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Hlldegmde Montague Burbank
Hildebud
Malibu, California 90265
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DOC’S AMAZING DISCOVERY:
DILL PICKLES FLUSH OUT CHOLESTEROL,
5 5’1\ INCREASE STAMINA! /&

TINSEL (WORLD

“NEWS FROM HOLLYWOODAND AROUND THE GIOBE 8

GERBIL
ATTACKS
GRAMPS

R LAFLANK REVEALS: I
.~ "M MAD
4 ABOUT BUCK!



Iam the
Lotto Lady

I ¢an turn bad luck to good.
Lotto, roulette, horses, any

kind of chance. Send me
$10.00 donation and I will
send you 3 lucky numbers.
Play them and you will win
big. Write to Ramoa, P.O. Box

Buck Palace,
The Fighting
- Mailman

Five fantastic films comprised
this series about a mild-
mannered mailman whose

dedication to the Post
Office and the Ameri-
can way of life inspired
us all.

Postage
Due

Postage Due, thefirstin
theseries, wasabreak-through
filmlor Burbank. Buck takeson the
New York Méfias Five Familiesas
they try to cheat the post office out
of 8 cents postage due. Buck returns
the fire by delivering each Family's
mail toanother, thustriggering a
war between the Familiesas payoffs
don't arrive and drugs arc misdeliv-
ered. The mob counters, ordering
Family-operated dry cleaners to

Inadaring move, Burbank pulled
gangster Mugsy Mahoney off the
streets of New York to play a Mafia
donin Postage Due.
triplethe starch forall postal uni-
forms. Thingsget tenseasmailmen
struggle to completetheir rounds
despitepainful rashes. But Buck has
thelast laugh. He holdsthe Five
Families' mail at the post office.
Whenthemafiachieftainscomein
toidentify themselvesand collect
their mail. Buck servesthemwitha
subpoena.

Following the release of this film,
the postal system noticed amarked in-
crease in the payment of postage due.

327, Forest Hills, NY.

Specid Délivery

In the prequel Special Delivery,
Buddy examined Buck'searly days
with thepostal service. It's 1962:
Fidel Castroisin Cubaand the
President wantshimout. Buckis
called into the Postmaster General's
office and told that if he kills Castro,
postal service funding will bein-
creased 90 percent. Equipped with
his trusty mailbag and a roll of spe-
cial Cuban stampswith poison adhe-
sive. Buck parachutes into Havana.
Using a CIA-prepared resume, he
has no trouble moving into ajob as
mail room clerk for Castro.

Asthe weeks pass and Buck waits
forhischance, hefindshimself

uncontrollably attracted to Castro's
personal secretary. Burbank devotes
over two minutes of screentime
exploring the budding relationship
and the frustrating language barrier
between the pair. In adream se-
quence, Buck ponders settling down
with Castro's secretary to spend his
life censoring Cuban mail. At the
end of the dream he wakesin acold
sweat, realizing that his love for
freedom of speech is as strong as
hislovefor Maria. His sweetheart
agreestorun away with him to
America, butunfortunately usesone
of the poisoned stamps to notify
Castro of her resignation. Buck,
heart-broken, can't complete his
mission. Instead he swims back to
the U.S., but not before fighting
and destroying over half the

Cuban Navy.




Address Unknown

Address Unknown isthe fourth in theseries. A letter ad-
dressed to aPOW is returned by Hanoi years after the end of
thewar, and Buck isdetermined to deliver it. Afteran 18-
month wait for reassignment tothe American Embassy's
mail room in Cambodia. Buck is eager to sseaction. Ona
lunch break, he heads for Nam.

Althoughpossessing no knowledgeoftheVietnamese
languageand littleof its Zip codes, Buck securesa position
asaletter carrier. After monthsof on-the-jobinvesligation
and a few close calls with water buffalos and old anti-person-
nel weapons, he getsalead. His supervisor asks him to de-
liverapileof “American" junk mail to asecret campdeepin
thejungle. Buck, sensing abreak andapromotion, headsfor
the camp. When hearrives, it'sjust what he expected: Amer-
ican servicemen, chained to worktables, forced to manu-
facture second-rate envel opes tor the Vietnamese Postal
Service. After atew "specia deliveries to the guards' huts.
Buck disguisesthe men asparcels, mail sthemtothe Penta-

gon, and hopesthey'l| pay the postage due.
There weren't many dry eyes in the theatre as Buck sealed

the last POW's package.

Jﬂ' Address llnknnwn. Buck is the last hope for soldiers

d in a sordid POW work camp.

StarGazing

HILDEGARDE BURBANK
MIGHT LEAVE HER ENTIRE
FORTUNE TO BUDDY BUR-
BANK STUDIOS. But then again,

maybe she won't. And if she doesn't,

the big question on everyone's mind

is, what will happen to the Buddy

Burbank stars after the studio closes

down? In particular, what will hap-

{)en 10 Buck Palace, the fighting
etter carrier?

By now, everyone knows how
Buck got 10 be such a big star. He
was just a run-of-the-mill mailman
with a penchant for law and order
when he lucked into the Burbank
Studio route. One day Bud Burbank
saw Buck outside the studio, wield-
ing his bazooka to make traffic toe
the line s0 an old lady could cross
the street. Well, as they say, the rest
is history. Bud signed Buck fora
million-dollar contract and the guy
became a star.

BUT WHAT'S THE GOOD
OF BEING A STAR IF YOU
HAVE TOWEAR YOUR
FIGHTING LETTER CARRIER
OUTFIT AND ACT YOUR
PART DAY AND NIGHT FOR
DECADES? At least Buck used to
be able to take off his uniform when
he got home at night. But under cop=
tract to Bud Burbank, Buck hadto
be a fighting letter carrier 24 hours
aday.

When Buck was having a steak=
and-sushi sandwich the other day at
my joint, trendy Bolla Bolla in West
Hollywood, I asked him what he
plannedto do now that Bud and Hild
were/out of the picture.

“Well}' said Buck, after compli-
menting the chef on the delicious
sandwich, a specialty of Bolla Bolla,
“Tdon't want to end up like Roy
Rogers, tied to one character for
life. I'd like to branch out, step into

By Our Man
in Hollywoed,
Carlo Gelato

a different pair of combat boots. I've

considered becoming a fighting

Good Humor Man ‘Think of all the

kids who could use (}n‘hflg
STARLET DOR

LAFLANK HAS ANOTHER
THE

CAR-

RIER, “I'm mad about Buck!" she
burbled at a recent Bolla Bolla lunch-
eon. Between appreciative bites
of her caviar enchiladas, a Bolla
Bolla lunchtime exclusive, Dorothy
talked about her future with Buck.
“I'm swooning in a dream world of
love! Soon I'1l be Mrs, Buck Palace!™

*Dot's a sweet kid" Buck said
when asked to comment. “Tlike
her?” Then Buck joined yours truly
ina Cola Cocktail, the tasty house
drink at Bolla Bolla.



Vurbank’s Elassic Horvor Films

Following their debutin Slash 'n' Chop Sock Hop, Queenie Bee and The Honeytones

v

becameinternational hits, joining numerous otter Buddy Burbank "finds" who rose

tostardom.

Meltdown on Elm Street

The nuclear industry's worst fears
are confronted when a neighborhood
nuclear power plant malfunctionsin
Meltdown on EIm Street. Aftera
spectacular melt-down during the
opening credits, things quiet down
asthoseleft alive settle back into
their usual routines, only without

DON’T
Throw away
those NAIL
Clippings!

Just one nail elipping can un-
lock my psychic powers to re-
veal the special numbers that
will end your money worries
forever. 1 succeed where oth-
ers fail. Send nail clippings
and $12.00 to Brother Bob,
R.F.D.1892, Happerville, IN.

hair. Soon the survivorsbegin to
experience horrifying nightmares
about a nuclear plant worker who
lived through the accident. It's nut
long before they are unable to sepa-
ratetheir dreams from reality. The
"glowboy" becomes real and sets
about terrorizing the EIm Street
neighborhood, killing the bald
citizens.

