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You have just stumbled upon a
most mtriguing book: a book titled

Myst. You have no idea where it

came from, who wrote it, or how old
it 1s. ReaJr'ng i/n'oug/1 its pages provides you with on/_t/ a
supcrlﬂ/y craftcc/ description of an island world. But it's

just a book, isnt it?

As you reach the end of the book, you lay your
hand on a page. Su denly your own world dissolves
into blackness, rep/acca/ with the island
world the pages described. Now you're
here, wherever here is, with no option

but to e,\‘p/arc. =3




A MEssSAGE FrRoM CYAN

You are about to be drawn into an amazing alter-
native reality. The entire game was designed
from the ground up to draw you in with little or
no extraneous distractions on the screen to inter-
fere with the feeling of being there. Myst is not
linear, it’s not flat, it’s not shallow. This is the
most depth, detail and reality you've ever experienced in a game.

Myst is real. And like real life, you don’t die every five minutes. In fact you
probably won’t die at all. There are no dead-ends, you may hit a wall, but
there is always a way over or around. Pay attention to detail and collect
information, because those are the pieces of the puzzle that you'll use to
uncover the secrets of Myst. The puzzles you encounter will be solved with
logic and information — information garnered either from Myst or from life
itself. The key to Myst is to lose yourself in this fantastic virtual exploration,
and act and react as if you were really there.

Rand Miller Robyn Miller

© 2000 Mattel, Inc., and its licensors. Software copyright 2000 Cyan, Inc. All rights reserved.
Developed for the Macintosh platform by Presto Studios, Inc. Mattel Interactive is a trademark of l }
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GETTING STARTED

SYSTEM REQUIREMENTS:

¢ Power PC

4 System 7.5.5

¢ 16MB RAM

4 Minimum 75MB hard disk space

4 4X CD-ROM

¢ Quicktime 4.0

¢ 640 x 480 Diplay

4 A video card capable of thousand of colors of better

TO INSTALL:
1. Insert the Myst Masterpiece Edition CD-ROM into your CD drive and
double click the "Myst Masterpiece Installer" program on the CD.

2. Follow the onscreen instructions to install the game.

3. If you do not have Quicktime 2.5 or later, run the QuickTime 4.0
installer on the CD.

TO RUN:
1. Insert the CD into your CD drive and double-click "Myst Masterpiece
Edition" on your hard drive.

To CoONTACT TECHNICAL SUPPORT:
If you have any problems or questions, please contact our technical support.
ON THE INTERNET:

Online Support Request Form —

http:/feedback.learningco.com/forms/support_form.asp
Online Technical Library — www.learningco.com/support

BY EMAIL:
help@tlesupport.com

BY TELEPHONE:
(319) 247-3333 Monday through Friday 9:00 AM - 9:00 PM (EST)

24-HOUR FAX SUPPORT:
(319) 395-9600

BY MAIL:
The Learning Company
1700 Progress Drive
PO Box 100
Hiawatha, 1A 52233-0100 USA
Attn: Myst Masterpiece Edition



PLAYING MYST MASTERPIECE EDITION

Moving Around: Moving around in Myst is incredibly intuitive. You
move by clicking the mouse where you would like to go. If you would like
to move forward, click straight ahead. If you want to turn right or left, click
on the right or left side of the screen. When the pointing hand turns left or
right it indicates that clicking will turn you to that direction. It also may be
possible to look up or down in certain locations. In some locations, clicking
to the side of an object will move you back one step.

Some locations are not accessible. Clicking in those locations will have no
effect, and indicate that the location is not important.

Zip Mode: Myst has an option called “Zip Mode™ that allows you to quick-
ly move to places you have already been. When Zip Mode is selected from
the Options menu, your pointer will turn into a lightning bolt when it is on
certain objects or areas. Clicking the mouse will “zip” you to these areas
immediately. Some mechanical equipment will
also function more quickly in Zip Mode. You can
only zip to a precise location you have already
been to. Remember, if you use Zip Mode too early
or without care, you may miss some important

details in the areas that you are skipping.

