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HOW 0 US

[hIS BOOK

To get the most out of this book, buy a stack of adventure games and play them night and day until
hopelessly stuck. (If you're already stuck in a quest, skip to the next paragraph.) Then turn to the
Table of Contents and look up the name of your vexing quest. (If the solution is not in this book,
please check the contents of the other books in the QuestBusters series: Keys to the Kingdoms, The
Book of Clues, and The Book of Clues 2.)

Flip to the solution and scan the section headings to find the area of the game where you are
stuck. Locate the answer, then get on with the quest.

The most important objects in every quest are listed in each solution’s “Orbs & Stuff” table. The
objects are in the first column, the name of the section that reveals its location is in the second col-
umn, and the “Also See Section” is in the third column. That column refers you to every section of
the solution that discusses the object — it’s a sort of index to the walk-through. Treasure, equip-
ment, and other items not necessary for completing the game may be simply listed as, for example,
“Various Armor” or “Assorted Weapons and Potions.” If the answer you find still doesn't work,
review the preceding sections; sometimes you must have accomplished a prior feat before a subse-
quent solution will work, and some have their own peculiarities, which may be pointed out under
the General heading at the top of the solution.

Due to the near-universal implementation of automapping, coupled with the relative ease of
mapping today’s adventures, few maps were deemed necessary. In addition to coordinates and spe-
cific directions, we have included maps only for the most maddening areas, such as those with tele-
ports.

If you're still stuck after all this, jot down the situation and teleport it to Clue Books Express,
Dept. “Why Me?”, PO Box 85143, Tucson AZ 85754. Enclose a self-addressed, stamped envelope.

Happy questing!




INTRODUCTION

BY
SHAY ADDAMS

Sherlock Holmes, were he still among the living, would be the first to admit that even the World’s
Most Brilliant Detective sometimes finds himself clueless, baffled, perplexed, and bewildered by the
latest turn of events. How did Holmes save the day without a clue book or the steadfast Watson to
use as a sounding board in his quest for a logical answer? He turned to his violin, and the music
set his mind free from the concentrated thought processes whose very intensity throttled his efforts
to penetrate the mystery at hand.

Unfortunately, few adventure gamers play the violin. (Perhaps I should say fortunately — this
world would be an unbearable place to live if everyone stumped by an adventure game simultane-
ously picked up a violin and began playing.) Even fewer of us have such accommodating friends
or associates as Watson. That’s why we turn to clue books for help.

Often we turn to the books too soon, for all the puzzles in this book were solved by members
of the QuestBusters Guild. They're ordinary human beings without violins, friends named Watson,
or clue books. Their secret, when confronted by a game-stopping puzzle, is to simply let it go, stop
wrangling with it night and day, and let the solution float to the top of their heads. And if that less-
than-linear process fails, they call another member of the QuestBusters Guild for help. After all,
what are Guilds for, anyway?

So the next time you're stuck in a quest and suddenly realize that you're not Sherlock Holmes,
do not play the violin, and don't have a friend named Watson, stop thinking about the puzzle and
wait for the answer to rise from your subconscious to the top of your brain. And if that takes too
long, call your local software retailer or book store and ask for the latest volume in the never-end-
ing QuestBusters series.




ALONE IN THE DARK

AUGHTER GULCH

BY
FRED PHILIPP &
CLANCY SHAFFER

DWARD CARNBY, THE INTREPID SLEUTH OF THE FIRST TWO ALONE IN
THE DARK GAMES, IS BACK IN THE SADDLE. THIS TIME CARNBY RIDES
OUT TO THE OLD WEST TOWN OF SLAUGHTER GULCH TO INVESTI-
GATE THE DISAPPEARANCE OF A FILM CREW. AS CARNBY, YOU'LL BAT-
TLE GHOSTS, SOLVE PUZZLES, AND EVEN TURN INTO A COUGAR AS YOU
EXPLORE A SPRAWLING ARRAY OF WILD WEST LOCATIONS. THE MUSIC

AND SOUND EFFECTS VARY WITH EACH MAJOR LOCATION AND TRANS-

TYPE

Animated

Adventure

SYSTEM
IBM PC
(Required:
386DX33+,
4MB RAM,
276KB free
EMS, 35MB
free hard disk
space, mouse,
256-color
VGA,
single-speed
CD-ROM

drive)

COMPANY

I-Motion, Inc

FORM WHAT MIGHT HAVE BEEN AN ORDINARY ADVENTURE INTO AN ENGROSSING EXPERI-

ENCE. THE GRAPHICS FOLLOW THE SAME STYLE AS ALONE IN THE DARK 2, AND THERE ARE A LOT MORE OF

THEM — THIS IS THE BIGGEST GAME OF THE SERIES. YOU CAN ADJUST THE DIFFICULTY SETTING THIS TIME, BUT

MOUSE SUPPORT REMAINS UNAVAILABLE. FOR SOME REASON, FEW ADVENTURE GAMES HAVE BEEN SET IN THE

OLD WEST. WHILE THIS STORY ISN'T AS FUNNY AS SIERRA'S FREDDY PHARKAS: FRONTIER PHARMACIST, THE

PUZZLES AND COMBAT MAKE ALONE IN THE DARK 3 EMINENTLY MORE ENJOYABLE. AMONG THE BEST QUESTS

OF THE YEAR, SLAUGHTER GULCH IS A MUST-SEE STOP ON EVERY ADVENTURER’S ITINERARY.
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THE S0 LU T 10N

Cross the bridge, which will explode behind you. Walk onto saloon’s porch, go behind the
water trough, and get gasoline can. Enter saloon.

Go to movie projector and use gasoline can on it. View movie. Pick up oil can behind pro-
jector. Get key from table and maraca from stage. Go under stairs into small room left of bar
and get matches. Go behind bar.

BEHIND BAR

Ghost will appear and shoot at you. Run out from behind bar and toward projector until ghost
is out of bullets and leaves. Return to behind bar.

Pick up lamp from bar, then get healing flask, bottle of wood alcohol, and empty bottle
from shelf behind bar. Drink every healing flask (henceforth referred to as “flask”™) you find.
Exit bar and throw empty bottle. Pick up token.

Go to rear of player piano and insert token. Watch enactment. Go to buffalo skull mount-
ed behind bar. Save game. Push right horn. Hide behind left horn until ghost runs out of bul-
lets, then butt him to death. Search and get ace of diamonds and golden Winchester bullet.
Jump down the open trapdoor.

Light lamp by using oil, match, and lamp. Walk past three barrels, then to the right. Go
behind the last barrel and get cane from wall. Examine poster on wall, then peel away corner
and read message.

Use cane on barrel nearest poster. Barrel will open. Step back and use maraca. When
snakes exit barrel, enter barrel and save game. Climb stairs.

Ghost will follow you through hole. Avoid ghost. Go to bed and search to get stone. Go to cel-
lar door and use cane to get key. Use key to escape cell. Move into corridor. Save.

Throw stone at wall to get the Indian amulet. Enter cell at end of hall and drop wood alco-
hol directly in front of drunken ghost. Pick up the flask left behind by the ghost and drink it.
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SHERIFF'S OFFICE

Go to hall with pentagram on floor and enter sheriff’s office. Search desk and get sheriff’s
badge and box of Winchester bullets. Use key on gun cabinet and get Winchester. Examine
three posters on wall relating to Li Tung, Duke and John Elwood, and Jim Burris.

GETTING OUT

Proceed down hall to next area with large cabinet against wall. Go to right side of cabinet and
push it to the left to block opening and prevent monster from entering room. Take shotgun
from the cabinet, then climb rope ladder.

ON ROOF

Pick up whip. Follow path, turn left at corner, and pick up iron plate. Use plate to protect
you. Go past door and around corner to get a Gatling cartridge belt.

The ghost you encounter is the Lone Miner. Load Winchester with golden bullet and
shoot him. Pick up the bag of scorpions he drops.

Go north through doorway. Get Gatling gun and flask. Return to trapdoor where you
entered. Instead of turning left at first corner, go straight.

A floating object will be shooting out red beams here. Get close to beam and save game.
When beam is paused, move forward and pick up voodoo noose. Back up to avoid beam.

HANGMAN

Go to the door you passed earlier. Back up a step and use Gatling gun on door. Enter room
and quickly use voodoo noose to remove hangman. Drop bag of scorpions down hole, then
push lever to close hole. Walk to the now-closed hole and get dried meat and stick of
dynamite.

