
a journey in five fits



If you are familiar with interactive fiction, you need only read
the first section and the section on Special Commands.

If you need more instruction, you should read the entire manual.
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Preface

Smoking. It’s been your bane for years. Despite your frequent
attempts to quit, you still maintained a pack-a-day habit.

But that was before a friend sent you a newspaper ad. A drug
company needed volunteers to try a new product to wean
smokers from nicotine. They promised money and the chance to
kick your habit within three thirty-minute sessions.

After what seemed like hundreds of forms, you were finally
okayed for the program. Today was your first session. At a local
clinic you were shown to an examination room, sat in a
padded chair, and told to relax as much as
possible. A nurse slid the IV drip
into the back of your
hand with careful
precision.

It was to be the last
thing which went
right.
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Sample Transcript & Map

What follows is a sample transcript from an imaginary game. It is not
from Losing Your Grip, but it does give examples of the kind of
situations you should expect in this story. The player’s commands
appear in capital letters after every > prompt. The map is typical of
what a player might draw while playing.
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Featureless Plain
You stand in what looks like the middle of nowhere. A featureless
brown plain stretches in every direction as far as you can see.

>INVENTORY
You are empty-handed.

>NORTH
Featureless Plain
You stand in what looks like the middle of nowhere. A featureless
brown plain stretches in every direction as far as you can see.

A breeze wafts past you, bearing a tantalizingly familiar scent.

>EXAMINE BREEZE
That’s not visible.

>SMELL BREEZE
Although you still can’t identify the scent, you can tell that the breeze
is coming from above you.

>UP
You are surprised to find yourself rising from the plain.

Above the Plain
You are far above the featureless plain, although how high is hard to
judge in the absence of landmarks.

The breeze blows past you again.

>FEEL BREEZE
The breeze is blowing from the north.

>NORT
I don’t know the word “nort”.
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>OOPS NORTH
You gently float north.

Above the Plain
You are far above the featureless plain, although how high is hard to
judge in the absence of landmarks.

The breeze blows past you again.

>FEEL BREEZE
The breeze has changed directions; now it is blowing from the
northeast.

>NORTHEAST
Above the Plain
You are far above the featureless plain, although how high is hard to
judge in the absence of landmarks.

To the east, you can just make out a dark smudge.

The breeze blows past you again.

>X SMUDGE
At this distance you can make out no details.

>FEEL BREEZE
The breeze is blowing from the east.

>E
Above the Plain
You are far above the featureless plain, although how high is hard to
judge in the absence of landmarks.

To the east you can just make out a dark cloud.
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>X CLOUD
The cloud is nearly jet-black and startlingly still.

>N
Above the Plain
You are far above the featureless plain, although how high is hard to
judge in the absence of landmarks.

To the northeast looms a dark cloud.

>X CLOUD
You are almost near enough to touch it. Flickering lights play across
its surface.

>NE
You plunge into the mass of the cloud. It is cool without being wet.
The darkness surrounds you; it takes your eyes a moment to adjust.

Your Bedroom, on your bed
Your dark-adapted eyes pick out the details of your bedroom. But it’s
not your apartment bedroom; it’s the bedroom you had when you
were five. You can barely see the Sesame Street poster on the wall.
Light seeps under the closed door to the east.

>I
You have a Captain Midnight Decoder Ring.

>X DECODER RING
Until you were seven it was one of your favorite toys.

>STAND
Okay, you’re no longer on your bed.
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>E
(Opening the door)

Upstairs Landing
From here you have a good view of the party going on below. Memory
floods back: your mother and father were having a get-together with
some of their friends. As usual, you were bundled off to bed early. An
open door leads west to your bedroom. To the east is the rest of the
second-floor hall, and a flight of stairs leads down.

>D
Foyer
Thick carpeting on the floor muffles your footsteps. A tall coat tree,
filled with coats, stands next to the south door leading out. A flight of
stairs leads up, and the foyer opens into the living room to the north.
Along one side of the stairs is a whatnot cabinet.

Peter Franks is here.

>X PETER FRANKS
Peter is one of your mom’s good friends, although your father can’t
stand him. He is on the downslope of his forties. In his hands he idly
turns a shell as he stares at the whatnot cabinet.

“Hello there, Terry,” Peter says smilingly.

>PETER, HELLO
Peter smiles kindly at you.