Manipulating objects: 1f you want to exam-
ine, use, or pick up an object, just click on it, or
click and drag it. Clicking on an object will
either bring that object closer to you, or bring
you closer to the object. If the object is function-
al, clicking on it may activate it, or manipulate it
(such as turning on a switch, or flipping the pages in a book). If the object
is not important, clicking on it may have no effect.

It is also possible to move levers and other objects by dragging them. If an
object is draggable your pointer will turn into a grabbing hand. Also, if an
object requires you to hold down the mouse button the pointer will turn into
a grabbing hand.

There are a few limited objects that you can pick up and carry with you.
When you click on these objects your pointer will indicate that you are hold-
ing the object in your hand. The pointer responds as normal. even when
holding items. Most objects that you pick up can be put back down by click-
ing at the same spot where you picked the object up. There is also a menu
option allowing you to drop a page (a specific type of object you will discover
in the game) when you have picked one up but do not want to carry it around
any more. When pages are dropped in this manner, they return to their origi-
nal location. Also, if you are holding a page and you pick up another page,
the page you are holding will be returned to its original location.



IF You HiT THE WALL:

Don’t thrash! If you're not sure what to do next,
clicking everywhere won't help. Think about
what you know already, ask yourself what you
need to know, collect your thoughts, and piece
them together. Think of related items or places

you've seen, think of information you've been
given, pay close attention to everything you see, and don’t forget anything.
But most importantly - think of what you would do if you were really there.
Remember, there is always the DigitalGuide if you need it...

To access the DigitalGuide, click in the black area at the bottom of your
screen or select one of the options within the Guide Menu.

Click on the Question Mark icon to receive a hint. There are at least three
levels of hints and each one will provide a little more information. Use the
arrows to navigate to the next or the previous level of hint.

Click on the Magnifying Glass icon for a general hint. If you are really
stuck, click on the Light Bulb icon to view the solution immediately.

w

REFERENCE KEYS

Menu Options:
The menu bar may be accessed by moving the cursor to the top of the screen.

File Menu:

New Gamel (N) Go to the very beginning, just as if you
doubled-clicked Myst for the first time. You can click to pass the credits
and introduction.

Restore Gamel (@) Choosing "Restore Game" will allow you to
restore a previously saved game. Simply navigate to the location of your
saved games, select the game you would like to open, and click on the link-
ing book to link into your saved game. Everything in the game will be just
as you left it, so you can continue where you left off.

Save Gamel (S) Save in case of a thunderstorm or cosmic ray event!

Quit/ (@ Exiting Myst is like returning to real life. (Which is helpful
to do occasionally.)



Options Menu

Transitions/ —(4) Choose the speed of transitions to use. There
are four speeds: best, quick, quicker, and no transitions. Speeding up screen
transitions enables you to navigate through the game more quickly.

Zip Model When activated, clicking on an item or area with the
lightning bolt cursor takes you directly there, skipping intermediate
screens. You can only “Zip” to a precise area you've already been.

Drop Pagel (D) This allows you to drop a page you no longer want
to carry, since you can only carry one page at a time. A dropped page
returns to the location where it was picked up.

Guide Menu

Hint/ (5] When you are really stumped, you can receive a hint that
points you in the right direction. There are multiple levels of hints to assist
you in solving the puzzles throughout the Ages of Myst but you still need to
do the work yourself!

Solution/ (6] This allows you to see the solution immediately, but

real men and women definitely don’t use this to play Myst!

Overview Hint/ Throughout the Ages of Myst you can receive

overview hints that provide more information.

Map/ This shows a top-down view map. All of the landmarks

within the age you are currently visiting are called out on the map.

RAND AND ROBYN MILLER, CO-FOUNDERS OF
CYAN AND CREATORS OF MysT®

ABOUT THE AUTHORS

Cyan was formed in 1988 when brothers
Rand and Robyn Miller began working
together developing children’s software
for the Macintosh. Their previous releas-
es have included the Manhole®, Cosmic
0smo®, and Spelunx and the Caves of

Mzr. Seudo®. These products were recog-
nized not only for the quality of their
sound and graphics, but also for the richness of their non-threatening
exploratory environments.