DYNAMITE

Return to where you found the Gatling gun. Head-butt the ghosts, or shoot them with the
Winchester. Enter the north room. The door will close behind you. When the shotgun
appears, use the Gatling on the door slot.

Search barrel near crack in wall and get short fuse. Go to crack. Use fuse, then use dyna-
mite, then use match. Back away to avoid explosion. Go through the new hole in the wall.
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Alone in the Dark 3: a ghost story filled with wester iconography.

THROUGH HOLE

Turn right. Use Gatling on ghosts (reload if necessary). Use sheriff's badge on mechanical
device, then use whip on lever at top. Enter the opened secret passageway behind you.

Get flask. Step onto plank and take box of bullets. Run from plank to next building,
smashing through window.

SALOON: SECOND FLOOR

At window, light lamp on wall near right door (as you look at screen). A vision will appear.
Now light opposite wall lamp. Enter first room. Take clothes horse, flask, newspaper cutting
(read).

Feed dried meat to vulture and get token. Walk through painting of Arizona Kid into sec-

ond room. Get perfume spray, pearl, and 30/30 bullet from dresser. Push mirror and take key
behind it.

At bed, search Diane’s quiver. Take arrow and place in Cupid’s bow. See vision. Enter hall-
way through painting. Pick up cheap ring on floor. Use key on door nearest gaping hole to
enter third room.
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MORE ROOMS

Take diary and read. Break cheap ring. Use stone from ring on eye socket in statue. Take bul-
lets, flask, and instruction sheet. Read everything you can.

Go out onto balcony and place clothes horse in front of shutter to the left, then back away.
Monster will exit and fall through hole. Push open shutter down so you can cross hole. Enter
room four.

Get key from table. Examine hanging plates. Get instruction sheet, magnesium flash, and
shutter release from floor. Return to hallway.

MONSTER ON BLOCK

Use key on remaining door. Enter. Avoid monster. Move quickly to right behind cabinet with
film reel on floor. At the film reel, use bulb on shutter release, use bulb on flash, and use flash
to fry monster.

Take oil can from beside piano. Use token on piano. Head-butt the bulls-eye target on
cabinet. Get flask and Navajo war stick. The block will slide away, revealing a trapdoor.
Jump down.

PILLARS

Light lamp and drop it to divert bats. Move into the pillars room. Save game. Jump across pil-
lars until you confront a mummy blocking the way. Use Navajo war stick. Jump onto plat-
form. Get bullets and small key.

Continue to jump pillars until you are stranded on a pillar in a corner with drawing on
wall behind you. (For a better angle from which to jump, spin in place.) Use Indian amulet
to escape.

ARCHIVE OFFICE

In hallway, butt the first ghost. Get flask. Butt second ghost. Get top hat and key. Use key on
door to enter Archive Office.

Take Ziegler’s watch from bust of Jed Stone. Go to table. To read printer’s plate, place it in
front of mirror. Read Zieglers watch-making book in the bookcase. Take locked book and
unlock it with the key. Read Colonel Walker’s book. Go to last row of bookcase.

Take empty book. To read book, use match to light candle on table. Return to hallway and
use watch in front of first door. Enter.
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MAYOR'S OFFICE

Take storyboard from Morrison. Place top hat on bust of Lincoln. Take two boxes of bullets.
Shoot window at top of ladder. Kill any creatures that arrive. Climb ladder and jump through
shattered window.

CEMETERY

Place the Navajo war stick at mausoleum in the middle of the cemetery. Watch where light-
ning strikes — it reveals the grave of One-Eyed Jack. Place the ace of diamonds on his grave.
Take message. Climb through window as the ledge stone rises.

KITCHEN

Take pemmican bag from buffet. Chew pemmican. Get can of oil from table. Get film reel from
corner. To lift wall, use oil on spit in hearth. Enter ballroom.

BALLROOM

Get bullets from under dress of the paper-mache girl. Go to stage and get guitar string, key
for safe, and sheet of music from foot of stage. Head back toward kitchen and get hammer
from foot of fat dummy.

To escape the dummies, run into kitchen, open door behind wall to your right, and enter
corridor.

MAKE-UP ROOM

Ignore unlocked doors. At locked door, put 30/30 bullet in lock and use hammer on bullet.
Enter room and examine model of train station. Take blasting cap, light bulb, and map. Go to
adjoining small room.

DARKROOM

Screw light bulb into socket. Place music sheet under magnifying glass of film editor/viewer.
Read code: 806. Use guitar string as drive belt. View film reel on editor/viewer. Go through
opening in wall to bank.
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Take and read astronomy book on small table in front of teller windows. Hit portrait of
Washington to reveal encoding box. Keep pressing against it until 806 flashes. Walk behind
teller windows.

Use pearl on safe at end of room. Use safe key. Butt creature as soon as he comes out and
steals your Indian amulet. Recover amulet. (If he gets away, follow him and get it.) Take box
of bullets and locked suitcase from safe. Go to window and slide down cable to General Store.

GENERAL STORE

After falling through the roof, approach character to get and read message. Get flask on sad-
dle. Go to railway car. Get bullets and detonator box. Enter car to ride to train station.

EXPLORING

Explore area, noting statue and tar. Read storyboard and map. Note that you are back across
the bridge and at the saloon, where you first started.

TRAIN STATION

Enter and push “Station” sign to spill paint from can on top of it. Get the suitcase key that
falls out. Search the stack of rails. Get the eye bolt. Go to corner near the closed door and use
eye bolt three times to open door. Wait until the door is up to the top, then quickly run
through the door. Save game.

WATER TOWER

Quickly use the blasting cap near door at the corner of the station. Opposite this, at the hole
in the rock wall, use detonator to blow up the station (and kill the monster who, if you wait
too long, will arrive and steal the suitcase).

Go to tower. Approach ladder. When requested, drop the suitcase and the suitcase key.
You will die but be reincarnated as a cougar.




QUESTBUSTERS: KEYS TO THE KINGDOMS 2

The Shaman tells you to “Give back to the Earth the Eagle that was stolen.” Save game. Time
is of the essence now, because the clock is ticking away your life points.

GOLDEN EAGLE

Run to the saloon and climb stairs behind projector. Jump across the gaping hole to the shat-
tered window. Run through window onto plank. Go to hole in wall near statue. Run through
hole to statue. You will get the golden eagle and fall onto the ground.

Go to the tar barrel you noted earlier and climb onto barrel, which coats your paw with tar.
Go to the building next door. The door will now be open. Enter and locate barrel. Walk into
the barrel to coat your paw with silver salts.

WEREWOLF

Exit and return to saloon. The werewolf will appear. Kill him with your silver paw. Go to
cemetery. Kill second werewolf. Go to cave and walk into fire. After a brief interlude, you are
resurrected as Carnby.

Check your tombstone, then get soap from behind tombstone. Pick up Colt revolver lying on
railroad tracks. Go to water tower. Your double is there. Drop the Colt. Walk into double to
merge, and you are now dressed as a cowboy! Pick up the Colt.

WATER TOWER AGAIN

To get into the tower, climb the ladder to the top, then walk off the ramp and climb down.
Use soap to slay monster. Get the metallic brush it drops. Use brush on peg hole in column
in center of tower. Trapdoor opens. Walk behind column and get flask. Enter trapdoor.
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THE CAVES

Search wall on your right to view sectional map of caves. Look back the way you came and
pick up the dead leaf. To open the door, use the leaf on the Indian bust that is inset into the
wall. Pick up notebook near door and read.

EXPLORING CAVES

Climb up ladder. Kill two monsters by butting them. Search recess to left to get the pickaxe.
At recess near exit, search to get a flask (drink). Exit through opening.

Pick up paper (poem) in corner and read. Save game. Walk into chasm just right (screen right,
which is your left) of center. You'll know you're in the right spot when a stone block appears,
supporting you. If you're in the wrong spot, you die.

NEEDLESS CHALLENGE

To move the block across the needles, walk in the following directions: west, south, west,
west, north, west, north, west, north, west, and west to exit. Use Colt to kill first monster.
Enter room beyond. Use pickaxe to kill next monster.

LIBRARY

Pick up scorched book (Don Fernandos journal) from floor and read it. Search room thor-
oughly to locate and get the water pitcher, book (Jed Stone’s sketch book), and candlestick
(which opens next door). As you exit the room, you will pick up a needle.

