


























































Conclusion 

Because text adventures aren't too taxing on the CPU, they usually 
run very well on emulators, suffering very few speed-related 
problems. However, if the two computers in question (host machine 
and emulated system) have radically different drive requirements, 
saving games could be a problem. 

Unless the set-up in question is a 16-bit computer emulating an 8-
bit machine (The Spectrum emulator on the Amiga runs THE HOBBIT 
perfectly, if a little slowly), it's very unlikely that animated 
graphic adventures will be supported. In any case, why would you 
want to run MONKEY ISLAND or LEISURE SUIT LARRY on an emulator when 
they've been released on every 16-bit format anyway? If your Atari 
ST gave up the ghost and you replaced it with an Amiga, then you 
might want to tryout your old software. As the best emulator in 
this case is PD anyway you would have nothing to lose, but you'd 
probably be better off selling them and buying the Amiga versions. 

Emulators are powerful and useful tools but, as stated earlier, 
they can rarely fully replace the machine that they are cloning. 

It's also worth noting that this article is far from comprehensive 
- if you know of any emulators that aren't featured, or if a 
particular emulator has proved especially useful to you, why not 
write and let us know. With a little imagination, a whole new world 
could be opened . 

*** 

contact addresses 

SYNTAX PD, 9 Warwick Rd, sidcup, Kent DA14 6JL 

MACRO SYSTEMS, Tel: 01049 6171 73048 

SILICA SYSTEMS, 1-4 The Mews, Hatherley Rd, sidcup, Kent 
DA14 4DX 

DATEL ELECTRONICS, Govan Rd, Fenton Industrial Estate, Stoke On 
Trent ST4 2RS 

AVANTE GARDE, 381 Pablo Point Drive, Jacksonville, Florida 32225 

LOCOMOTIVE SOFTWARE, Dorking Business Park, Dorking Surrey RH4 IBR 

PCIUG (PC Public Domain), Tel: 0732 771512 

Advantage PD (PC), Tel: 0242 224340 
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ORB OUEST WoW Software/The Guild 

STARTER GUIDE 

Look at your inventory to see that you have a pouch. Open it and 
look in the pouch to find some coins. Pay the captain and you can 
now go north. Here you will find a tramp in the gutter. 

Go west and enter the tavern. Go west again and you will see a 
notice advertising that first ale is free. Order ale. You will 
notice three groups of people. Examine the ladies and find that 
you can't hear what they are saying. sit behind the ladies and 
hear them talk of a coach to the fair. 

Go up and examine the door. Look through the keyhole and you will 
see a woman. Wait and she will leave. Open the door and go north 
into the bedroom. Now you must hide: 
AMSTRAD VERSION: shut the door and hide under the bed. 
SPECTRUM VERSION: climb through the window. 
Wait until the woman leaves again, then come out of your hiding 
place. 

Examine the table, open the drawer and look inside. Open the box 
and take the necklace. Climb through the window. Put the necklace 
in your pouch and close the pouch. Slide down the drainpipe. 
Go east twice into the market square. pick the pocket of the 
passing stranger. Open the pouch, take the necklace from the pouch 
and sell it 

Compiled by Sharon Harwood 

*** 
THE DARKEST ROAD Zenobi Software 

STARTER GUIDE (Atari ST version) 

You begin standing outside your farmhouse. Go west into the house 
and examine the desk and the chair. You will find a small map. 
Take it and examine it. Opening the desk you will find a piece of 
paper. Examine it and drop it, as it is a red herring. Examine the 
table to see a message written in the dust. Go west into the 
bedroom and examine the table. Take the orb that you find and 
examine it. 

Go east three times to the barn. Examine the barn and then go east 
again. Examine the hay to find a needle, then examine the hay 
again to find a small book. Examine the needle and the book. 
Examine the manger twice to find an old grimy map. Get this map 
(torn map) and examine it. Read the book for more clues. 

