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site at www.bdec.com.
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The Pegasus Prime Story

Our stony begins in the skybome metropolis of Caldona in the Fall of 2318,
The unified world is finally at peace. but only as a result of the
of a people determined to not repeat the great wars of the 2 1st

Over a century ago. in the year 2185, came the first of a series of

ed the encounter, and rhe e:usummz of intelligent alien
prover,

But It wasn't until 2308 that true contact wes gk
was approached by visitors wha called themselves

pose of their visit was Yo invite hisnanity to join e
Beings," an aliance of ntelligernt beings whose ol

give us tan years g dElIberatE their prumsal. after
arriver to extencd d Farmeal vitation:

nllmntwehuveacmevad nmemmww -
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i potentially more dangemus than any weapon ever, created. For this

the government formed the Temporal Protectorate. As a mernber

this elite team. it is your job to safeguard histony fram sabotage. You

the space/time continuum from the Temporal Security Annes. & to

installation where lies Pegasus. the only time machine known ta be

tence. But so long as the technology to oeate such a machine exists
shreat of temporal sabotage remains. ..

Getting Started

IYB"I'EM REQUIREMENTS
B Power Macintosh or Macintosh-competible with a PowerPC processor
B Macintosh Systsm 7.5 (Sustem 753 or later strongly recommenced)
B VEMEB.alRAM [BEMB of froe RAM needed to run Pegasus Prime)
B 5MB of free hard disk Space
B 4x C0-ROM or faster
] mmmeumuMm|n 16-bit color [thousands)

enhance performance and stabil-
the Iatest system software

B which rmay interfere with the operar Prime.
Pegasus Prime are. Display Enabler, Display

BuickTime PowerPlug 2.5. Shared Librany Manager, Shared Librany
I. and your CO-ROM driver. The Pegasus Prime installer will auto-
et the CO-ROM driver software,

be able to display 16-bit color [thousands) at o reso-
i toshies ane capable of displaging this reso-
oinatically switch your manitor serrings to
' the color settings yourselr, you can

Si0 mwmmﬂpmm and it will create a Pegasus
mdwm&we@m Inside this folder will be the

credit sequence will al.ltu'mncdlycl!y.'h
tbﬁeh‘hn—:l\lleru press any key on the keyboard

m
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WIFJ\E@WFETUH\IEIE\ITEHKEgsmmyxr



. Main Menu Options

B Interface Overview - This selection allows you to leam
about the Main Interface and keyboard settings. Use
UEmmmmﬂnnmwﬂ'ﬂ‘Ehte!uaﬂ
display information about each of its
the Retum or Enter keys to go |

B Start - This selection starts

B Restore: This selection allows you to
ously e, For
games. rEfPr to the P
bame Controls section,

=
T

L

H Game Difficulty Mode - The ge
Achenture, Walkthin Mode s s
lenging garme ex; zle solves available
matically displayed in the he main gameplay inter! [see
Interfac iew’). Adventure Mode Is for game players Who want additional
cuwggww Puzziesalves are not avallatiie | mode. You must also manually activate

Artificial Inteligence Biochip whenever Hints are desired. See the Interface Ovenview Section
for more information an the Artificial iInceligence unit. To scroll between Adventure or
Walkthr moces, press thi Right or Left arrow keys.

in one of two modes:; Walkthru or
mmﬂ-elmmnqmralasd'u{

B Credits - This selection allows you to leam more about the individuals iInvolved in the
tion of Pegasus Prime. There are six selections avallable from the Main Credit Screen; Core
Team, Support Team, Original Team. Talent. Other Titles. and Main Menu. The Core Team repre-
sents the primany individuals responsible for the creation of Pegasus Prome. The Support
Tearmi represents individuals who made significant contributions to the game. but were nat in_
the primany team. The Original Team is the original Presto Studios team, that created The
Joumeyman Project. the game that inspired Pegasus Prime. The Talent ore the ‘and
actresses featured in the game. The Dther Titles section lists ather games avail
Presto Studios. the developer ufF\egasLﬁPtu‘gﬂ.FtEﬁtre Main Menu' button
the Main Mer.
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travel aniy to the location of any detected temporal fp or toa tme 2000 ks
millions years in the past where a disc containing the knawn History of the

