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• Navigation in Windows 

Navigating in the Windows version of “At Bat” is virtually the same as navigat¬ 
ing in the Mac version. The difference, however, is that wherever the booklet 
mentions ‘Option’ key, substitute ‘Alt’ key and where it mentions ‘Command’ 
key substitute ‘Ctrl’ key. 

• Improved Navigation/Interactivity 

This improvement in your newer version of “At Bat” relates to the information 
on page 6 of your booklet. In the previous version of “At Bat” you could only 
skip to other panels on a page from the first or last panel. In this version of “At 
Bat”, as long as you do it while a red arrow is flashing, you can skip to any 
panel on the page at any time. Once you have started the dialogue for a particu¬ 
lar panel by clicking on its flashing red arrow, you must continue through all the 
dialogue for that panel before you can continue. 

This navigational improvement has been implemented in both the Windows and 
Macintosh versions of “At Bat”. 



Rudy, Joey and the rest of the Hawks would like to welcome you to “At Bat”, 

a fun-filled “interactive comic book” about baseball for children of all ages . 

Like a comic book, “At Bat” tells a story through the dialogue of the characters. 

Unlike print comic books, this “interactive comic book” allows you to click on a 

character’s speech bubble and have that character say the dialogue while you 
read along. 

You can choose to: follow the stories; play one of six games on the ‘Interactive 

Television’; or, look for ‘Hidden Discoverables’, including fun animations, 

sounds and baseball trivia. At various points in the story, characters relate histor¬ 

ical anecdotes about the game of baseball. The program includes a joke section 

and song section. You determine the outcome of the story (one of four possible 

endings) by directing Joey’s final at bat. 
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This is your instruction booklet. It will get you started and tell you how “At Bat” 

works. We recommend that you read this booklet in order to get the most out of 

“At Bat”. We assume that you already know how your computer, mouse and 

CD-ROM drive work, and what terms such as ‘clicking’ and ‘dragging’ with the 

mouse mean. If you don’t, consult the manuals that came with your computer or 

CD-ROM drive. 

The rest of this booklet is organized by the following headings: 

• 1. Getting started and Quitting the program (Mac) - p.4 

• 2. Getting started and Quitting the program (Win) - p.5 

• 3. Turning pages backwards and forwards - p.6 

• 4. Using Option/Alt to get around more easily - p.6-7 

• 5. Hearing/Reading the story - p.8-9 

• 6. Looking for ‘Hidden Discoverables’ - p.10 

• 7. Getting ‘Help’ - p.ll 

• 8. Setting your ‘Preferences’ - p.12-13 



1 • Getting Started and Quitting the Program (Mac) 

To get started you must do the following: 

1. Turn on your CD-ROM drive. If it is built in, just turn on your computer. 

2. Turn on your Computer. Make sure your CD-ROM driver, Quicktime™, and 

Apple Sound Manager™ extensions are installed and turned on. (If you don’t 

have Quicktime or Apple Sound Manager, don’t worry, we’ve supplied them. 

They can be found in the “Put in System” folder on the CD-ROM). 

3. Restart your computer if these extensions were not on to begin with. 

4. Put the “At Bat” CD-ROM in the caddy and insert the caddy in the CD-ROM 

drive. 

5. Double click on the “At Bat” CD-ROM icon that appears on your desktop. 

6. Open the “Read Me” file that appears inside “At Bat”. It is IMPORTANT 

that you read it and follow the instructions. 

6. Click and drag the Quicktime and Sound Manager extensions into your sys¬ 

tem folder if they are not already there. (You will need to restart your computer 

in order to activate them). 

7. Double-click on the “At Bat” program icon and you are ready to go. 

To quit the program at any time, hold down 

your keyboard and type ‘Q’. 



2 • Getting Started and Quitting the Program (Win) 

Installation Options: The program ATBAT.EXE may be run directly from the 

File Manager. If you would prefer to set up a program group in your Program 

Manager, go to your File Menu and select “Run...” and type in the following 

command: x:setup where the letter x should be replaced with the drive letter 

indicating your CD-ROM drive. 

Alternatively, you can open File Manager, switch to your CD-ROM drive, and 

find the SETUP.EXE item, and double-click it. 

