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JH[CK START 
START UP THE PROGRAM 

Apple 
Put the Carmen disk into your disk drive, label side 
up, close the drive door and then turn on your com­ 
puter and monitor. 

IBM or compatibles 
Start up your computer with a DOS disk. At the A> 
prompt, put the Carmen disk into your disk drive, 
label side up, then close drive door and type CARMEN. 
(See "Getting Started" for special instructions if you 
have a Hercules or EGA card or are using the Tandy 
1000.) 

Commodore 
Turn on your monitor, disk drive and then your com­ 
puter. Put the Carmen disk into your disk drive label 
s i.de up. Type LOAD "CSD", 8, 1. (Put Commodore 128 in 
64 mode before loading program.) 

PRESS ANY KEY TO ST ART THE GAME 

• Sign in as prompted by the security scanner. When 
the Chief contacts you, make sure to note the 
thief's sex and your deadline for solving the case. 

• Use up/down arrow, cursor keys, Spacebar or joy­ 
stick to highlight menu items. 
Use left/right arrow, cursor keys or joystick to 
cycle through options within menu items. 

INVESTIGATE 

• Select Investigate to uncover clues that let you 
track the suspect to his or her next destination. 

• To decipher the clues, use the Rand McNally Concise 
Atlas of Europe, the Crime Lab Database, the Detec­ 
tive Guide, and the on-screen descriptions of each 
city and country. 
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GO TO AIRPORT 

Select Go To Airport to check the available connec­ 
tions to other cities and to catch a flight to the 
susp¥ct's possible destination. 

USE NOTEBOOK 

Select Use Notebook to record information from the 
Chief's periodic messages regarding the suspect's 
sex, hair and eye color, favorite type of movie and 
favorite type of book. This information will later 
be needed by the Crime Lab computer in order to get 
an arrest warrant. 

VISIT CRIME LAB 

Select Enter Crime Notes when you want to enter 
information contained in the Notebook into the 
Crime Lab computer in order to get a warrant. 

Select Use Database to access a Database contain­ 
ing information about each country's flag colors, 
currency and main languages. This information 
will help you decipher clues which involve these 
elements. 

Select Return to Scene when you're finished at 
the Crime Lab. 

Select Save Case if you want to take a break in 
your investigation and resume it at another time. 

SPECIAL KEYS 

See the "Getting Started" section for information on 
special keyboard functions for your particular com­ 
puter system. These keys will let you view the De­ 
tective Roster, delete a detective's name, end your 
current game, view the Hall of Fame, speed up sign­ 
in and other functions. 

TOWIN GAME 

You need to track the thief to his or her final 
destination AND have the correct arrest warrant 
issued by the Crime Lab computer (see Use Notebook 
and Visit Crime Lab above). You must accomplish both 
tasks within your given deadline. 

GOOD SLEUTHING! 
Most important ... have fun! 
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GETTING STARTED 
APPLE 

1. Insert your WHERE IN EUROPE IS CARMEN SANDIEGO? 
disk, label side up (Side A), into your disk 
drive and close the drive door. 

2. Turn on your computer and monitor. If you are 
using an Apple IIGs, make sure to have the speed 
set to Normal. 

3. The program will load itself into memory and 
begin an animated introduction. After you've 
watched the introduction, or any time after the 
disk drive light goes off, press any key or a 
joystick button to start playing the game. Dur­ 
ing the game you will be prompted to flip the 
disk over when necessary. Always make sure you 
wait until the red disk drive light is off be­ 
fore doing so. 

4. To select an item from any menu in the game, you 
may use either the keyboard or joystick. 
Use the arrow keys, Spacebar or push the joy­ 
stick up and down until the option you want is 
highlighted. To then select the highlighted 
option, press RETURN or button #0 on your joy­ 
stick. Press ESC or button #1 if you acciden­ 
tally make the wrong selection and want to 
cancel it. 

Special Keys for Apple Users 
CONTROL-L Displays the names and ranks on the 

Detective Roster 
CONTROL-0 Lets you delete a name from the Detec- 

tive Roster 
CONTROL-R Ends the game and starts a new one 
CONTROL-F Lets you view the Detective Hall of Fame 
CONTROL-S Toggles sound on/off 

COMMODORE 
1. If you're using a joystick, make sure it's 

plugged into Port #2 on your computer. 

