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Flauing guide
{Fu ithe authoers’

#* PERET ONE =
MATH GAME

TO GET INTO THE MICROFAIK - Get the bottle off the tramp then go
and fill it with water from the dripping pipe then return to the
tramp and exchange the hottle for the pass tc the fair.

THE FROG - Get the frog and take it to the location with the
frenchman in then droy the frcoo there to set the laser—-hary.
{188¥: You need ithe curtzins Lo get the tri-o)

THE DOOR RND ThHY TFTIFEPHONE: - Jhe loekec Gone hehine the curtaine
has numbers on. Pull the curtsains. Get tke Yeurina thait ihe
Goons droyp and hreak off the foh to insert snto tliv telephone
and dial the number on the door to get the passwora, BREY 431,
that you sheuld say at the ooy tc open ii.

THE DRAGON - 1o cel rid ot the dragson dial 9598 at the telexphkane
and SAY FIRE.

THE ¥S STHRND - Huke wants the moneu in the 48K version and the
airmiles (from the Great Caravan Caper) in the 128K version. In
return he will give you the torch.

THE COFFEE SHOP - Climh over the counter %o get inte it. Then
use the har, pulled from the DTHS stall, to prise open the
radlock on the cuphaard and get the poison and the coffee. In
the oven are come gloves,

THE CRATE - Thits can he opened with the electronic screwdriver
to enter the Hoppit mini-adventure.

THE TELEUVISION - Examine the dragcen’s treasurs to get the gaold
brick which should he thrown at the TU north of the locked door
to aet a match.

THE CaLTULATOR - To show up the securitu heams tp get fthe
acalculator: vour wvetroel over curtains (J&8Kk onlyl, 1ight
curtains with match, drop curtains then get calculator.

THE CELLO AND THE RIVER - Get the bridge off the cello and drop
it by the river to get across.

THE COFFEE MACHINE - Insert the coffee and the water (from the
wellies) into the slot tc gain access inside.

THE TARDIT AND THE DENTIST - The Dentist will give you the
electronic screwdriver if vou give him the calculatoer.

THE GIANT AND HIS HELLIES - Hear the aloves and piau the iarp to
get the giant to sleep then get his wellies and fill them with
water from the well.

GAMES ROOM - examine the deck to get the card and the darthoard
to get a dart.

THE SKODA - Push the skoda to aet the il and petrol (ig8K
anlu). QGpen the honmet to get the bhatteru to 3o in the torch.
THE LIBRARY - 0i]l] the castors on the armchair sc uou can move
it.

THE MISTRESS - Dip the dart in poison beforehand then throw dart
at mistress to kill.

UP THE TREE - Insert the card into the cash machine to get the
note.

THE BALROG (128K onlu) - Show tlieé awote to be able to buy the
game which should be plaved on the computer to gain access to



the Great Caravan Caper.
THE TEAFOT - lift the 1ié to get in thern inside place the
crustal, from the Hoprit, on the indentation to finish Jeveld I.

THE HOPFIT MINMI-ADUVEN1TUKE
{(Note: Any objects taken into this adventure will not be
returned &t the end of the mini-gamel

BY THE ELF - Get ring (at the door when uou heazr it) and wear
the rive to evter the Jocatiion with the wars z2vwd oget the taye.
THE PLEAYTESTIER - Give the tape to the plautester tor an orh. Dbig
in the sand to find a chest.

THE ELF - Give him the orb for some sheet music and remove the
key from the music in order to unlock the chest to get the
crystal and the tights.

GETTING OUT - MWear tle tights so theu ladder then throw the
tights at the nail by the window and climb the ladder to aet
out.

THE GREAT CARAUAN CAPERK MINI-ADUVENTURE (Om 18K onlyd

IN LIUTHNI HOOM - Examine the rsi] to cet tl.e hnak, feel betueen
the cushions to get the needlewor}t ¥it, searecd the kit to get
the dowed .

BEITCHEM - Open tlie ciyhoard fory the gar &2nwid nuitcracker. !indc the
boltes with the nutcerscl exr ther zeerov the tule te {iwm the
string. Searecl the gar icr ti-s monein.

QUTEITY EBEROOM - Searckh the hoover aac to find the coldc keu.
BATHROOM - Tie strine to kaok then fizh kev with hook to get

the silver key.

BEDROOM - Look under bed to find the suitcase. Unlock the
suitcase with the gold key to get the Jacket and examine it to
find the airmiles and the toolkit. Search ilie Loolkit to find
the screwdriver. Unlock the cupboard with the silver key to find
the cool shirt and pants.

GETTING QOUT - Go to the living room. Unscrew the strip with the
serewdriver. Lift the carpet and move the board then enlarge the
hole with the dowel. Heax the cool shirt and pants before
wearing shoes Jjeans and normal shirt. The with monet and
airmiles go through hole.

* PART THO =
THE SEARCH FOR SMOK! MINI-ADUENTURE

TOILET - Examine the holder and get the toilet roll.

