

practice to get the timing sight. Walch your opponent caretully, and wail for him to
strike

Joystick: Push the joystick up just as your opponent is striking. It may take sonie
practice to get the timing right. Waich your opponent carefully, and wait for hun to
sliike.

To stop fighting:

Keybod: Press the 5 II key. Once you hiave put away your swoid, you are free
10 1un, jump and climb as usual. 8¢ carelul, hough— when you are olf quaid, a
single swoid blow can kill you. lo draw your sword again, press the SHIFT key.

Joystick: Push the joystick down. Once you have put away your sword, you are
fiee to run, jump and climb as usual. Be careful, though-—when you are off guard,
a single sword blow can kill you. To draw your sword again, press a joystick but-
ton.
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Hints

* To get the maximum distance from a standing junip across a chasm, use careful
steps to mave right up to the edge of the pit before you jump.

off you jump a chasm but fall short, you may still be able to grab on to the oppo-
site ledge by pressing the SHIFT key (or a joystick button). Remember, when you
let go of the SHIFT key, you let go of the ledge.

o Every time you block an opponent’s sword strike, the force of the biow pushes
yoq back slightly. If you adopt a defensive strategy, you wilt find yourself steadily
losing ground. Try following up a successful block with a strike.

* Test for loose floor sections by jumping up and down.

° You can knock out a loose floor section by standing directly beneath it and jump-
ing up. Try ot to be there when it lands.

* There are two kinds of prgssure—aclivaled floor plates. One kind raises gates,
thelolher lowers lt_lem With experience, you can learn to distinguish them from
ordinary floor sections and from each other.

ein lr}e dungeoqs and palace you will find various potions. Some are healing
pohoqs that will restore your strength. Other pations have different effects. With
experience, you can learn to recognize which potions are which.

* You can cross a bed of spikes safely by taking carehil steps.
* A two-story drop will hurt you. A three-story drop wili kill you.

. l{ you encounier an opponent whom it seems impossible to beat, perhaps there
is @ way (o avuid the fight entirely.

® You never know what you'll find in a dungeon. Don't be afraid to explore, to
expepmenl. and even to take an occasional leap of faith. After all, you've got
nothing 1o lose except your life, the Princess, and the entire kingdom.
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Life and Death

The row of potions or bullets in the lower left corner of the screen indicates your
current strength. Every time you get hurt, you lose one unit of strength. When the
last of your strength disappears, you die.

You start the game with three units of strength. Later on, you may be able to
 increase your strength beyond this limit.

Things that cost you one unit of strength include a blow by a guard’s sword, two-
story falls, and having a section of the floor coliapse on your head. Other, more
serious accidents can kill you outright.

An opponent’s strength is indicated by a row of bullets in the lower right corner of
the screen. To kill an opponent, you need to take away all of his strength or dis-
pose of him in some other way.

Adventuring

Although this is your first time inside the Sullan’s palace, you do have some gen-
eral information that may help you:

 The Princess is imprisoned in the high tower of the palace. To reach her, you
must find your way out of the dungeons, through the palace’s main building,
and up to the top of the tower.

o Since your arrival in the city, you have heard some strange rumors. it is whis-
pered that the Grand Vizier Jalfar is a magician, a master of the black arts of
enchantment; that his powers are more than mortal. Knowing, as you do, that
much of what passes for magic is mere frickery and superstition, you are reluc-
tant to take these stories too seriously. Nevertheless, they don't do much for
your peace of mind.

Death and Continuation

When you die, the message “PRESS ANY KEY TO CONTINUE" will appear on the
screen. Press a key to return to the beginning of the current level.

If you don't press a key, the message will start to flash in warning, accompanied
by a chime. After ten chimes, the game will end and you will be returned to the
litle sequence

You can continue a game as many times as you want without penalty. Remember,
though, the sands in the hourglass are draining away . . . .

If you get yourself into a siuation where you can find no way out, select Restart
Level from under the Game menu on the Macintosh, or press Ctri-A on the
IBM.