2. Turn on your monitor, your disk drive and then 
your computer. 

3. Wait until your disk drive light goes off. Then 
insert your WHERE IN EUROPE IS CARMEN SANDIEGO? 
disk, label side up (Side A), into the disk drive 
and close the door. 
If you have a Commodore 128, put the machine into 
the Commodore 64 mode by typing GO 64 and then 
press the RETURN key. 

4. To load the program, type LOAD "CSD",8,1 and then 
press the RETURN key. The program will load 
itself into memory and then begin an animated 
introduction. 

5. �fter you've watched the introduction, or anytime 
after the disk drive light goes off, press any 
key or a joystick button to start playing the 
game. During the game, you will be prompted to 
flip the disk over when necessary. Always make 
sure y6u wait until the red disk drive light is 
off before doing so. 

6. To select an item from any menu in the game, you 
may use either the keyboard or a joystick. 
Use the up/down CRSR keys, Spacebar or push the 
joystick up and down until the option you want is 
highlighted. To then select the highlighted 
option, press RETURN or the button on your joy­ 
stick. Press the� key (located at the top left 
of your keyboard) if you accidentally make the 
wrong selection and want to cancel it. You may 
then select another option. 
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0 Speeds up text at sign-in (or skips all 
non-mandatory portions of sign-in 
entirely if pressed before text scroll­ 
ing begins) 
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1. Start up your computer using your DOS disk. 

11 

down cursor keys or the Spacebar or push the 
joystick up and down until the option you want is 
highlighted. (If you are using a joystick, you 
must first center the joystick and press CTRL-I 
to activate the joystick mode.) 

Note: 
•Instep #2 above, if your version of Carmen 

Europe is on a 3.5-inch disk, you may need to 
use a drive other than A depending on your 
system configuration. 

• You will need to briefly insert the WHERE IN 
EUROPE IS CARMEN SANDIEGO? master program disk 
into your default disk drive when starting the 
program from a hard disk. 

6. To select the highlighted option, press ENTER or 
� or button #1 on your joystick. Press ESC or 
button #2 to return to this menu if you acciden­ 
tally make the wrong selection and want to cancel 
it. You may select another option. 

Hard Disk Installation 
You can install WHERE IN EUROPE IS CARMEN SAN DIEGO 
on your hard disk by following the steps outlined 
below: 

2. Insert the WHERE IN EUROPE IS CARMEN SAN DIEGO 
disk into drive A and close the drive door. Type 
COPY A:*.* and then press ENTER or�- This will 
copy all of the files from the CARMEN disk onto 
your hard disk. 

1. Set your current drive and directory to the 
location where you want to install the Carmen 
program (for example, C:\CSDE) If you need more 
information on creating and using directories, 
please consult your DOS manual. 

Lets you delete a name from the Detec­ 
tive Roster 

Ends the current game and starts a new 
one 

Lets you view the Detective Hall of Fame 
Speeds up text at sign-in (or skips all 
non-mandatory portions of sign-in 
entirely if pressed before text scroll­ 
ing begins) 

4. The program will load itself into memory and 
then begin an animated introduction. When you 
are ready to play the game, press any key to 
start. 

5. To select an item from any menu in the game, use 
either the keyboard or a joystick. Use the up/ 

Note: 
If you are using a Hercules monochrome graph­ 
ics adapter or Hercules-compatible monochrome 
graphics adapter, type CARMEN HERC when you 
see the A> prompt, then press ENTER or�- 
If you have an EGA card installed, you can 
access the 16-color mode by typing CARMEN EGA. 
If you are using a Tandy 1000, you can access 
the 16-color mode by typing CARMEN TANDY. 