Now go west, west, north, west, north and north again to find a 
dead elf. Examine the elf and get his shoes. Go south, south and 
east into the Forest of Silence. 
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Wear the shoes here, or the Shade of the Forest will kill you. Go 
north and examine the leaves to find a card (red herring). Go north 
and examine the Shade. He will give you a message. Go south, south, 
west and north four times to the bottomless lake. swim the lake, go 
down and kiss the mermaid to enable you later to pass through the 
Forest of Forgiveness. 

*** 

LEGEND OF KYlWfDIA Virgin 

STABTER GUIDE 

At home (In the treehouse): 
Upon finding that poor old Brandon's grandad has turned to stone, 
pick up the note and the giant garnet that are on the work-bench 
and the saw which is underneath it. Grab the apple which is in the 
purple pot and then exit the treehouse. Use the tree root to get to 
the ground. 

Go left past the withered willow, then left again and enter the 
temple. Give Brynn the note and she will reveal the hidden message 
on it, which says that Malcolm the mad jester is responsible for 
grandad's condition. Brynn will then ask you to fetch her a purple 
rose. 

Go back to the treehouse then go right, picking up the sapphire as 
you go. Go right again to the Pool of Sorrow, gather a teardrop 
from the pool. Take this back to the withered willow and cure the 
tree by placing the teardrop into the trunk. 

Brandon's friend Merith will now appear wanting to play hide and go 
seek. Brandon should play along with Merith and follow him to a big 
tree. After scaring Merith up the tree, take the purple marble he 
gives you. 

Go right to a forest altar and place the purple marble to the left 
of the two that are already there. Pick a purple rose that grows 
near the altar. Go left, then down three times, then left again. 
Here you will find Herman and a ruined bridge. Give Herman the saw 
so that he can fix the bridge. 

Take the purple rose back to Brynn. She will then transform it into 
a silver rose. Take this to the altar and place it on top of it. 
This will make an amulet appear for you to use later. 

Go back to the bridge, making sure that Herman has finished his 
repairs before you try to cross the bridge. When he's done so, 
cross the bridge into the Timbermist Woods for the second leg of 
your quest. 

compiled by Debbie Lawford 
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HELPLINES 

MAY 1993 
********** 

In this pack we have updated page A-I which now includes the two 
newest telephone helpline numbers. 
please also note the new mail helpline address. 

Remember that we have six telephone helplines and a mail helpline, 
all detailed on page A-I. We have a large collection of solutions 
and, in the unlikely event that we cannot help you ourselves, 
there's a good chance that we can put you in touch with a fellow 
adventurer who can. 

BACK ISSUES 

Some of the very earliest back issues of the ACL members dossiers 
are now out of stock. We are able to reprint these but, due to 
higher printing costs, we must increase the price of MDs 1 to 13. 
These prices have been updated on page A-2. 

BINDERS 

Those of you who now have a completely up-to-date Reference Book 
Of Adventure, containing Packs 1 to 21, will have noticed that it 
is very nearly full! After this issue has been filed, you may well 
feel that you are going to need a second binder to continue your 
collection. 

The simplest way to organise the collection from now on would be 
to split the indexed sections between the two binders, putting 
sections A to F in one binder and Sections G to Z in the other. 
Of course, it's entirely up to you and if you have a different 
idea, we'd be interested to hear your suggestions. 

If you wish to purchase a second binder, you will not need another 
set of indices. We can therefore offer them to you at a reduced 
price of £6.95. 

Our thanks to Mike Barton, Sharon Harwood, Simon Husbands, Cal 
Jones and Debbie Lawford for their contributions to the Starter 
Guides and Hints 'n' Tips section in this issue. 
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DISCOUNTED SOFTWARE SERVICE - UPDATE: 

The following titles are now available and will be added to page 
W-4 in due course: 

RIVER SOFTWARE 

The Dark Tower 
The Mines Of Lithiad 
The Escaping Habit 

MEMBERS' CONTRIBUTIONS: 

Commodore 64 
(Tape or disk) 

£2.50 

Discount 
Price 

£2.25 

Thanks to all members who sent in their votes for the Golden 
Chalice Awards. The winners are announced on page A-11 in this 
issue. 

