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<ONTENTS ABROUT IMO4<EN
Imogen is an animated platform adventure puzzle game, you
LeADING INSTRUCTIONS  control a wizard who can transform into a monkey or a cat which

FOR<URD .
THE STORY will help you solve the levels.

THE GAMS MSNU _ _ _ _
INSTRUSTIONS The wizard can make small jumps, hold and use items he finds.

PLAYING A L<V<L The monkey can jump up and climb and swing from ropes.

<AMS HINTS The cat can jump higher and farther than the other characters.
TROUBLE SHOOTING

INSNS . :
UL Visit us for more freeware games at www.ovine.net

LOADING INSTRUCTIONS

This version of Imogen runs on any version of Windows from 95 upwards, including 2000 and
XP or better. Please ensure you have the latest version of DirectX and drivers for your video
and multimedia cards for best results.

1. If you have not done so already, download and run the installer from
http://imogen.ovine.net/ following the on-screen instructions.

2. To play Imogen normally, select the “"Ovine > Imogen > Play Imogen” option from the
Windows Start menu. On some older configurations if you experience problems running
Imogen in its default 32-bit full screen colour mode, you can try selecting “Play Imogen
16-bit colour” from the Windows Start menu. You can change the default display mode
in-game from the options screen.

3. The game will start with an animated story sequence. You can press the Esc key at any
time to skip past the story. When the story has completed, you will be presented with
the game menu.

If you experience any problems starting the game, please refer to the troubleshooting section
at the end of the document. The website at imogen.ovine.net will have the latest information
and version of Imogen to download.



http://www.ovine.net/
http://imogen.ovine.net/
http://www.ovine.net/

IMe4<N

FORSWNORD

Imogen started life as a piece of self-indulgent whimsy about 17 years ago. That
was back in 1986, during the home computer boom, when it was still possible for an
enthusiast to put together a computer game in a back bedroom and have it
published, distributed and reviewed as a professional piece of software.

I'd already had two BBC Micro games published under those circumstances:
Acornsoft Volcano and Pantry Antics for BBC Enterprises. But as neither of those
had attracted (or deserved) much attention, I did not begin Imogen with any
particular expectations. I wrote it as the kind of game I wanted to play myself, a
graphical adventure in which lightning reflexes didn't count quite so much as daft,
cartoony humour and lateral thinking. (Roadrunner and Edward de Bono were
influences on the puzzles in Imogen in roughly equal proportions.)

It was written at a leisurely pace, taking somewhere between nine months and a
year. I'd like to say that was due to perfectionism, but I think that laziness may also
have been a factor. It was a game I kept dropping and then coming back to when a
new idea popped up. I dare say I'd have spent even longer on it, but there was
another important consideration: the BBC Micro, like the Spectrum and the
Commodore 64, was starting to show distinct signs of obsolescence. By the time
Imogen appeared on the shelves, the Atari, the Amiga and the IBM PC were about
to become the big new games machines.

I find it surprising, therefore, that people do still remember the game. Some of
these have encountered it perhaps through the Electron conversion; others through
BBC Micro emulators. Still more, I hope, will discover and enjoy the game through
Ovine's lovingly crafted update. If you have ever played Imogen before, I know you
will not be disappointed by this "redux" edition. Every detail of the BBC game is
there (in colour!) with lots of delightful new touches, all thoroughly in keeping with
the spirit of the original. I don't think I have ever seen a BBC game treated to such
a meticulous makeover.

For myself, playing this conversion has been a "friends reunited" moment. The last
time I ran Imogen was about 15 years ago when I wrote the Electron version. I'd
even forgotten how to solve some of the puzzles: the gnu section had me stumped
for a while! So I have a personal reason to thank Stu and Andy for their hard work
on this project, in addition to my gratitude to them for bringing this whiskery old
game to a new audience.

Michael St Aubyn, December 2003
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THE STORY
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When the townspeople of Egmain were besieged by a monstrous fire-breathing dragon they
called for the assistance of Imogen, a local wizard with powers of metamorphosis.

Responding to their pleas, he transformed himself into a dragon even more powerful than
the real one. The monster was quickly destroyed but the strain of the transformation was so
great that when Imogen returned to his normal state, his mind snapped.

He forgot his friendship to the townspeople and used his power to destroy their crops, burn
their houses and fill the sky with black clouds so that the town was in permanent night. After a
few weeks of this, a spokesman set forth to seek the advice of the greatest and wisest wizard
in the land.

When the Great Wizard had heard the story he said, "This insanity will pass, but until that time
he must be imprisoned. I shall design a cave to hold him and your craftsmen will construct it in
the mountain that overlooks the town."

"How will we know when to release him?" asked the spokesman.