3. Type CARMEN and then press ENTER or�- 

CTRL-F 
CTRL-Z 

2. When you see the A> prompt, remove the DOS disk 
and replace it with the WHERE IN EUROPE IS 
CARMEN SANDIEGO? disk. 

CTRL-R 

CTRL-D 

Special Keys for Commodore Users 
CTRL-L Displays the current names and ranks in 

the Detective Roster 

IBM, TANDY & COMPATIBLES 
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Special Keys for IBM, Tandy and Compatible Users 
CTRL-L Displays the current names and ranks in 

the Detective Roster SIGNING IN 

CJ or button #0 
CTRL-Z 
CTRL-Z or a joystick button 

Apple: 
IBM: 
Commodore: 

Note: To speed up the text that scrolls across the 
security device sign-in window, hold down the 
appropriate key combination for your computer 
system as outlined below: 

You begin the game outside the office of the Acme 
Detective Agency. An electronic security device will 
detect your presence and ask you to sign in. Type 
your name when the flashing cursor appears and then 
press RETURN, ENTER, OR�- 

PLAYING THE GAME 

Lets you delete a name from the Detec­ 
tive Roster 

Ends the current game and starts a new 
one 

Lets you view the Detective Hall of Fame 
Toggles joystick/keyboard control 
Toggles sound on/off 
Ends current game and returns you to DOS 
Speeds up text on sign-in (or skips all 
non-mandatory portions of sign-in 
entirely if pressed before text scroll­ 
ing begins) 

CTRL-R 

CTRL-D 

CTRL-F 
CTRL-I 
CTRL-5 
CTRL-Q 
CTRL-Z 

To bypass the scrolling text altogether and 
jump right to the sign-in cursor, use the 
above keys before any text appears in the 
sign-in window. 

If you make a typing mistake while signing-in on 
your Apple, use the DELETE key to erase and then 
retype. On an IBM use the t- or DEL key to erase. 
If you have a Commodore, use the left CRSR or INST 
DEL key to erase. 

YOUR ASSIGNMENT 
Once you've signed-in, expect a call from the chief 
about your assignment. You'll be told: 
• what treasure has been stolen 
• where the crime occurred 
• whether the criminal is a man or woman 
• what your deadline is for arresting the criminal 

OBJECT OF THE GAME 
The thief is heading for a hideout in one of 34 
European countries. There are 16 possible suspects 
for the crime. 
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THE MAIN MENU 

THE MAIN PLAYING SCREEN 

City/Country 
description 

Stockholm II 
The Main Playing screen is illustrated below: 

L Name of City Day/Time 

The main menu provides the following options to aid 
you ·in apprehending the criminal: 
• Investigate 
• Use Notebook 
• Visit Crime Lab 
•Goto Airport 

IDOLS Of THE TRADE To win the game and advance your career, you must 
accomplish two tasks before your deadline: 

2. Identify the criminal and get a warrant for his 
or her arrest. You'll get clues to the 
criminal's identity in messages from the Chief 
that appear periodically on the screen. 
Warrants are issued by the Crime Lab computer 
based on the information contained in the Note­ 
book. Therefore, as you receive clues to the 
criminal's identity, be sure to log them in the 
Notebook. The use of the Notebook and the Crime 
Lab will be fully explained in the next section, 
"Tools of the Trade." 

1. Track the criminal's movements across Europe to 
his or her final destination. You'll have to use 
the clues you find in each city to determine 
where the criminal is going next. 

You must obtain a warrant for the guilty criminal 
before you catch up with him or her. Otherwise, the 
criminal will escape and you may want to reconsider 
your career as a detective. 

ii 
..,, 
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Each of these menu options is outlined below: 

Investigate 
Investigate lets you uncover clues in the city 
you're currently visiting. You may find two kinds of 
clues: Destination Clues and Character Clues. 

The Investigation Menu lists ways to get clues lead­ 
ing to the villain's next destination. You can 
choose to: 
• Question Witness 
• Search Scene 
• Call Tipster 

14 

The clues you uncover will give you information 
about the country where the criminal is headed next. 
If you need more information, you can make a differ­ 
ent selection from the Investigate Menu. 
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How to Decipher Clues 
You have several resources that can help you 
unravel the clues you find: 

on-screen "snapshot" illustrating a highlight of 
each city or country. 
on-screen descriptions of each country you 
visit. 
Rand McNally Concise Atlas of Europe with its 
maps, gazetteer, index, etc. included with the 
program. 
Crime Lab's Database which contains information 
about the flag colors, currency and main lan­ 
guages of all the European countries. 

For information on using the Crime Lab Database, 
please refer to the heading "Visit the Crime Lab" 
included in this section of the manual. For infor­ 
mation on using the Rand McNally Concise Atlas of 
Europe, refer to the section titled "Tips from the 
Chief." 