Despite the fact that we sent stamped addressed envelopes for the 
return of your votes, only about 30% of our members felt moved to 
reply. We received only two letters with the voting forms, and 
therefore we were yet again unable to include a letters page in 
this issue. 

Strangely enough, the most common complaint that we have received 
about the contents of the Reference Book packs has been that there 
is not enough input from members in the letters section! Well, the 
remedy can only be in your hands. 

The Club welcomes your comments and suggestions. You may mark your 
letter NOT FOR PUBLICATION if you prefer. 
You can also contribute to the Hints and Tips section, or send us 
maps and solutions to the games you have completed for our helpline 
database. 

BUY - SELL - SWAP: 

FOR SALE: ATABI STFM upgraded to 1 meg, plus 12 adventures 
including Wonderland, The President is Missing, Corruption, Super 
Quintet. Also STAC and Paintworks. New mouse . 
Only £150 including postage and packing. 
Telephone Hazel Miller on 081 470 8563 

FOR SALE: FOR ATABI ST (lmeg): Silent Service II, as new, £12. 
FOR AMIGA: Eye Of The Beholder I, £10. Eye Of The 

Beholder II, £12. 
Telephone Hazel Miller on 081 470 8563 

All members are invited to use the Buy-Sell-Swap service, which is 
free of charge, to advertise hardware and software items. To place 
your advert, either write or telephone Hazel at the Club address. 

021/S-48 



THE TAXHAN COMETH WoW Software/Zenobi 
Amstrad CPC series tape (£2.00), PCW disk only (£4.00) 
Spectrum 48k tape (£2.49), +3 disk (£3.49), from Zenobi Software 

Written by steve Clay, this .is a humorous text adventure 
programmed with the Professional Adventure Writer (PAW). You play 
the part of Queen Stephanie's tax collector and you have to 
persuade six residents of Tripe on the Wold that tax evasion is 
not a good and proper thing to do. However, adventures are never 
straight forward and the sort of complications you have to 
overcome include a Wizard who lives in a tower that doesn't appear 
to have an entrance, a Giant who would prefer to eat you than pay 
up, Topper who is rather free and easy about using his sword and a 
Dragon who is sitting on his pile of gold. (Amstrad version 
reviewed) . 

ATMOSPHERE 16/20 - VOCAB 17/20 - GRAPHICS - N/A - PUZZLES 16/20 
ESR 17/20 - STAR RATING ** Reviewed by Bob Adams 

A THIEF'S TALE WoW Software/ The Guild 
Amstrad CPC series tape (£4.00), disk (£6.00), from WoW Software 
Spectrum 48k tape only (£4.00) from The Guild 

The author is Simon Avery. with Simon's adventures you know before 
you begin that you are going to gently have your leg pulled and 
this three part adventure is no exception. You play the part of 
Sid, a thief of some repute, leading a party of companions 
consisting of the beautiful Lady Gwendoline, Shortstop the dwarf, 
Nasna the magician, Bruce the wolfhound and Fred the young 
apprentice. Various other characters appear that you can talk to 
as well as trying to complete your quest of finding Shortstop's 
long lost Uncle Gordo. This text only game is written with the 
Quill. (Amstrad version reviewed). 

ATMOSPHERE 16/20 - VOCAB 16/20 - GRAPHICS N/A - PUZZLES 17/20 
fSR 16/20 - STAR BATING * Reviewed by Bob Adams 

STUNT ISLAND Disney/Infogrames 
PC (386+, 13Mb HD) (£49.99) 

STUNT ISLAND is difficult to describe - it's both a very good 
stunt flight simulator, a 3D world generator and a film editing 
package. STUNT ISLAND simply lets you design, fly and edit your 
own stunts as well as 30 odd stunts pre-supplied with the game. 
Ideal for fans of flight sims who want more variety and fun than 
just shooting a primary and secondary target. Great game but some 
of the stunts are quite difficult to fly. 