The horrifying finae of the
filmtakes place in the EIm Street
Cinema, wheretheilluminated
antagonist makes his last deadly
appearance. At this point, Burbank
once again demonstrated his unique
creativetalents. He arranged for an
usher in each theatre showing the
movie to run up and down the aisles
wearing aglowing, nuclear plant
worker'sjumpsuit, adding tothe
on-screen nuclear nightmare.

The overall experience was so
horrifying that several moviegoers
died of shock, eventually resulting in
thefilmbeing banned.

Sash V Chop
Sock Hop

In Sash 'n' Chop Sock Hop, thein-
nocent fun of a sock hop turns to
horror as band member Queenie
Bee goes berserk, slashing dozens of
panic-stricken teens with the stiletto
concealed in her microphone. In the
ensuing crush to reach the door,
hundreds more are trampled to
death.

Flashbacks reveal that the massa-
cre is Queenie's vendetta for getting
laughed out of asock hop Limbo
contest five yearsearlier. Inthe
gruesome finale, the survivorsare
forced into a repeat contest on the
blood-stained dance floor. The ter-
rified kids think they haveto winto
stay alive. Tension builds asthe au-
dience realizes Queenie plans to
whittle down the competition,
leavingonly oneLirnbochamp—
herself

Maviegoers literally died of fright
when this face filled the screen in
ettdown on Eim Street.



Buddy
Burbank'’s

WIDE-

riouscult systematically destroys
nearly every copy of every film ever
made. An army of critics, sensing
their livelihoods threatened, de-
scends into Hollywood's vast salt
minevault in Utahto protect and
defend what's left of filmdom. At
firgt al iswell. Thenthecritics

receivearadiotransmission
R EA fromthecult, informing them
that one of thefilm canistersin

Talent

From special effects to social
commentary, Buddy Burbank
made his mark in every area of
filmmaking.

With his tongue-in-cheek bloodbath
The Day The Movies Died. Bur-
bank trained hiscinematic fireon his
many criticsinthemedia. A myste-

themine containsabomb.

A frantic search ensues. Fortu-
nately thebomb is found before it
goesoff. Unfortunately it'sfound by
critic duo Cisco and Hebert. As the
Eajrexaminethe bomb, an argument

reaks out about how best to disarm
it. Thetwo exchange verbal barbs
until Hebert drops his Goobers on
thedetonator.

Predictably panned by thecritics
themselves, many admitted privately
to serious introspection of their lives
afterviewingthefilm.

While BeesDo It was not amajor
artistic stepinany direction, itdi
well at the box office due to an out-
standingin-theatrespecial effect:
Crawl-O-Round. A brainy creation
of Burbank's, Crawl-O-Roundisa
series of small ion generators placed
throughout thetheatre. At strategic
pointsinthe movie, the generators
charge the air molecules. This
causes the hair on movie-goers
armstostand onend. making it feel
asthough insectsare crawling on
them.

Rumors still persist that Bur-
bank's technology has been sub-
vened and is somehow incorporated
into today's televised insect-repel-
lentcommercials.

The Seven Dwarves Do Dallas
was Burbank's first and only step
into soft-core porn. In later years,
he denounced thefilm asexploit-
ative and apologized to the dwarves
of Dallas.

iihg room, Burbank'p
i Corpse Line his o




Sole American Distributor of MIRAHAIR

My name is Stan Domburg, and | was totally
bald by the age of 21. Now | have a full head of
thick, lustrous hair. How did | do it? With MIRA-
HAIR, the miraculous hair replacement cream.
Since regaining my hair, | have obtained a bank
account full of $$$, a beautiful new home with
brand new appliances, a slim, attractive figure, a
wide-screen color TV, good luck at Bingo, and full
love powers.

MIRAHAIR Box 733 Tampa, FL |

Dear Stan Dornburg,

I YE‘;S1 Iwanta full head of hair and all the things
that come with it! RUSH my giant 4 oz, bottle of

I MIRAHAIR and my FREE copy of Hair's To Your

l Healih. Enclosed is my check or money order for

$29.95, plus $3 postage & handling

-

Carlo Gelato (pictured below) tried dozens of hair
replacement creams, sprays, and lotions. Nothing
worked. Then Carlo heard about MIRAHAIR.
Within six weeks of growing his luxurious new
head of hair, Carlo got a winning Lotto ticket, a
late-model sports car, a fashionable new word-
robe, plenty of dates with voluptuous women, and
an exciting job as manager of Hollywood hot spot
Bolla Bolla.

Don't you think it's time you received a shiny new
car, lasting love, as much money as you want, and
all the other things that come with a full head of
healthy hair? | am the sole American distributor of
MIRAHAIR, and for only $29.95 | will send you a
gigantic 4 oz. bottle along with a free copy of my
best-selling book Hair's To Your Health.

Here's Carlo Gelato in actual unretouched photos
taken before and after using MIRAHAIR. SaysCarlo,
“I'm not afraid to show how | looked before MIRA-
HAIR. You can see the difference it madein my life. It
can make the same difference in yours!™




You can find

HIDDEN TREASURE
..il your own home!

Wouldn't you like to have your money worries solved forever? To treat
yourself and your family to luxury sports cars, fashionable

wardrobes, and brand new household appliances? Best of
all, to get all this WITHOUT WORKING A SINGLE DAY?

““Do | look like the kind of iy
believes in lucky charms? YOU will

become a believer, too, when you get
your LUCKY PALM TREE SWIZZLE
STICK.”

SWi

I'm not the sort; of person who befieves in lucky
charms. But a year eﬁu | really needed a mira-
cle. | lost my job, the finance company repos-
sessed my car, and my wife had triplets—allin
one week. Night after night, | sat at the kitchen
table, trying to straighten out our finances.

One evening | worked so long and hard that |
fell asleep right there at the table. That night
someone must have heard my desperate pray-
ers. For the next morning, there was a PAL
TREE SWIZZLE STICK on the table in front of
me. | didn't know where it had come from or
what it meant. | absent-mindedly used it to stir
my orange juice.

Suddenly, | heard a thud from the living room. |
went in to find that a panel in the hung ceiling had
fallen down. All | could think was that this meant
even more expenses for me. Then | saw some-
thing glittering in the empty space. A beautiful
diamond necklace was dangling from the old
original ceiling! When | took it to the jewelers,
| found that it was worth $20,000!

The next day, | stirred my lemonade with the
PALM TREE SWIZZLE STICK. Shartly thereaf-
ter, | was working in my vegetable garden when
my spade struck something hard. Within
moments, | was opening the lid of a treasure
chest containing 100 gold pieces! | sold these for
40,000 and bought my wife & new mink coat.
‘When she went. to hang the coat in the closet,
the hanging bar gave way, But this was no trag-
edy— concealed in the hallow center of the bar
was a fortune in precious jewels!

Where did these treasures come from?

You might think anyone with a valuable diamond
necklace would place it safely in the bank. Butin
the past, no one kept maney or valuables in the
bank. They hid them in the house! Even today
there are plenty of people who think a mattress
is more secure than a safe deposit box,

When its owner passes away, a treasure
often stays just whenre it was put, in & nook or
cranny of a house or the secret compartment

Now you can, with the amazing LUCKY PALM TREE
STICK!

of a piece of furniture that may change hands
many times! Short of tearing apart your house
and furniture, it's almost impossible to find
them. .. unless you have a LUCKY PALM TREE
SWIZZLE STICK.

Now that I'm financially secure for life, I'd ke
ta share my good luck. | have arranged to make
a LUCKY PALM TREE SWIZZLE STICK available
to anyane who wants their money worries to
disappear forever! Simply follow the instruc-
tions | send you, stirring your drink exactly the
way | say, then sit back and wait for maney,
gzwgls‘ and other treasures to float into your

ands.

A LUCKY PALM TREE SWIZZLE STICK.
costs just $12.95. Isn't that a small price to pay
for the fortune you'll receive in return? Order
today—and good luck to you!