Use Notebook 
Messages from your chief will occasionally appear on 
the screen telling you something personal about the 
criminal you are seeking. These messages are re­ 
ferred to as Character Clues. 

Use Notebook lets you keep a record of the Character 
Clues you have found. Your notebook lets you keep 
track of the suspect's sex, hair color, eye color, 
and favorite type of movie and book. 

To record information in the Notebook, do the fol­ 
lowing: 
1. Use the up and down arrow keys to highlight a 

characteristic. 
2. Use the left and right arrow keys to cycle 

through all the possible choices for each char­ 
acteristic until you reach the one you want. 

3. If you don't know a characteristic, leave the 
space blank. 

The information contained in the Notebook will be 
needed by the Crime Lab computer in order to issue a 
warrant, so keep your Notebook up-to-date! 
Selecting Use Notebook will not cost you any playing 
time so use the Notebook as often as you like. 

When you have finished entering all the information 
you know about a suspect, press RETURN or ENTER or� 
or a joystick button to Close Notebook. If you wish 
to Close Notebook without saving your changes, press 
ESC. 

Go to Airport 
Go to Airport lets you get out of town when you 
think you know the criminal's next destination. You 
can also go to the airport to check your connections 
and help narrow down your search. 

After selecting Go to Airport, you're given two menu 
options: 
• Depart by Plane 
• Return to Town 

A window will also appear listing all the city des­ 
tinations that are currently available from your 
location. If you are just checking your connections, 
you'll want to select Return to Town to continue 
your investigation. 

If you select Depart by Plane, a map of Europe will 
appear with a small square marking your current 
location and a blinking dot marking the location of 
the city whose name is highlighted in the destina­ 
tions window. 

By using the up/down arrow keys, you may now high­ 
light any of the available destinations and then 
select it by pressing RETURN, ENTER, � or the lower 
numbered joystick button. 
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Visit Crime Lab 
When you want to obtain an arrest warrant for your 
suspect, you must visit the Crime Lab and enter your 
crime notes. The Crime Lab also has a special Data­ 
base of information that can help you unravel the 
location clues you encounter as you chase the crimi­ 
nal. Lastly, the Crime Lab has a special feature for 
saving your case on disk. 

After selecting Visit Crime Lab from the main menu, 
you will be given four options as outlined below: 

Enter Crime Notes 
Selecting Enter Crime Notes will automatically 
feed to the Crime Lab computer all the information 
contained in the Notebook. If the Notebook con­ 
tains sufficient information about a suspect's 
identity, an arrest warrant will be issued for 
that suspect. Otherwise, the computer may give you 
a list of possible culprits without being able to 
narrow the suspects down to one individual. You 
will then have to go back to chasing the suspect 
and supplying more information to your Notebook. 

Note: If you modify or add to your Crime Notes and 
then re-enter them into the Crime Lab computer, 
any existing warrant may be voided even if no new 
warrant is issued. 

Use Database 
Selecting Use Database allows you to access a 
special Database of information regarding the 
countries of Europe; the colors of their flags, 
their currency and the primary language spoken 
there. In conjunction with your Rand McNally Con­ 
cise Atlas of Europe, this Database is a great 
resource for unravelling the Destination Clues 
you've discovered in your investigations. 

The Database contains three search categories as 
outlined below: 

jt1 flag colors 

g currencies 

� languages 

Use the up and down arrow keys to highlight the 
desired category. 

Use the left and right arrow keys to cycle through 
the choices contained in each category until you 
find the one you want. 

Fill in as many categories as you can based on the 
clues you've discovered. 

When you are finished, press RETURN, ENTER, �or a 
joystick button. The Crime Lab computer will then 
search through its Database and try to identify 
the country that matches the search criteria. 

The info�mation you provided may not be sufficient 
to identify the destination country, but the com­ 
puter may still be of help by narrowing your 
choices. You may then use your other resources to 
find the criminal's next stop. 