ELEVATOR

To open door, use water pitcher on drawing of man next to elevator door. Enter elevator. Pick
up piggy bank. Throw bank. Pick up broken piggy bank and microscope glass slide. Push
lever to rise. Exit.
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LABORATORY

Note four large, colored buttons hanging around the room. Go to microscope in corner and
use glass slide in microscope. Search microscope to view slide. The four colors shown are:
grey, green, blue, and red. Push the four buttons in that order to open the next door.
Enter door.

SHRINKING

Search table to get vial of poison. Go around corner and use vial on needle. Use vial of poi-
son on distilled water. When you become small, enter the jail cell. Use poisoned needle on
old guy. Get piece of straw. Get key to the goal. Get bottle of ammonia.

Use key to the goal on goal cell door. Use vial of poison on distilled water again. Walk behind
table leg and into small hole in wall. Use straw and run across chasm.

LAVA FLOW

Get vial with a potion. Enter next room and quickly use vial with a potion on lava flow. Get
bucket of glue (avoid getting caught in spider web). Step on spider. Use bucket of glue. Climb
up light shaft. Quickly get hammer’s head. Walk near hole and throw hammer’s head. Go
down hole.

Get lead ingot. Push anvil out of way. Get flask. Get Winchester. Enter next room and kill Mr.
Cobra. Get Cobra’s wig, get silver dollar, get flask. Use silver dollar on poster. Walk into other
room.

ALCHEMY

Use matches on crucible. Use lead ingot on crucible. Get scorched paper, get evil wand with
a mineral tip, get Aztec legend parchment, get ammunition. Enter tunnel and kill big guy.
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Get knife. To awaken Emily, throw bottle of ammonia against door through which you
entered. Use Cobra’s wig on hook above door, then open it. Run into the other room with the
eagle statue in it. Quickly use the evil wand on the statue. Get flask.

ESCAPING

Run into other room. Get rubber glove and use it. Use knife on electrical wires. Use water
faucet. Run back into the other room. Get sack of coal. Get on train. Use sack of coal. Use
matches. Push lever.
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See this Section for Location

Object
Healing flasks

Key

Maraca
Matches
Wood alcohol
Token

Ace of diamonds

Golden Winchester bullet
Indian amulet

Sheriff's badge
Winchester and bullets
Shotgun

Whip

Bag of scorpions

Voodoo noose

Gatling gun and bullets

Dried meat
Dynamite
Perfume
Clothes horse
Pearl

30730 bullet
Key

Amow

Behind Bar

Saloon, Cells
Saloon
Saloon
Behind Bar

Behind Bar, Saloon: Second Floor

Behind Bar
Behind Bar
Cells

Sheriff's Office
Sheriff's Office
Getting Out
On Roof

On Roof

On Roof

On Roof

Hangman

Hangman

Saloon: Second Floor
Saloon: Second Floor
Saloon: Second Floor
Saloon: Second Floor
Saloon: Second Floor
Saloon: Second Floor

Also See Section(s)

Cells, On Roof, Through

Hole, Saloon: Second Floor,
More Rooms, Monster on
Block, Archive Office, General
Store, Water Tower Again,
Exploring Caves, Mr. Cobra,
Emily

Location only/Sheriff’s Office
Cellar

Alchemy

Cells

Location only, Monster
on Block

Cemetery

On Roof
Pillars, Bank
Through Hole
Location only
Location only
Through Hole
Hangman
Hangman

Hangman, Dynamite,
Through Hole

Saloon: Second Floor
Dynamite

Location only

More Rooms

Bank

Make-Up Room
Location only
Location only
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Object See this Section for Location Also See Section(s)

Cheap ring Saloon: Second Floor More Rooms

Bullets More Rooms Mayor's Office, Ballroom,
General Store

Instruction sheet More Rooms Location only

Key More Rooms Monster on Block

Flash More Rooms Monster on Block

Bulb More Rooms Monster on Block

Shutter release More Rooms Monster on Block

Oil can Monster on Block Kitchen

Navajo war stick Monster on Block Pillars, Cemetery

Film reel Kitchen Darkroom

Can of ol Kitchen Location only

Guitar string Ballroom Darkroom

Safe key Ballroom Bank

Music sheet Ballroom Darkroom

Hammer Ballroom Make-Up Room

Blasting cap Make-Up Room Water Tower

Light bulb Make-Up Room Darkroom

Map Make-Up Room Exploring

Encoding box Bank Location only

Box of hullets Bank Location only

Suitcase Bank Water Tower

Detonator hox General Store Water Tower

Suitcase key Train Station Water Tower

Eye bolt Train Station Location only

Golden eagle Golden Eagle Cougar

Tar Silver Location only

Silver salts Silver Location only

Soap Double Water Tower

Colt Double Needless Challenge

Pickaxe Exploring Caves Needless Challenge
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Object See this Section for Location Also See Section(s)
Pitcher Library Elevator
Needle Library Shrinking
Candlestick Library Location only
Glass slide Elevator Laboratory
Vial of Poison Shrinking Location only
Straw Shrinking Goal
Ammonia Shrinking Emily

Lead ingot M. Cobra Alchemy
Cobra’s wig M. Cobra Emily

Silver dollar Mr. Cobra Location only
Evil wand Alchemy Emily

Sack of coal Escaping Location only

Rubber glove Escaping Location only
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SKI

BY
FRED PHILIPP
& CLANCY SHAFFER

ROM THE DESIGNERS WHO TOOK LURE OF THE TEMPTRESS OUT OF
THE FOGGY BRITISH ISLES AND OVER TO THESE SHORES, VIRGIN
BRINGS US ANOTHER CARTOON-STYLE QUEST WITH AN ENJOYABLE
STORY AND WIDE ASSORTMENT OF PUZZLES. INSPIRED BY THE COMIC
BOOK ART OF DAVE GIBBONS, STEEL SKY CATAPULTS YOU TO THE
WASTELANDS OF A REMOTE PLANET WHERE YOU WERE RAISED BY

NOMADS AFTER YOUR FAMILY'S CRAFT CRASHED THERE. THE LOCAL

MAGE SAYS YOU ARE THE ONE AN ANCIENT PROPHECY SAYS WILL SAVE

.Y RE

Animated

Adventure

SYSTEM
IBM PC
(Required:
386+, 2ZMB
RAM, VGA,
CD-ROM
drive.
Supports:
Adlib, Sound
Blaster,
Roland.)

COMPANY
Virgin
Interactive
Entertainment

Inc.

THE CITY, AND RIGHT AWAY YOU KNOW THIS MEANS TROUBLE AS YOU HEAD OUT FOR TOWN. EVENTUALLY YOUR

HORIZONS EXPAND AS YOU TRAVEL THROUGH CYBERSPACE IN SEARCH OF OBJECTS (NOT NECESSARILY UNIDEN-

TIFIED OR FLYING). JOEY‘ IN THE TRADITION OF PLANETFALLS FLOYD, PROVIDES ENTERTAINMENT AS A ROBOT

SIDEKICK; SEVERAL PUZZLES REVOLVE AROUND PUTTING HIM BACK TOGETHER, LIKE THE TIN MAN IN THE

WIizARD OF Oz. GRAPHICS FILL THE SCREEN, FOR NO MENU OR ICON BARS TAKE UP SPACE. A “SMART CURSOR”

NAMES THE THINGS OR PEOPLE OVER WHICH IT’S PLACED, AND YOU CAN CLICK MOUSE BUTTONS TO EXAMINE
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AND GET THINGS. PUZZLES ARE LOGICAL AND FAIR, BUT THAT DOESN'T NECESSARILY MEAN EASY.

FULL-VOICE SUPPORT AND OTHER EFFECTS ROUND OUT 1995’S BEST IMPORTED ADVENTURE.

THE S 0 L U T |0\

SECURITY GUARD

Take the iron rod on the left side of screen. Use it to pry open the security door on the right
side. Go through the door. After the guard leaves, go down to the floor. An inventory check
reveals that you have the iron bar and a circuit board. On the floor, go through the door to
the right. Note the parts in the junk pile that have treads. Click the circuit board on the junk,
and Joey will come to life — unhappy but operative. Save game.

HOBBINS

Stand on the elevator and Hobbins will enter and complain about the alarms. As soon as pos-
sible, click on the door through which he entered and go into the room. Click on the cabinet
on the front wall, then click on the wrench on the lower shelf. This must be timed right or
you will have to do it over and over again (you cannot get the wrench while Hobbins is in the
room). Talk to Hobbins and find out what is wrong with the Transporter Robot. After he tells
you, Joey can fix it. The robot then brings in trash and puts it on the elevator. The elevator
descends, and you must click on the elevator shaft to get down the hole. Joey will follow
you down.