,wurh:l been planted. This disc s Meant to serve as a reference tool in
should be altered. [see “The Oisc’] : X
nccebratﬂ1mssmtmmmufm which 0
for use N Mmaintaining a homing signal, or ‘ock’ on the
back in time tha agent travels, the more energy

ewﬂmmmunm lock. In addition. any use of the
titutes a further drain on this
‘xrrEq;a'ltmrEthmtrerxe

: f Bnergy eft for the recall
K Othierwise, the agent become smm“ﬁ: -
1 I:q:lmﬂfrr'EanrfucEsmwiele /

thCH n'emlelu.ﬂ‘eseresn_lescm*jcmwﬂiybe
Lseubgmmtﬂ*ﬂpmtaﬂulkggmuaImagmthm g
time. The sult has also been designed to compensate for unsusual biologl- T
mmﬂllna.mw.lfﬂemtmlnaﬂmw o
ment. the sult would generater warmith to prevent freezing. All of the sults
protective functions, however, ramlreagreatl:haalufarﬂgupegm.ﬁ
.mmawmwmpﬁmﬂemﬁummfw
&El‘eam\nmn-uslmtedsmysm-gaughmaqntmesutb 7 . iy
protective functions for a shart while, \ ! { <



THE DISC

Historical Log Disc s a
of historical accounts chronk-
of known history, Each day. all

artities worldwide are autamatically
Bt the Temporal Security Annex
| twa new Historical Logs are created,
remains in the historical log comput-
admehrwﬂEmrmMﬂx.w
went back 200 million years
- into st Where It 1s stored as a

Therefare. if a rip in

5 ted, thi agent on cuty can
Evefﬂ]e ) which has been placed In

the past @s a source of unaltered histori- é’“g
Sﬁm':hnmﬁeagentrm 5
Ternparal Security Annex

with the atuate log disc for analysis.
thaih!stcrk:ﬂl log computer will compane it
to the Joumeyman log disc which was
left in the present and subsequentiy
altered. By cross referencing the date of
the rFl torthe discrepancies found
bty the two logs. the computer will

ahle to Isolate the changed event(s]
the agent to review.

Interface Overviewvw

ABOUT THE INTERFACE
The Biotech Interface neural prosthesis model SL1772.5R
is the central element of a Temporal Protectorate agent's
ensemble. The interface takes the form of a monocle

5 the left eye. and creates a multifunctional
Ih which the player sees the world, The'
several functions: it catalogues and dis-
20 Into the agent's inventory’

5) and it monitors the date and energy
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{ : . s ° KEYBOARD
y °_ 3 ' \ A’h,.. In Pegasus Prime, the keyboard i used for navigation. saving and restoring games, and
s o (q P Q’ * ¥ accessing interface functionality. There are two sets of keys that are active at all times. The
=== el A first set IS mapped to the main keyboerd. The second set. for thase with an extended key-
LA, D mER® .. boord. s mapped taghe numenicel keus. The key sets are as follows.
F o— ~ . \ MAIN KEYBOARD NUMERICAL KEYPAD
- i _ j‘l A, left, rght] Ll 4 '_a‘ N o
o060 - - [
e B G~ <delete> e
- " =
- ﬁmt—ﬁ:-—ﬂu-lm ] ) o Siearie ‘ ; 3
° W#ﬂemﬁm&m:ﬁmmmn Q 10 back and ) Action mouse click or <returrs <erters
e fuEth between time zones, ., 1 Pause Onvoff <psc> or P
Compass - Tracks the direction you are facing. This is a Wseful L 1 truing Lo nev- ;
ot unkngin or fieze-iike ergikonmeats. ) Arditionally, there are shortcuts thet are accessible vie command keys. The shortouts ane. as
| Energy Level Indicatar - This menu bar indicates Y have. *follows: ‘
Waming Light - dicates when energy le [orange], SHORTLUTS KEY SET
5% (red) levels, If your enemy drops o 1 i ( o exit an Ouit ®0
ervironment immediatily so as not ta lose the' b r Device - oth-
- se o will b trapped in our curent: time zone. {5 Save bame ®s
4 Mﬁ@-ﬂsﬂlﬂsﬁ'ﬂmﬂm s Sl Restore barme (open)] ®0
i ~Selected Biochip - Displeys the o selected B ! " -
the onboard Artificial INteligentce unit appears. to,offer hi - NAVIGATION of SRRV SaEE -
o Activated Item Window - This window displays the cument i . & Up - Allows you to walk forward, zoom in to a dose-up view (where avallable). and open
either the curenty selected inventory item or the selecte . ot both, &s anly y doors. If this button is held down while walking forward. you will “stride” through an ernvi-
DN item con be active at any given tme, To toogle be = Irventory itern | FOENTR-
antd selected biochip, press the blue button. Functionality for 1 active item, L] [hM'l-thﬁucuru.lnhumdcmturcessrtgmmnrzmmtofadnse-upvlew.