Return to Scene 
Selecting Return to Scene lets you leave the Crime 
Lab and go back to the city you left so that you 
can get on with the case. 
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example, if you know the criminal is heading 
a country where French is spoken and francs 
spent, select Use Database to see if the Crime 
computer can identify the country you seek. 
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Save Case 
Selecting Save Case allows you to save a case-in­ 
progress onto disk. After selecting Save Case, 
simply follow the on-screen prompts. You can have 
only one case saved under any particular name. 

To continue a saved case, start WHERE IN EUROPE IS 
CARMEN SANDIEGO? again as usual. After you sign 
in, the computer will recognize that you have 
saved a case under your sign-in name and will ask 
you if you want to continue working on that case. 
Type y and press RETURN or ENTER. 

If you do not want to continue your saved case, 
type N and press RETURN or ENTER. Your saved case 
will then be erased from the disk. 

TIPS FROM THE CHIEF 
Work quickly. Keep track of the time and date on 
your screen. Remember you have a deadline to meet. 
Don't waste time using the Crime Lab's computer too 
often, investigating for too long at any location or 
flying to a city unless you're sure it's the one to 
which the suspect has fled. Each wrong or unneces­ 
sary move will cost you precious hours! 

You know you're on the right track when you see a 
suspicious person or occurrence on your screen. 

Beware of deadly missiles - they mean you're closing 
in on your suspect's hideout. If you know you are 
ready to nab the criminal and you still don't have a 
warrant, you may want to skip town fast. Go back to 
the previous city and try to find some Character 
Clues, get your warrant and then trail the villain 
again. 

A clever detective sometimes goes to the airport to 
check the plane connections available. It takes an 
hour of your time, but you'll learn the villain's 
possible destinations and perhaps narrow down your 
search. 

DECIPHERING CLUES 
The key to your success in tracking Carmen and her 
gang is to decipher the clues you find accurately 
and efficiently. Remember that you may be able to 
decipher clues with information from any one of four 
sources: 
1. On-screen descriptions of each city and country 
2. Crime Lab Database 
3. Detective Guide 
4. Rand McNally Concise Atlas of Europe 
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INVESTIGATION HINTS 

Here are some hints you may want to follow as you 
investigate: 

Read the on-screen descriptions of each city and 
country to gain information that will help you in 
future cases. (Some energetic detectives may even 
want to take notes.) 

Check the Detective Guide for information on the 
"snapshot" shown for each location. You might 
even find the solution to a clue! 

Remember that the Crime Lab Database contains 
information on each country's flag colors, main 
languages and currency. 

You'll find it easier to locate the information 
you need for your investigation if you become 
familiar with your Rand McNally Concise Atlas of 
Europe. The Atlas has a number of sections in 
which to find information. Make sure you check: 
- the special section on how to use the Atlas 
- the maps and any accompanying index; pay spe- 

cial attention to the varied types of maps 
- the fact chart 
- the maps and information contained in the gaz- 

etteer 
Clues have been taken from ALL these sections. 

Although solutions to all clues can be found by 
using the on-screen snapshot descriptions, the 
Detective Guide, the Crime Lab Database and the 
Rand McNally Concise Atlas of Europe, you may 
also want to use other reference books to help in 
your investigation. The World Almanac® has a 
section on flags, for example, and may be a help­ 
ful guide. You might also want to consult a dic­ 
tionary, especially one with a section of geo­ 
graphical entries. 

I 

i 

i 

DECIPHERING A SAMPLE CLUE 
Here's an example of how to solve a clue: 

If your investigations don't lead you to any immedi­ 
ate conclusions, consider going to the airport to 
check your connections. It may be well worth the 
time required for the information that it yields. 

For example, let's say the clue is: "He told me he 
was going to take a bus to Turku." If you, like most 
people, have little idea where or what Turku is, you 
might want to check your connections to narrow down 
the possibilities. The connecting cities could be: 
Athens, Dublin, Helsinki and Prague. With this in­ 
formation you might then proceed as follows: 

To identify what country each of these connecting 
cities is in, check the Countries and Cities map 
of Europe on page 14 of your Atlas. You would find 
that Athens is in Greece, Dublin in Ireland, 
Helsinki in Finland and Prague in Czechoslovakia. 
Knowing which country each city is in will help 
later. 

