




































































RENEWALS: 

.JULy 1993 
*********** 

A large percentage of our members are due to renew their 
membership after this issue (forms have been enclosed for those 
who need to renew). It would help our administration considerably 
if you would renew your membership at your earliest convenience, 
so that we can plan as accurately as possible the size of our 
print run for the September issue. 

TELEPHONE HELPLINE: 

Due to her promotion at work, Sylvia Parry has informed us that 
she no longer has time to run her telephone helpline and so sadly 
we must remove her name from our list of helpliners. Page A-I will 
be updated in due course. 
We would like to take this opportunity to thank Sylvia very much 
indeed for all her help and support over the years, both as a 
helpliner and reviewer for The Adventure & strategy Club and for 
The Adventurer's Club before that. 

Please remember, if you need help with a game, that any of our 
other helpliners will be pleased to hear from you. 

DISCOUMTIID SOFTWARE SERVICE: 

Please note that River Software are no longer producing tape 
versions of their Commodore 64 games. They are however still all 
available on disk. 
Page W-4 has been updated with this issue and shows a complete 
list of Commodore 64 disks available at a discount to our members. 

THANKS: 

Our thanks to Bob Adams, Sharon Harwood and Debbie Lawford for 
their contributions to the Hints 'n' Tips section in this issue. 

USEFUL ADDRESSES AMENDMENT: 

We have been informed that Ken Bond no longer distributes his own 
adventures and therefore his address will be deleted from page 
A-13 at the next update. 
Ken Bond's adventures are available from The Adventure Workshop 
(Amstrad versions) and The Guild (Spectrum versions). The PC, 
Amiga and Atari ST conversions of THE TEST can be obtained from 
Bob Adams, whose address appears at the top of the review of this 
game (Page 0-207). 
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BUY - SKU. - SWAP; 

WANTED - FOR PC: Myth from Magnetic scrolls. Please contact Keith 
Green, 57 Fane Way, Maidenhead, Berks SL6 2TW. Tel: 0628 22987 

WANTED - FOR PC: Space Quest 2 .and Space Quest 3 from sierra. 
Please contact Geoff Hyman, 66 Lady Margaret Rd, London NW5 2NP 
Tel: 071 267 0663 

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, write or telephone Hazel Miller at the Club address . 

HET.p WANTED: 

We are looking for a full solution or hints to THE AMULET OF DARATH 
from Zenobi Software. 

Members are invited to send us maps or solutions to any games they 
have completed, so that we can use them for our helpline service . 

CONTRIBUTIONS: 

We always look forward to contributions and comments from our 
members. Why not send in some hints for Section X or a starter 
guide or playing guide for any well-known adventure or RPG . 

It would be nice to receive more letters from members, so please 
write to us if you have any comments to make about the Club. We 
need to know whether we are meeting your adventuring needs, and in 
what way we can develop and improve our services. Please indicate 
whether or not you wish us to publish your letter. 

PERSONAL MESSAGE: 

As The Adventure & Strategy Club has now been in existence for two 
years, we would like to take this opportunity, to thank all members 
of the A & S team for all their hard work and loyal support. 

Heartfelt thanks then (in alphabetical order!) to: Bob Adams, Mike 
Barton, Sharon Harwood, Simon Hurrell, Simon Husbands, Cal Jones, 
Debbie Lawford, lain MacKenzie , Ian Osborne, Joan Pancott, Sylvia 
Parry, Mark Rooney, Hugh Walker, Stuart Whyte and Jackie Wright . 

Sue Roseblade - Editor 
Hazel Miller - Secretary 
Geoff Hyman - Publisher 
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ABANDONED PLACES 2 ICE 

DUNGEON 00 
Stand in the alcove in the room with the two pillars (in the 
northeast of the dungeon) to make the south wall disappear. Walk 
through the wall to find the stairs and through the wall again to 
find a key. Place some items on the pressure pad, then walk 
through the wall again. 

