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CHAMONIX CHALLENGE

I. INTROOUCTION

''ll was overcast, it was going to snow and I wâs al a dead end. I had
already losl precious minules searching for a passageway, bul in this
area the rock was quite loose.....

I would have to linish climbing this wall very quicklyl The lirst Jlakes of
snow were alreâdy falling....l was inching my'foot towards the right
when I lell a support. ll seemed io beslrong enough lo hold myweight,
il was my chance! I managed to haul mysell up onto a smâll plalform
and erecl lhe tent belore the slorm began....

Eric ESCOFFIÊR

(Eric ESCOFFIER is one of lhe wond's leading mountaineers and lhis
extracl was taken trom one of his books on mounlaineering).



II. CONFIGURATION

CHAMONIX CHALLENGE works wilh the following compulers:

Amstrad CPC 464,664,6128 (Cassette & Disk).
arari520 & 1040 ST. with a colour monitor

II I. LOADING & STARI-UP

A, AMSTRAD CPC: Ca$etle Version

Switch on lhe computer.
lns€rt the cassette in the lape-recorder.
For 464, 664 & 6128 equipped with a disk drive, lype TAPE {to oblain
press lhe keys SHIFT & simultaneously) and contirm by pressinq
ENTER. Then press CTRL & ENTER simultaneously.

8. AIISTRAD CPe Dl3k V€Bion

Switch on lhe computer.
lnsert the disk in the drive.
Type CPM (to obtain press SHIFT & simultaneously)and conJirm
by pressing ENTEB.

c. araRt 520 & 1040 ST

lnsert the disk in the drive.
Switch on the computer.
Click twice on the icon TATOU.PRG.
Once the loading screen appeârs, press lhe spâce bar lor lhe title
screen Then press lhe space bar âgain to see the mounlâin range.
Press lhe spâce bar once more lo enâble you to selecl your roule. See
"Preparing for your climb - Choosing a Roule".

tv. coMlra Ds

You can play with keyboard or joyslick on the AMSTRAO version but
with the joystick only on the ATARI. CONFIRMATION is made by
pressing the tire bullon on the joystick or the space bar on the



V. THE GAME

The game is divided into lwo parls:-

PREPARING FOR YOUB CLI[,48 - Choose the route thatyou are going
to Jollow and prepare your rucksack.

THE CLll\,lB ITSELF - A Greal Advenlure.

A. PREPARING FOR YOUR CLIMB

1, CHOOSING A ROUTE

â) Number ol Boutes
Select lhe number ol routes you wish to climb (one10 three successive
climbs). ln order to do this, move lhe cursor lo your chosen route and
conlirm. ll lhis isn l the lirsl time you have played, you may âlready
hâve saved a game. To conlinue a saved game, place lhe cursor over
CONTINUE, insert your disk or casselte and confirm.
b) Features oi a Foute
The roules are drawn on lhe mountain. To see the featlres for eâch
route, position ihe cursor on lhe yellow square and confirm.

Levêl ol Dillicully ol lhe Route3:

LEVEL 1. ...EASY
LEVEL 2., ...NOT VÊRY DIFFICULT
LEVEL 3., ...QUITÊ DIFFICULI
LEVEL 4.,,...DIFFICULT
LEVEL 5.,,.. VERY DIFFICULT
LEVEL 6....,EXTREMELY DIFFICULT

ll lhe levels are accompanied by a + or - sign, this specilies an
intermediate value. For example 4 - is slightly harder lhan DIFFICULT
bul nol as hard as VERY DIFFICULT.

c) Selecting your Boute
ln order to select a roule, position the cursor over the word YÊS ano
conlirm ll you wanl tochooseânother route, posilion lhecursor on lhe
word NO ând confirm. You can then selecl another route.



2. PRÊPARING YOUR RUCKSACK

N.B. You are already eqLripped wilh a saiety-strap, an rce-axe and lwo
hammer ice-axes, which are not in yoiir rucksack.

â) Obiects already in the rucksack:
Your rucksack is already lu ll. You can see som€ of lhe contenls on the
scre€n. To see what else it conlains, position thecursoron NEXTand
confrrm. By positioning the cursor over an objecl, you will be given a
description of that item at the boltom ol the screen.ll you aresalisfied
wilh the contents of the rucksack, posilion the cursor on ACCEPTand
conflrm. lf not, select BEFUSE and choose the equipment you pr€fer:-

b) Selecling new objects:
The rucksack is now empty and a set ol objects is displayed on the
screen. lf you wish to see ânothersel, posilion the cursoron NEXT and
conflrm. ln order lo put an objecl rn the rucksâck, posilion the cursor
over it and conTlrm. ll you want lo take 10 sachels of soup, posilion the
cursor on the sachel oi soup and conlirm ten tirnes.
N.B. This is not possible Jor every item.

c) Taking objects from the rucksack:
To take something out ol the rucksack, place the cursor over il and

FOR THE ATARI VÊRSION ONLY:The objects jn lhe rucksâck are
arranged in successive layers. Therefore, you must remember to put
the most imporlanl lhings n last. (They wrll be at the top oJ lhe

N.B. At any time during the gâme, you cân press ESC in orderlo begin
this parl aga n.