when avallable, can be aroessed through this window. ; %. Left/Right - Allows you to tum left or right. Also used to adjust the Sound FX and Ambient

e Panel - Oisplays all iterms placedhinto the inventongNate: There is space a ’./an.dmeﬁelcmtn:lsfmmmePaLﬁESUEﬂlﬁcrdlhemegnAdvenu:emuWakurugam
colflect more than nine inventony items, the least. impor- ¢ difficuity modes from the Main Menu and the Pause Menus, and move through options in
™ the Credit Screen.




INVENTORY DISPLAY 4
B ~ or<dearn keys - These bul open and close the Inventory Display Panel. To select

an inventory item. press either of buttons once to open the panel, use the arow

keys kenavigate to the desired item, then press it again to clase the panel. The

selected inventory item will became the I:IW;Enl:lg active item.

BIOCHIP DISPLAY
B <delete> or ¥ keys - Tresemm:nsnpenaﬁansetreammm To select a
“biochip, press either of these buttons once to open the

igate to the desired biochip, and then press it again panel. The selected
biochip will become the currentiy active item, - |
—-.___4_ J--
OBJECT INFORMATION - -

[ ] Ic.rllip These buttons enable you Lo leam more about the
displayed in the lower middle screen of the interface. Object
ﬂmwﬂcb:ewd‘arethawwenmuylrﬂnwasfmmwlrs
or / keys again to close the window,

m .

TOGGLE DATA
B Tor=keys - Thesa buttons enable you tutcgglehetweentmacqﬂn
active biochip displays. The currently active itermn appears In the lower

the Interface. Same items have interactive functionality \de‘l s
‘the iterm s activated and displayed. f

p —

PAUSE MENU

B <esc> or P keys - Tresebumﬂtmedmacthmteﬂm
mwmmmupmmnrmwk@mm

Eﬂl‘lp Continue, Restore, Sound FX, Ambience, Game [

MulnME'!ﬁ, < .

ISBVEET‘*—Msgqusmgqucmmt ahﬂdmve'u.u
the Saving Bames section for mare informa Al games,

B Continue - thucﬂnlrmmlrgﬂTﬁtrnmnwusﬂﬂd - -“4

W Restore - Ahwsu:u.ltnrstweaml,dgswedm

Fft_ =
p==s Ff 1

® Sound FX - Allows Lou to raise or lower the volume level of special effects sounds. Press
the Left or Right Arrows [or 4 or B on the numeric respectiviely) to lowes er rase
the volume levels, y

B Ambience - Allows you to raise or lower the level for environmental arfibient audio.
Press the LEFT or RIGHT arrow keys (or 4 or 6 on the numerical pad. respectively) to lower
or raise thiz valume levels. P

8 Game Difficulty Mode - You have the option t play in one of two modes: Adventure or
Walkthr Munmsﬁ:wtmrmum In the Main Menu. IF the gameplay
seems too difficult or Musetmmcmtnchwngpdvﬂ&!hﬂm
without hanving ta

B Quit To Main l_.l:lJtﬂq..llLﬂl’."l—;'MdﬂMEl’lu.
MI'.'.'IUSIAM E IU'I"TBNl -
The mouse mmkalmwmwlmmnﬂmwm
drop Itemsm \mw M'm&'a:uvamhu:ﬂp functions, and iNteract with monitars in the
view window. i "
P .',:u:‘

s presset and held while the hand cursor is over an item that can
itern wﬂbe gmbbed and dragged wherever the mouse is moved. To drop

1 du:luumwm will highlight, then IEtgl:lDf themxsel:tuttm crn:ll:m
Ically drgp INto your inventory.

o frventony iterm, flste the cursar over its image in the Selectecd
een [see Interface Dverview]. Press and hold the mouse button to grab