DUNGEON 01 
There are two keys which are carried by monsters. In the large 
room to the southeast, the key is behind the north wall. Use the 
switches to remove the wall. 
From the crossroads in the corridor that spins you around, head 
north . Press the switch on the wall to open the door and walk 
through the south wall to collect the key. Open the doors to get 
the Elixir and take this to where you first started. 

DUNGEON 02 (Dwaryen Mines) 
Use levitate spells to go through the two doors with the pressure 
plates in front of them. Press the hidden switch and travel anti­
clockwise around the room with the chest in it, this will remove a 
pillar in front of the stairs. 

DUNGEON 03 (Dwaryen Mines) 
Go to the very large room and find the switch which opens the wall 
to the south. Kill a monster to find a key. Go back to the start 
and open the right hand door. The stairs to the next level are in 
this room. 

DUNGEON 04 (Pwaryen Mines) 
Find four keys to open the doors. There are two exits from this 
dungeon. One is in the south of the dungeon, the other is in the 
northwest. 

DUNGEON 05 (Pwaryen Mines) 
Collect two keys and four longswords. Make your way to the 
southeast of the dungeon and open the door. Place the four 
longswords on the pressure pads, one each on the first line of 
pads and the last on the third right of the middle row. This opens 
the wall to the exit. 

DUNGEON 06 (Dwaryen Mines) 
Go straight to the south of the dungeon, walk through the wall to 
find a door. Open the door, press the switch and open the second 
door. Go back out and walk east around the wal l until you come to 
another illusionary wall. Go through this to find a key to the 
exit door in the middle of the dungeon. 

DUNGEON 07 (Dwarven Mines) 
Find a key in the southwest of the dungeon and another in the 
east. Use the key to find a magic stone in the chest and use the 
magic stone to open the door to the exit. 
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DUNGEON 08 (owaryen Mines) 
When you get to a place where there are three switches in a row (in 
the north of the dungeon) use only the far right and the far left 
switch (leave the middle one alone!), otherwise you won't be able 
to complete the level. 

DUNGEON 09 (Pwarven Mines) 
Make sure that you have a torch for this level. You will need one 
to open the exit. Throw it into the fire in the west of the 
dungeon. 

DUNGEON 10 (Pwaryen Mines) 
Once you have the shield, travel all the way back up through the 
dungeons to the outside world and find the entrance to the tower in 
the northwest. 

DUNGEON 11 (Tower Levell) 
From the start, walk through the pillars to the south and through 
the south door. This takes you to Dungeon 15 which you will need to 
complete before you can finish Dungeon 11. 

DUNGEON 12 (Tower Level 2) 
Before you start this level you need to have four magic sapphires 
to complete it. . 

DUNGEON 13 (Tower Level 3) 
Save your game. Find a key and walk through the wall to the north. 
Follow the passage around, using a levitate spell all the time 
until you come to a door. 

DUNGEON 14 (Tower Level 4) 
Levitate over switches. Cast a spell down the corridor to remove a 
pillar. The key to the door is in the fire in the middle of the 
large room. 

DUNGEON 15 (Tower Level 5) 
To open the door in front of the fire, weigh down a hidden pressure 
pad in the fire. 
The key to the chest on Tower Levelland the magic sapphires on 
Tower Level 2 are beyond this room. 

DUNGEON 16 
Use all the teleports at the start and a switch in the north, to 
find a key in the northeast room behind the pillars. (Use a true 
seeing spell all the time to find all the hidden switches) . 

DUNGEON 17 
Make your way to the fire in the southeast of the dungeon. Hit a 
switch and get the key. Go down the pit to get another key. Go 
through the doors and head northwest towards the pit which leads to 
Dungeon 18. Use a rope to go down the pit and a levitate spell, 
otherwise you will go all the way down to Dungeon 19. 
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DUNGEON 18 
Travel west, south, east, north and east again. Open the door and 
walk to the end of the room which will teleport you to the east of 
the dungeon. Use the switches until you can get to the south of 
the room. Get a key, go up the passage and use the teleport. Open 
the door and go up the stairs. 
This takes you to Dungeon 17 where, by using a true seeing spell, 
you will find a key. Return to the pit where you started and go 
down. 