>ASK PETER ABOUT SHELL
He looks at it, as if puzzled about its origins. Then his face clears. “I picked
it up last time I was at the beach. Must have put it in my pocket and
forgotten about it.” He goes back to scrutinizing the whatnot cabinet.
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>X CABINET
The cabinet is filled with bric-a-brac your mom has collected over the
years. On its very top shelf, far out of reach, is a large clay pot.

“Say,” Peter tells you, “would you like to see this shell? I’ll let you have
it if you can get that pot for me.” He scuffs one foot on the floor. “I
asked your mother, but she’s nervous I’ll break it like I did that glass
thingy.”

>GET POT
It is too far out of your reach.

>PETER, GET POT
He looks at you embarrassedly. “I’d prefer that you got it. Your mom
won’t mind as much that way.”

>N
Living Room
The party has concentrated in here, with guests sitting on sofas and
easy chairs, having discussions around the coffee table. The kitchen is
to the east, while the foyer is to the south.

Your mom is here, conversing with one of the guests.

Your father is having a quiet argument with a man.

Your mom looks over at you, frowning in worry. “Okay, kiddo, you can
stay up for a little while,” she calls. Your father, hearing this, glances
your way. “Ten minutes, Terry,” he says. “Then it’s back to bed with
you.”

>FATHER, HI
“Not now, Terry,” he says before returning to his argument.
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>X GUESTS
They have filled the tiny living room. It has gotten so bad that some
are sitting on cardboard boxes.

>X BOXES
They are currently doubling as chairs. One lone box sits by the south
exit, unclaimed by anyone.

>X LONE BOX
It is too tall to make a good chair.

>PUSH BOX SOUTH
You push with all your might; the box slides through the south
entrance.

Foyer
Thick carpeting on the floor muffles your footsteps. A tall coat tree,
filled with coats, stands next to the south door leading out. A flight of
stairs leads up, and the foyer opens into the living room to the north.
Along one side of the stairs is a whatnot cabinet.

You see a tall cardboard box here.

Peter Franks is here.

Peter looks at the box distractedly for a moment.

>CLIMB BOX
You climb on top of the box with much work.

>GET POT
By stretching as high as possible, you can just reach the pot.

>GET DOWN
You climb off the box.
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>GIVE POT TO PETER
He glances about. “Mmm, thanks.” He stares fixedly at the pot.

>ASK PETER ABOUT SHELL
“Oh, yes, sorry.” He hands you the shell.

>X SHELL
The conch shell is a gentle pink. It is in beautiful condition. You can
almost hear the sea as you look at the shell.

>LISTEN TO SHELL
The sound of the sea roars louder and louder. Then you find yourself
falling....
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Overview

In interactive fiction you play the main character. You type
commands which determine the actions of the character and the
flow of the story.

Each piece of interactive fiction such as Losing Your Grip presents
locations, items, characters and events. You move about, exploring
and learning. As you do so, you will encounter puzzles which impede
your progress. Part of the fun of interactive fiction is solving these
puzzles. Some puzzles will require you to use items in unusual ways;
some will require you to get other characters to do things for you.

Time passes only when you enter a command.
While the computer is waiting at the
input prompt (>), nothing happens. If
you want to let more time pass

without doing something, you can
command your character to WAIT.

Losing Your Grip is divided into five fits, or
sections. To some extent you can measure

your progress by how many fits you have
finished. You can also gauge your progress

by your score. You gain points for performing
certain actions. Once you have gained points,

you will never lose them. There are a total of
100 points in Losing Your Grip.
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Stopping & Restarting

You can save a snapshot of the game in progress to a file at any time.
That way, if you are later killed or find that you have rendered the
game unsolvable, you can backtrack. Saving the game also allows you
to play the game over several days or weeks.

To save the game, type SAVE at any prompt. Losing Your Grip will ask
you the name of the file to which the game should be saved. By
specifying different file names you can save the game at many
different points.

When you are ready to pick back up where you left off, type RESTORE
at a prompt, then enter the name of the file to which you previously
saved the game.
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Communicating with Losing Your Grip

Basic Communication
You enter commands in more-or-less plain English at the input
prompt. Most of your commands to Losing Your Grip will be
imperatives, sentences which could begin with “I want to...”. You
can use uppercase or lowercase letters in your commands in any
mixture. You can use words such as “the” and “an” but they are not
necessary. You can abbreviate words to six letters; however, if you
type more, the game will pay attention to them. For example, you
can refer to a stairway as STAIRW, STAIRWA, or STAIRWAY, but not
as STAIRWAP.