ATMOSPH 17/20 - STRATEGY 17/20 - PLAYABILITY 16/20 - REALISM 16/20 
BSR 15/20 - STAR RATING ** Reviewed by Stuart Whyte 

021/U-31 



O/GENERATION Mindscape 
Atari ST, Amiga (£14.99), PC (£19.99) 

A secret project has gone out of control at a bio-tech research lab 
and the security system is on full alert, blasting everything that 
moves. You must make your way through the 10 levels of the 
building, puzzling out ways of avoiding deadly traps such as 
electrified floor pads, automatic doors and laser firing periscope 
things that pop up from the floors. Added to these you will 
encounter the various escaped mutant organisms which can disguise 
themselves as office furniture, waste bins or potted plants! Only 
one moan .•. you can only save your game position at the end of a 
level - extremely frustrating if you're as adept at getting fried 
as I am. Although described as such in the advertising hype, this 
is not the type of game that comes within my definition of an 
"Adventure", and I am most definitely not an action-game player, by 
any stretch of the imagination. However, I found this one immensely 
funny and incredibly addictive. (Atari ST version reviewed). 

ATMOSPHERE 15/20 - VOCABULARY N/A - GRAPHICS 15/20 - PUZZLES 17/20 
BSR 17/20 - STAR RATING ** Reviewed by Sue Roseblade 

GREAT NAVAL BATTLES EXPANSION DISC - SUPER SHIPS 
PC (£19.99) 

US Gold/SSI 

SUPER SHIPS OF THE ATLANTIC adds another ten scenarios and three 
campaigns to GREAT NAVAL BATTLES (reviewed on page 0-171). These 
scenarios and campaigns are on a "what if?" basis as they are based 
on ships that weren't built in time for the end of the 2nd World 
War. The scenarios and campaigns are well implemented and well 
worth getting if you enjoyed the original game - the expansion disc 
also includes patches for quite a few of the bugs in the original! 

ATMOSPH 14/20 - STRATEGY 13/20 - PLAYABILITY 10/20 - REALISM 16/20 
ESR 9/20 - STAR BATING ? Reviewed by Stuart Whyte 

KING'S OUEST V 
PC (£44.99) 

Sierra 

King Graham, returning to his Castle one fine spring day, finds 
that it isn't there! Aided only by Cedric, a trusty owl, and the 
new Sierra 'point and click' interface, you must track down the 
evil wizard Mordack who has spirited away your castle. There is a 
good variety of locations to explore: the town of Serenia, a dark 
and dangerous forest, a desert, snow-capped mountains, the ocean, 
an underground maze and Mordack's castle. They are all nicely 
depicted and contain their fair share of puzzles. The game is 
somewhat linear and a bit cute, but it's still great fun to play. 

ATMOSPHERE 13/20 - GRAPHICS 15/20 - VOCABULARY N/A - PUZZLES 13/20 
fSR 12/20 - STAR BATING * Reviewed by Geoff Hyman 
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TOPOLQGIKh 

P.O. Box No 39, Stilton, Peterborough, Cambridgeshire PE7 3RL 
Telephone: 0733 244 882 

Please add £2 postage on 1st title, 50p per each extra title. 
No credit card orders under £25. 

It:QtlIIill Ui§QQYDt 
~ ~ 

ACHETON BBC, AMd, PCW, PC fl5.00 flO.OO 
COUNTDOWN TO DOOM 
KINGDOM OF HAMIL 
PHILOSOPHER'S QUEST 
RETURN TO DOOM 

AVON/MONSTERS OF MURDAC £20.00 fl4.00 
LAST DAYS OF DOOM/HEZARIN 

SPY SNATCHER BBC (disk), RISC OS fl5.00 flO.50 
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LEVEL 9 COMPUTING 