DUNGEON 19 
Open the door with the key from Dungeon 17. Head south towards a 
door and the exit. 

DUNGEON 20 
In the room with all the fire and water (in the north of the 
dungeon) behind an illusionary wall, there is a key. Use this to 
open the door in the north-northeast of the dungeon •. Behind the 
door is a teleport which will take you to the exit room where you 
can use the stairs or the pit to get to Dungeon 21. 

DUNGEON 21 
When you drop into the fire room, press the switch in the middle 
of the pillars in the south of the room. Face north, step once 
north, then once east, go north eight paces, east one pace, then 
south to the wall. This should reveal a hidden passageway which 
you will have to run down thirty three paces until you come to an 
illusionary wall to the west. 

pUNGEON 22 
In the very large room, find six switches which will reveal a 
passageway in the northwest of the room. 

DUNGEON 23 (The Final Confrontation) 
Go down the stairs. Use a levitate and a true seeing spell which 
will reveal a switch. Press this to open the door. Go through the 
door in the first room to the left. Kill a monster to get a sword. 
Go back to the beginning where a wall will have opened and you 
will find two keys. 

In the large room, you can only use spells in the southeast of the 
dungeon. Between the pillars use a true seeing spell to reveal the 
chest rooms. Get the goodies out of the chest, then go and kill 
the monster which is in the northwest of the dungeon. Get the key 
he drops and then use a true seeing spell in the chest rooms. 
Use the scroll to finish the game. 

Compiled by pebbie Lawford 
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SPACE OUEST IV; ROGER WILCQ AND THE TIME RIPPERS Sierra 

Xenon. at start 
Hide, then use the rope to catch the toy rabbit. Hop down a loose 
grating to the sewer system. Use a jar to collect some green slime 
before peeking out of the manhole cover. Evade the Sequel Police by 
stowing away on their craft. Steal a Timepod and note down the 
symbols above the keypad. These are the Xenon coordinates, which 
you will need to return here later. Soon you are on your way to ••• 

Estros 
In the nest, find the gum wrapper before being captured by the 
Latex Babes. When the sea slug attacks you, give it a dose of 
oxygen. When the going gets tough, the tough go shopping .•• 

Galaxv Galleria 
Find a credit card, work in the burger joint, pick up a cigar butt 
and shop at both of the clothing stores. A hint book may also be 
found, at a bargain price. You can collect loads of money, but 
don't spend it until you know what you need to buy. Now where was 
that sushi bar? The right dress at the right time helps a lot. 
Dodge the Sequel Police via the Skate-O-Rama and steal their 
Timepod again! The hint book and the gum wrapper hold the 
coordinates for the next thrilling instalment ..• 

Ulence Flats 
This looks a bit familiar if you have played SQ1, only worse! All 
you need here is a book of matches and a safe but timely route back 
to the timepod. Now what were those Xenon coordinates? 

Xenon. again 
There are no guards at present, so a little chemical action may 
open some doors for you. Smoke will expose the three sets of lethal 
laser beams. To pass, they must all line up vertically, so punch in 
the angles of rotation. When you get past, examine a computer 
terminal to learn the correct type of connector for your laptop. 
Oh, you did remember to note down the coordinates of the Galleria 
before you left? When you have purchased the connector you can get 
an overhead view, to see where the deadly droids are. Your computer 
might need another battery, do you have a spare one? 

Hmm, this seems to be the entrance to the Programming Chamber. Now 
what did I do with that hint book? OK, so what do all these icons 
do. stop the droids, format your brain and crash the computer •.• 
let's try that again? 