This ‘setup’ procedure will place an “At Bat” program group in your Windows 

Program Manager, and an “At Bat” program icon in that group. If you prefer to 

customize your Windows environment by placing the “At Bat” program icon in 

some other group (for example, “Games”), please consult your Windows Users 

Manual for information on how to do this. The performance and behavior of 

“At Bat” will not be affected. The ‘setup’ procedure is designed for your con¬ 

venience only. 

To quit the program at any time, hold down the control key on your keyboard 

and type ‘Q’. 
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3 • Turning pages backwards and forwards 

Since this is a comic book, knowing how to turn the page is important. This is 

your main way of getting around in the program. The ‘Page Turn’ (Forward 
and Back) buttons are always located in the bottom right comer of the screen. 

To turn the page forward, click on the turned up corner (whitish triangular part). 

To turn the page back, click on the little word “Back”. Your cursor (the little 

black arrow on the screen) will point to the right when you are on the forward 

button, and will point to the left when you are on the back button. 

‘Page turn Forward’ 

button turns the 

page forward one page. 
‘Page turn Back’ 

button turns the 

page back one page. 

4 • Using the Option/Alt key to get around more easily 

There are three ways that the Option/Alt key on your keyboard can help you get 

around more quickly and easily in this program and save you from getting lost. 

1. When you are on the ‘Title Page’ (that’s the first screen you come to when 

you open up “At Bat”) hold the Option/Alt key down on your keyboard and 

move the cursor slowly over to the left hand side of the page. A number of but- 

• • • 
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tons appear. These buttons take you to all the major sections of the program. 

You can click on any of these buttons, while still holding down the Option/Alt 

key, to skip to that section. 

2. If you hold the Option/Alt key down and click on the ‘Page Turn Forward’ 

button you will always return to the ‘Title’ page. 

3. If you hold the Option/Alt key down and click on the ‘Page Turn Back’ but¬ 

ton you will always return to the page you were on most recently. The ‘Page 

Turn Back’ button normally takes you back one page in the program. If you have 

arrived at a page by skipping to it, and you want to return to where you were 

before you skipped, the ‘Page Turn Back’ button alone won’t get you there. 

Holding the Option/Alt key down and clicking on the ‘Page Turn Back’ button 

will achieve this for you. 

Buttons like this will appear whenever you hold the 

_ ‘Option key down and move the cursor about a half 

inch from the left edge of the ‘Title’ page. Use these 

buttons to skip to a section. 

‘Option Key’ + ‘Page Turn Forward’ button always 

returns you to the ‘Title’ page. 

‘Option Key’ + ‘Page Turn Back’ button always 

returns you to the page you were on most recently. 



5 • Hearing/Reading the story 

The “At Bat” story is told by way of narrative boxes (containing narration) and 

speech bubbles (containing dialogue between characters). 

Unlike the Brimble game, I don't remember exactly how 
the final game unfolded, I remember the little things 
more,„The big noisy crowd, their homemade signs and 
h^PPy feces,,, Qi&jk Qmtmm.*. 

The narrative boxes contain an ‘Ear’ button, always located in the top left cor¬ 

ner of the box. Clicking on the ‘Ear’ button allows you to hear (or rehear) the 

words contained in that narrative box. 

The narrative boxes also sometimes contain the words “Click to continue...”, 

always located in the bottom right comer of the narrative box. This means that 

the program is waiting for you to finish reading the narrative, there are no other 

areas on the page that you can click on and you must click somewhere in the nar¬ 

rative box (other than on the ‘Ear button) in order to continue. 

Most of the pages you will encounter in “At Bat”look like a comic book page 

consisting of a number of panels. A flashing red arrow points to the panel that is 

active and that the next part of the story will take place in. When you click on 

the flashing red arrow, a speech bubble will appear and the character will say 

the words contained in it. To continue through the dialogue, click anywhere with¬ 

in the speech bubble and the next speech bubble will appear. When there is no 

more dialogue for that panel, all the speech bubbles for that panel will appear (in 
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smaller text) in the panel and a red arrow pointing to the next panel will start 

flashing. If you want, you can rehear any of the dialogue from the previous 

panel by clicking on the smaller text bubbles. 

Hey, what did the martian say What do yo 
think Basil? 

What did the martianpbj 
say when he landed rftj 
hi t^^den^^d^know. 

Ha, ha, ha, ...hey that 
was funny for once. 