P.O. Box No 39, Weston-super-Mare, Avon BS24 9UR 
Telephone: 0703 33B 969 

Nomal DiscoYDt 
Price ~ 

All titles below on cassette at £ 5.00 £ 4.50 
ADVENTURE QUEST SP4B C64 AM BBC 
COLOSSAL ADVENTURE SP4B C64 AM BBC 
DUNGEON ADVENTURE SP4B C64 AM BBC 
EMERALD ISLE SP4B AM BBC 
LORDS OF TIME C64 AM BBC 
THE PRICE OF MAGIK SP4B C64 AM BBC 
RED MOON SP4B C64 AM BBC 
RETURN TO EDEN C64 AM BBC 
SNOWBALL SP4B C64 AM 
THE WORM IN PARADISE SP4B C64 AM BBC 

GNOME RANGER SP4B C64 C64d AM MAd £ 9.95 £ 7.96 
PC MAC SP+3d AMd PCWd ST AG £14.95 £11. 96 

INGRID'S BACK 
SCAPEGHOST* 

SP4B C64 C64d AM MAd £14.95 £11.96 
PC MAC SP+3d AMd PCWd ST AG £19.95 £15.96 

*N.B. SCAPEGHOST is no longer available for Spectrum 

*** 

THE GUILD 

760 Tyburn Rd, Erdington, Birmingham, B24 9NX 
Cheques payable to Glenda Collins. 
Post free UK. For all overseas orders please add £1 per title. 

This selection of tapes are now on special offer to our members. 

CURSED BE THE CITY 
WEREWOLF SIMULATOR 
THE BASE 
THE TEST 
THE ISLAND 
I DARE YOU 
METHYHEL 
METHYHEL 
THESEUS 
TEACHER TROUBLE 
CORYA I: DRAGON 
ALSTRAD 

021/W-6 

SP4B 
SP4B 
SP4B 
SP12B 
SP12B 
SP4B 
SP4B 
SP12B 
SP4B 
SP4B 
SP4B 
SP4B 

~ Discount 
~ ~ 

£2.00 
£2.00 
£3.00 
£3.50 
£2.50 
£2.50 
£2.50 
£2.50 
£2.50 
£2.00 
£2.50 
£2.00 

£1.75 
£1.75 
£2.50 
£3.00 
£2.00 
£2.00 
£2.00 
£2.00 
£2.00 
£1. 75 
£2.00 
£1. 75 



ULTIMA UNPERWORLD II Origin 

General 
Paladin is the best character to choose. In any case, choose a 
strong character because you can always improve your magical 
abilities through training but you cannot increase your strength. 
Weak characters will not be able to carry much or wear heavy 
armour. 

When selecting your initial skills, "acrobat" is useful since you 
will not be able to get training in that skill later in the game. 
Sword is the most useful weapon to specialise at because there are 
more swords available than any other weapon. 

Since there are only four save games, back up regularly on to 
floppy disk. 

Lord British's Castle 
Investigate the secret room which leads off your own. Speak to 
everyone, and do not forget to return to the castle for training 
and update on the situation there. Nystul will activate the 
blackrock gems for you. 

At some point the servants will kick up a fuss about how they are 
being treated. Be totally sympathetic to their cause otherwise 
they will strike, which has dire consequences for you. 

Training 
Experience points gained can be spent on training . The following 
characters will train you in various different skills: 

Lord 
Dupre: 
Geoffrey: 
1010: 
Julia: 
Lady Tory: 
Nelson: 
Nystul: 
Patterson: 
Syria: 

British's Castle: 
Axe and Mace 
Attack and Defence 
Marksmanship, Swimming and Appraise 
Lockpick, Mending and Disarm Traps 
Charisma 
Lore and Search 
Mana and Casting 
Charisma 
Barehand and Sword 

Prison Tower: 
Garg: Barehand 

Killorn 
Altara: 
Lobar: 
Ogri: 

Keep: 
Mana and casting 
Sword 
Lore 

pits of Carnage; 
Any Fighter: Axe and Mace 
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Rather than be a jack-of-all trades, I recommend concentrating your 
efforts on fighting and spellcasting skills. You will be a more 
effective fighter if you specialise at one weapon (I chose sword) 
and gain attack and defence skills. Mana and casting are the most 
useful magical skills. As an additional skill, lockpick is highly 
useful until you are sufficiently advanced enough to .cast the 
"Open" spell. 