Shown
Actual
Size

Exclusive Order Form

l Lucky Palm
7327 Sunset Blvd. West Hollywood, CA

l YES! I want to find the valuable treasures hidden
mnMY house! Sand me ICKY PALM TREE
SWIZZLE STICK today! Please send me:
I T One Lucky Palm Tree Swizzle Stick for $12.95

Two Lucky Paim Trea Swizzle Sticks for $21.85
I i save §3.951)

SPECIAL GIFT PACK: Four Lucky Palm Tree Swizzle

I Sticks for only $42.95 (| save almost $10.001]

| enclose $3.00 postage and handling per swizzle stick
Total smount enclosed $

Name

Address

City/State/Zip
Money back guarantee if you are not absolutely delightad!




Three headed tot
. wins hearts
5 In Hollywood

hospital first held up Susan "Toot-
sie" Goldman's three-headed son.
the Massachusetts mother "almost

died of shock” Bu today Mrs. Gold- Three Heads Ar e Better
man is thanking God for her son's

abnormality. The tyke, now four h O

years old, hasjust signed a three t an ne!

million dollar contract with GUM
studios. "That's a million dollars
per head!" giggles Mrs. Goldman.

Little Jeffrey Goldman will star in
a prime-time sitcom about an alien

child adopted by a Beverly Hills looks into
couple. To roll out the series, GUM future.
will release a 2-hour pilot show

this summer.

"It's sort of like a cross between
E.T. and Mork and Mindy," says the
proud mom. " Jeffie plays an ador-
able hale creature from outer space
who's hunted down and almost
killed before this very wealthy
couple takes him into their hearts.
Then once he's adopted, he has all
kinds of funny little habits that drive
his family wild."

Because Jeffrey's three heads
often try to do or say different things
at the same lime, each head will be
separately coached for the series.
Tootsie Goldnian will be on hand to
help with practical matters.

"Its not easy taking care of a
three-headedchild,"saysMrs. Gold-
man. "His clothes have to be tailor-

made and his meals must be
monitored. We'd end up withavery
fat little boy if each head ate as much
asitwantedto.”

Tootsie Goldman is quick to add
thatthe endearing qualities ofher
unigue son far outweigh the disabili-
ties. "He's very sweet, and it's lots
offuntowatch histhree heads talk-
ingallatonce." GUM execs are bet-
ting that home viewers will agree.




psychotic gerbil.
An 84-year-old great-grampa was
terrorized by a psychotic gerbil

that laid waste to his Dallas home.

Thomas Veldran received the animal
s a birthday gift from his grandchil-
dren. When he opened the cage, the
crazed rodent sprang out and began
racing wildly around the house,
clawing and biting at curtains and

furniture and severely maiming
Mr. Veldran's pet lizard.

Grampy's shouts alerted a neigh-
baor, who broke into the house just
as the gerbil leapt at Mr. Veldran,
mtent on who knows what sort of
molestation.

“That little eritter was buggy as
4 swamp in August; said Billy Pea-
mont, “I throwed the wastebasket
over it and slammed one of them tea
trays right on top. We got it all right.

TINSELTOWN TATTLE

with Shayna Waltz

In death as in life, it was roses for
H1LDEGARDE BURBANK.
The Malibu hostess was well known
for her dazzling rose garden, whose
luxuriant blooms filled the ocean-

Burbank

of the stars made famous by Buddy
Studios. BUCK PALACE
arrived carrying two dozen roses

in a combat helmet which he placed
at the head of the casket. HEIDI

front bungalow she shared with late  KORN, star of innumerable B B

hubby BUDDY BURBANK. At  Studios westerns, looked stunning in
her star-studded funeral last Tuesday the scarlet taffeta dress she wore in
at Cathedral in the Pines. Hollywood Buckeroo Barmaid. Not to be missed

paid tribute to a great lady with

thousands of fragrant coral roses.
The blooms decorated altar and

pews, and covered the elegant coral-

was DOROTHY LAFLANK.

whose lovely outfit resembled a

gigantic coral rosebud.
Rumors are flying as to who will

colored coffin. Although the casket
was closed according to Hildy's
wishes, the dear departed reportedly
wore a matching coral satin gown.
Attending Hildy's funeral and the
memorial reception at trendy Bolla-
Bolla in West Hollywood were many

inherit Buddy and Hildy's muilti-
million estate. Shayna places her
bet on "LITTLE HERMAN"
BEAUMONT, favored nephew
of the couple who starred in the
popular Uncle Herman TV series
in the late 60's.

GERBIL
TERRORIZES
- GRAMPS

We could hear it banging around
inside the wastebucket, but we
called the police and they did the
necessary.’

Tests revealed that the animal
had nosigns of organic disease and
was asstmed to be truly psychotic.
Candy Jo Heaver, owner of the Dal-
las pet store where the animal was
purchased, said she would have the
other gerbils in her shop checked by
a pet psychologist.

Hildy sets an elegant table at a lavish
party in Hildebud's heyday.



Chapter in
Hollywood

History

to a Close

Special to TINSELWORLD by Winona Sullivan

With the death of Hildegarde Bur-
bank last Tuesday at her Malibu
beachfrontbungalow, achapterin
Hollywood history drew to a close.
Hildegarde was the "Queen” behind
mogul Buddy Burbank, the "King
oftheB's."
Burbank,whodiedseveral
years ago of a massive heart attack,
produced, directed, and starredin
numerous movies released by his
Buddy Burbank Studios. Although
some say the flicks are of no real
value, othersrecognize themasthe
high point of low-budget films.
Buddy and Hildegarde first metin
1948whenBuddywasayoungactor
with GUM. Yearning to oversee his
ownstudio, he approached Hilde-
garde's father, wealthy financier
Curtis Montague. Horrified by the
young man's plan to offer post-war
America a series of low-grade, light
entertainmentfilms, the cultivated
“Monty" turned him down.
Thenextday, Hildegardeappeared
at Buddy's dressing room on the
GUM lot. Twelve years his senior,
shewasaformerdebutante living
ahumdrumexistence of afternoon
teaand charity benefits. She also
yearned for something of her own:

Draws

alife that would better match
herfeisty nature and taste for
adventure.

Hildegarde offered Buddy
unlimited use of herample
trust fund to start his own stu-
dio, provided she had a hand in
its operation. There was only one
problem—Hildegarde could not
draw from her fund until she was
married. Luckily, the stately
HildegardeansweredBuddy's
dreamsinmorewaysthanone.
He proposed that very
afternoon and they
were quietly mar



Theback ot at B B Studios bustled with activity during the filming of the horrifying

graduation sceneinBeesDolt.

ried in Las Vegasthe following
week.

Despite her father's recrimina-
tions, Hildegarde went on to prove
that she had made a good invest-
ment. Buddy Burbank Studios rap-
idly rose to acclaim with such
classic hits as Attack of the Killer
Rutabagas, Bees Do It, and It Came
fromtheNeighbor'sHouse. The stu-

Tony Paoli.

In a recent photo, Hildy relaxeson thebeach at Malibu with record producer

dios' prominence continued through
the 60's, riding the crest of the wave
of low-budget films.

Hollywood celebrities flocked to
Hildebud, thepalatial oceanfront
bungalow, the couple built in trendy
Malibu. The luxurious home was
decorated with memorabilia from
Buddy Burbank filmhitsaswell as
souvenirsfromthecouple'stravels

around the globe. Hildegarde's rose
garden was long the envy of the
Malibucommunity,andtheirpri-
vate beachfront was the scene of
many astar-studded | uau.

The couple never had any chil-
dren, deciding that the studio was
enough of ajob to nurture. They
were, however, very close to their
numerous nieces and nephews, who
were often invited to spend holidays
with "Uncle Buddy and Aunt
Hildegarde!"

When the craze for "B" movies
died down in the 1970's, Buddy in-
troduced a new star in the form of
Buck Palace, the fighting letter car-
rier. With his rock-hard physique,
weapons at-the-ready, and determi-
nationto light forjustice whatever
theweather. Buck was the idol of
millions of youngsters.

Following Buddy'sdeath. Hilde-
garde continued to control amajor-
ity of Buddy Burbank Studios. She
also maintained her reputationasa
hostess, although her parties were
on amuch smaller scalethan before.
The past few months, she has been

seen about town with record pro-
ducer Tony Paoli, and it had been
hinted that a marriage proposal was
in the offing.

It isnot known what will happen
toBuddy Burbank Studioswithout
the ample funding of Hildegarde
Burbank. Detailsof her will haveyet
to be released, but family members
arc expected to inherit.