FURNACE

Click on the door lock and ask Joey to open it. Reich will enter, and the furnace will kill him.
Get his ID card and glasses. Go out the door to the right. Go right one screen and enter the
door near the Linc Terminal. Talk to the women until Lamb arrives, then tell him you are
Security.

After Lamb leaves, go right. Put the wrench in the cogs. After the machine breaks, take
the wrench. Walk to the room on the left. Use the wrench to loosen the shell on the robot
welder. Give it to Joey. Return to where you broke the cogs and send Joey into the scan-
ner-protected storehouse; ask him to disable the fuse box. You can now enter and click on the
grating and it will fold over. Get the putty under it. Don't take anything else; leave the store
room. Go back two screens to the left and you will see a bright red cable.
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ELEVATOR POWER

Get Joey to cut the red cable, then go as far left as possible and enter the room. Use the wrench
to loosen the two buttons on the right side of the screen. Then press the left button and at the
same time have Joey press the right button. Steam escapes, and the man in the room leaves.

Go to the left side of center and turn off the switch. Unscrew the light bulb to the left, put
the putty in the socket, then turn the switch on. This blows open the door. Inside are two
large switches: throw one up and the other down to get power for the elevator.

REICH AND LAMB

Go to the elevator two screens to the right and use the ID card in the slot. It will take you
down a level. Exit and go right. Get the red cable, then go to your left and exit the first door
into the Reich and Lamb apartments. Use the ID card on the left apartment, enter, and take
the magazine from under the pillow. Leave the apartment and the courtyard, go right two full
screens, and enter the travel agency. Trade the magazine for a ticket on the Economy Tour. Go
back outside the apartments and wait for Lamb; give him the ticket. He will repay you by giv-
ing you a tour of the factory.

Go back up the elevator and enter the door to the right of the Linc Terminal. After the
tour, you will be able to get into the reactor area. Go to the right and talk to Anita. When the
subject of a jammer comes up, click your ID card on her so she can attach it to your card.

BIOSURGERY AND LINC

Return to the apartment level. Be sure Joey is with you. Go all the way to the left of the screens
and enter the door marked BioSurgery. Talk to the holograph receptionist. You will have to
ask Joey to handle her: tell him to use his natural charm. When you trade with Dr. Burke, set-
tle for your testicles. He gets them after you die. But get the Schribmann Port. Go back to the
Linc Terminal one floor up and use the keycard. Enter Security Services, then Special
Operations, then File Adjustment. Freeze Lamb assets and make him a D-Link. Leave and
search out Lamb, who will want you to feed his cat and will allow you to access his apart-
ment. Get the videotape. Use the Feeding machine next to the VCR for the cat.

Go back to the Doctor’s office. Ask about help to get down. He will mention a friend Willy,
the insurance agent across from the travel agency. He will leave to contact a friend. Have Joey
use his torch on the statue, get the anchor, and put it with the red cable in inventory.
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PASSWORDS

Go back up to where you started and all the way to the left. Use the anchor and cable on the
security sign on the opposite building and go through the locker room window. Go through
the next door to the right. Just outside, use the ID card on the slot, then sit in the chair, which
moves you into the computer.

On the first screen, collect the ball and move to the screen to the right. Look at your sym-
bol board: you now have an Info, Disconnect, Open, Charon, Computer Data, several docu-
ments, and a magnifying glass (after you use the Open icon on the bag). Use the glass on all
papers, and the ? will disappear.

Go right. In this room you must use the decompress symbol on the password symbol.
Now use the password (green or red) in the following way: In the area you are in, place the
green. Now go east and place the red, then go back left and pick up the green. Go north and
place the green. Go right and south and pick up the red. Go north, place the red, go left, and
pick up the green. Go north, right, south, right, south, and place the green. Then go north
and exit. Collect the bust and book, then use the disconnect symbol to exit the interface.

Beware of falling objects in Beneath a Steel Sky.

POOL LEVEL

Use the key card to enter the Linc Terminal. Go to Security Services and look at the new doc-
uments. Then go to Special Operations and request a status change, which will give you
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unlimited access for 48 hours. Descend one level, then go right to the ornate elevator. Take it
down to the pool level. Go to the right, then around the pool to the left. Try to open to the
door to the storage building. Look at the door. Use keycard on lock to open door. Inside, get
cutters.

Go left and talk to the doorman. Ask if he knows anyone who would sponsor you into
the club. Talk with Mrs. Piermont, the lady with the dog. Ask if she knows Overman, then
ask her to sponsor you. When she invites you up to her apartment, push the button and fol-
low her up. She knows a lot about your parents. Quiz her. Ask again for the sponsorship.
When she goes to use the phone, click on the VCR and put the tape from Lamb in it. This will
distract the dog. Click on his food bowl until you locate and take the biscuits.

CATHEDRAL AND REACTOR

Leave the apartment and go to the guard standing in front of the Cathedral. Talk with him.
Go to the construction on the left side of the screen and put the biscuits on the end of the
plank. When a dog goes after them, pull the rope, then release it to create a distraction so you
can get into the Cathedral.

Inside the Cathedral, enter the north door. Look in the center locker to find Anita’s body.
Return to her work station, open the center locker and use her protection suit, then enter the
reactor room. Inside you will find Anita’s ID card on the floor. Get the card and leave the reac-
tor. Change your clothes and leave the factory; you must go left three screens. Enter the secu-
rity office, then use the elevator on the right to reach the interface.

THE INTERFACE

Use Anita’s ID card on the interface. Check your symbols; you now have two new ones. You
must use the Blind symbol on the first eye, then quickly go right and blind the other eye. Go
back and exit north, then go north again and get the tuning fork. Exit to the left. Click the
playback symbol on the well. Watch the message and the holograph girl, then turn it off. Use
the disconnect. Go back down to the pool area and talk with the boy who is playing a com-
puter game. Talk to the gardener, then talk to the boy again. Now talk to gardener three times
(he is the person mentioned by the holograph receptionist). Go as far left as you can and enter
the Courtroom.

ST. JAMES CLUB

After Hobbins is sentenced, leave and talk to the St. James Club doorman. Enter the St. James
Club via the small door beside the doorman. Go down and play a piece on the jukebox, then
come up. When one of the men leaves, take his glass. Take the glass to Dr. Burke, who can
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arrange to transfer the fingerprints from the glass to you, thus giving you a new ID. You must
talk to him, then click the glass on him to proceed.

Return to the St. James Club and go to the door on the right back wall. Go to the large
box. Use the iron rod to pry the lid off; put the lid on the smaller box. Use the rod to make a
hole in the grate. Use the cutters to cut out the grate. Go through the hole into the subway,
go to the right, then go north. You will see a hole in the wall. Put the light bulb in the sock-
et. Go to the end of the subway and enter another tunnel (hurry or the roof will fall in on you).

GETTING OUT

After leaving this tunnel, use the rod twice on the plaster above you. A brick will fall out. Use
the rod to open the vein, then use the brick as a hammer to complete the opening. A droid
will enter soon to repair the wound. Exit through the door. Go north into the room with a pit.
At the control panel, lower the temperature. Note that the fire center closes. You can then get
on it and pull the rod down over the pit. This opens the grate. Now leave the room. Go two
screens to the right and put Joey’s circuit board into the Red Cross robot. Use the slot. Go back
left twice through the southern door and look through the grill on the wall. Ask Joey to check
out the tank room. After his report, have him go back and open the tap. You can now enter
the room.

GALLAGGER

Leave via the northeast corner, then go through the top northeast door. Just inside is a termi-
nal. Use your card on the terminal, then access the restricted area. Now open the access door
and leave to the left. An android named Gallagger will appear. When Joey attempts to save
you, the lights go out. Joey and Gallagger are dead when the lights come back on. Take the
circuit board from Joey and the Linc card from Gallagger. Go into the next room on the lower
right and get the tongs on the wall next to the door. Go back to the Terminal. Use the
Gallagger card to enter the interface.

Inside the interface, go to the right, then north. Be sure to blind the eye. Use Divine Wrath
on the Crusader. After he dies, return to the interface, use disconnect. Then reenter and use
Anita’s card. Go to where the Crusader was and exit right.