When an arrow is flashing, you have an opportunity to skip to any of the other 

panels on the page. You can do so by clicking on the red arrow pointing to the 

panel you wish to skip to. However, once you have started the dialogue by click¬ 

ing on a flashing red arrow, you must continue through the dialogue to the end 

of that panel. You can turn the page forward or back, or skip to a different sec¬ 

tion at any time. 



6 • Looking for ‘Hidden Discoverables’ 

O 
Throughout the program there are hidden animations, sound effects and baseball 

trivia that you can discover by clicking on areas of the page. For example, there 

are a couple of green aliens that appear somewhere on every page. Make it a 

challenge to try and find them as you go through the story. There are three things 

you must know about the way the program works, with respect to looking for 

‘Hidden Discoverables’: 

1. You can only look for ‘Hidden Discoverables’ in a panel that a flashing 

red arrow is pointing to. All the other panels on the page are inactive. > 

2. You must do your looking before you click on the flashing red arrow (which 

starts the dialogue again). You look for ‘Hidden Discoverables’ by clicking on 

objects and areas in the active panel. 

3. If there is no flashing red arrow on the page (for example in the vignette 

scenes), or if the page consists of only one panel, then the whole page is active 

and you can look for ‘Hidden Discoverables’ anywhere at anytime. 



The red arrows start the dialogue for that 
frame. Click on the dialogue bubbles to 
continue. (<mz fan m^z.,. 

The 6Help’ button (Rudy’s head with a question mark in it) provides general 

information about what all the buttons on a page do, how to start and continue 

through the dialogue or narrative and how to turn the page forward and back. It 

also explains how the Option/Alt key might help you get to where you want to 

go. When you click on the ‘Help’ button, a little speech bubble will appear. Click 

within the speech bubble to cycle through the ‘Help’ information or click on 

Rudy’s head to make ‘Help’ go away. 

On pages where the ‘Help’ button is not available, if you don’t use the mouse for 

a certain amount of time, a bigger Rudy will appear at the bottom of the page to 

give some ‘Help’ specific to that page. The information again will be contained 

in a speech bubble. Click within the speech bubble to cycle through the informa¬ 

tion or click on Rudy’s head to make ‘Help’ go away. 



8 • Setting your ‘Preferences’ 

Clicking on the ‘Preferences’ button (shown above) on the ‘Title’ page takes you 

to a box where you can change how you would ‘prefer’ to view/hear the pro¬ 

gram. IMPORTANT! You don’t have to do this. In all likelihood you will want to 

view/hear the program as it is. 

Volume 

Click and drag the sliding knob to set the volume of all the sounds in the pro¬ 

gram. You will hear a sound (System beep) indicating the volume level when 

you let go of the mouse button. 

Spoken Dialogue Silent Dialogue 

‘Spoken Dialogue’ allows you to hear the character/narrator say the words in the 

narration boxes and large dialogue bubbles as well as hear the sound effects and 

music. ‘Silent Dialogue’ allows you to hear all the sound effects and music and 

lets you read the dialogue/narration without hearing it spoken. (Teachers, 

Parents: Think of this as the ‘challenge them to read it’ option). 
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Help On Help Off 

On pages where there is no ‘Help’ button, an automatic ‘Help’ function will be 

activated if you do not use the mouse for 30 to 50 seconds. This can be very 

helpful if you are stuck and don’t know what to do on a certain page. It can also 

be annoying if you are familiar with the program and you don’t need it. This 

switch in the preferences box simply allows you to turn this automatic ‘Help’ 

function off if you don’t want it. 

When you have the preferences the way you want them, click the ‘OK’ button in 

the top right corner. This takes you back to where you were (probably the ‘Title’ 

page, if you clicked the ‘Preferences’ button to get here). You can change the 

preferences at any time, while in the program. Press the Command!Ctrl and 

Option!Alt keys on your keyboard at the same time as you click with the mouse, 

on the ‘Help’ button. Make your changes in the preferences window and then 

click the ‘OK’ button. You will return to where you were in the program. 



[Titles Available From Crystalvision Software: 
Casino Games - 10 great casino games in one package. 
Games! Games! Games! -10 great games to keep you entertained for hours! 
Home/Office Power Pak -10 excellent programs to meet almost every home/office business need. 
100 True Type Fonts for Windows -100 excellent True Type fonts for Windows. 
1500 3D Icons for Windows - A great selection of eye catching icons and our great icon editor Icon Wizard™. 
3000 Icons for Windows - An incredible selection of icons to meet your every need and whim and 

our great icon editor Icon Wizard™. 
Cosmic Coloring Book -100 great pictures for your child to color in. Easy-to-use. A great way for 

children to learn the PC easily. 