Out of
Luck?

‘Within hours of receiving your
Blessed Unicorn keyring,
your lugk will change. Money
will glide to your hands, lovers
will find you irresistible, co-
workers will bend to your
power. Personally blessed by
Rev. Olga. Put the legendary
power of the unicorn to work
for you. Send $17.00 to Rev.
Olga, 1498 Avenue B, NY, NY.
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7 TUBBY TO TRIM!

Lovely Suzy Frankle holds a shopping bag full of the

“I went from tubby to trim,” says Suzy, “‘and so
can you!""

tasty food she was allowed to eat on the Fat-Melt Diet.

FAT-MELY
I \ thewing qum 4

(41

cn | louked in the mirror and realized my
1

high school reunion was only 3 d
practically burst into wears,” says Suzy Frankle o
burg, Ohio. “Ilooked so fat and [mmpv' Thena friend tnld

me about the fantastic Fat-Melt Diet, the 2-day miracle that
=|(l|m||\‘ melts tat off your bady. In just 48 hours, I lost an
amazing 22 pounds without nussing a single meal!

"There were no uncomfortable rubber belts to wear, exer-
cisestodo,orchemicalsupplementstotake. Justadelicious
piece of Fat-Melt chewing gum three times a day. My hus-
band Robby was so delighted with my new figure that we
almost didn't make it to the reunion!"

Join Suz and thousands of other satisfied women who
chewed theirway from tubby to trim with the incredible Fat-
Melt Diet. It's doctor-approved! Here's how it works:
Eatwhateveryoulike for breakfast, lunch, and dinner. Just
follow up each meal with a piece of Fat-Melt chewing gum.
Fat-Melt disintegrates the food while it's still in your stom-
ach, beforeithasachancetoturnintouglyfat. Andthe heat
caused by the combustive process melts other fats in your
body, lettingyougofromtubbytotriminmeredays!
Bestofall, you don't feel a thing. No discomfort, no hunger
pangs. Justthe satisfaction oflooking like amillion.
ApackofFat-Meltchewinggum (6 pieces)costsonly $3.95.
You can't afford NOT to order! Send cash or money order
(nopersonalchecks, please)toDr. S.E.Meretzsky, P.O.Box
22, Sudcity, MD. If you're in a hurry to get started on your
Fat-Melt Diet, enclose an extra $2 for special handling and
write "HURRY" on the outside of your envelope.

shape your body into a slim, trim form that will be

the envy of all your friends. Naturally, the astound-
umunsnumd in this advertisement cannot be
achieved solely through the use of Fat-Melt chewing gum. You
mtrollnllle:pedll Fat-Melt Weight Loss Plan inscribed on
each gum wrapper. Although Fat-Melt causes pound after pound
of unsightly fat to literally melt away, it is still completely safe.
Hwever lefore beginning this or any weight loss program, you
sure you are in normal

should check with your doctor to make
health. The potent combustible in Fat-Melt chewing gum should

not be used by children, pregnant women, the elderly, people on
any other kind of medication, or those with heart disease, diabe- |
tes, high blood pressure, thyrold disease, or any other Kind of pre-
imedical condition. Fat-Melt chewing gum is not for sale
advertisement is vold where prohibited by law.



\Who will Inherit

the Burbank

Bundle?

DILL PICKLES

ADD YEARS

TO YOUR LIFE!

Doctors have confirmed what

pregnant women always knew: dill

pickles are good for your health!
The secret ingredient is v

gar, which clears the arteries of fat,

Increased blood flow improves brain

function, making you feel youthful

and vigorous regardless of your

age. Doctors advise that for best

results you should purchase

fresh dill pickles from a deli

rather than eating the super-

market variety.

Hildy and Buddy Burbank
lived a life that combined shrewd
business pursuits with all-out
tun. When visiting Hildebud, |
never knew whether to expect an
analysis of the stock market or
awhoopee cushion! One thing
that never varied was Hildy and
Buddy's love for their home.
From Buddy's light-hearted jokes
and Hollywood mementos to
Hildegarde's elegant furnishings
and lovely rose garden. Hildebud
reflected its owners' dedication
to living life at its fullest.

byGaylevonSyska,
intimate friend of
Hildegarde Burbank

Hildy always told me she wanted
Hildebud to puss on to someone who
would love and care for it as much as
she did. And, knowing how gener-
ous and farsighted Hildy was, she
would make sure that person had the
financial resources to do so. Hildy
and Buddy were not blessed with
children of their own, but they did
have nieces and nephews they dearly
loved. | believe the Burbank fortune
will be left to one of them.

EXCLUSIVE PHOTOS
NEXT PAGE

Ever wonder why
construction workers
are so strong and
healthy? It's because
they pack dill pickles
from the deli in their
lunchboxes!




Three of Hildegarde and Buddy Burbank’s numerous nieces and nephews frolic in the cove at Hildebud in the
mid-60's. On the left is “Little Herman"" Beaumont.

Hildebud, palatial home of Hildegarde and
Buddy Burbank, as it looked in the
fabulous fifties. Subsequent alterations
inchuded the addition of a private theater.




Remembering Buddy Burbank...

TheCurtanFalson
a (Golcen Fra

By Brian Moriarty

As the curtain went down on
Hildegarde Burbank. so too did

the curtain fall on agolden era in
Hollywood filmmaking. With no
one |eft to carry on the studio's tra-
dition, it seems likely Buck Palace,
thefighting letter carrier, hasdeliv-
ered his las; parcel. Buddy Burbank
created over 600 films in his life-
time; many were landmarks for
Burbank aswell asthe film
industry.

We love ya,
Buddy Burbank

Burbank was a man who relied
on base instincts, who proved that
you could make great movies—and
plenty of them—without pandering
to trends or the whims of investors.
We are lucky to have as his legacy a
roster of finefilmsthat will doubt-
less be enjoyed for generations.

Continuedonthenextpage
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Instruction Manual for Hollywood Hijinx
If you've never played Infocom'sinteractive fiction before, you should read this entire instruction manual.
If you're an experienced Infocom game player, you may only want to read SECTION I: About Hollywood Hijinx.
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Brief description of the most important things to know about interactive fiction

SECTION I: ABOUT HOLLYWOOD HIJINX
Prefacetothe Story

Asachild, you spend most of your summers with your Aunt Hildegarde and Uncle Buddy. What memories! Uncle Buddy was a
Hollywood big-shot, Aunt Hildegarde hisloving (and very rich) wife. They had no children of their own, but you and your cousins
loved their house, their parties, the Hollywood memorabilia, and them. Sure, Buddy and Hildy were abit eccentric -- but that added
to their charm.

Aunt Hildegarde kept the house when Uncle Buddy passed away. And now that she's suddenly died, you remember her unusual
will. You will inherit the entire estate -- probably worthmillions-- if you can spend just one night in the house and on the grounds,
and find atreasure or two. But if you can't, then you inherit nothing.

And so Hollywood Hijinx begins with you being dropped off in front of adark house, not too far from Hollywood...
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Some Recognized Verbs

Thisisonly apartial list of the verbs that Hollywood Hijinx understands. There are many more. Some of the verbs listed can be
found in all Infocom stories; others are included especially for Hollywood Hijinx. Remember you can use a variety of prepositions
with some verbs. (For example, LOOK can become LOOK INSIDE, LOOK BEHIND, LOOK UNDER, LOOK THROUGH, LOOK AT,
and so on.)

BURN ENTER OFFER SHAKE
CLIMB EXAMINE OPEN SHOW
COUNT FILL POUR TAKE
CuT IGNITE PULL THROW
DIG KNOCK PUSH TIE
DRINK LIGHT PUT TOUCH
DROP LISTEN RAISE TURN
EAT LOOK READ UNLOCK

Sample Transcript and Map

Thistranscript is not from Hollywood Hijinx, but it does show many of the typical commands you might use in the story. It
contains some simple puzzles and their solutions, and it will give you agood idea of how Infocom's interactive fiction works. The
player's commands appear in capital |etters after each prompt (>). The map represents the terrain in the sample transcript as you
might have drawn it.