TONGS AND STUFF

Use the tuning fork on the ice crystal, then collect the Helix and leave the chambers. Go
back to the room with the nitrogen tank and use Anitas card to break into the console
monitor. Use the tongs to get a piece of tissue from the tank. Freeze it in the nitrogen tank,
and be sure you have a frozen item in the tongs; if they are empty, try again.
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Go one screen to the right and open the cabinet below the console to the right of the mid-
dle android. Insert Joey’s card, then click on the monitor. Choose “Download Character Data,”
then run the “Startup Program.” Rename the new Joey “Ken.” To enter the next door, both you
and Ken must place your hand on the panel on each side of the door and press them at the
same time. Ken’s hand will be stuck, so you must proceed to the right alone.

Travel along the pipes to the right until they bend downward. Tie the cable to the supports
and go down the brackets at the end of the pipe as if they were rungs on a ladder. At the bot-
tom, use the tongs and drop the frozen tissue into the Orifice.

A door will open on the opposite wall. Use the cable to swing over and meet your father.
Ask Ken to get into the chair, and the animated conclusion follows.
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Object See this Section for Location Also See Section(s)
Iron rod Security Guard St. James Club, Getting Out
Circuit board Security Guard Gallagger

Wrench Hobhins Fumace

D card Fumace Reich and Lamb
Glasses Fumace Location only

Putty Fumace Elevator Power

Red cable Reich and Lamh Passwords

Magazine Reich and Lamb Location only

Ticket Reich and Lamb Location only
Schribmann port Biosurgery and Linc Location only
Videotape Biosurgery and Linc Pool Level

Anchor Biosurgery and Linc Passwords

Bust Passwords Location only

Book Passwords Location only

Cutters Pool Level St. James Club
Biscuits Pool Level Cathedral and Reactor
Anita’s ID card Cathedral and Reactor The Interface, Gallagger
Tuning fork The Interface Tongs and Stuff

Glass St. James Club Location only

Linc card Gallagger Location only

Tongs Gallagger Tongs and Stuff, Pipes
Helix Tongs and Stuff Location only

Tissue Tongs and Stuff Pipes
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BY
PAUL SHAFFER TYPE

Animated
Adventure

SYSTEM
IBM PC
(Required:
LTHOUGH IT BEGINS AS A TYPICAL “WHERE AM [ AND HOwW DID ~ #86/50+, 8MB
RAM 5MB free
I GET HERE?” ADVENTURE, BIOFORGE QUICKLY TURNS INTO hard disk
space, 29MB
SOMETHING COMPLETELY DIFFERENT. YOU AWAKEN IN CELL 3 recommended,
double-speed

ON A SMALL PLANETOID AT THE EDGE OF THE GALAXY. YOU'RE CD-ROM
drive,

SHOCKED TO SEE THAT YOU'VE BEEN TRANSFORMED INTO A MSCDEX 2.2+,
Microsoft

CYBORG — PART HUMAN, PART ROBOT. EVENTUALLY YOu mouse, key-
board,

LEARN THAT THE MAD DR. MASTAFA HAS DISCOVERED AN 236-color VGA
monitor.

ALIEN RACE IN SUSPENDED ANIMATION AND IS EXPERIMENTING S“[)PU res:
Adlib, Sound

WITH CYBORGS CREATED FROM COMBINATIONS OF ALIEN PARTS, HUMAN PARTS, AND ROBOT- Blaster family
including

IC ELEMENTS. ONE OF THE ALIEN CYBORGS HAS ESCAPED AND SET OFF A CHAIN REACTION AWE32, Wave
Blaster,

IN THE BASE'S NUCLEAR REACTOR, AND YOUR MAIN GOAL IS TO ESCAPE BEFORE IT GOES OFE ~ General MIDI.)

COMPANY

EXPLORATION, SOLVING PUZZLES, AND COMBAT PREFACE THE PLOT’'S GRACEFUL UNFOLDING. Origin

Systems, Inc.
THE COMBINATION OF VGA GRAPHICS FOR THE FOREGROUND CHARACTERS WITH FINELY

DETAILED ILLUSTRATIONS FOR BACKGROUNDS AND OTHER ELEMENTS IS TYPICAL OF ORIGIN GAMES. THE
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HALLMARK OF BIOFORGE, HOWEVER, IS ITS INVENTIVE AND SUSPENSE-FILLED PLOT, WHICH DEVELOPS
GRADUALLY AND LEADS TO A CREDIBLE AND GRATIFYING CONCLUSION THAT MAKES YOU WANT TO RUN

OUT AND GET THE SEQUEL THE MINUTE IT HITS THE SHELE

THE S 0 L U T 10\

Kick drone until it flies into the cell inhibitor field. Pick up logbook and meat (press Enter
key). Read journal entries (“]” key). Read logbook by holding it in your hand and using it
(space bar). Run through inhibitor field when it’s not working.

Go to entrance to Cell 1. Ready meat from inventory. Enter cell by running through field
when it flickers. Drop meat (mutant takes it and stays away for awhile). Take Cayana’s log-
book, photo, and fork. Exit cell. Open large door at end of cell hall (it opens partially). Use
fork on control panel beside door. Use panel (press 4, 3, 2, 2, 1 as if the bottom buttons are
marked 1-4 from left to right). Open door. Exit.

GUARD ROOM

Push red button on wall to turn off warning. Examine third monitor on lower platform (you
see drone in Cell 4). Activate drone by pressing manual. Have drone pick up Dane’s logbook
and the flute and drop them outside the cell.

Return to cell hall and take Dane’s logbook and flute. Read the logbook (noting security
code) and play flute. Read journal entries.

Return to guard room and use monitor to make drone pick up severed arm in front of Cell
1. Then move drone into guard room and make it go to hand panel beside closed door (sev-
ered hand should be aimed toward panel.) Use first monitor on lower platform. Select Access,
then enter access code from Dane’s logbook. (Monitor should say, “Need weight on panel.”)
Exit monitor. Go to panel under drone and stand on it to open door. Save game.

RAPTOR AND CREATURE

Enter Level 2 hallway. Run past guard robot and through southwest door to cryo room. Push
red button at far end of room and turn large handle to release coolant for cryo chambers
(warning should sound).
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Examine monitor on far side of room. Select Container 1 file (when monitor meter begins
to rise, exit screen). As raptor breaks out of cryo chamber, run back to handle and turn off
coolant. Push red button again (closing floor iris). Fight raptor. When he falls unconscious on
top of iris, quickly push red button, dropping him through the floor.

When you hear sounds of combat below, turn coolant on for a few seconds, then turn it
off and descend ladder in iris. Follow walkway to end and enter passage up on the right (Cell
2). Fight guard and take his blaster. Return to Cryo Room. Run past guard robot in hall to ele-
vator. Use hand scanner to open elevator door. Enter. Use elevator controls and select Level
1. Save game.

THE TRANSPORTS

Shoot floating droids, using the walls inside and outside elevator to deflect your shots at them.
Run around behind elevator to man. Hit man once or twice until he agrees to activate the gun.
When he asks you to step back, do so. After he has activated the gun, use it. Aim gun with
keyboard arrow keys. Wait for tranports to cross in front of gun and shoot them.

MEETING THE GOOD DOCTOR

Go to Level 3. Enter the med lab. After the animated sequence, examine wall monitor. Select
Project Logs and Case Histories and read through them. Exit monitor. Take medical device on
the floor. (If you need another battery, you can take the one from the man on the operating
table. You can also use the medical device for health boosts, but you should save at least one
dose for later in the game.)

REACTOR ROOM ROBOT

Go to the Control Room. Fight guard and take his logbook. Read the logbook, noting the air-
lock code (this changes with each new game). Walked to the indented area on the upper plat-
form (it encloses you and puts you in a hardsuit). Examine right monitor on upper platform
(noting reactor code). Use right monitor on ground platform (shows overhead of forklift). Use
controls on monitor to drive forklift to reactor room (doors automatically open for you). Drive
forklift into the guard robot, knocking him off the ledge.

THE ICARUS

While still in the control room, walk to the monitors in the area enclosed by the rail. Examine
monitors and read files on Icarus. Select Icarus Access (lowers you to Garage Area). Fight
guard and get his walkie-talkie. Walk around ship and get alien cube on ground. Return to
the control room.
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SHUTTING DOWN REACTORS

Exit control room. Fight guard in hall and take his blaster. Go to reactor room. Use controls
at far end of ledge, raising light bridge. Save game. Cross bridge and walk close to alien
cyborg. Shoot him twice and run back across bridge (if you stood close enough, he will fol-
low you).

Deactivate controls to lower light bridge from under alien (dropping him), or you can
fight him on bridge and knock him off. Recross bridge to reactor. Lower levers on both rods
on each side of the control panel. Use control panel and enter reactor access code (from mon-
itor in control room). Validate code (reactor should shut down). Go to Level 4. Save game.

