
Artifacts & Videos

Manuals

• Original Super Mario: https://www.nintendo.co.jp/clv/manuals/en/pdf/CLV-P-NAAAE.pdf 
• Myst: https://www.mocagh.org/broderbund/myst-manual-windows.pdf 
• Doom: https://www.starehry.eu/download/action3d/docs/Doom-Manual.pdf 

Opening Scene Videos
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