The Prison Tower 
Take the note you f i nd in the first room and show it to the guards . 
Visit all the levels and speak to everyone, including the human 
slaves on level 4. 

Do not attack the goblins yourself. Talk to the smith on level 5 
and offer to help him with his problem. He should give you a pair 
of gloves as a reward. Then speak to the captain on level 6. He 
will mistake you for someone else so go along with his deception 
and he will give you a password and another pair of gloves. 
Free the prisoners upstairs before returning to the captain. Ask 
him for the gem. Then pick the lock of the cellon level 5 and free 
the troll. 

Return to the human slaves and take the Cornucopia. Come back later 
to visit Garg, the troll. He. will have some letters to give you. 
The double doors on level 2 are "dungeon dressing" and do not lead 
anywhere, so don't worry about them. 

Killorn Keep 
Talk to everyone, including the cats. Do not trust Mystell. 
Altara will give you a dagger to kill the Listener Imp in the 
sewers of Lord British's Castle. She will also tell how to make a 
wand to cut the Guardian's power. 

ogri will ask you for a blue banner. The trap in the OUbliette can 
be deactivated by moving the candles from the pentagram. 
Avoid killing the Brain Creatures in the secret room. Much later in 
the game you will need to return here to defeat Mors Gotha and take 
the spellbook she is carrying. 

Ice Caves 
Explore thoroughly. The black gem is on level 2 towards the south. 
Talk to Mokpo. 

Kill the ice golem and enter the sewer control area. Read the note 
left by the controls. Perform the first half of the instructions, 
making sure that the button is pressed first . Retrieve the key from 
the maze before performing the rest of the instructions. 

Find the door in the maze and open. Pull the chain. This should 
open the dam. Return to level 2 and go north to Anodunos. Speak to 
the ghost. 
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Talorus 
Speak to Historian and Futurian. You will need to speak to 
Dialogician before you can communicate with Data Integrator. The 
amethyst rod can be found on level 1. 

scintillus Academy 
You will not be able to recharge your mana during the exam, so it 
is advisable to buy a potion of restore mana from the merchant in 
Killorn Keep. 

It is possible to complete the exam without using any spells, 
since there are plenty of wands and scrolls around. The gem may be 
found on a pentagram. 

Pits of Carnage 
Make the first man you meet into a slave and he will help you. 
Fight in the arenas to get respect. It is not necessary to fight 
Dorstag to get the black gem. 

The Wand of Altara can be used in a room to the north. 
Visit the mage on level 2. He will give you a bottled demon in 
return for a sceptre you will find in the Ethereal Void later on. 
Visit Blog on level 3 and play his game. He will help you later. 

Praecor Loth 
Use a rock hammer to smash the boulders on level 1. The wand of 
Altara is used where you find the gem. Talk to the ghosts on level 
2. You do not need keys to get past the Liches if you know the 
"Open" spell. 

On level 4 remove the candles from the pentagram to dispel the 
illusion. Talk to the ghost of the king and convince him he is 
dead. Take the horn and then cross the chasm to his tomb to 
retrieve the blue banner for Ogri. 

The Ethereal Void 
The magic sceptre is in the Red Hell. The mute man on the Cerulean 
Plain requires brain creature eyes. 
Each time you land on top of the white pyramid, you will change 
the colour of the square you are on. Jump on each square to change 
the pyramid to a uniform colour. Don't jump on a square more than 
once! Once the pyramid is one solid colour, a moongate of that 
colour will appear. 
Use the "Portal" spell to get into the Shrine of Spirituality to 
retrieve the gem. Wave the wand here. 