DPOG - Drop the toilet roll to get the red key.

IN HOLE EROOM - Get the hole and fill it with water from the
toilet.

THE PEPPER-FPOT - Unscrew the tiles at the nortmost wall and go
through the hole to pour the water on the pepper-pot allowing
you to get thec sed key and enter the costume room.

TO SThAY ON THE BRIDGE - Hear the ears from the devil’s cutfit to
look like Smok.

SCIENCE STATION - Examine the console to find the coords of
Earth and the microfair.

ENGINEERING CONSOLE - Get the mothballs and put them in your
ears so that you can’t hear the Jjoke and don’t laugh.

HELM - Say 49 77 936885 to move the ship toc Earth.

TRAMSPORTER ROOM - Go north from the bhridge to enter. Input 49



77 53515 and press remots. Then stand on the pad and say
energise to start the main part of level 2.

MAIN GAME
(128K version onlyl

THE ARCH - Pull the chair (east of here) twice to move it. Then
move it under the arch, stand on it and examine arch to find

a carrier bag. Search bag to find a packet of smartos (128K
onlyl.

THE SILENT CORMER - Search the games twice to find the scissors
and the stapler. Get the map, wrap it round you, staple the mat
to cover below waist. Then cut the hag with the scissors and
wear it.

THE BOAT - Examine the cupboard ig find the spammer. Examine the
straw to find the rope. Ssearch the crates to find the net. Tie
the rope to the wheel, thewn undo bholt with spammer and pull rope
to get ihe wheel.

THE BUG - Throw net over bug to get it.

THE BAE - Give bug to get the crowbar.

MAIN GAME
(All versions)

BUDPGIE CAGE - Examine the cage to find the seed cake and the
dead budgie.

ROBOCLEANER - Drop the budgie {(or othexr object) to stop the
cleanexr then climb onto robocleaner but Jjump off before you are
throun into the furnace.

THE HEAVEY METAL FAN - Examine the Jjunk in the tip to get the
heavy metal and give it to the fan to get the spray can.

LAWSON - Spray the walls when Lawson is here to get the dragonm.
EXPERIMENT SECTIONM - Give the Dragon to get the gizmo.

THE GYM - You need the pass from the sofa here but the security
system MUST be disabled bhefore you get the pass.

SLOT MACHINES - Press the button on the gizmo to get the money
but make sure that the security system has heen taken care of
first.

GLASSES - Got from the packet of smartos.

DELBERT - (128K only) Give Delbert the wheel to get the note.
(48K only) Ask Delbert for help to get the note. (Both) Examine
the stall to get the game.

BLACK DOOR - (48K only) Pull door to get the door.

(128K only) Open dooxr to enter the Snail mini-game then, when
completed, leave and pull the door to get it. Spray over the
sticker with black paint.

GARETH - Get crackexr and unroll the cracker to get the banger.
AT TARTAN STALL - Give the hlack door to get the alicohol.

AT FANZINE STALL - Give the note off Delbert to get the fanzine.
HOT DOG STAND - Buy the hot-dog with the money.

THE BRIGHT CORRIDOR - Spray the glasses hefore coming here then
wear them and feel around for the exits.

THE SECURITY SYSTEM - Give the guard the fanzine to distract
him.

LAWSON’S OFFICE - Lift the picture to get the string.

GETTING PAST THE DOG - Tie string to banger, put banger into
hotdog, hold string then give dog hotdog. ’

THE CRATE - (128K only) Prise open the crate with crowbar to let
loose the lemmings then get to the chasm fast. (48K only) Cpen
the crate to achieve the above.



THE CHASM - Catch the lemming here to get a card them get the
spade from the card. Use the trampette to lesap accross the
chasm €(run soutk then Jump on it).

THE REUIEMER - Give the alcohol to the reviewer to get past hia.
THE TREE - Plant seedcake, with spade, trzn set off the fire
alarm. Climb the plant and resach accrosz to get the nest. Get
the 299 from the nest.

THE PRISE STALL - Give the sams to get past.

THE SNAEE - Hatch the egg on the radiator to produce a bhird...
the bhird will eat the snake.

THE QUEST FOR THE HOLY SNAIL
MINI-ADVENTURE (128K ONLY)

IN BEDROOM - Examine the hed to find the sheets and the pillous.
Tear pillows to find a credit card. Tie sheets together, tie
sheats to hed, ocen window, throw sheets through window and
climb down sheets to get to the beach. Feel up the chimney to
get the string.

IN SHOP - Buy lamp.
BUY STOME - Pour oil from lamp then pull sword to get it.

ON BEACH - Throw sword to get coin.

IN PUB - Give string for key and coin for mug.

IL7AK NIGHT - Give mug to kill him and unlock gate with key.

#* MOTE =

An extended version of ‘THE QUEST FO9R THE HOLY SMHAIL’® 1=
available from Zenobi, az iz the ’sequel’ to *MICROFAIR MADNESS’
- *PERSOMAL COMPUTER WHIELEL!”’.