Rooms & Travel
The game is divided into different locations, commonly called “rooms.”
When you first enter a room, the game will describe your
surroundings. To take another look at the room, type (appropriately)
LOOK. You can reach most anything described in a room, so you won’t
need to move around within a room.

The room description will tell you what directions you can go; if you
would like a reminder, simply type EXITS. To move from one room to
another, type the direction you wish to travel. The directions Losing
Your Grip recognizes are NORTH, SOUTH, EAST, WEST, NORTHEAST,
SOUTHEAST, NORTHWEST, SOUTHWEST, UP, and DOWN. These can be
abbreviated to N, S, E, W, NE, SE, NW, SW, U, and D. In some locations
the game recognizes IN and OUT.
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Items
You will find various items throughout the game. To do something
with an item, tell the game what you wish to do in simple sentences.
For example, if you find a wallet, you could OPEN THE WALLET or
EMPTY THE WALLET. To pick up items, use the command TAKE (or GET).

Occasionally items which are listed in room descriptions cannot be
referred to in commands. For example, a room description may say,
“Rain pours down from the sky.” If Losing Your Grip doesn’t know the
word “sky” you can assume that it isn’t important to the game and
was in the room description only to make it more interesting.

Commands
Some example commands:

>GET THE SPIRAL
>RAISE THE STOOL
>CLIMB UP THE LADDER
>OPEN THE BEAR TRAP
>SPREAD THE STRAWBERRY JELLY ON MY BURNT TOAST
>HIT JOHNNY WITH THE SAP
>WEAR THE WETSUIT
>REMOVE THE WETSUIT
>PUSH THE BOX TO THE NORTH
>GET IN THE FLABBY INFLATABLE RAFT

You can perform a command on multiple objects by separating them
by commas or the word AND.
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>TAKE THE MOUSTACHE AND THE RUBBER NOSE
>PUT THE CAKE, THE CANDLES, AND THE MATCHES IN THE BOX

You can use the word ALL to apply a command to all applicable
objects. To exclude certain words, use EXCEPT right after ALL.

>TAKE ALL
>DROP ALL EXCEPT THE LARGE METAL SPHERE
>GET ALL FROM THE BOX

The words IT and THEM refer to the last object or objects used in a
command.

>TAKE BOX. EXAMINE IT
>CLEAN THE BELL AND THE BOOK. DROP THEM

Notice that the last two examples contained multiple commands. You
can include several commands on one line by separating them with
periods, the word THEN, or a comma followed by the word AND.

>GET ALL. GO NORTH
>GET ON THE HARLEY THEN START IT
>CLIMB THE LADDER, AND THEN OPEN THE WINDOW

Ambiguous Commands
Sometimes you will type a command which leaves out some informa-
tion. Losing Your Grip will try to figure out what you mean. If there is
only one object which makes sense with your command, the game will
assume that you meant that object and go from there. For example,

>UNLOCK THE DOOR
(with the key)
The door unlocks with a click.
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If there is more than one object which makes sense, the game will ask
you which object you meant. You can answer by typing the missing
information at the next prompt.

>TURN ON THE LIGHT
Which light do you mean, the flashlight or the ceiling light?

>CEILING LIGHT
The room brightens noticeably.

or

>TIE ROPE
What do you want to tie the rope to?

>POST
You loop the rope around the post and tie a passable square knot
in it.

Other Characters
From time to time you will meet other people and creatures. You will
be unable to converse with the people in plain English; instead, a more
constrained system of communication is used. There are four ways to
talk to characters:

• Ask them about an object.

>ASK PAUL ABOUT HIS BROTHER
>ASK GLENDA ABOUT RUBY SLIPPERS

• Show them an object.

>SHOW WARRANT TO DRUG LORD
>SHOW BUCKET OF WATER TO EVIL WITCH
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• Tell them about an object.

>TELL ICE CREAM VENDOR ABOUT HIS TRUCK
>TELL DOROTHY ABOUT FLYING MONKEYS

• Command them.