CATWALK

CATWALK

CATWALK

SHOEBOY

T
MOKING
}SsecnglN AlISLE
. COUNTER
USHERS unNtFoRM
ELOBBY

Y ou open your eyes after along nap. Y our neck is stiff and your knees are scrunched up against the seat in front of you. Then, like
abad dream, you remember the awful movie you were watching: "Slash 'n' Chop Sock Hop." Sleep was a blissful escape, and a
sensible alternative to leaving the air-conditioned theater and returning to the 98-degree, 98-percent humidity outside. But now the
movieis over, everyone has gone home, and you're locked up, alone, in the theater.

L -

PROJECTION
BOOTH

ROPE PROJECTOR
GRANDEATHER. REELS
cLock

(14

Smoking Section, in the seats

You're sitting in aworn red-velvet seat. The main aisle isto the east. The screen in front of you isblank. On the seat next to youisa
shoebox. Garbage is strewn all over the floor.

> GO EAST
You'll haveto stand up first.



> STAND UP
Asyou stand, you step on spilled popcorn, candy, and soda.
Y our sneakers stick to the floor like afly in molasses.

> GO EAST
Y ou can't move. Y our sneakers are stuck to the floor.

>LOOK IN THE SHOEBOX
Inside the shoebox is a pair of roller skates.

> TAKE OFF THE SNEA KERS
(sitting on the seat first)
Okay, you are no longer wearing the sneakers.

>PUT ON THE ROLLER SKATES
(taking theroller skatesfirst)
Theroller skates have no laces, so you can't use them.

> INVENTORY
You are carrying aticket stub and abox of string licorice.

> LACE THE SKATESWITH THE LICORICE
Y ou successfully put on theroller skates using the string
licorice as shoelaces.

> STAND UP AND THEN GO EAST
Okay, you are now standing.

Y ou skate between the seats and arrive at...

Aide
An arched doorway to the lobby lies south. Seats are off to
the east and west.

> SKATE SOUTH
You skate up the aisleand arrive at...

Lobby

The front door to the street isto the south. A staircase leads
up to the balcony, and an arched doorway to the downstairs
auditorium lies north. In the corner is a counter where the
patrons can buy popcorn, candy, and soda. An usher's
uniform is draped over the counter.

> OPEN THE FRONT DOOR
The front door islocked.

>UNLOCK IT
Y ou don't have the key.

>KNOCK ON IT
There's no answer

> SEARCH THE UNIFORM
In the uniform you find aflashlight, awhite note, and a
yellow note.

>TAKE ALL FROM UNIFORM
flashlight: Taken.

white note: Taken

yellow note: Taken

> READ THE WHITE NOTE
"Don't forget to lock all the doors. Signed, the Manager."

>READ THE YELLOW NOTE
"Grampalikes 'High Noon.' Signed, the Projectionist.”

> LOOK BEHIND THE COUNTER
All you seeis popcorn, candy, and soda.

> GO UPSTAIRS
Y ou can't go upstairs wearing theroller skates.

>TAKE OFF THE ROLLER SKATES
Okay, you are no longer wearing theroller skates.

>GOUP
You climb up. Theair getsthin.

Balcony
It'stoo dark to see anything!

>TURN ON THE FLASHLIGHT
Okay, the flashlight is now on.

From way up here, the screen looks no bigger than a postage
stamp. A rope suspended from the ceiling istied to arailing
around the balcony. Across the abyss of the auditorium you
see acatwalk. A staircase leads down to the lobby, and a
door on the east wall is closed. Next to the door is afrowning
grandfather clock.

> OPEN THE DOOR
The door islocked.

>LOOK AT THE GRANDFATHER CLOCK

The grandfather clock has only one hand, which is pointing
to theright of 10 and to the left of 11. Theface ontheclock is
frowning.

> READ THE NOTE
Which note do you mean, the white note or the yellow note?

>YELLOW
"Grampalikes 'High Noon.' Signed, the Projectionist.”

>TURN THE HAND RIGHT TO 12

Asyou turn the hand on the clock to 12, the face on the
clock beginsto smile. Just as you get to 12, the clock bongs
noisily, Grampalaughs, and the door opens.



>EAST

Projection Booth

Thisisavery small room. A blue projector pointsout a
window down towards the screen below. Next to the
projector are 4 reels of film.

>LOOK AT THE REELS

Three of thereels--the red, white, and blue reds--are marked
"Slash 'n' Chop Sock Hop." One reel--the orange one--is
marked "Don't let the audience see this!"

> TAKE THE ORANGE REEK
[Sorry, but this story doesn't know the word "reek".]

> OOPS REEL
Taken.

>PUT THE ORANGE REEL IN THE FILM PROJECTOR
Okay, the orange reel is now in the projector.

>TURN ON THE PROJECTOR
The projector is now on, and the film beginsto roll.

>LOOK AT THE SCREEN

The film was shot in the lobby of thistheater! A model
dressed as an usher saysto the camera, "Try our popcorn;
it'sreally yummy!" Then the model reaches into the mounds
of popcorn, takes a handful, and eatsit, smiling. Suddenly,
there's a crunch, and the model stops smiling. She pulls akey
out of her mouth, says"Oh, gross me out!" and throwsthe
key back into the mounds of popcorn. Several people off-
camerasnicker at the model, someone yells"Cut!" and the
film ends.

>W.D
Balcony

Lobby
You seeapair of roller skates here.

>LOOK
Lobby

Thefront door to the theater isto the south. A staircase
leads up to the balcony, and an arched doorway to the
downstairs auditorium lies north. In acorner isacounter
where patrons can buy popcorn, candy, and soda. An
usher's uniform is draped over the counter. Y ou see a pair of
roller skates here.

> SEARCH THE POPCORN
In the mounds of popcorn you find akey, which you take.

>UNLOCK THE FRONT DOOR WITH THE KEY
The key doesn't fit the front door.

>EXAMINE THE KEY
Y ou see nothing interesting about the key.

>U.L

Balcony

From way up here, the screen looks no bigger than a postage
stamp. A rope suspended from the ceiling istied to arailing
around the balcony. Across the abyss of the auditorium you
see acatwalk. A staircase leads down to the lobby, and a
door on the east wall is closed. Next to the door isafrowning
grandfather clock.

> TAKE THE ROPE
Y ou grab onto the rope, though it isstill tied to therailing.

> UNTIE THE ROPE
Okay, the rope is now untied.

> JUMP OFF THE BALCONY

Johnny Weissmuller would be proud. Holding onto the rope,
you swing in amagnificent arc across the cavernous room.
Just when you think you'll hit the seats below, you start to
swing back up. With cat-like grace, you land feet-first onto a
catwalk. With monumental stupidity, you then let go of the
rope, which swings away out of reach.

Catwalk
Thisisasmall, rickety platform. The downstairs auditoriumis
far below you. A ladder |eads up.

>UP

Catwak

Thisisasmall, rickety platform. The downstairs auditoriumis
far below you. A ladder leads down, and another |eads up.

>G

Catwak

Thisisasmall, rickety platform. The downstairs auditoriumis
far below you. A ladder leads down, and another |eads up.

>G

Catwak

Thisisasmall, rickety platform. The downstairs auditoriumis
far below you. A ladder leads down. Inexplicably, adoor is
set into the wall here, hundreds of feet above the floor.

> OPEN THE DOOR
The door islocked.

>UNLOCK THE DOOR WITH THE KEY

Asyou open the door, you are hit with the heat and the
humidity. You get dizzy. Y ou step back, teeter for amoment,
grasp for arailing that isn't there...and wake up. Your neck is
stiff and your knees are scrunched up against the seat in
front of you. Then, like abad dream, you remember the awful
movie you were watching "Meltdown on EIm Street.”
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About the Author s

"Hollywood" Dave Anderson'sfirst exposure to acomputer was at California State University, Fullerton. Each student in his biology
class was given apassword that allowed limited access to the school's mainframe computer. Class members were instructed to
analyzetheir diets using a diet program on the school's mainframe. After several runs of the diet program, Hollywood wanted to see
more of this computer. Knowing only as much about computers as you can learn on television, he quickly stole a password frfom a
regular user and began to explore. After 5 hours and 14 on-line sessions of how to use the computer, he left the lab with asevere
headache and no better understanding of computers, except that they were fun.