So, the countdown begins and a short elevator ride takes you to 
Vohaul's chamber. He has taken control of your future son's body, 
downloading his mind onto a floppy disk. Beat him to the punch, 
collect the floppy disk and shove it into the disk drive. Trap 
Vohaul and return your future son to his body. That's it. 

compiled by Geoff Hyman 
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THE BEGINNIBG OF THE END Zenobi Software 
Spectrum 48 tape (£2.49), disk (£3.49). Also on compilation disk 

This game continues the saga that began with ESCAPE FROM HODGKINS 
MANOR. The dastardly Basil Hodgkins is at it again and you must 
overcome a steady stream of problems in order to complete your 
quest. Unfortunately I didn't think that it lived up to its 
predecessor, the humour falls flat and it lacks any atmosphere. 
Combined with the fact that the puzzles are average, the overall 
result is a game of no particular interest. I have to admit to 
being a little disappointed in the light of having enjoyed the 
first game. 

ATMOSPHERE 12/20 - VOCABULARY 13/20 - GRAPHICS N/A - PUZZLES 13/20 
~ 12/20 - STAR BATING ? Reviewed by Sharon Harwood 

THE LAST SNOWHAN WoW Software 
Amstrad CPC tape (£2.00), disk (£4.00) 

Written by Margaret & Mike Crewdson, this adventure is aimed at 
children and does the job very well. It has been programmed using 
the Graphic Adventure Creator (GAC) and it starts off with a well 
drawn and colourful loading screen plus music from Swan Lake 
playing. A further nice touch is that the game can be supplied 
already personalised with the child's name, so that locations and 
items in the game such as the bedroom become "Bob's" bedroom 
rather than just "your" bedroom. The game is also written in a 
very helpful way by spelling all the important words in the text 
in CAPITAL letters and thereby drawing attention to them. Coupled 
with a nice story line. Ideal. 

ATMOSPHERE 14/20 - VOCAB 15/20 
£§R 14/20 - STAR RATING * 

GRAPHICS - 13/20 - PUZZLES 12/20 
Reviewed by Bob Adams 

THE WST TWILIGHT Zenobi Software 
Spectrum 128 tape (£2.49), disk (£3.49). Also on compilation disk 

This is a tale of vampires, set in ·the grounds of an old country 
house '" sort of Brideshead Revisited meets Dracula! Although it 
sounds intriguing I found the actual playing rather dull. There 
are lots of different locations, all nicely described, with 
occasional average graphics, but the whole game did not seem very 
focused. All too often I found myself wandering around aimlessly 
wondering what to do next and the tiny font hurt my eyes after a 
while. I got the feeling that the game was trying too hard to 
impress, without spending enough time on important things, such as 
puzzles, vocabulary ' and atmosphere. Only for the very dedicated. 

ATMOSPHERE 10/20 - VOCAB 10/20 - GRAPHICS 10/20 - PUZZLES 10/20 
RSR 9/20 - STAR BATING ? Reviewed by Simon Husbands 
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SPACE OUEST I: THE SARIEN ENCOUNTER Sierra 
PC, Amiga, MAC (£39.99) (Icon driven version) 

To boldly go where no man has swept the floor .•• Roger wilco, space 
janitor, is caught napping in a storage closet while his crew-mates 
are being zapped by the evil sariens. The Sariens capture the Star 
Generator, with which they plan to terrorize the universe. That is, 
unless you can stop them first. And your ship is about to explode! 
To cut a short story shorter, Roger can eventually get his own back 
by blowing up the Star Generator and the Sarien ship, thereby 
winning the coveted award of the Golden Mop. Don't you just love 
it? The game has pleasant graphics and so-so music. The puzzles 
differ slightly in this revamped version from the original text 
based version. OK, as far as it goes. 

ATMOSPHERE 14/20 - VOCAB N/A - GRAPHICS - 16/20 - PUZZLES 13/20 
PSR 13/20 - STAR HATING * Reviewed by Geoff Hyman 

SPACE QUEST 2: VOHAUL'S REVENGE 
Atari ST, Amiga, PC (£34.99) 

Sierra 

Using a thin link to SPACE QUEST I, you (Roger) have been promoted 
to chief janitor on board the Xenon 4 space station. After 
undergoing a kidnapping, being condemned to hard labour for life 
and then a spacecraft crash, you find your problems are only just 
beginning. Your task is to prevent the evil Sludge Vohaul from 
conquering the earth. He is planning to infest the planet with 
thousands of genetically engineered door-to-door salesmen. This 
episode has interesting puzzles which mostly have logical 
solutions. As always it is very easy, and often quite humorous, to 
die, so save regularly. The repetitive tune is also present. 