>FREDDY, HELLO
>TINY TIM, FOLLOW ME
>TIN MAN, GET UP. CARRY US

“FREDDY, HELLO” is not an actual command, but is phrased like one.
Notice that you can give characters more than one command on a
line. Most characters will be less than responsive to commands.
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Special Commands

ABOUT: Prints information about Losing Your Grip.

AGAIN or G: Repeats your last command. If your last input line was
composed of several commands, only the last command on the line is
repeated.

AUTHOR: About the author.

COMMANDS: Shows a list of these special commands.

CREDITS: Lists the credits for Losing Your Grip.

DEDICATION: Prints the game’s dedication.

EXITS: Shows the possible exits from your location.

HINT: Gives a hint about whatever puzzle you are stuck on.

INVENTORY or I: Shows a list of the items you are carrying.

INVENTORY TALL: Changes the inventory style to Infocom’s style.

INVENTORY WIDE: Changes the inventory style to the default TADS
style.

LOOK or L: Shows the full description of your location.

NOTIFY: Turns score notification on or off. Score notification is on by
default.

OOPS: Allows you to correct the spelling of a word in the last com-
mand. You can use OOPS when the game displays this complaint: “I
don’t know the word <word>.”  Immediately after this message, you
can type OOPS followed by the corrected spelling of the misspelled
word. You can only type one word after OOPS, so this command
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doesn’t allow you to correct certain types of errors, such as when you
run two words together without a space.

QUIT or Q: Ends the game.

REGISTER: Information on how to register Losing Your Grip.

RESTART: Starts the game over from the beginning.

RESTORE: Restores a position previously saved with the SAVE com-
mand.

REVIEW: Reviews the hints you have already been given.

SAVE: Stores the current state of the game in a disk file, so that you
can come back to the same place later (with the RESTORE command).

SCORE: Shows your current score and the maximum possible score.

SCRIPT: Starts writing everything you see on the screen (your com-
mands and the game’s responses) to a disk file. The game will ask you
for a filename to be used for the transcript; you should select a
filename that does not yet exist on your disk, because if you use an
existing filename, data in the file will be destroyed. Use the UNSCRIPT
command to stop making the transcript.

TERSE: For impatient users, this tells the game that you wish to see
only short descriptions of locations you have already seen when you
enter them. See also the VERBOSE command.

UNDO: Tells the game you want to take back your last command. The
game state will be restored to the way it was before the undone
command, as though the command were never issued at all. You can
do this more than once in a row.
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UNSCRIPT: Turns off the transcript being made with the SCRIPT
command.

VERBOSE: For amnesiac players, this tells the game to show you the
full description of every location you enter, whether or not you have
seen the description before. This is the default mode. See also the
TERSE command.

VERSION: Shows you the current version of the game.

WAIT or Z: Causes game time to pass. When the game is waiting for
you to type a command, no game time passes; you can use this com-
mand to wait for something to happen.
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• Draw a map. Write down every room you visit; show all exits;
make a note of all interesting objects you find. It’s easy to forget
where you have and have not visited, or where you saw that
snack machine thirty turns ago. See the sample map attached
with the transcript earlier in this manual for an example.

• Examine everything you find. Clues are often hidden in the
description of an item.

• Be a kleptomaniac: take everything that isn’t nailed down. Most
puzzles can be solved by the judicious application of an item.

• Save often. It’s easy to make a mistake from which you can’t
recover unless you saved previously.

• Read carefully. It sounds obvious, but it’s easy to skim the text of
the game and miss something important.

• Try everything you can think of, even if it’s dangerous or silly. The
worst that could happen is that you have to restore; the best
thing that could happen is that you solve a puzzle.

• There is more than one route to the end of the story. There is
sometimes more than one solution to a puzzle. If you get stuck
for a while, try moving on.

• Play with a friend. Different people find different puzzles easy.

• Try wording commands in different ways. You shouldn’t have
to play “guess the verb,” but mistakes in programming are
inevitable. If Losing Your Grip doesn’t understand a command,
try rephrasing it.

• If all else fails, ask the game for a hint.

Ti
ps
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It’s always good to hear from people who have played Losing
Your Grip. If you find a bug, or if you want to give your opinion
of the game, or if you have suggestions for improving Losing Your
Grip, let me know. My address, at least until about 2002, is:

Stephen Granade
Physics Dept. Room 156
Box 90305 Science Dr.
Duke University
Durham, North Carolina 27708-0305
USA

I can also be reached at my email address:

sgranade@phy.duke.edu
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