There is a bug in the golden maze. You will need to levitate over 
an elevator platform to reach the room with the moongate. The room 
should be gold. If the room is red and contains no moongate or 
only half a moongate, you will have to reload an earlier savegame 
(this may even have to be from before you entered the Void) and 
try again . 
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THE BASE Ken Bond 

Part One: 
To escape from the cell, simply wait until the package is thrown 
through the window. This contains all you will need to get out ... 
but wait for the right moment. 
To get through the door at the west end of the corridor, you need a 
card which you can find in some reading material in the governor's 
bedroom. 
To get through the door in the smelly area, you'll need a key which 
you can find on the slumbering guard. 
Search the governor's quarters carefully to find a source of light. 
You'll need to look UNDER things. 
To get into the safe, look for the manufacturer's name and note the 
first letters and the number of letters in each word. 
The camera needs to be set to automatic, with the lights turned on, 
for your passport photo I Make sure you stick it onto the PLAIN 
pass. 
To get into the photo studio, reach the keys with the broom handle 
which you can find in the attic. 
Don't listen to the cassette in the governor's quarters. Use a more 
mobile stereo system. Make a note of your instructions ... you'll 
need them later. 
Get athletic in the gym I Search the gap for a useful tool to help 
you lift the grate. 
When you hear footsteps, keep quiet and still. 
Use the soap to get through the tightest of spots. Remove your 
clothes too, if needed. 

Part Two: 
Search the hut with your torch to get the appropriate condiment. 
Empty this at the last moment, to put the dogs off the scent. 
Show your completed pass to the guards to get into the base. 
Wear the Levis and don't forget to check the pockets. 
Remove the hook on the chain as you'll want it later. 
When you find the sand, you will want to pretend you're at the 
seaside. Look in a few cupboards to find the tool you need. 
Get your buttonhole from the office and proceed to the torpedo room 
for a romantic encounter with a shady dealer. 
Find some meat in the kitchens and drug it with some of the 
Doctor's pills (you will need to force the issue) and then give 
your meal to the dogs. 
open the safe to get the plans by checking the calendar. Replace 
everything as you found it but don't forget to do your David 
Bailey! 
Examine the painting to swing things your way! 
Use the ladder to get onto the dais, then use your grappling hook 
to get over the wall and down the other side. 
Get flashing to get moving!! 
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PEATH OR GWRY Dream World Adventures 

Part One: 
Don't worry if the key falls down the well, you can get it later. 
Smash the crates to get a useful object. 
The scarecrow will provide two items. 
You will find a lamp if you search the hay by the pond. 
Roll and ride the log to go fishing. 
Search the water in the well, and soak the dirt. 
The cyclops needs mud in the eye. 
Dry your wire by the fire. 
Dip the spear in goblins blood to kill the swamp monster. 

Part Two: 
Crawl in the log and look through the knothole. 
Watch out for the robin's return. 
Examine the ladder to find a lamp. 
Search the troll's kidneys twice. 
Wear the bag to decapitate the medusa. 
Catch a meerkat in a sack. 
Dig by the goblin fire, and move the dead goblin. 
To wake the troll, shake his epiglottis. 
To defeat Lydia, smash her mirrors. 

*** 

ISHAR - LEGEND OF THE FORTRESS Silmarils 

The magical flask is in the temple in Rhudgard forest. Stand with 
your back to the Rhudgard bridge and move east through the reeds 
until you reach a clearing near the river. Turn north to see the 
temple. Once inside, push the first lever you come to but don't 
touch the second lever. There is a rune here. 

A merchant travelling in Zendoria will ask you to find an Ygwen 
(turtle) and take it back to him. One can be found on the extreme 
eastern shoreline of Silmatil. In Valathar another merchant, one 
of Jarel's companions, will give you a flask of toad eye each time 
you walk up to him. 

Go to the edge of Uldonyar facing west. One step forward will take 
you into Gil-Aras. Just as you enter, before everything goes black 
you should catch a glimpse of a rune in the distance. If you don't 
see it, continue one step at a time around the edge of Uldonyar 
until you do. Guess how many steps it takes to reach it and walk 
into the darkness feeling in front of you. 