ATMOSPHERE 10/20 - VOCAB 8/20 - GRAPHICS 11/20 - PUZZLES 17/20 
~ 14/20 - STAR RATING * Reviewed by Mike Barton 

POLICE QUEST 2: THE VENGEANCE! 
Atari ST, Amiga, PC (£34.99) 

Sierra 

continuing on from POLICE QUEST I, Detective Sonny Bonds finds out 
that Jessie "Death Angel" Bains has escaped from custody and taken 
a hostage. The aim of the game is to bring him to justice. Using 
the complex documentation such as traffic codes, radio codes and 
penal codes, as well as passwords to solve the many, sometimes 
difficult puzzles, gives the player real value for money. I do like 
the change of scene, away from space and medieval romance. The use 
of sound is limited but there are some nice nested graphics .•• 
filing cabinet, drawer, file. Great puzzles. 

ATMOSPHERE 10/20 - VOCAB 10/20 . - GRAPHICS 13/20 - PUZZLES 18/20 
~ 14/20 - STAR BATING * Reviewed by Mike Barton 

Note: POLICE QUEST I was reviewed in MOs 35/36 
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SPECIAL SOFTWARE DISCOUNT SCHEME 

The Club has arranged special discounts for members with the 
following independent software houses. 

To benefit from this scheme, you must order di~ectly from the 
company concerned and NOT from us. You must mention that you are a 
member of The Adventure & Strategy Club and you must quote your 
membership number. You may then forward the amount shown below as 
the special members' discount price. 

*** 

TARTAN SOFTWARE 

61 Baillie Norrie Crescent, Montrose, Angus, Scotland DD10 9DT 
Telephone: 0674 74259 

l!oC!!al Diticount 
~ price 

a) THE GaRDELLa INCIDENT SP48 £ 3.95 £ 3.20 
b) GaRDELLa'S DEMISE SP48 £ 2.95 £ 2.40 
c) DOUBLE AGENT/ESCAPE SP48 £ 3.95 £ 3.20 
d) SIX-IN-ONE (six adventures) SP48 £ 4.95 £ 3.95 
e) PRINCE OF TYNDAL SP48 £ 1.95 £ 1.60 
f) SHIPWRECK/CASTLE EERIE SP48 £ 2.95 £ 2.40 
g) CROWN OF RAMHOTEP/PROSPECTOR SP48 £ 2.95 £ 2.40 
h) TWO-IN-ONE (Green door/Red door) SP48 £ 1.95 £ 1.60 

THE LOST DRAGON SP48 £ 2.95 £ 2.40 
THE LOST DRAGON AMd PCWd £ 3.95 £ 3.20 
ADVENTURE BUILDER SYSTEM SP48 £ 4.95 £ 3.95 
SPY TRILOGY SP48 £ 2.50 £ 2.00 
DOUBLE AGENT AMd PCWd £ 4.95 £ 3.95 

CompilgtiQDS: 

TARTAN 5 (Tapes e,f,g) SP48 £ 5.50 £ 4.40 
TARTAN 7 (TARTAN 5 + h) SP48 £ 6.95 £ 5.60 
TARTAN 11 (Tapes d,e,f,g) SP48 £ 9.50 £ 7.60 
TARTAN 5 + 2 (TARTAN 5 + c) SP48 £ 7.95 £ 6.40 
TARTAN 7 + 2 (TARTAN 7 + c) SP48 £ 8.95 £ 7.20 
TARTAN 11 + 2 (TARTAN 11 + c) SP48 £11.50 £ 9.20 
THE GORDELLO DYNASTY (Tapes a,b) SP48 £ 4.95 £ 3.95 

DOUBLE AGENT and THE LOST DRAGON AMd PCWd £ 7.95 £ 6.40 
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RIVER SOFTWARE 

44 Hyde Place, Aylesham, Canterbury, Kent CT3 3AL 
Telephone: 0304 840319 

Cheques payable to J. Lockerby. 
Post free UK. For all overseas orders please add £1 per title. 