THE AIRLOCK

Enter airlock corridor. Avoid fire from guard robot. Shoot him three times. (Your attack strat-
egy should be dodge the first shots, fire one shot at him, and run. There’s usually a pause in
his motion just after he fires, which is the time to get off a burst at him.) Use airlock panel
and enter code indicated in guards logbook (the pattern on the lock changes with each try).
Exit to outside.

THE DOWNED TRANSPORT

Run along deck to elevator. Use panel on elevator to open door. Enter elevator. When it
reopens, run along catwalk (avoiding fire from floating drones) and through tunnel.

Continue along catwalk and enter next tunnel (sealed). Read journal entries. Return to the
place where the catwalk passed through the first tunnel and jump down onto blocks below
catwalk. Continue to climb down to lowest block and use alien cube (which carries you over
lake to next cube).

Continue this way across the lake to the inlet where the downed transport sits. Enter
transport. Walk to front of transport (Marine should enter through sealed door). Fight Marine
(don't bother shooting him), getting key device and big gun when he falls.

CREATURE IN LAKE

Use key device (reopens sealed door). Enter front of transport and use control panel on wall.
Press 1 (activates torpedo). Press Fire (torpedo damages column). Press 2. Wait for creature

to go beneath damaged column and raise its head. Fire second torpedo (blows off creature’s
head).
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SEALED PASSAGE AND BOMB

Exit transport. Save game. Examine flashing tip of object on ground outside transport (you
will discover a bomb and automatically pick it up). Run to other side of inlet (where the beast
was) and stand on block. Use alien cube to cross.

Continue across blocks and go back up to the other end of the catwalk. Run into tunnel
with sealed passage. Drop cube and bomb (don't waste time putting cube back into invento-
ry). Exit tunnel, moving off to either side. Wait for bomb to go off before returning for cube.
Return to inlet and retrieve big gun (which you automatically left there). Return to unblocked
passage and continue through. Walk to indentation at end of passage (transports you to other
side).

ESCHER AND THE TEMPLE

Walk to Escher at far end of room (bee drone attacks). Shoot bee until he dies (do not shoot
at it when curled up because the bee is invulnerable then). Walk back to Escher and use heal-
ing device on her (she gives you translator device). Read journal entries.

Go outside and return to blocks at end of catwalk (not the ones by the first tunnel). Go
to temple hidden behind tall blocks, using alien cube to cross gaps. In temple, use translator
on three stone cubes set against each wall. (Press Scan, then Translate to get translated text.)
Return to Escher’s room.

USING TRANSPORT TUBES

Go through the northern tunnel into the sarcophagus room (alien cyborg arrives). Shoot
cyborg several times, then let him hit you once (he will automatically run after hitting you).
Follow cyborg (he escapes through tube).

Return to sarcophagus room and open the lid on the cracked sarcophagus. Examine sar-
cophagus. Read journal entries. Examine sarcophagus again (color puzzle). Match the color
combinations of the lower square with those of the topmost square by touching the six bars
at the bottom of the screen (three of the bars move the color columns, the other three move
the color rows). There is no fixed solution to this puzzle, which is randomized in each new
game. When done correctly, you'll get the artifact in the sarcophagus. Return to Escher’s room
and use artifact on flashing square on transport tube (you'll automatically enter it). Save game.
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TUBE ROOM

Walk to center of tube room and use the column (you may have to try it from different angles).
Touch cubes on column to activate the three tubes on the ground level. (Do not activate tubes
against ceiling or you'll be sorry!)

You must touch combinations of two or three cubes to form patterns that will be shown
on the center cube when the pattern is correct. Patterns correspond to the symbols above or
below each tube in the room. Once you have the pattern, match the patterns (one at a time)
to the ground-level tube symbols and press the central cube to activate each of them. The cor-
rect combinations for the ground-level tubes are:

Fne==r

Tube 1

v e e

T 2
e

Tube 3
RESURRECTING GEN

Enter the tube on the north wall (which will be to your right when standing with your back
facing the door from Escher’s room). You arrive in the gravity room. To move around, use the
gun, whose momentum pushes you in the opposite direction that you fire. Shoot yourself into
the opposite passageway, where you arrive at the pedestal room

Use your translator on the columns to get more background. As you cross the room, the
cyborg returns. (Don't shoot him because his reflector suit will ricochet the shots back at you.)
Fight him and get his reflective cube. Use reflective cube and walk through force field exit into
next room. Walk to control panel and use it. Activate the colors in the following combination:
G, Y0,G0,Y0,Y,0,PG,R,Y,PB, O, P R(R=Red, Y = Yellow, O = Orange, B = Blue,
G = Green, P = Purple).

Gen arrives and gives you an alien battery. Use alien battery (replacing your own with it).
Drop your old battery. Read journal entries. Use reflective cube to pass back through force
field exit, but deactivate it before entering the gravity room or you won't be able to use your
gun to maneuver. Return to tube room.
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GRAVITY RINGS

Enter the south tube to arrive at the gravity rings. Save game. Note the blue outlines on sec-
tions of the rings in the distance. You goal is to align the blue outlines on each section of the
ring by stepping on the corresponding arrows on the ground. (You must avoid the asteroids
flying by while doing this.) It’s best to start from the arrow at the far end of the room and work
your way back. Once the blue lines are aligned, the gravity rings will clear the room of debris.
Return to the tube room.

Technological puzzles and cybemetics keep Bioforge hot.

GETTING BACK TO BASE

Return to Escher’s room (she'll be gone). Avoid the bee drone and take Escher’s logbook.
Return to tube room and read her logbook (noting the code for the med lab case history secu-
rity files). Save game.

Examine the stone ring on the wall by the flashing tube (monitor controls). You'll see an
aerial view of the temple, complete now with guards. Touch the top button, raising the sphere
in the temple. When a soldier looks in the hole, push the bottom button, lowering the sphere
back on top of him.

Raise the sphere once more (guard tosses a hand grenade into the passage). Grab grenade
and toss it back into the transport tube (you should hear the guard scream).
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Before entering tube, activate reflective cube (environmental suit). Enter tube, which takes
you to temple. Return to airlock back at base (fighting guards along the way is optional; you
can simply run past them). On the ledge outside base, weave as you run to avoid being
knocked off the ledge by laser shots from ship. At the airlock, fight guard and get his logbook.
Read guard’s logbook, noting new access code for airlock. Use new access code on airlock
panel and enter.

ESCAPING THE PLANET

Go to Level 3 and enter med lab. Use wall monitor. Select “Case Histories,” then “Secure
Data.” Enter code from Escher’s logbook. Exit file and select Bio Data. Scan through case his-
tories until you find yours (Cell 3).

Exit monitor and read journal entries. Return to Icarus garage. Go to front of Icarus and
take flashing battery from ship. Replace your internal alien battery with the ships depleted
battery. Use the alien battery on the ship.

You're off to catch the mad doctor!
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Object
Loghook

Meat

Photo

Fork

Cayana’s loghook
Severed arm
Dane’s loghook
Dane’s flute
Blaster

Medical device
Battery

Guard's loghook
Hardsuit
Walkie-talkie
Alien cube

Key device

Big gun

Bomb

Translator device
Artifact
Reflective cube
Alien battery
Escher’s loghook
Ship’s battery

BIOFORGE

See this Section for Location

Cell 3

Cell 3

Cell 3

Cell 3

Cell 3

Guard Room

Guard Room

Guard Room

Raptor and Creature, Shutting Down Reactors
Meeting the Good Doctor

Meeting the Good Doctor

Reactor Room, Getting Back to Base
Reactor Room Robot

The Icarus

The Icarus

The Downed Transport
The Downed Transport
Sealed Passage and Bomb
Escher and the Temple
Using Transport Tubes
Resurrecting Gen
Resurrecting Gen

Getting Back to Base
Escaping the Planet

Also See Section(s)

Location only
Location only
Location only
Location only
Location only
Location only
Location only
Location only
Locations only
Location only
Resurrecting Gen
The Airlock, Location only
Location only
Location only

The Downed Transport,
Sealed Passage and Bomb,
Escher and the Temple

Creature in Lake

Sealed Passage and Bomb
Location only

Location only

Location only

Getting Back to Base
Escaping the Planet
Escaping the Planet
Location only
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BY
FRED J. PHILIPP
& CLANCY F. SHAFFER