Myst was Cyan’s first goal-oriented game and their first game aimed primarily
at an older audience, but has touched people of all ages over the years. Myst

was the result of two years of creative collaboration by the development team
at Cyan.

Riven: The sequel to Mysl was released in 1997 after four years of develop-
ment. Riven is Cyan's most provocative title to date and has won numerous
awards for its graphics and game play. The worlds of Myst and Riven continue
to unfold.
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MATTEL LICENSE AGREEMENT
SINGLE-USER PRODUCTS

THIS IS A LEGAL AGREEMENT BETWEEN YOU (EITHER AN INDIVIDUAL OR AN ENTITY) AND MATTEL, INC., AND ITS SUBSIDIARIES
AND AFFILIATES ("MATTEL"). THIS AGREEMENT IS GOVERNED BY THE INTERNAL SUBSTANTIVE LAWS OF THE STATE OF CALIFOR-
NIA (AND NOT BY THE 1980 UNITED NATIONS CONVENTION ON CONTRACTS FOR THE INTERNATIONAL SALE OF GOODS, AS
AMENDED). BY INSTALLING OR USING THE SOFTWARE, YOU AGREE TO BE BOUND BY THE TERMS OF THIS AGREEMENT. IF YOU
DO NOT AGREE TO THE TERMS OF THIS AGREEMENT, REMOVE THE PRODUCT FROM YOUR HARD DRIVE AND PERMANENTLY ERASE
ALL COPIES OF THE PRODUCT. IF YOU ARE THE ORIGINAL INSTALLER OF THE SOFTWARE YOU MAY PROMPTLY RETURN THE SOFT-
WARE (INCLUDING PRINTED MATERIALS) WITH PROOF OF PURCHASE TO THE PLACE WHERE IT WAS PURCHASED FOR A FULL
REFUND OF THE AMOUNT PAID.

MATTEL SOFTWARE LICENSE

GRANT OF LICENSE. This License Agreement permits you to use one copy of Mattel software (the *Software"), which may include elec-
tronic documentation, on a single computer/workstation. The Software is *in use” on a computer when it is loaded into the temporary
memory (i.e., RAM or Cache) or installed into permanent memory (e.g., hard disk, CD-ROM drive, or other storage device) of that comput-
er. This License does not constitute a sale and does not authorize a sale of the Software or anything created thereby. Al intellectual proper-
ty (including copyright, trademark and patent) in the Software, including all animations, audio, images, maps, music, photographs, video,
and text incorporated into the Software, are owned by Matel and its suppliers and licensors, and are protected by United States laws and
international treaty provisions. Mattel and its suppliers and licensors retain all rights not expressly granted. You must treat the Software
like any other copyrighted material, except that you may make one copy of the Software solely for backup or archival purposes. You may
transfer your rights under this Agreement on a permanent basis provided you ransfer the license granted by this Agreement, and the
Software and all associated printed malerials, and you retain no copies, and the recipient agrees to all of the terms of this Agreement.

« You may not use the software on or over a network or any other transfer device (including the Interet). Use of the Product on more than
one computer constitutes copyright infringement and may be punishable by civil fines, criminal penalties, or both.

« You may not rent or lease the Software, but schools and libraries may lend the Software to third parties provided the Software is in CD
format and each end user is given a copy of this License Agreement which will govern the use of such Software.

« You may not modify, translate, reverse engineer, decompile, or disassemble the Software, except to the extent that this restriction is
expressly prohibited by applicable law.

* You may not remove any proprietary notices or labels in the Software.

« You may not copy the printed materials accompanying the Software or distribute printed copies of any user documentation provided in
electronic format.

 You may not publicly perform or publicly display the Software.

« The restrictions contained herein apply equally to hybrid CD-ROMs which may contain multiple versions of the Software for use on dif-
ferent operating systems. Regardless of the type of media you receive, you may use only the portion appropriate for your single-user
computer/workstation. In the event you fail to comply with any of the terms or conditions of this license, your rights to use the Software
will end, you shall stop using the Software, remove the Software form your computer, and permanently erase all copies of the Software.
You may not export or reexport the Software or any underlying information or technology except in full compliance with all United States
and other applicable laws and regulations.