ALL TITLES FOR COMMODORE 64 

Disk 1. The Hammer of GrimmoldjMutant/Matchmaker 
Disk 2. The Jade Necklace/Lifeboat/The Challenge 
Disk 3. Realm of Darkness/The Cup/Witch Hunt 
Disk 4. Domes of Sha/The Miser/Jack and the Beanstalk 
Disk 5. Into the Mystic 
Disk 6. The Bounty Hunter (with map and hint sheet) 
Disk 7. The Ellisnore Diamond 
Disk 8. Davy Jones Locker 
Disk 9. The Enchanted Cottage 
Disk 10. Treasure Island (2 parts) 
Disk 11. The Dark Tower 
Disk 12. The Mines Of Lithiad 
Disk 13. The Escaping Habit 

Disks 
Disks 
Disk 
Disks 

1 to 4 
5 to 9 
10 
11 to 13 

Tape versions are no longer available . 
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~ 

£ 3.50 
£ 2.50 
£ 2.95 
£ 2.50 

Discount 
~ 

£ 3.15 
£ 2 . 25 
£ 2.65 
£ 2.25 



THE UNBQRN OHE Cl.ive Wil.son 

Make sure that you examine everything in the blacksmith's forge 
very thoroughly, as there are a lot of objects to be found here. 

The Oaken Shroud will help you if you are correctly attired. 
Remember to take careful note of what he says. 

Protect your head and legs when confronting corgalis and make sure 
you have something suitable to throw at him. 

Scenario One (Max 99%): 
This is the mountainous route. 
Some simple addition will help you to enter the cave. 
Think of the spinner as your compass and USE it. 
Singing and climbing will help you at the portal. 
The spider army can be entangled in an unlikely way. 

Scenario Two (Max 98%): 
Examining the water plant will give a clue to its use. 

Scenario Three (Max 100%): 
Examine the causeway before you go further. 
Tread carefully to pass through the shattered breaks. 
Drop the vial onto the mat to protect it soundly. 
Use the mat to pass through the broken wall. 

*** 

THE DARK GLADIATOR FSF Adventures 

Drug some wine to get rid of the receptionist. 
Examine the door of the derelict shop to find something you need. 
You'll need to use magic to move the block. 
Look up, on the hotel landing. 
Busking will help to raise some cash. 
Need a light source? Remember your flaming shirt. 
Keep on trying to kill the Gladiator, you don't always succeed the 
first time. 

*** 

THE LOST TOMB OF ANANKA Compass 

Examine the sarcophagus after you've stopped the Mummy. 
Fill the bucket with water from the pit. 
Pull the Mummy off the spikes after you've jumped on him. 
Use the Words Of Power to solve several problems. 
TAKE the jewel from the mouth. 
USE MIRROR to direct sunlight. 
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CURSE OF ENCHANTIA Core Design 

Dungeon: 
Push/pull the wall to find a paper clip to unlock the door. 

Hallway: 
Grab the fishbowl. 

Underwater: 
Remember to use your diving helmet. 
Free the fish. 
Give Mr Fish the pipe that's in the hole. 
Get a lift with the turtle. 
Pick up the electric prod and fight the shark with it, whilst 
moving to the left. 

Cave (first): 
Search to find a button. 

Cave (maze): 
Pick up all the rocks you can get and give them to the basher until 
he gives you a stick with string on it. 
Throw the computer on the plank. 
Use the wire on the pegs to get mud. 

Village: 
Go to the shop called Mages and give the wizard some money. 