ASED ON STALKING THE NIGHT, A PENCIL AND PAPER ROLE-PLAYING
GAME WITH A CULT FOLLOWING, BUREAU 13 COVERS THE INTRIGU-
ING PHENOMENON OF PARANORMAL INVESTIGATION. THE BUREAU’S
LATEST ASSIGNMENT IS TO TRACK DOWN J.P. WITHERS, A RENEGADE
AGENT WHO 1S HIGHLY UNSTABLE. YOU MAY CHOOSE YOUR TEAM
FROM SEVERAL BUREAU AGENTS, INCLUDING A VAMPIRE, A PRIEST,
A COMPUTER SCIENTIST, AND AN ANDROID WARRIOR. DIFFERENT
PARTS OF THE QUEST CAN BE SOLVED IN ALTERNATE WAYS DEPEND-
ING ON WHICH CHARACTER YOU'VE SELECTED. THE VAMPIRE, FOR EXAMPLE, CAN TURN
INTO MIST TO GAIN ENTRANCE TO A LOCKED ROOM, WHILE THE THIEF CAN PICK THE LOCK.
THIS GIVES THE GAME EXCELLENT REPLAY VALUE BECAUSE YOU CAN USE A DIFFERENT SET

OF CHARACTERS FOR DIFFERENT RESULTS AS YOU SEEK THE ELUSIVE WITHERS (LAST SEEN IN

EERE

Animated
Adventure

SYSTEM
IBM PC
(Required:
386/33+, DOS
5.0+, 1.5MB

free EMS,

Microsoft-com-
patible mouse,
13MB free hard
disk space.
Recommended:
double-speed
CD-ROM drive

for CD ver-

sion. Supports:
Roland, Adlib,
Sound Blaster,
Sound Master,
Pro Audio, and

compatibles.)
COMPANY
Take 2

Software

A COFFEEHOUSE WITH CELLULAR PHONE AND NOTEBOOK COMPUTER). THE POINT-AND-CLICK INTERFACE

MAKES IT EASY TO GET RIGHT INTO THE STORY, WHICH IS AMONG THE MOST UNUSUAL EVER SEEN IN AN
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ADVENTURE. GRAPHICS AND SOUND EFFECTS ADD TO THE ATMOSPHERE WITHOUT GETTING IN THE WAY.
WITH A SOLID MIX OF PUZZLES THAT VARY WITH REPLAY, BUREAU 13 IS SUITABLE FOR A WIDE RANGE OF

ADVENTURE GAMERS, FROM NOVICE TO EXPERT.

THE S 0 L U T |0\

GENERAL

You may play the game with the Thief, Vampire, or the other agents. Choose the Thief and
Vampire to follow this solution precisely because it is based on using those two. However, we
also provide enough information to solve the quest with either agent acting alone. Many of
the numerous items are useless, and you cannot drop an item. For expediency, this solution
mentions only those items necessary to complete the game or those that contribute to the
story line.

STRATUSBURG CITY

Look closely at the newspaper machine and get quarter from the return chute. Put it in the
coin slot and buy a newspaper. (A Thief may simply pick the lock). Read newspaper for
update. Go west to hospital.

HOSPITAL

The guard won't let you in now. Continue east to outside the police station and enter.

POLICE STATION

Talk to officer. Get the superglue from the counter and use it on the fire extinguisher case to
your left. Push the ashtray (next to the typewriter) into the waste basket to start a fire.
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SHERIFF'S OFFICE

Open desk drawer and get a key. Open fuse box, remove good fuse, and turn circuit breaker
off. Exit room. Use key to unlock rear door and enter.

EVIDENCE ROOM

Pick up the police report and read it. Exit station. Don't worry about the fire. Head west to
outside the gym and messenger service.

MESSENGER SERVICE

Enter and have Thief sneak upstairs to the delivery boys’ lockers. (Or have Vampire change
into mist and do same.) Open fuse box and put fuse in. Open now-visible locker in corner
and get J.P’s jacket. Search jacket for van keys. Go to gym.

THE GYM

The gym’ only purpose is to provide an alternate way to enter the delivery boys’ lockers. Have
Thief open the outside door and door to women’s locker room. Outside gym, change Vampire
into mist. As mist, enter locker room. The Vampire can now climb through rear window to
arrive at delivery boys’ lockers. Return to outside police station and go east to Ricks
Electronics.

RICK'S ELECTRONICS

Have Thief pick lock on door and enter. Pick up tapes on floor and play in answering machine
for information. Get the wire cutters. Exit and go east to Al Headquarters.

Al HEADQUARTERS

Go behind HQ to dumpster. Open, search, and pick up the package for Simpson. Return to
entrance. Push buzzer. When guard opens door, talk to him, then give package to him. Enter.
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INSIDE Al HO

Get note on desk and read (2112). Open copying machine; get and read memo. Enter secu-
rity office. Take three VCR tapes, put in VCR, and play. The third tape contains Simpson’s
voice ID. Exit and go to Simpson’s office.

SIMPSON'S OFFICE

Open painting. Open smoke detector and get AA battery. Get remote control from desk and
insert battery. Push button on desk to open wall panel, exposing VCR. Insert the third tape
and play it to open safe behind painting. Get tape from safe and play in VCR. Exit HQ and go
west, then south to the used RV lot. Continue east to American Storage.

AMERICAN STORAGE

Enter and give van keys to attendant. When he returns with the box, remove the magnetic
scan card from the box. Exit and return to RV lot. Use scan card on door and enter RV.

INSIDE RV

At computer you can access database and enter any names you know (Turner, Simpson,
Withers, etc.) or engage autodrive to travel to either the cemetery, Al Weapons Plant, or City.
Exit RV.

SHERIFF TUCKER

Pick up journal lying on ground and read it. Go to hospital and rescue the sheriff. He will give
you a Level 4 badge for the Al Weapons Plant. Return to RV and select Weapons Plant.

GETTING INTO Al WEAPONS PLANT

Go east to Forest Road, then north to clearing. Pick up the branch and return to road. After
truck passes by, drop the branch on the road. The truck will return and hit the branch, and
the driver will exit the truck to check for damage. Enter the truck and you will be taken to
the loading dock inside the fence at the weapons plant.
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INSIDE WEAPONS PLANT

Open loading bay door and enter. Pick up the wood saw. Open fuse box and turn on
power. Exit.

SCAFFOLDING

You can now use the scaffolding to go up. Use Level 4 badge on door to left to enter the elec-
tronic storage room. Access elevator by entering 2112 on touch pad and go down to sub-
basement.

SECURED LAB

Cut trip wire with wire cutters and enter the secured lab. In this torture chamber, pick up the
ledger on operating table and read ledger. Return to RV. Enter names from ledger in computer.
Select “cemetery.”

CEMETERY

Go to the church, then through the kitchen to the bedroom. Get crucifix from wall. Search
floor for trapdoor. Open trapdoor and get the Tome of Banishment. Read it. Go to park and
cut limb off dogwood tree with saw. Cut limb with saw to get a dogwood disk. Ride RV to
suburbs.

THE SUBURBS

In Houston’s house (332), get the gym bag, open it, and remove the items (you will need the
shovel later). Enter Sterling’s house (334) and open the cupboard in the garage to get the
book on bombs. Read it.

EXPLORING

Walk to the library parking lot, open hatchback of car, and get crowbar and flashlight. Enter
library and note computer and books in basement. Go to Carver’s Bar and ask bartender about
Sawbuck. Go to Stalkers.
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STALKER'S

Enter by using mist or crowbar. Continue to dressing room and get Houston’s note from the
makeup stand. Read it. Go to Sixth Street and remove poster from wall, exposing entrance to
gang hideout. Enter and talk to Rat. Get pills lying on floor.

HOUSTON

Go to Stalker’s parking lot and open back of tour bus. Talk to Houston, then click cursor on
him to remove his chip.

SAWBUCK

Return to bar. Sawbuck is holding a hostage at gunpoint. Back off. Exit bar. Have Vampire
turn into mist. Enter bar. Move misted Vampire behind Sawbuck. Click on him. Follow him
to basement, talk to him, then remove his chip.

STERLING

Return to RV. Sterling will be there. Talk to him, then remove his chip. Search the RV for
explosive device. Disable bomb using wire cutters. Go to Elm Street and enter house. Get and
read the Book of Magic. Go to the herbalist.

HERBALIST

Ask about “magic.” Look at amulet that appears on counter. You will see Veronica in it. Talk
to her and “agree” with her. Exit and follow Elmo, the cat, back to the RV. Drive to cemetery
and follow cat to Veronica’s house.