Two years later, hisfriend bought an Atari 800. Hollywood's first thought after watching Pac-Man race across the screen was,
"How do they do that?" After giving up on the computer manual, he went to the library and checked out abook on BASIC written
at Dartmouth in 1962, thus becoming totally confused. A few months later a friend recommended a book that would change hislife
forever--Atari BASIC for Kids. He was on hisway.

Hollywood left L.A. and moved to Massachusetts in 1983, where he answered an ad by Infocom for a product tester. He was hired,
and later became the manager of testing. In 1985 he foolishly took ajob as a game writer. Heis often seen in his beach-mural-lined
office wearing aHawaiian shirt, with acigar (still in the wrapper) in his mouth. His dream is to be the Paul Schaffer of entertainment
software. Hollywood Hijinx was designed, written and implemented by "Hollywood" Dave Anderson with enormous help of his
fellow imps. Theinitial concept for this game was from an idea by "Hollywood" Dave Anderson and Liz Cyr-Jones.

The original concept for Hollywood Hijinx is credited to Liz Cry-Jones. Raised in Hawaii on raw fish and seaweed, Liz joined the
Infocom group as an official sushi tester, and she has atank of tropical fishin her office for quick afternoon snacks. Liz livesin
Beverly, Massachusetts, with her husband Bob, and a cat named Nelson, whom Bob isteaching to fetch sticks.

SECTION II: ABOUT INFOCOM'S
INTERACTIVE FICTION
An Overview

Interactive fiction is astory in which you are the main character. Y our own thinking and imagination determine the actions of that
character and guide the story from start to finish.

Each work of interactive fiction, such asHollywood Hijinx, presents you with a series of locations, items, characters, and events.
Y ou can move fromplace to place, use the objects you find, and interact with the other characters, to affect the outcome of the
story. Animportant element of interactive fiction is puzzle-solving. Y ou should think of alocked door or aferocious beast not asa
permanent obstacle, but merely as a puzzle to be tackled. Solving puzzles will frequently involve bringing a certain item with you,
and then using it in the proper way.

In Hollywood Hijinx, time passes only in response to your input. Y ou might imagine a clock that ticks once for each sentence you
type, and the story progresses only at each tick. Nothing happens until you type a sentence and pressthe RETURN (or ENTER)
key, so you can plan your turns as slowly and carefully as you want.

To measure your progress, Hollywood Hijinx keeps track of your score. Y ou may get points for solving puzzles, performing certain
actions, or visiting certain locations. A perfect scoreisto be strived for, but of course, having fun is much more important.
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Starting and Stopping
Sarting the story: To load Hollywood Hijinx, follow the instructions on the Reference Card in your package.

After abrief introduction to the story, you'll see a description of South Junction, the opening location. Then the prompt (>) will
appear, indicating that Hollywood Hijinx iswaiting for your first command.

Here's aquick exercise to help you get accustomed to interacting with Hollywood Hijinx. Try the following command first:
>GO NORTH

Then pressthe RETURN (or ENTER) key. Hollywood Hijinx will respond with a description of the Front Portch. Then try:
>KNOCK ON THE DOOR

After you pressthe RETURN (or ENTER) key, Hollywood Hijinx will respond. Now you decide what to do next.

Saving and restoring: It will probably take you many daysto complete Hollywood Hijinx. Using the SAVE feature, you can
continue astory at alater time without having to start over from the beginning, just as you can place a bookmark in abook you are
reading. SAVE puts a"snapshot” of your place in the story onto another disk. Y ou should also save your place before (or after)
trying something dangerous or tricky. That way, even if you get lost or "killed" in the story, you can return to your saved position.

To save your place in the story, type SAVE at the prompt (>), and then press the RETURN (or ENTER) key. Then follow the
instructions for saving arestoring on your Reference Card. Some computers require a blank disk, initialized and formatted, for saves.
Using adisk with data on it (not counting other Hollywood Hijinx saves) may result in the loss of that data, depending on your
computer. Y ou can save your position as often as you like by using additional blank disks.

Y ou can restore a saved position any time you want. To do so, type RESTORE at the prompt (>), and pressthe RETURN (or
ENTER) key. Then follow the instructions on your Reference Card. Y ou can then continue the story from the point where you used
the SAVE command. Y ou can type LOOK for a description of where you are.

Quitting and restarting: If you want to start over from the beginning, type RESTART and pressthe RETURN (or ENTER) key.
(Thisisusually faster than re-booting.) Just to make sure, Hollywood Hijinx will ask if you really want to start over. If you do, type
Y or YES and pressthe RETURN (or ENTER) key.

If you want to stop entirely, type QUIT and pressthe RETURN (or ENTER) key. Once again, Hollywood Hijinx will ask if thisis
really what you want to do.

Remember when you RESTART or QUIT: if you want to be able to return to your current position, you must first usethe SAVE
command.

Communicating with Infocom's
Interactive Fiction

In Hollywood Hijinx, you type your commands in plain English each time you see the prompt (>). Hollywood Hijinx usually acts as
if your commandsbegin with "l want to...," although you shouldn't actually type those words. Y ou can use words like THE if you
want; Hollywood Hijinx doesn't care either way.

When you have finished typing acommand, pressthe RETURN (or ENTER) key. Hollywood Hijinx will then respond, telling you
whether your request is possible at this point in the story, and what happened as aresult.

Hollywood Hijinx recognizes your words by their first six letters, and all subsequent letters are ignored. Therefore, CANDLE,
CANDLEs, and CANDLEstick would all be treated as the same word by Hollywood Hijinx.



To move around, just type the direction you want to go. Directions can be abbreviated: NORTH to N, SOUTH to S, EAST to E,
WEST to W, NORTHEAST to NE, NORTHWEST to NW, SOUTHEAST to SE, SOUTHWEST to SW, Up to U, and DOWN to D.
Remember that IN and OUT will also work in certain places.

Hollywood Hijinx understands many different kinds of sentences. Here are several examples. (Note some of these objects do not
actually appear in Hollywood Hijinx.)

>WALK

NORTH >PLAY "CHOPSTICKS'
>DOWN >PUSH THE BLACK BUTTON
>NE > DIG IN THE GROUND
>GOUP >PUT THE STICK IN THEHOLE
>TAKE THE RED CANDLE >GIVETHEFLY TO THE FROG
>READ THE SIGN >LOOK INSIDE THE CAGE
>LOOK UNDER THE BED > CALL 555-1212

> LIGHT THE CIGAR >TURN THEBICYCLE

>TURN THE DIAL NORTH

Y ou can use multiple objects with certain verbsif you separate them by the word AND or by a comma. Some examples:
>TAKE BOOK AND KNIFE

>DROPTHE YELLOW BALL, THE SPOTTED FROG, AND THE PEANUT

>PUT THE LADYBUG AND THE SPIDER IN THE JAR

Y ou can include several sentences on oneinput lineif you separate them by the word THEN or by a period. (Note that each
sentence will still count asaturn.) You don't need a period at the end of the input line. For example, you could type all of the
following at once, before pressing the RETURN (or ENTER) key:

> READ THE SIGN. GO NORTH THEN TAKE THE CROWBAR AND MALLET

If Hollywood Hijinx doesn't understand one of the sentences on your input line, or if something unusual happens, it will ignore the
rest of your input line (see "Common Complaints' on page 23).

Thewords T and ALL can be very useful. For example:

>TAKE

THE APPLE. POLISH IT. PUT IT IN THEBOX >TAKEALL EXCEPT THEWET EGG AND THEKEY
>CLOSE THEHEAVY METAL DOOR. LOCK IT >TAKEALL FROM CABINET

>TAKETHE SHOE. EMPTY IT. PUT IT ON >DROPALL BUT THE PENCIL

>TAKEALL

Theword ALL refersto every visible object except those inside something else. If there were an apple on the ground and an orange
inside a cabinet, TAKE ALL would take the apple but not the orange.