Then look for the entry in the index. Check under 
T for Turku, for example. 
If the index lists the desired information, it 
will give you a "key locator" and a page number. 
For example, The locator might be "010 50." This 
indicates the listing can be found on page 50 at 
coordinates 010. You can then turn to that page 
and find the exact location on the map. (The index 
also indicates the country location, too, but 
it'll be more interesting to actually find the 
spot on the map before moving along in your inves­ 
t�.gation. ) 
The index may not list all smaller cities, geo­ 
graphical features such as rivers and mountain 
ranges, or the names of regions within a country. 
In that case, you may need to look directly at the 
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appropriate maps and search out the location 
yourself. Since you've already checked your con­ 
nections and matched those cities with countries, 
you can turn to the appropriate maps. (Check the 
Table of Contents to find page location for each 
country's map.) 

When you look at the map (or take the country di­ 
rectly from the index listing), you'll find that 
Turku is a town in Finland. Then you can rush to the 
airport and take the next plane to Helsinki, which 
as you know from your previous research, is also 
located in Finland. 

Other clues may require you to use different sec­ 
tions of the Atlas. A clue about "a letter written 
in the Celtic language" might be solved by looking 
at the special map on languages. A clue that in­ 
volves historical or economic information might be 
solved by reading the appropriate country's entry in 
the gazetteer. Note: The gazetteer is organized in 
alphabetical order according to the country name, so 
you will have to check your connections first to 
find which countries' entries you should check in 
the gazetteer. 

A final strategy, if certain clues seem just too 
confusing or if you are unable to find a solution, 
is to deepen your investigation. For example, if you 
questioned a witness, try searching the scene or 
calling your tipster. Remember, however, that 
you've got a deadline and investigating takes up 
valuable time. 
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DISK REPLACEMENT POLICY 

This warranty gives you specific legal rights, and you may 
also have other rights which vary from state to state. 

Br0derbund warrants for a period of ninety (90) days fol­ 
lowing the original retail purchase of this copy of WHERE 
IN EUROPE IS CARMEN SANDIEGO? that the program is free from 
substantial errors or defects that will materially inter­ 
fere with the operation of the program as described in the 
enclosed user documentation. This policy applies to the 
initial purchaser only. 
If you believe you have found any such error or defect in 
the program during the warranty period, call Br0derbund's 
Technical Support Department, 800-527-6263 or 415-492-3500 
between the hours of 8 a.m. and 5 p.m. (Pacific time), 
Monday through Friday. Br0derbund technical personnel will 
attempt to help you correct or avoid the problem. If any 
such error or defect cannot be corrected or reasonably 
avoided by the customer, Br0derbund will inform you how to 
obtain a corrected program disk (or, at Br0derbund's 
option, Br0derbund may authorize refund of your purchase 
price) . 

If any disk supplied with this product fails within ninety 
(90) days of purchase for any reason other than accident or 
misuse by the customer, please return the defective disk 
together with a dated proof of purchase to Br0derbund 
Software Direct, 17 Paul Drive, San Rafael, CA 94903-2101, 
for a free replacement. This policy applies to the original 
purchaser only. 
Br0derbund will replace program disks damaged for any 
reason, whether during or after the ninety (90) day free 
replacement period, for $5.00 per disk plus a postage and 
handling charge of $2.50 per request, as long as the pro­ 
gram is still being manufactured by Br0derbund. 

ll'JARRANTY INFORMATION 
'0 o,.. � 

<, �� �� '\,:c>oo,.. ','4> �o �� �q°' 
����6> 

�����������������������----".�{s, 
�Oo 

r--B_R_0_D_E_R_B_U_N_D_'S_L_IM-IT_E_D_N_IN_E_T_Y--D-A_Y_W_A_R_R_A_N_T_Y --,I '� 

Lance is the programmer for the IBM version of Where 
in Europe is Carmen Sandiego?. He gave up a promis­ 
ing career in construction simulation software 
(don't ask) to join Br0derbund's team of in-house 
programmers. Lance is the only native Californian on 
the Carmen project and is trying to convince us to 
do Where in Northern California is Carmen Sandiego? 
His spare time is taken up with playing basketball 
and the guitar - not at the same time. 