Cliff: 
pick up the gloves. 
Push/pull buttons 1,2, and 4. 
Wear the chewing gum to catch a falling rock. 
Say Open Sesame to enter the cave. 

Village: 
In the costume shop, hire a costume and go into the back room. Wear 
costume. 

Snow World: 
Throw plank to get fish. 
Fight the ice block with the fishing rod. 

Ice Palace: 
Push/pull the icicles, going from shortest to longest, to enter the 
palace. 
Throw the dice to find a megaphone, fight with the broom to get an 
icicle. 
Find a jack, a prism, a magnifying glass and a gun by throwing the 
dice. 
Use the whistle to break the glass. 

Ice maze: 
When the monster goes to sleep, put a match in his toe. 
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Scrap yard: 
Insert hair into the sneezy monster. 
Post a letter. 
Record on the tape and give it to the hippy • . 
To get the marbles go left with the wind, trying to build up a bit 
of momentum. Grab the marbles as quickly as you can. 

Grayeyard; 
When you meet the vampire, move quickly to the left of the screen 
and he will fall into the grave. 
Fight the next vampire with the shovel. 
Push/pull the gravestone to get rid of the next vampire. 
Go back to find the garlic and the bread. Eat this to scare him 
off. . 

Showdown with the witch: 
Look for the ring in the room to the left. 
Push/pull the back of the bookcase. 
Fight with the vacuum cleaner, then push/pull the fire 
extinguisher, then fight with the fan. 

*** 
THE TEST Ken Bond 
(PC version) 

Read your letter carefully, it contains a clue. 
In the stone building, you will need to use a fiery technique to 
get at the box. 
Be sure to aim at the hump in the minefield. . 
Take a ride inside something when you shoot down the chute. 
Feel under the bulldozer to find something to blow away your 
problems. 
Take careful note of the inscription on the tomb, as you will need 
the information later. 
To get out of the orchard, you will need to be on the shelf with 
an extended tree-feller. 
The barn door needs a second attempt. 
Don't forget to look both under and inside the tractor. 
The bull could become a slippery character. 
You must dance your way across the bog. 
To enter the house, the door knobs will need "shorting". 
An unusual toy will help you to search the maze. 
Some engine driving will take you closer to your destination. 
A leaky bucket will temporarily weigh something down for you. 
The steel building puzzle is best solved on paper. Each button 
operates some sort of revolving door and you must position them in 
various ways to reach all the keys. 
Smoking will distract the guards. 
In the headquarters, you will need to try three times to disable 
the camera. 
A code from the tombstone will open the safe. 
Don't be greedy. 
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THE HISER 
(Spectrum version) 

OBJECT 

Bone 
Book 
Broom 
Candle 

Card 
Coal Scuttle 
Coin 
Coal 

Dog 

Fiddle and bow 

Food 
Hammer 

Ladder 
Nails 
Paper 

Pipe 

Plank 
Rag 
Rum 
Saw 
Spade 
spike 
Ticket 
Turkey 
Uncommon torch 
Water 

Useful tips: 

LOCATION 

Graveyard 
School 
Alcove (Bedroom) 
From the vicar 

From the gentleman 
Bob's Office 
At old home 
Falls off cart 
(Remember Belle) 
Find dog, get it, 
then if it runs away 
CALL DOG 
Warehouse 
(Remember Sir Roger) 
orphanage larder 
Orphans' dormitory 

Look behind barn 
Barn 
Old home 

Tobacconists 
(You must win it) 
Builder's yard 
Tavern 
Help Drayman 
Builder's yard 
cottage garden 
Railway siding 
In your boots 
Butchers 
Under barrel 
Barrel in barn 

River Software/Zenobi 

USE 

Throw it to the large dog. 
Gift for Martha. 
Sweep the tavern. 
Light it from the office 
fire. 
Gift for Peter. 
carrying water or coal. 
For man at Business Centre. 
To give to the old lady. 

Give to Tiny Tim. 

Gift for Belinda. 