Lsgimenuﬁemdmgltnmu-enﬁnviewmenlrtresecected

sl over an area where it can be dropped. the grabbing hand will

. can be used. To drop the inventory item: let go of the

@ver an arga where it cannot be used. the iterm will

-

button is used to activete’ mﬁuru:urﬁ when available. To do so. activate

biochip by opening the Biochip Display Panel and selecting the desired chip

;laqemiﬁrsawauﬁmmmctmmtmnmtremwmedltEanmw

). and press the mouse button. [note: many biochip functions are




Tips, Hints, and Scoring

BEGINNING THE GAME

The game begins with an opening animated dream sequence and the
Artificial Intelligence recalibrating itself. While this recallbration sequence
highlights some of the functionality of the interface. it is recommended
to go through the Interface Overview availlable from the Main Menu or In
this booklet. When the sequence has completed, gress the LEFT or
RIBHT arrow keys to get a feel for tuming. After doing this, press the
FORWARD arrow ki D get

- CURSOR ICONS
When the mouse is moved. the hand cursar is displayed and can be moved aver areas wherg
inventory itermns and biochips can be picked up or used. or or-screen devices can be intersctec
with. There are six cursars: an open hand, a pointing finger. a grabbing hand, a closed fist, a "+
magnifying plass and & = magnifuing gless.

‘M Open Hand - Indicates that there Is nathing to interect with in this view,
M Pointing Finger - Thewwlllwhmamnmmgerweraraasuﬂnmmb
activate an Iterm that Palu'uFmernmcr Is pointing @, press the mouse button.

B ‘Grabbing Hand - IncicAtEs that an object can be grabbed. THIS includes any ohjects within
mawmmmcmatmnhetakenaﬁancedmgmruwenm aswaﬂasuu.rcm'anm . Githar thie =~ or burtons again to
selected iventony item, which can be dragged into the ervironment for use. R i . : mEDELt*Dm the Biochip Display
B Cosed FAst - When!heumtsmadmg;ablentﬂenaﬂgmpmsarﬂlﬂdun\ ™l T . Nabite. E ; From displaying the KeyCard to display-
mouse button. the Brabbing Hand will become a Closed Fist and the item will be grabbed AT the Biochip Display
fsee Mouse Button sbovel. As long as you hold down the mouse buttan, trncbsa:ﬂnst %
will continue te Hold the grabbed term. -

B [+] ‘plus’ Magnifying Glass - Thscmlrdcutesmmmtaemumm}dmp X maﬂmjﬁﬂ;ﬂ?%mm ; '

close-up view, To zoom in. n‘essmenu.sem:mnnrmmtredwmm 5 RIGHT, EDRWARD, LEFT, and OOWN. If You look at the coffes table e "
B [ ‘minus’ Magnifing Glass - This cursor indicates an area where you can zoom out of & i front of you. there is a biinking ight. Use the mouse to aim the cursar W s
tlose-up view. Ta zoom out. press:the.mosse bukton of down on the drectional button at the red light. When it is pointing at the red ight. press the mouse =
= Janp ) button — this wil activate the 40 Environ System. After the INN news segment. pleys. paint |

rjemmmayufdﬂemmmﬂemﬁgsmaﬂmﬂﬂmmm
you can move from this location. you must deactivate the Ervimn System. Tt:scbttis.am’ﬁ'e

F) thE interface] an




Vg be done by pressit o

;%ltﬁmﬂfwwmsmmrMWan
'Uaur own. Whille you miust Soon igsve to go to work at the
Seeurity Anniexyou should leam Bow to navigate, use the
_~ Inventorgitems while you are still in the safety

T KeyCard to to TSAI). Once gouw go to the Ten
N E -5 .

TIPS : il

\ i A g
 If you're having Bfficuity progressing in & tine zofe) try moving-on and retuming T leter.

A solution may present itsell elsewhere,

| If you find ‘Adventure Made' too difficult. try DI-'.IU!'I;]II‘J"E game In ‘Walkthn ”‘% t 56,

keep the Artifical Inteligence Biochip selected in the Currently Activated _r.!'l Window [see \ Dios
Interface Overview). In Se ddifig. Lo Wikaweys know when a hint is availétie: b %A % -‘I:"“
B If the Artificial Intelligence offers a athms hint about @ dengerbus sitiegon, often } S
rmanueliy Bttivated hints are avallable too.’ gt ~ . 5 1, Eric Dallaire
L Trke soimE tme to familanze gourself with the biochips and the Inventory berm ) ofe m’“ﬁ
af thermn is useful. To get informetion about an item, select that item and pfess. the t A "Mike Balamon
ar / buttons. v o 4 1 - g . "‘-—*:; '
B Scon the screer with Lyowr li:ursnr 10 find hidden interactions. . ‘ = q_-" s
T Yo . ] | THE CRIGINAL .nﬂuﬁuqvmu.pnwm;rm
You will recelvera score based on Yol performance. \ o Farshid ﬂﬂm
Factors include the armount of evidence you gather, the .-'::';:.
number of puzzies you sove. how mwch ivestigating Juck
you da, anel whether or not you finished the game. There ) Dave
Is also & borus fr{ NOL resarting Lo viglent measures dur- - W&m
,Ing potentially violent confrontations. S00 points is a per- * . < %" Phil Baunders
fert score, - - - Greg Uhler
i - . B i~ ﬁ“ \ .-.%‘ Tommy Yune
o ~— .
=T Vs = %
S _ ———