I We also sell the following Micro Star shareware titles: 
35 Great Games for Windows - A great selection of best selling games. 
35 More Great Games for Windows Vol. 2 - Another great selection of games. 
45 Educational Programs for Windows - 45 excellent educational tools for children ages 6 to 16. 

CD ROM titles available: 
Crystalvision: 
500 FONTS FOR WINDOWS - 500 True Type fonts with ThumbsPlus, our easy-to-use font installer. 
4000 ICONS with Icon Wizard™ - Includes 1500 3-D Icons and our great icon editor Icon 

Wizard™, plus 1500 sound waves and Crystalvision Jukebox sound wave player. 
7000 CLIP ART IMAGES - 7000 clip art images for both Windows and DOS. Includes our image view¬ 

er and organizer ThumbsPlus. 
At Bat - An Interactive Multimedia Baseball comic book for kids with trivia and games. 
America’s Best Bed & Breakfasts - A searchable collection of the best beds and breakfasts across 

North America. Includes photographs and detailed descriptions. 
Beginning Spanish - An Interactive Spanish tutorial. Actually hear a native say the words as you 

read along! 
Conquer - A great strategy game for 1-4 players. Play against the computer or against your friends.! 
Cartoon Clip Art - A great collection of over 1300 royalty-free color clip-art images. 
Lets Learn Vol#l - A suite of educational software for children ages 3 - 8. 
Lets Learn Vol #2 -A suite of educational software for children ages 9 -12. 
Mr. Drumstix Music Studio - A fun interactive package that lets children play musical games, write, 

or sing along with their favorite songs. Perfect for kids ages 4 -104! 
The Wolf and the Seven Little Goats - An interactive storybook for children with games and educa¬ 

tional lessons too! 
Farnsworth Ferret - An interactive storybook for children with games and educational lessons too! 



CD ROM titles available: 

Micro Star: 
200 Great Games for Windows - Our best 200 shareware games for Windows. 

CD ROM titles available: 

Micro Star: 
3-D MultiMedia Games - 8 Amazing Virtual Reality Games that Feature Incredible 3D Scrolling 

Graphics with Digital Music and Sound Effects! 
Action Games - Includes 11 Challenging, Action-Packed Games! Features Great Graphics with 

Digital Music and Sound Effects! 
Awesome Arcade Games - Features 15 Fun and Exciting Arcade Games! Knockout Graphics with 

Digital Music and Sound Effects! 
Casino Games - 21 Classic Games Just Like in the Big Casinos! Hours of Gaming Fun! 
The Complete Bible - Features 15 great programs for the Christian Bible! Contains several differ 

ent translations of the Bible Plus Numerous Bible Study Programs, Games and Utilities! 
Complete Desktop Publisher - Includes 13 great programs for both DOS and Windows! Everything 

for all your desktop publishing needs! 
DOOM & More - Voted the Best Game of 1994! Amazing 3D graphics with Digital Music and Sound 

Effects! Plus 2 More Gut Wrenching Games! 
Game Gallery Vol.l - Over 50 of our Best Games for Windows! Includes Arcade, Action, Strategy 

and Games of all Types! 
Game Gallery Vol.2 - More than 50 of our Best Games for Windows! Includes Arcade, Action, 

Strategy and Games of All Types! 
Kid’s Fun House - Features 11 Fun and Entertaining Games for Children of All Ages! Features col 

orful graphics with digital music and sound effects! 
Kid’s School House - Contains 11 Great Educational Programs for Children Ages 3 -8! Teaches 

your child to use the computer in a fun and easy way! 
Mind Games - Contains 17 of The Best and Most Popular Brain Teasers of All Time! Excellent variety! 

:7rlHv;i yi by galling 

£ (619)931-0519 (800) 444-1343 
5 CML FOR OUR FREE CATALOG 

OUR ORDERING HOURS ARE FROM 
£ 7:30 am to 6:00 pm PSI (Moa-Fri) 8:00 am to 3:00 pm PST (Sat) 