When you have lilled lhe rucksack, position the cursor on END and

3. DEPARTURE TIME & SEASON

Positionthecursoronlhe-orlhe + inorderlochangethedeparture
hour, then posrtion lhe cursor on the lime and conJirm.
ln lhe same way, selecl whether you wish lo leave in Winter orSummer
(the choice ot season obviously intluences lhe game).



B. THE CLIMB ITSELF

The climb involves crossing glaciers, snow slopes or rockJâces. You
may even lâll down a crevasse. The Jollowing hints and tips will help
you in your ascenl:-

a) On a Glacier

^clionsWalk (steady rhythm)

Jump the crevasses

Test the ground

b) On Snow slopes or crevasses

Actlons

lnserling the ice-axes

lnserling the teet

Hoisling yoursell up

Joy!lick

Fire Button

Joyslick

Fire Eutton

Keyboârd

Space bar

Keyboâad

Space Bar

Some advice:
Don l wasle time on a snow slope. It you wantio lakeobiects from your
rucksack or have a rest, don't forget thal you musl secureyourself (see
Salety Guide). Mountaineering is an arduous spo11 and aclimbermusl
not get too tired ortoo hungry olherwise he will nol havethe slrenglh lo
continue and may slip

c) On a Rockface

Your hands and leetappeâron lhescreen allowing you lo monitorihe
strength and valueof your grips. Forexample, il the righl handdoesn't
appear on the screen, it means thal it has no grip. ll il is llashing, it
meanslhai ii hasa weak grip.ll is possablelocontinuewjthweakgrips
but you must be very quick.



Joy3llck Keyboard Rêmarks

Selecl a limb Fire Bùlton Space Bar
Ihe limb which is

going lo move

I I
L J

Hoist yoursell up 1 * F Bulton 1*s.Bar The limbs

SIp down { * F. Butlon l* s.ear

Movemenl to the lefl For the starling

Vovemenl lo the righl

Avoid falling rocks

Some advice:
Limbs must be well placed to ensure eJlectiveprogress torthe climber.
This means that at leasl3 limbs are positioned in a way thal legs can
push and arms can pull your body, allowing an extension in the
required direction.

WATCH OUT FOR FALLING FOCKS AND STONESI!I

@rÂ eI&



I. ON.SCREEN FÊAlURES

a) Sunglâsses:
Thls is an interesting leature becâuseyou can see whai awaits you via
the reflection in the sunglâsses (E.9. Slope, rock or glacier and
summit).

b) Temperature, Time & Altilude:
All ol lhese are clearly specified in the window shown on the screen.
ATABI VERSION: You may wish to speed up lhe clock {e.9. so a lwo
hour rest takes only 20 seconds)- To c,o this, press the + key. 1o slow
down the time press the - key.

c) stale of the climber:
ATARI VERSION: The charâcter's face appears wilh an expression
showing whether he is hungry, lhirsty, cold, hol or lired. lf it does not
appeâr, it means thal all is going well.
AMSTFAD VEFISION: A lineol tectappears to let you know whether he
is hungry, thirsty, cold hot o. tired. ll no textappears, it meanslhal allis
going well.

d) Safetyguide/Awaken:
Allows you to access lhe modes SECURITY, RECOVER AND
ABANDON (See SAFETY). Awaken serves as an âlarm clock.

e) Cable Car:
The posiljon of the cable car indicates lhe dislance remaining to lhe

2.COITMANOS FOR TAKING OAJECTS.

You control lhe climber by using the joystick/cursor keys.

a) From the rucksack:
To use an objecl which is in your rucksack, press ENTER/RETURN
You will then see the cursor. Posilion it on the rucksâck and confirm.
By doing so. you obtain the list oJ obtects conlained in lhe rucksack.



b) From your personl
Likewise, position lhe cursor on lhe back of lhe climber's heâd and
confirm. You can then obtain the list ot obiects lhal you are carrying.
To take and useone oJ lhese objecls, position lhe cursoroverlhe ilem
on ihe list and conJirm {this action is confirmed by a sound). For
example: lo take olf your glasses and put them in the rucksack,
position lhe cursor on lhe characler's body and confirm. ll you seethe
glasses on the list, conlirm again then theglasseswillbetransterredto

N.8. the climber carnes most of the climbing equipmenl (pegs,
pitons, ropes, elc.). The remainder (food, clothes, gadgets, etc) are
cârried in the rucksack.
wARNING: You cannol open your rucksack whilst you are actually
climbing (snow or rock), except if you atlach yoursell to the wallwith
the aid ot the sately slrâp. See SHORT SAFETY.

a) Safely whilsl climbing:
ln order to secure yourselJ,lâke the rope from your rucksâck, then ihe
program veriiies if you have everylhing you need (pitons, pins to 90 in
lhe snow or ice, chocx, haràbrnpr. hammer).