"He will free himself when the time is right. I shall provide the spell for his release and split it in
twain four times. The sixteen pieces will then be placed within the cavern and the route to each
guarded by a test of stamina and intelligence. Only when he is fully recovered will he be able to
retrieve the entire spell and set himself free".

And so the cavern was constructed, and with the Great Wizard's help, Imogen was secured
within the first section, ready to begin his quest for freedom.

<=
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THE ¢AM< M<NU
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Use the cursor keys to change the menu option that is highlighted and the Return key to select
it.

From the game menu, you can START 3 new game. If you have previously saved a game, you
can restart from that level using the <@NTINUE option,

You can redefine the keyboard controls and change the default screen mode by selecting
SPTIONS  On the options menu, use REDSFINS ¢ change the keyboard controls in which you
will be asked to press the key for each action. There next option allows you to change the

screen mode, select this to cycle between WINDRW (32-pit desktop only), FELL 1$BIT gnqg FULL
B2BIT, gelect RETURN to go back to the main game menu.
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INSTRUCTIONS

Icon bar

Level
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The game is played by helping Imogen, the wizard, to solve the puzzles in sixteen levels and
recover the spell fragments that will release him from the cave. Imogen can transform himself
into two other animals which may help him along the way.

As any character use:

o Z = Move left
o X = Move right

As Imogen the RETURN K<Y \yjj|.

e If moving when the Return key is pressed, Imogen will jump in that direction.
e If standing still and holding an object, the Return key will use that object in some way.

As the monkey the RETURN K<Y \yj)|.

e Jump up if standing still or jump in the facing direction if moving.

e Grab hold of a rope if you are close enough, keep the Return key pressed to climb up,
release it to fall down.

e While the Return key is pressed, hold down the movement keys (Z or X) to stop climbing
and release the return key to jump off the rope in the direction you are facing. You can
not turn around while on a rope.

As the cat the RETURN K<Y yiji:

e Jump if moving in a direction. The cat can jump further and reach higher ground than
any of the other character.
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The icon bar is controlled using the CURSOR KEYS and the SPACS-BAR to activate an icon
with the Wand.

Characters Inventory
Password
Disc icon _ _[jﬁ][ﬂ .E@ T 136 :: Magic
Music icon
Status Wand
DIS< IKeN

Brings up a screen that allows you to load and save what level you have reached and how
much magic you have left.

T R Use the <HRSR K<€YS {4 control the Wand and the
pel SPACS-BAR 1 select. Press €€ to exit at any time.

B SNPTY LT 136
A MPTY BAST 156

3 SUBTY EAST 13
SIMPTY SRET 150
7 SMBTY TRET 156
BINPTY SALT 156
& SUPTY SALT 156

First choose if you want to Load or Save a game.

Next select the slot to load or save, if you are saving you
will also enter a name for the save game slot.

Please note, that saving only stores the levels completed and how much magic you have, not
your progress in the current level. It is recommended that you save only at the start of a level.

MUSI< I<ON
You can toggle the music on or off using this icon.

PASSIORD I<ON
Each level has a password. You can discover the password of the current level using the status
icon. Select the password icon and enter the code to jump directly to another level.

STATUS I<ON
Shows which spell fragments you have collected and the password for the current level.

<HARACTSR I<ONS
There are three characters to choose from, select the one you wish to transform into.

WAND POINTSR
The current selected icon. Move with the cursor keys and select an icon with the Space-bar.

INVENTRY
Anything you find and pick up in the game will show here. Select it to put in to Imogen’s
hands.

MAGI<
You start with 150 points of magic. Each time you transform into another character, you will
loose 1 point of magic. Conserve your magic!
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PLAYING A L<V<L

Here is a brief introduction to Dripping-stuff, a fairly easy level to get started with. Spoiler
alert, do not read this page if you don’t want to discover how to complete part of this level!

To get to Dripping-stuff, select the ? icon and enter the following password:

POISON KILLS

You will be taken to a level that looks like this:

As the wizard, have a wander around and look on each screen you can get to. You should find
four screens. The spell fragment is your goal and this can be found on the far left screen. You
can try to get it if you like, turn in to the monkey so you can climb up the rope. Remember
that you can only jump off a rope in the direction you are currently facing, you might want to
practice your rope climbing skills.

So the dog wants to be left alone? We have to find a way past him, lets not worry about that
now. On the other ledge there’s a bottle. Pick it up by moving over it, you should see it in your
inventory.

Now go right to the leaky bucket. Turn into the wizard and select the bottle, to do this position
the wand on the bottle in the inventory and press the SPACS-BAR  yoy should see Imogen

holding the bottle now. Try to catch a drip of water in the bottle, you will see it fill up if you
are successful.