R

: Ls e
ifying oless BiSe button. This o

i aipartment. (Hint: yourmey Meed the
i Becurity Annex. anything cotild happen...
R
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key controls, and e use
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This legal document Is an agreement between you and Bandal Digital Entertainment [BOE),
BOE is willing to license the enclosed software to you under the condition that you accept all

- 2) OWNERSHIP OF SOFTWARE. You own the encigsed disc on which the program data is fixed,
“But BOE retains all the rights, tithe and ownership to the content. regardiess of the media or
farrm In which the arginal materal may exist. including coples which are made in violestion of
the térrms of this license agreement. This license is not a sale of the original material or any
other rights to yo.
.

“3)PCOPYRIGHT, You agree that the Software and accompanying printed materials are
proprietany to BOE and are protected under US. copyright law. Unauthorized distribution,
duplication orgommercial use af the Software [including those Instances where the Software
has beensmodified, merged or includeét with ather software] or of the accompanuing printed
materials. o af any element contained in amy of the is expressly prohibited.  You
may be held listle for copyright infringement which resuits from any such unauthorized

4] RESTRICTIONS DN USE. You may physically transfer the Software from one computer
tn another. However, you may not electronically transfer the Software to multiple
computers over @ Network system. mnayrn::ﬁuu:tecmesufrre'inﬁwereu'
mmtﬂmm You sy not copy. maodify, transiate. reverse engineer,
decompile. disassernble or create based on the Software or accompanuying
printed materials.

E \ "::\

nmmmwm mmummﬁwwtﬂmmm -

S) RESTRICTIONS ON ASSIBNMENT OR TRANSFER. Licensee shall not assign, rent. lease,
sublicense or otherwise transfer this copy of the Software to another party without the prior
tten consent of BOE. B0E reserves the right to withhold its consent for any reason. Any
ety receiving a copy of the saftware (whether with or without BOE®s consent) agrees to be
bound by tenms and conditions of this license

license is effectivie until terminated. This icense will terminate

automati v t notice from BOE IF you Fall to comply with any provisions of this

agreement. Al provisions of this agreement as to wamranties. limitation of liabiity, remedies

and our Wmﬂ survive termination.

71 MISCELLANEOUS. This agreement shall be construed in accordance with the laws of the
Linited States of Amernca and the State of Callfornia. If any part of this agresment is
determined by a court to be rvalid, illegal or unenforceabie. the remaining provisions shall in
no way be thereby affected or irmipaired. L

B8] LIMITED WARRANTY AND DISCLAIMER OF TY. BOE wamants that the Software.

when properly used in accordance with the enc documentation. will operate in substantial
conformity with the description of the Software set forth in this documentation. BOE does
not warrant that the Software will meet your expectations or requirements or that LisE

of the Software will be error-free. BOE warrants that the Software disc is delivered from
defects in materials and workimanship UAtEe nommal use for & period of ninety (9 5 from
the day of your purchase. YOUR ONLY AND BOES ONLY DBLIBATION UNDER THIS
ABREEMENT 15 AT BOE®S, CHOICE. RETURN OF THE SOFTWARE FOR A REFUND OF ANY AMOUNTS
F’AiDB‘YYUUDRFHlACEBENTEFTHE AMREP'LA[EI\E\ITUFTI-!ESDFTWAE

shall 1Ot apphy SR Software which BOE determines hal

alteration or damege by you. ‘
Except for the expressed ff;/ it

or implied, including withoot the ties aof merchantability and Atness for
any particular purpose.  BOE does not warrant ake any representation regarcing the use of

the Software in tenms of its comectness. acouracy. relabiity. on Bherwise. No aral o written
nformation or advice given by BOE. nmmsuum

the of this limited - -
scope warranty. e .g::