To feed orphans. 
To prise nails, lever spike 
and fit shelf. 
For window cleaning. 
To fit shelf for butcher. 
Read it, then take it to the 
warehouse. 
Gift for Bob Cratchit. 

To make shelf. 
To wash windows. 
To enter orphanage. 
To make shelf. 
For digging in churchyard. 
To drive into the barrel. 
For riddle competition. 
Gift for Bob's wife. 
Shake it over Tiny Tim. 
To wash windows. 

Don't empty the barrel until you've done the church windows. 
If you try to carry the wet rag from the barrel, it will dry out. 
If you give the coal to the old lady before cleaning the windows, 
the empty coal scuttle will be found outside her cottage after a 
few moves. 
If the little dog makes off with the bone, it can be replaced by 
digging in the churchyard again. 
Dropping things in the street will result in an urchin taking them 
and then leaving them in the junk yard. 
If you kick the dog you won't see him again! 
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SHAPOW OF THE COMET INFOGRAMES 

ImLl 
To mark the calvary on the map, it helps to use a table. 

~ 
Developing the photographic plates may tax your knowledge of 
chemicals. Both metol and hydroquinone are developers. A common 
fixing agent is sodium thiosulphate - perhaps you could mix some? 

Once inside Jugg's house, replace exactly three books by suitable 
statues to reveal the entrance to a secret room. Tobias is dying, 
but may reveal much about Cthulhu and the Great Ones. Be warned. 

Mr Underhouse will send you on a quest for an old diary. The safe 
combination is a page number in a Bible, which may be borrowed 
with the aid of a missing item of great sentimental value. 

After reading the diary and getting dressed, you will be able to 
ascend the lighthouse. Fire from a glass will aid your flight to 
the gypsy encampment in the hidden forest clearing. 

Back in town, the cemetery key can now be obtained. Take 
particular care when entering the crypt: 

Inside the crypt, rats may guard floor pads, objects need to be 
positioned to open doors and coloured squares must be switched. 
Save often, as a monster may be lurking around the next corner! 
When you encounter Jonas, grab all four statues and run. The 
statues and their spells are used to defeat four families: Tyler, 
Arlington, Coldstone and, finally, Hambleton. 
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A dead fish, a cat and a dog can help you sneak into the old 
mansion, which contains several secret doors and hidden traps. 
Upstairs, the picture needs something before it reveals the final 
location. Time your last spell well to defeat the Hambleton clan. 

~ 
Underhouse gives you an alibi and sets you a further quest: for a 
sacred bow and arrow. Use the feather on the forest tree stump to 
fly to the indian. The year in question is 1834 and Dagon is the 
creature from the sea. 

At the bottom of the well, fill the empty can and use it to trap 
your enemy in a ring of fire. Bolskine's ghost will appear and give 
you advise and some essential objects. Refill the empty can. 

Take a boat trip and solve a sliding block puzzle. Inside the cave, 
you need to insert one gem in the idol. To defeat the emerging 
monster, you need to hold another gem, so that the laser beams form 
a pentagram. Dash out of the cave before the explosion. 

After another boat trip, a dark cavern hides some lurking horrors. 
To defeat the evil creature who is holding your friend captive, use 
acid to obtain a diamond. Pick it up, then quickly assemble and use 
the two rings. 

Search around in the back of the eastern edge of the main cavern 
and you will discover a hidden entrance. This, finally leads to the 
stone circle that you have been trying to get back to for so long. 
Have you got fresh photographic plates? And a tripod? 
Perhaps you need to pop back to Illsmouth in the boat first? 

The butterfly has four translucent colours: Red, Blue, Green and 
White. Use it in the camera with the lantern to illuminate four 
stone pillars, symbolising Fire, Water Earth and Air: 

The first three correspond to smaller stones that, hopefully, you 
have in your inventory. The fourth stone will appear after you have 
photographed the comet. As soon as you pick up the comet fragment 
the final horrific beast descends. Quickly place the stones in 
their appropriate pillars and victory is yours! 
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