In many Infocom stories, you will meet other characters asyou play. Y ou can "talk" to some of them by typing their name, then a
comma, then whatever you want to say to them. Here are some examples:

>LOIS,
HELLO >WILLY, PUT ON THE GLOVE THEN THROW THE BALL
>FRED, GIVE ME A BOWLING BALL >HARRY, TAKE THE GUN. SHOOT THE PENGUIN

>SALESMAN, TELL MEABOUT THE PLATYPUS

Notice that in the last two examples, you are giving a person more than one command on the same input line. But remember: Most
people don't care for idle chatter. Y our deeds will speak louder than your words.



Hollywood Hijinx tries to guess what you really mean when you don't give enough information. For example, if you say that you
want to do something, but not what you want to do it to or with, Hollywood Hijinx will sometimes decide that thereisonly one
possible object you could mean. When it does so, it will tell you. For example:

>UNLOCK THE DOOR
(with the key)
The door is now unlocked.

If your command is ambiguous, Hollywood Hijinx will ask you what you really mean. Y ou can answer most of these questions
briefly by supplying the missing information, rather than typing the entireinput again. Y ou can only do this at the very next prompt.
Fr example:

> CUT THE ROPE
What do you want to cut the rope with?

>THE KNIFE
Asyou cut therope, you hear aloud crash in the tent.

or

>TAKE THE BUTTERFLY
Which butterfly do you mean, the delicate magenta butterfly or the fat yellow butterfly.

> DELICATE
The delicate magenta butterfly flutters away from as you reach for it.
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Hollywood Hijinx recognizes about 1000 words, nearly all that you are likely to use in your commands. However, Hollywood Hijinx
uses many words in its descriptions that it will not recognize in your commands. For example, you might read, "The full moon is
bright and clear, and the apple trees cast eerie shadows." If Hollywood Hijinx doesn't recognize the words MOON or SHADOWSiin
your input, you can assume they are not important to your completion of the story, except to provide you with amore vivid
description of where you are or what is going on.

Special Commands

There are anumber of commands which have special meanings. Y ou can use them over and over as needed. Some count as aturn,
others do not. Type the command after the prompt (>) and pressthe RETURN (or ENTER) key.

AGAIN--Hollywood Hijinx will respond as if you had repeated your previous command. For instance, typing SHOOT THE
MONSTER WITH THE LASER GUN then typing AGAIN would be like shooting the monster twicein arow. Y ou can abbreviate
AGAINto G.



BRIEF--This command tellsHollywood Hijinx to give you the full description of alocation only the first time you enter it. On
subsequent visits, Hollywood Hijinx will tell you only the name of the location and the objects present. Thisis how Hollywood
Hijinx will normally act, unless you tell it otherwise using the VERBOSE or SUPERBRIEF commands. The SUPERBRIEF command
tells Hollywood Hijinx to display only the name of a place you have entered, even if you have never been there before. In this
mode, Hollywood Hijinx will not even mention which objects are present. Of course, you can always get a description of your
location and the items there by typing LOOK. In SUPERBRIEF mode, the blank line between turnswill be eliminated. Thismodeis
meant for players who are already very familiar with the geography. The VERBOSE command tellsHollywood Hijinx that you want
acompl ete description of each location, and the objectsin it, every time you enter alocation, even if you've been there before.

INVENTORY--Hollywood Hijinx will list what you are carrying. Y ou can abbreviate INVENTORY tol.

LOOK--This tellsHollywood Hijinx to describe your location in full detail. Y ou can abbreviate LOOK to L.

OOPS--If you accidentally mistype aword, such that Hollywood Hijinx doesn't understand the word, you can correct yourself on
the next line by typing OOPS and the correct word. Suppose, for example, you typed PUT THE LETTER INTO THE NAILBOX and

weretold "[I don't know the word 'nailbox."]" Y ou could type OOPS MAILBOX rather than retyping the entire sentence.

QUIT--Thisletsyou stop. If you want to save your position before quitting, follow the instructionsin the " Starting and Stopping"
section on page 20. Y ou can abbreviate QUIT to Q.

RESTART--This stops the story and starts over from the beginning.
RESTORE--This restores a position made using the SAVE command. See " Starting and Stopping" on page 20 for more details.

SAVE--This puts a"snapshot" of your current position on your storage disk. Y ou can return to a saved position in the future using
the RESTORE command. See " Starting and Stopping" on page 20 for more details.

SCORE--Hollywood Hijinx will show your current score.

SCRIPT--This command tells your printer to begin making atranscript of the story as you venture onwards. A transcript may aid
your memory but is not necessary. It will work only on certain computers; read your Reference Card for details.

SUPERBRIEF--See BRIEF above.

TIME--This gives you the current time of day in the story. Y ou can abbreviate TIME to T.
UNSCRIPT--This commands your printer to stop making atranscript.

VERBOSE-See BRIEF above.

VERSI ON--Hollywood Hijinx responds by showing you the release number and the serial number of your copy of the story. Please
include thisinformation if you ever report a"bug" in the story.

WAIT--Thiswill cause time in the story to pass. Normally, between turns, nothing happensin the story. Y ou could leave your
computer, take a nap, and return to the story to find that nothing has changed. Y ou can use WAIT to make time passin the story
without doing anything. For example, you can wait for a specific time, or wait for an event to happen, etc. Y ou can abbreviate WAIT
toZ.
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Tipsfor Novices

1. Draw amap. It should include each location and the directions connecting it to adjoining locations. When you find yourself in a
new location, make a note of any interesting objects there. (See the small sample map that goes along with the sample transcript on
page 16.) There are 10 possible directions (NORTH, SOUTH, EAST, WEST, NORTHEAST, NORTHWEST, SOUTHEAST,
SOUTHWEST, UP, and DOWN) plusIN and OUT.

2. EXAMINE al objects you come across in the story.

3. TAKE all objects you come acrossin the story. Most objects that you pick up are important for solving one or more of the
puzzlesyou'll runinto.

4, Save your place often. That way, if you mess up or get "killed," you won't have to start over from the beginning. See page 20 for
instructions.

5. Read the story carefully! There are often clues in the descriptions of locations and objects.

6. Try everything you can think of--even strange or dangerous actions may provide clues, and might prove to be fun! Y ou can
always save your position first if you want. Here'sasilly example:

> GIVE THE ROLLER SKATESTO THE VULTURE
The vulture attemptsto eat the roller skates, but eventually gives up. It continues to peck you on the head.

Here you have a clue that maybe giving something edible to the vulture (some raw meat?) would be better.

7. Unlike other "adventure games" you may have played, there are many possibl e routes to the end of Hollywood Hijinx. If you get
stuck on one puzzle, move on to another. Some puzzles have more than one solution; other puzzles don't need to be solved at all.
Sometimes you will have to solve one puzzle in order to obtain the item(s) or information you need to solve another puzzle.

8. You may find it helpful to go through Hollywood Hijinx with another person. Different people may find different puzzles easy and
can often complement each other.

9. If you really have difficulty, you can order a hint booklet and a complete map using the order form in your package. Y ou don't
need this booklet to enjoy the story, but it will make solving the puzzles easier.

10. Read the sample transcript on page 16 to get afeel for how Infocom's interactive fiction works.

11. Y ou can word acommand in many different ways. For example, if you wanted to pick up ayellow hoop, you could type in any of
the following:

> GET HOOP
>TAKE THE HOOP
> PICK UP THE YELLOW HOOP

If you type in acommand that Hollywood Hijinx doesn't understand, try rephrasing the command or using synonyms. |f
Hollywood Hijinx still doesn't understand your command, you are almost certainly trying something that is not important in
continuing your adventure.



Common Complaints

Hollywood Hijinx will complain if you type acommand that confuses it completely. Hollywood Hijinx will then ignore the rest of
theinput line. (Unusual events, such as being attacked, may also cause Hollywood Hijinx to ignore the rest of your command,
since the event may have changed your situation drastically.) Some of Hollywood Hijinx's complaints:

Thisstory doesn't know theword " "

Theword you typed is not in the story's vocabulary. Sometimes using a synonym or rephrasing will help. If not, Hollywood Hijinx
probably doesn't know the ideayou weretrying to get across.

Thisstory can't understand theword " " when you useit that way.