VERONICA

Enter house and immediately search Veronica to remove her chip. Go to the cemetery gates
and use crucifix on green-headed monster (Stellerex).
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THE MURDERER

Go to the church and talk to Father Dominic. (Just click the “talk” icon on him.) Ask about
“demons” and “magic.” Return to library in suburbs and use computer. Enter: Stellerex,
Demons, Murderer. Return to cemetery.

PREPARING THE DISK

Look at grave stones until you identify Clemmen’s grave. Use shovel on grave. Open casket to
remove finger. Go to church kitchen and dip finger in blood on counter. Use bloodied finger
on dogwood disk. Go to the mausoleum.

THE MAUSOLEUM

Enter. Go south, east, then north through the illusionary wall to confront Stellerex. He will
give you the Level 6 badge. Return to the Weapons Plant.

WEAPONS PLANT

Ride scaffolding up and use Level 6 badge to enter Level 6 area. Put red pills (depressants) in
cup on desk. Exit and reenter. Search drugged guard to get Level 7 badge. Use badge to
unlock next door.

LEYEL J

Use green pills (stimulants) on unconscious programmer. Talk to programmer. Enter corridor
to right. Enter EMP lab. Get EMP device from pedestal. Use device on pedestal to recharge it.
Exit and enter left corridor.

SIMPSON'S OFFICE

Use Level 7 badge to enter office. Open bust on desk to reveal door behind bookcase. Enter
mainframe antechamber. Use EMP device on sign on wall. Return to EMP lab and recharge
EMP device. Return to guard station.
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MAINFRAME

Enter crawl space at lower-left corner of screen to reach secret mainframe access tube. Talk to
Simpson. Sit in chair to access the virtual reality room. Use EMP device on Virus/Stellerex.
Use Control Panel.
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Obiet
Paper machine
Superglue

Ashtray

Good fuse

J.P’s jacket

Van keys

Wire cutters

VCR

Safe

Magnetic scan card
Computer

Level 4 badge

Truck

Wood saw

Trip wire

Crucifix

Tome of Banishment
Dogwood disk

Gym bag

Shovel

Book on hombs
Crowbar

Flashlight

Entrance to gang hideout
Pills

Explosive device
Bomb

Amulet

Cat
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See this Section for Location

Alley

Police Station
Police Station
Sheriff’s Office
Messenger Service

Messenger Service

Rick's Electronics

Inside Al HQ, Simpson’s Office
Simpson’s Office

American Storage

Inside RV, Secured Lab, Exploring, The Murderer
Sheriff Tucker

Getting Into Al Weapons Plant
Inside Weapons Plant
Secured Lab

Cemetery

Cemetery

Cemetery

Houses

Houses

Houses

Exploring

Exploring

Stalker's

Stalker's

Sterling

Sterling

Herbalist

Herhalist

Also See Section(s)

Location only
Location only
Location only
Messenger Service
Location only
American Storage
Secured Lab, Sterling
Locations only
Location only
Location only
Locations only
Scaffolding
Location only
Cemetery

Location only
Veronica

Location only
Preparing the Disk
Location only
Preparing the Disk
Location only
Stalker's

Location only
Location only
Weapons Plant, Level 7
Location only
Location only
Location only
Location only
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Object See this Section for Location Also See Section(s)
Stellerex Veronica Location only

Finger Preparing the Disk Location only

Level 6 badge The Mausoleum Weapons Plant

Level 7 badge Weapons Plant Level 7

EMP device Level 7 Simpson’s Office, Mainframe

Bust Simpson’s Office Location only
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YOU NEED THEM MOST! YOU GET DIGITIZED VOICES AND MORE MUSIC IN THE CD VERSION, BUT THE
GRAPHICS ARE EXCELLENT IN EITHER VERSION. RECOMMENDED FOR ALL AD&D FANS, WAKE OF

THE RAVAGER 1S A FAST-PACED RPG WITH PLENTY OF ACTION.

THE S0 L U T 10N o

GENERAL

Arsian is found in the back room of Stitch’s bar, a large building in the central-east part of
town. Tell him you want to join the Veiled Alliance and agree to find out what the Templars
are up to.

FANINA AND ACAR

First visit Fanina the Thief, found in the inn in the southeast area of the city, which is bisect-
ed by roads running north-south and east-west. It is the only inn on the south side of the
street going east. Before Fanina will help, you must agree to pay off a debt of 10,000 gold with
Acar the Merchant.

If you're using a character from the first game, you will already have the money. If you're
starting with a new character, you must sell items in Shadow Square or perform an addition-
al chore for Acar. Acar is in a large mansion in the northwest part of town. After finding him
in the northeast part of the building, tell him you wish to pay the debt. Apaku, from Dark Sun
I, is in Shadow Square and will also assign you a quest to earn 10,000 gold if you need it.
(Shadow Square is a large area in the west side of town where people are selling things from
open stalls.)

THE TEMPLAR'S OFFICE

After you return to Fanina, she will describe a pattern of knocks to use on the Templar’s office
door to get in: two knocks, then one knock. She also gives you a key to their storeroom on
the northeast side of their building. First go to the storeroom and use the key to unlock the
door. Enter the room and listen to a conversation.

Get the loot in the chest. Leave and go to the door to the west, then knock on it to get in.
Use the phrase “knock twice, then knock once.” Speak to the Templar inside. You must enter
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the room east of the room you are in and get the journal out of the cabinet. To get in the room,
tell the Templar that the Draxans are going to kill all the Templars. When asked for proof, say
its in the room to the east. He will drop a key for you to use. Open the door, enter the room,
and slay the aurumvorax. Take the treasure and journal from the cabinet to the south. Then
use the north cabinet as a portal to the north.

On the other side of the portal, polish off Kalambuta and pick up the note. Take it to
Arsian in the tavern. He will lead you to the entrance to the Veiled Alliance headquarters.
Follow him closely and he will tell you how to enter the headquarters.

THE VEILED ALLIANCE

Enter the Skeleton Building in the southwest part of town. Slay the giant skeletons and get
their heads to sell to Natoku. Press the panel on the left of the cabinet to open it. (You must
have heard Arsian tell you what to do.) Use the portal to reach the Veiled Alliance. Talk to
Matthias the Leader and Romila.

There is a rest room just south of the entrance and a Healer named Saven just south of it.
Get the Cup of Life from him. Just east of this room is Aleka’s room. Speak with her, then go
back to Romila, who will ask you to kill the Draxans in the Pyramid. Return to Aleka, who
will tell you about Tasarla. When you find her in the big square, tell her you want to buy a
jaguar cage (this is the password), and she will send you to the Merchant Kovar, who is due
east. Enter the house and show the papers from Tasarla. The servant will allow you to enter
the study. Look at the books, take one, and get the medallion behind it. Now go to the
Pyramid in the northeast section of the town, stand in front of the statue, and insert the small
medallion.

INTO THE PYRAMID

Downstairs, slay the great feyrs and get their teeth to sell to Notaku. They will continue to
appear until you plug the four large holes around the outside wall in the Pyramid. Notice the
grate just to your north when you enter the Pyramid. Proceed west past a large hole in the
wall, then go west to the next grate and have your leader open it and take the cork from it.
Go back and put the cork in the hole. You will find more corks and three more holes as you
continue west, north, east, and south.

Return to the fire you passed to rest and heal. (As you are moving east, you can find trea-
sure or monsters in the grills to the north.) As you return to the east from the resting place,
you will find a statue with a lever on the other side. Shoot the lever with an arrow and go
toward the Pyramid’s interior.

Ascend the steep stairs as quickly as possible, for more enemies gather as time passes. Slay
them, then go to the west side of the Pyramid. You will run into Neteki again. Neteki prevents
you from climbing the stairs to the garden.
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On the west side, open and enter the grate. You will emerge in a room. Do not go to the
south part of the room because the man there is sick and very contagious. Instead, go through
another grill to the northeast room and then go through a cabinet to the garden. Kill Neteki
as soon as possible, and the garden will slay most of your foes. Then go back to the Pyramid’s
entrance. Go to Notaku and sell the great feyrs’ teeth.

THE ALLIANCE IS ATTACKED

Return to the Veiled Alliance headquarters. You must try to save Matthias and Romila and as
many others as possible. Send someone to stay with Matthias and defeat his attackers. After
dispatching all of the attackers in the main building, go north into Matthias’ bedroom. There
is a secret door in the north wall. Finish off the balance of the Draxans, and you