LIMITED WARRANTY. Mattel and its suppliers and licensors warrant to the original installer of the Software, for a period of ninety (30)
days from the dale of purchase, that the media on which the Software is distributed is substantially free from defects in materials and
workmanship. ANY AND ALL OTHER IMPLIED WARRANTIES WITH RESPECT TO THE SOFTWARE AND THE ACCOMPANYING WRITTEN
MATERIALS, INCLUDING BUT NOT LIMITED TO IMPLIED WARRANTIES OF MERCHANTABILITY AND FITNESS FOR A PARTICULAR
PURPOSE, ARE EXPRESSLY DISCLAIMED.

REMEDIES. Your exclusive remedy shall be, at Mattels sole option, (a) the refund of the amount you paid for the Software or (b) repair
or replacement of the Software, provided that the defective Software is returned to Mattel (at Mattel, Inc., 190 Parkway West, Duncan, SC
29334, Telephone: (617) 761-3000) along with proof of the date of purchase within ninety (90) days from the dale of purchase. This
Limited Warranty is void if failure of the Software has resulted from accident, abuse, neglect or misapplication. Any replacement Software
will be warranted for the remainder of the original warranty period or thirty (30) days, whichever is longer. Except as set forth above, the
Software is sold "as-is”, without any express or implied warranties of any kind.

LIMITATION OF LIABILITIES. IN NO EVENT WILL MATTEL OR ITS SUPPLIERS AND LICENSORS BE LIABLE FOR ANY INDIRECT, SPE-
CIAL, INCIDENTAL, ECONOMIC, COVER, CONSEQUENTIAL, EXEMPLARY OR PUNITIVE DAMAGES ARISING OUT OF THE USE OF OR
INABILITY TO USE THE SOFTWARE, USER DOCUMENTATION, OR RELATED TECHNICAL SUPPORT, INCLUDING, WITHOUT LIMITATION,
DAMAGES OR COSTS RELATING TO THE LOSS OF PROFITS, BUSINESS, GOODWILL, DATA, TIME OR COMPUTER PROGRAMS, EVEN
IF ADVISED OF THE POSSIBILITY OF SUCH DAMAGES. IN NO EVENT WILL MATTELOS AND ITS SUPPLIERSO AND LICENSORSD LIA-
BILITY EXCEED THE AMOUNT PAID BY YOU FOR THE SOFTWARE REGARDLESS OF THE FORM OF THE CLAIM (INCLUDING, WITH-
OUT LIMITATION, ANY CONTRACT, PRODUCT LIABILITY, OR TORT CLAIM). BECAUSE SOME JURISDICTIONS DO NOT ALLOW THE
EXCLUSION OR LIMITATION OF LIABILITY FOR CONSEQUENTIAL OR INCIDENTAL DAMAGES, THE ABOVE LIMITATION MAY NOT
APPLY TO YOU.

MISCELLANEOUS

No change or modification of the License will be valid unless it is in writing and is signed by Mattel. The provisions of this Agreement are
severable; if any provision is held to be invalid or unenforceable, it shall not affect the validity or enforceability of any other provision. If
the Software was acquired outside the United States, then local law may apply.

U.S. GOVERNMENT RESTRICTED RIGHTS. The Software and user documentation is provided with RESTRICTED RIGHTS AND LIMITED
RIGHTS. Use, duplication, or disclosure by the Government is subject to restrictions as set forth in subparagraph (c)(1)(ii) of the Rights in
Technical Data and Computer Software clause at DFARS 252.227-7013 or subparagraphs (c)(1) and (2) of the Commercial Computer
Software--Restricted Rights at 48 CFR 52.227-19, as applicable. Mattel, Inc., 333 Continental Boulevard, E Segundo, CA, U.S.A. 90245.

IMPORTANT NOTE: In order to receive technical support and notification of product upgrades and enhancements,
please register this product.