Hollywood Hijinx knows the word you typed, but couldn't useit in that sense. Usually thisis because Hollywood Hijinx knows the
word as adifferent part of speech. For example, if you typed PRESS THE LOWER BUTTON, you are using LOWER as an adjective,
but Hollywood Hijinx might know LOWER only asaverb, asin LOWER THE FLAG.

Therearen't enough nounsin that sentence!
This usually means your sentence was incomplete, suchasEAT THE BLUE or PUT THE BOOK IN THE.

Therearetoo many nounsin that sentence!
AnexampleisPUT THE SOUP IN THE BOWL WITH THE LADLE, which has three noun "phrases," one more than Hollywood
Hijinx can digest in asingle action.

Beg pardon?
Y ou pressed the RETURN (or ENTER) key without typing anything.

You can't seeany here!
The object you referred to was not accessible to you. It may be somewhere else, inside a closed container, and so on.

Theother object[s] that you mentioned isn't [aren't] here!

Y ou referred to one or more objects in the same sentence, some of which aren't present or accessible.
You can't use morethan one object at atimewith " "

Y ou can use multiple objects (that is, nouns or noun phrases separated by AND or acomma) or the word ALL only with certain
verbs. Among the more useful of these verbs are TAKE, DROP, and PUT. An example of averb that will not work with multiple
objectsis EXAMINE; you couldn't say EXAMINE ALL or EXAMINE THE BOWL AND THE SWORD.

That sentencedidn't make sense. Pleasereword it or try something else.

The sentence you typed may have been gibberish, such as TAKE ROPE WITH READ. Or you may have typed areasonable
sentence but used a syntax that Hollywood Hijinx does not recognize, such asWAVE OVER THE MOUNTAIN. Try rephrasing the
sentence.
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We're Never Satisfied

Here at Infocom, we take great pride in the quality of our stories. Even after they're "out the door," we're constantly improving,
honing, and perfecting them.

Your input isimportant. No matter how much testing we do, it seems some "bugs" never crawl into view until thousands of you
begin doing all those wild and crazy thingsto the story. If you find abug, or if you think a certain puzzle was too hard or too easy,
or if you have some other suggestion, or if you'd just like to tell us your opinion of the story, drop us anote! We love every excuse
to stop working, and aletter from you is just such an excuse! Write to:

Infocom, Inc.

125 CambridgePark Drive
Cambridge, MA 02140
Attn: UNCLE BUDDY

If You Have Technical Problems

Y ou can call the Infocom Technical Support Team to report "bugs" and technical problems, but not for hintsto solve puzzles, at
(617) 576-3190. If your disk develops a problem within ninety (90) days after purchase, we will replace it at no charge. Otherwise,
there isareplacement fee of $5 (U.S. currency). If you call to report a bug, please provide your release number, which you can find
by typing VERSION. Please return your registration card if you'd like to be on our mailing list and receive our newsletter, The Status
Line (formerly The New Zork Times).
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Copyright and Warranty I nformation
Limited Warranty

This software product and the attached instructional materials are
sold"ASIS," without warranty asto their performance. The entire
risk as to the quality and performance of the computer software pro-
gram is assumed by the user.

However, to the original purchaser of adisk prepared by Infocom
and carrying the Infocom label on the disk jacket, Infocom, Inc. war-
rants the medium on which the program is recorded to be free from
defectsin materials and faulty workmanship under normal use and
service for aperiod of ninety (90) days from the date of purchase. If
during this period a defect on the medium should occur, the medium
may be returned to Infocom, Inc., or to an authorized Infocom, Inc.
dealer, and Infocom, Inc. will replace the medium without charge to
you. Your sole and exclusive remedy in the event of adefect isex
pressly limited to replacement of the medium as provided above. This
warranty gives you specific legal rights and you may also have other
rightswhich vary from state to state.

THE ABOVE WARRANTIES FOR GOODSARE IN LIEU OF
ALL WARRANTIES, EXPRESS, IMPLIED, OR STATUTORY,
INCLUDING, BUT NOT LIMITED TO, ANY IMPLIED WAR-
RANTIES OF MERCHANTABILITY AND FITNESSFOR A
PARTICULAR PURPOSE AND OF ANY OTHER WARRANTY OB-
LIGATION ON THE PART OF INFOCOM, INC. SOME STATES



DO NOT ALLOW LIMITATIONS ON HOW LONG AN IMPLIED
WARRANTY LASTS, SO THE ABOVE LIMITATION MAY NOT
APPLY TOYOU. IN NO EVENT SHALL INFOCOM, INC. OR
ANYONE ELSE WHO HASBEEN INVOLVED IN THE CREATION
AND PRODUCTION OF THIS COMPUTER SOFTWARE PRO-
GRAM BE LIABLE FOR INDIRECT, SPECIAL, OR CONSE
QUENTIAL DAMAGES, SUCH AS, BUT NOT LIMITED TO, LOSS
OF ANTICIPATED PROFITS OR BENEFITSRESULTING FROM
THE USE OF THISPROGRAM, OR ARISING OUT OF ANY
BREACH OF THISWARRANTY. SOME STATES DO NOT ALLOW
THE EXCLUSION OR LIMITATION OF INCIDENTAL OR CON-
SEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION MAY
NOT APPLY TO YOU.

N.B. After the warranty period, a defective Infocom disk may be
returned to Infocom, Inc. with acheck or money order for $5.00 U.S.
currency for replacement.

Copyright

The enclosed software product is copyrighted and all rights are re-
served by Infocom, Inc. It is published exclusively by Infocom, Inc.
The distribution and sale of this product are intended for the use of
the original purchaser only and for use only on the computer system
specified. Lawful users of this program are hereby licensed only to
read the program from its medium into memory of a computer solely
for the purpose of executing the program. Copying (except for one
backup copy on those systemswhich provide for it--see Reference
Card), duplicating, selling, or otherwise distributing this product is
aviolation of the law.

The manual and all other documentation contained herein are copy-
righted and all rights reserved by Infocom, Inc. These documents
may not, in whole or part, be copied, photocopied, reproduced,
translated, or reduced to any electronic medium or machine-readable
form without prior consent, in writing, from Infocom, Inc.

Willful violations of the Copyright Law of the United States can
result in civil damages of up to $50,000 in addition to actual damages,
plus criminal penalties of up to one year imprisonment and/or $10,000
fine.

Hollywood Hijinx is atrademark of Infocom, Inc.

(C) 1986 Infocom, Inc.

Printedin U.S.A.



Quick Reference Guide
1. To start the story ("boot up"), see the separate Reference Card in your Hollywood Hijinx package.

2. When you see the prompt (>) on your screen, Hollywood Hijinx iswaiting for your input. There are four kinds of sentences or
commands that Hollywood Hijinx understands:

A. Direction commands: To move from place to place, just type the direction you want to go: NORTH, SOUTH, EAST, WEST,
NORTHEAST, NORTHWEST, SOUTHEAST, SOUTHWEST, UP, DOWN, IN, or OUT.

B. Actions. Just type whatever you want to do. Some examples: READ THE BOOK or OPEN THE DOOR or LOOK THROUGH THE
WINDOW or GIVE THE BALL TO THE CAT. Once you're familiar with simple commands, you'll want to use more complex ones as
described in "Communicating with Infocom's I nteractive Fiction" on page 20.

C. Commands given to other characters: To talk to charactersin the story, type their name, then acomma, then what you want to
say to them. For example: FRED, GIVE ME THE AXE or OLD MAN, HELLO.

D. Special commands. Some commands, such as INVENTORY or VERBOSE, give you specific information or affect your output. A
list of these appearsin the "Special Commands" section on page 22.

3. After typing your sentence or command, you must pressthe RETURN (or ENTER) key before Hollywood Hijinx will respond.
4. Your location in the story is displayed at the top of your screen on aspecial line called the status line.

5. You can pick up and carry many of the itemsyou'll find in the story. For example, if you TAKE THE FLASK, you will be carrying
it. Type INVENTORY to seealist of theitemsyou are carrying.

6. When you want to stop, save your placefor later, or start over, read the " Starting and Stopping" section on page 20.

7. 1f you have trouble, refer to the specific section of the manual for more detailed instructions.