On lhe snow âno ice you musr have: - rce-prns
- karabiner
- a rope

On a rock you must hâve:

Anchorage poinls are:

- pilons or chocks

- pitons

SAFETY GUIDE:

From then on you can see the guides: SECURITY, RÊCOVEFI and
ADANDON.

RECOVERY AND ABANDON - serve âs soon âs you have no more
ne€d lor salety (e.9. when you have come out ot a crevasse)



RECOVEnY - means you use a j!mar (the program verilies that you
possess it) tor recovering all the items used Jor sâtety.

ASANDON - means you can recover lhe rope (when you ve forgotten
the tumâr) and leave lhe rest behrnd.

Seiect RECOVERY/ABANDON using the cursor ând confirm.

N.B. The SECURITY guide llashes when you getto the end ol lhe rope.
Then you must either FECOVEB or ABANDON it (in case you have
forgotten lhe juma4.

b) Shorl.Satetyl

The salety slrap lels you rest or take something from the rucksâck
when you âre in a crevasse or on a slope or rock. ll requires the same
material as SAFETY WHILST CLIMBING (poinls ot anchorage
depending on the type oJ ground).

An indicâlor appears in ihe case of short security and on the screen
you cân see a characler up against the wall- As soon as he sels off
again, lhe shorl security âutomâtically disappears.

c. spEctat- coMMANDS

1. RESTORE

lJ you have an accidenl, you can restorethe gâme byCONFIRMATION
(i.e. pressing the space bar or lire buttoni. You will starl again wilh lhe
climb you selecled.

2. PAUSE

On ATARI you cân pâuse by pressing lhe ESC key. Confirm in orderto
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3. SAVING A GAME II{ PROGRESS

Did you remember to pul a disk in your rucksacl? lf noi, lhen you
cannol save your current posilion. lf you did, open the rucksack and

CASSÊTTE VÊRSION: lnserl a câssetle in the tape-recorder, press
PLAY & RECORD simultaneously and conlirm.
DISK VERSION: lnsert a new formalted disk in lhe drive and conlirm

O. ADVICE BY ERIC ESCOFFIER

'The climb must be seriously prepared. Whilst preparing your
rlcksack, tryand foreseewhatcould happen al nighlandalsoconsider
lhe risk of bad wealher (especially in Wlnler). Dont't torget lood or
something with which to quench your thirst, rum and red wine DO
wârm you up.. ..but beware ot side eltectsl

Take ât least three pilons or chocks.

Beware oJ lhe sun. Remember lo wear your glasses and to use sun

Doni't forgel a pocketlamp, thiscomes in useful whenyouwanllolook
lor something al night

Whilst climbing,lhrnk aboul how securily can help you nol to falldown.

Spikes are slrongly inadvisable on ll^e rock

E. TiIATERIALS USED FOR CLII/IBING

ANOBAK :Ôùilied ânô.âk
CANTÊEN: Kilchen Sel (plales, containers, etc to prepare food)
CHALK : For your hands to give belter adherence when climbing.
CHOCK (alllypesi : Anchorâge point on the rock (needs no hammer).
CLIMBING SHOES : For betler adherence.
DISK: Needed for you lo save a sit!allon in order to conlinue lâler.
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DYNAIdITE : To be used wilh care.
FOIL COVER : Survival or insulation blankel.
HAIVIMER i Allows you to bang pegs and pins in lhe snow or ice.
HAI,IMOCK Lels you sleep on a rocky walL
HEATER r Gas heater without gas botlle (burner only).
HELMET: Protection from lalling rocks and slones.
ICE PINS : Point ol anchorage on ice and snow (needs a hammer).
JUMAF :Security device Jor climbing ropes and recovering objects.
KABABINER : Lets you hang ihe rope Jrom the point of anchorage.
MASK: This prolecls you from the snow and Jog.
PITON:Anchorage poinl (a hammer is required).
SHOELACES: A change ol lâces is uselulforlhe mountaineer's boots.
SNOW SHOVEL:This is useful when building igloos.
SPIKES : Fitled lo lhe shoes lo stop you from siiding on the snow
covered slopes, glaciers or crests,
STIRFUP: Artificial slirrup on feel - uselul on rocky walls (a peg and
karabiner are needed).
TENT i Allitude tent it you decide 10 spend lhe nighl on lhe glacier.

CHAMONIx CHALLENGE is an INFoGRAÀ,tES productron.

Programmer : Alain VIALON
Graphics : Didier CHANFRAY
Adaptations i Gerard cOUROUBLE & Yves LAMOURÊUX
Music: Charles CALLET
Translâtion : Erenda MOSS
Assistance wilh items : Base Camp, Cheshunt & BMC (Brilish
Mounlaineering ComPanY).
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