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recover if the results are “fatal”.

7. You can word a command in many different ways. For
example, if there were an axe and a ball on the ground, you
could take the axe by typing any of the following:

> GET THE AXE

> TAKE AXE

> GET ALL BUT THE BALL

> LOOK AT THE AXE AND TAKE IT

If Time and Magik doesn’t understand your command, try
rephrasing it and using synonyms. If Time and Magik still
doesn’t understand, vou are probably trying something that is
not important in the game.
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