The vision mask which you must wear to see Brozlan can be found in 
oshirod. In the maze of shrub look for a warrior in a clearing who 
is wearing it. 
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MILLENNIUM 2.2 Activision 

Br.;SQUR~r.; AY:AlLA5ILII:lC 

MASS MU~AIE A B ~ (.l E E !;! H I ,;r IS :r.. M H 0 

MOON NO * * * * * * * * LEDA NO * * * * * * * * CALLISTO NO * * * * * * * * * * SATURN YES * * * * * * * * ENCELADUS NO * * * * * * * TETHYS NO * * * * * * * * * RHEA NO * * * * * * TITAN YES * * * * * * * HYPERION YES * * * * * PHOEBE NO * * * * * * * * URANUS YES * * * * * * * * * MIRANDA NO * * * * * ARIEL NO * * * * * * * * UHBRIEL YES * * * * * OBERON NO * * * * * * * * * TITANIA YES * * * * * * * * NEPTUNE YES * * * * * * * * * TRITON YES * * * * * * * * * PLUTO YES * * * * * * * 
~ 

* = Resource is available 
A Methane B Hydrogen C Sulphur D Oxygen 
E water F Platinum G Nitrogen H Titanium 
I Aluminium J Silicon K Iron L Uranium 
M Copper N Silver 0 Chromium 

*** 
~ROJECT IIQVA Zenobi 

~ut OD~i 
Turn off the air system before putting the spanner into the hatch, 
then turn it back on. 
cut off the alien's hand. 
Use the cutter to get into the vault. 
Turn off the ship's defence before leaving. 

~iU.:t TwQi 
Feed the small alien to the plant. 
Wait around at the city gates to find a way inside. 
Put the poisonous fruit onto the stall to provide a distraction. 
Throw the gold into the jail. 
Drop the meat by the broken hatch. 
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KING'S QUEST V; THE DESERT 

To avoid dying of thirst, you need to drink at an oasis. Plan your 
route via the oases and save your game after refreshing yourself. 
Some important landmarks in the desert area are the temple, the 
bandit camp and an old skeleton. Make sure you collect the item of 
footwear. You will need to gain entrance to the temple. This can 
by done after a well timed visit to the bandit camp. 

At the gap in the cliffs, there is a pool of water near the rocks. 
You can use the rocks to hide from the bandits. watch how they get 
into the temple, as you will need to employ a similar method 
later. At the bandit's camp you can refresh yourself from the jug. 
If things are quiet come back after you have spied on the bandits 
at the temple entrance. When the camp is busy you can carefully 
enter one of the tents which contains a sleeping bandit. At the 
back of the tent is a very useful staff, so grab it and escape 
without being caught. Back at the temple entrance, use the staff 
to open the doors. There are two things inside that you need; a 
gold coin and a brass bottle. You must really move fast to get 
these without being trapped. Plan your raid by saving your 
position before entering the temple and take note of the location 
of the desired items. Don't try to take any other items of 
treasure. Later, the gold coin will get you into the caravan. 
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KINGS 

Did you notice a brief glint in the nest, before the eagle gave you 
a lift to the beach? The boat can be repaired if you have the right 
item. Danger is lurking in the ocean, off the edge of the map. There 
are a couple of items that you need on the island, and an injured 
friend who can be healed by the hermit. Later, a mermaid guides you 
to another island, for the final chapter of the story. 

Just staring into space might give you a sense of direction here, if 
you need it. Search all the dead ends and you will eventually find a 
rather silly monster, who likes to dance. A musical instrument might 
be just what he needs. The monster will drop an object that may be 
just what you need to get inside the castle. 

Later, in the prison cell, you can hook some food for a mouse. Oh, and 
you did give the locket to the princess, didn't you? Return to the 
castle and defeat Murdack to complete the game. 
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