Ken is the programmer for the Apple and Commodore 
versions of Where in Europe is Carmen Sandiego?. He 
started programming in 1978 on a 16K Apple II with a 
cassette drive. Ken's first major project was Where 
in the U.S.A. is Carmen Sandiego?, which he pro­ 
grammed with his three South American parrots on his 
shoulder. He has also contributed to Br0derbund's 
Type! and On Balance. Ken drives a Saab with a 
stereo system that can rearrange your hair and can 
often be seen cruising with the muse down Highway 
101. 

LANCE GROODY 

KEN BULL 

26 

LIMITATIONS ON WARRANTY 
Unauthorized representations: Br0derbund warrants only that 
the program will perform as described in the user documen­ 
tation. No other advertising, description or representa­ 
tion, whether made by a Br0derbund dealer, distributor, 
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agent or employee, shall be binding upon Br0derbund or 
shall change the terms of this warranty. 
IMPLIED WARRANTIES LIMITED: EXCEPT AS STATED ABOVE, 
BR0DERBUND MAKES NO OTHER WARRANTY, EXPRESS OR IMPLIED, 
REGARDING THIS PRODUCT. BR0DERBUND DISCLAIMS ANY WARRANTY 
THAT THE SOFTWARE IS FIT FOR A PARTICULAR PURPOSE, AND ANY 
IMPLIED WARRANTY OF MERCHANTABILITY SHALL BE LIMITED TO THE 
NINETY (90) DAY DURATION OF THIS LIMITED EXPRESS WARRANTY 
AND IS OTHERWISE EXPRESSLY AND SPECIFICALLY DISCLAIMED. 
SOME STATES DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED 
WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT APPLY TO 
YOU. 
NO CONSEQUENTIAL DAMAGES: BR0DERBUND SHALL NOT BE LIABLE 
FOR SPECIAL, INCIDENTAL, CONSEQUENTIAL OR OTHER DAMAGES, 
EVEN IF BR0DERBUND IS ADVISED OF OR AWARE OF THE POSSIBIL­ 
ITY OF SUCH DAMAGES. THIS MEANS THAT BR0DERBUND SHALL NOT 
BE RESPONSIBLE OR LIABLE FOR LOST PROFITS OR REVENUES, OR 
FOR DAMAGES OR COSTS INCURRED AS A RESULT OF LOSS OF TIME, 
DATA OR USE OF THE SOFTWARE, OR FROM ANY OTHER CAUSE EXCEPT 
THE ACTUAL COST OF THE PRODUCT. IN NO EVENT SHALL 
BR0DERBUND'S LIABILITY EXCEED THE PURCHASE PRICE OF THIS 
PRODUCT. SOME STATES DO NOT ALLOW THE EXCLUSION OR LIMITA­ 
TION OF INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE 
LIMITATION OR EXCLUSION MAY NOT APPLY TO YOU. 
The user of this product shall be entitled to use the 
product for his or her own use, but shall not be entitled 
to sell or transfer reproductions of the software or manual 
to other parties in any way, nor to rent or lease the 
product to others without the prior written permission of 
Br0derbund. 

BACKUP DISK INFORMATIOI\I 
This program is copy protected. If you would like a 
backup disk, you may order one using the coupon 
below. You may do this at any time, as long as the 
product is still being manufactured by Br0derbund. 
Limit: one per customer. 

Please mail the original coupon, not a copy, along 
with a check or money order for $10.00 (in U.S. 
funds), or complete credit card information to: 
Br0derbund Software-Direct 
P.O. Box 12947 
San Rafael, CA 94913-2947 

Please make your check or money order payable to 
Br0derbund Software. 

BACKUP DISK COUPON 
(Please print) 
Nam�:��������������������������� 

Daytime phone=�-,-���,.......,���-,.,.,--�-,-���������� (required for credit card orders) 
Product Name: WHERE IN EUROPE IS CARMEN SANDIEGO? 
(please indicate format) 
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For technical support on this or any other Br0derbund 
product, call 800-527-6263 or (415) 492-3500. 
©1987 Br0derbund Software, Inc. 
17 Paul Drive, San Rafael, California 94903-2101 

D Apple 
D Commodore 

Payment method: 
D Check/money order 
D MasterCard 

Credit Card Account Number 

D IBM 5. 25-inch disk 
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Signature (required for credit card orders) 

(Clip out this coupon on the dotted lines and send along 
with your payment. Please allow four weeks for delivery.) 