To see how much time is left, press the Space Bar.
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About the Author

Jordan Mechner, 27, is the author of the award-winning compuler game
Karateka. Hailed by Games magazine as “a software landmark,” Karateka
broke new ground in the use of cinematic techniques to tell a story within a
computer gane, and has sold over 400,000 copies wurldwide.

lo achieve Lhe extraordinary realisi of he animation in Prince of Persia, Jordan
studied hours of live-action footage, including swordfighting sequences lrom
classic Hollywood swashbuckling films of the Thirties. Two years in the making,
Prince of Persia is the culmination of a lifelong fascination with animation, and
of ten years of hacking on the Apple Il

Jurdan is a native New Yorker and a 1985 graduate of Yale University.

About the Music

The music for Prince of Persia uses a “leitmotiv” approach in which each theme
is associated with a specific character or idea. The basic themes are: Prince,
Princess, Jaffar, Danger, Sword, Shadow, Death, Time, and Magic.
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Broderbund’s Limited Ninety-Day Warranty
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X h y purchase of this
?'dem ": Peru: mdﬂ::l;orm-shae from substantial errors or defects that witl materialy
terfere with the operation am as P b :

e il Og¥ ‘ desciibed in e enclosed user documentalion. This

¥ you believe you have found any such error or delect in the program during the war i

cak Bradesbund's Techwical Support Department at 415/382 nmm':mm::.'mw
5 p.m. (Pacific Time), Monday through Friday. Braderbusid fechnical personnel will atiempt 1o help
you corect or avoid the problem. lwmmaummunemm«rmw
avoided, Braderbund will inform you how (0 oblain a corrected program disk (or, at Braderbund's
oplion, Brederbund may authorize a refund of yow purchase price).
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mmw product » €3son
. with this fails within ninety (90) days of purchase for any « othes
Mm«miwse,nbasetmnmedeleclhemmelhavmhammdp:zo{mamw
B@dﬂfh}l‘d Software-Direct®, P.0. Box 6125, Novato, CA 34948-6125, for a free feplacement.
This policy applies 10 the original purchaser only.
Brmmnﬂrmmundisksmmtumwream.whemenumntanamemw
mmmmwbﬂ.h%wwmawwwdﬂwd&w;
mm.::mmmmnn{f:mm3mmawog:amdisks.swmsls,oowsz,5o
postage and handiing per request. This policy will be followed as long as U ¥ bei
b ' Ng as e progiaem is stik being

Limitations on
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;mwu M%m\g ing, descripiion of representation, whethes made by a

A 8 of on , shall be bisdin
lashnpriees . ployes g upon Brederbund or shall change

Wmhm:ﬁwasmwdm,&mmMUanmwwamm €SS of
wuwmmmn‘ &mmmmwmmm:mmesmul:a
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mmmd&mmwmwiswwiseemwymwmwmmm
Some stales do not allow miations on how long an implied warranty lasts, so the above kmilation
may not apply 10 you.
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Other dxnages, even i Braderbund is advised of or aware of e possibiity of such daniages. This
mmmmmmtmum!ammwsalm,mwdamm
amimdnlm‘dbsso!&m,dmamdmesdnwa,orlmmanyomarcause
except the actual cost of the product. In no event shall Bredesbund's ability exceed the purchase
primolllh_mm Some stales do not allow the exclusion o kimitalion of incidestal of
oummm»aues.mum&nmalmammmmmamybm.

You are entitied (o use this product for your own use, but may not sell or transer reproductions of
hmawpwﬂwmwm‘mrmlaleaselnuahutow'ersmnun
the prior writien permission of Brederbund. You may use one copy of the product on a single
ferminal connected 1o a single compuler. You may nat network the prodkuct of otherwise use it o
morg than one compuler o compuler terminal at the szine line.

For tochnical support, on this or any other
Braderbund product, call 415/382-4700. {
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