Walk right to the next screen and there is a plant. Get close enough to it, and while

still holding the bottle press the RETURN key and you will use the bottle. Did

something happen to the plant? We'll let you work out the rest, but I think you have
the basic idea of the game now ©
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4AMS HINTS

Still having trouble? Here are some hints to help you out.

Level names and passwords can yield clues.

The cat does not immediately fall when walking off a ledge.

Don't be afraid of loosing a life, you have none to loose ©

Save your game at the start of a level.

Monkeys can only jump off the rope in the direction they are facing.

Tulips from Hamster Jam.

Practice the keyboard controls for a while, study how each character behaves.

To solve the puzzles, think logically. Most objects have a purpose.

Explore all rooms you can get to.

Do not confuse the cursor keys that select the menu options with the Z and X keys that
move the characters.

Do not be afraid to try many things.

If you are totally stuck, we hear there are solutions floating around the net.

Making monkey noises while being a monkey really helps.

New characters are not difficult to control.

There is no spoon.

ESC key bypasses cut-scenes and control panels.

Don't transform unless you need to, learn the most effective way to complete each level.
Show the jelly the gun.

Enjoy the game!
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TROUBLE SHOOTING

Imogen is designed to run on even the most basic of computer systems. We recommend a
Windows PC with the at least the following specification:

64Mb RAM or better, 128Mb recommended

Pentium II or better

DirectX 5 or better, 9 recommended

Graphics card supporting 16-bit colour modes, 32-bit recommended
DirectX compliant sound card

Imogen also runs fine on Virtual PC6 on the Mac!

If you experience any difficulties running Imogen, you may want to try out these command line
switches:

e /16 — add this to the command line and the game will run full screen in 16-bit colour
e /32 — add this to the command line to run full screen in 32-bit colour (default)
e /NOMUSIC - add this to the command line to disable the music component

Common problems:

e I hear no music in the game? Start with the obvious, make sure that you have your
speakers plugged in and switched on, and make sure that you have your sound control
panel volume set and not on mute.

e The graphics seem a bit patchy, especially on the title page? This is because your screen
mode is in 16-bit colour. This has fewer shades to use. Try setting Fullscreen 32bit from
the options on the games main menu or running it in a window on a 32-bit colour
desktop.

e I can not select window mode from the options, what's up? The game currently will only
run correctly in a window if the desktop is set to 32-bit colour. If you want to run the
game in a window instead of full screen, set your desktop to 32-bit colour.

e I have a fire-breathing dragon besieging my town, what should I do? Call on the
services of Imogen and he'll sort you out. Warning, might result in loss of sun light and
home for a period of time.
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Imogen began life in the imagination of Michael St Aubyn and was programmed for the BBC
Micro computer in the mid 1980’s. Michael kindly gave us permission to remake and release an
updated Windows version of Imogen which we would like to thank him for. He also gave us
access to his notes and designs for the game, and there are some fascinating details about how
the game developed into the final version as well as ideas for puzzles and levels that did not
quite make it.

All scans copyright © Michael St Aubyn

We have taken a selection of this material and placed it on the Imogen website. Go there now
and find out more about the original game and our remake: http://imogen.ovine.net/

THE REMAK<

The game has been a joy to work on, we had a lot of fun recreating the puzzles. Imogen is a
special game and is very unique. We were very conscious from the start not to distort the
game in the remake process and we have tried to ensure that none of the magic of the original
is lost.

However being a conversion to a much more powerful computer, we had the opportunity to
bring the game into the modern age with larger colourful graphics, smooth animation, sound
effects and music.

Our goal has been to bring this treasure to a new audience and we hope we have done the
game justice. We hope that you enjoy this game.
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<REDITS

Original game design
Windows remake
Ovine website
Imogen website

Contact email

Original music
composed by

System and playtesters

Development system

Thank you'’s

IMe<4<N

Copyright © Michael St Aubyn 1986

Copyright © 2003 ovine by design
Andy Hewitt & Stuart Collier
http://ovine.net/
http://imogen.ovine.net/
games@altgame.com

Richard Green (titles & game music)
Andrew Fisher (Merman) (game music)

A big thanks to all that helped test the game during its development.
The game was written using a development language called Jamagic

from Clickteam. Find out more about this versatile and powerful tool
at http://www.clickteam.com/

Big thanks to Lynne and Mary, for their patience and understanding
over the last year and their restraint on filing the divorce papers ;)

Special hello’s to Ross and Amy, you made it in to the game!
And to Cheeky Monkey, we could not leave you out could we ©

Thanks also to the people who have helped keep this BBC game alive
via emulation:

http://www.rubybay.com/users/drbeeb/micropower.html
http://www.timothygriffin.co.uk/games/imogen.html
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