


































































Go down the northern staircase then north and down the first 
western staircase. Have a look around then go to the lever that 
reads "HALT! DO NOT TOUCH". Behind you is a huge crystal blocking 
your way. Pick up some clubs before you pull the lever as, once 
pulled, all the party's metal weapons will be whisked behind the 
crystal. Make sure you are well prepared with offensive spells as 
you can lose levels in the fight than ensues. Once the fight is 
over pull the lever again to remove the crystal wall. Now you can 
collect your weapons but don't stand in the alcove behind where the 
crystal stood as after a while the crystal reappears blocking you 
in. Search the newly opened passageway for a secret button. If you 
sleep in this area you will awaken to meet Isharn a dwarven 
thief/fighter who will join the party if you wish. 

Make your way back to the opening and go down the second western 
staircase. Follow the corridor around to the right and go through 
the door (1). Go east to the first door. Open it and kill as many 
shadows as you can from the doorway using long range weapons and 
spells. This chamber is filled with poison gas and as you enter the 
whole party will start to die. Kill the remaining shadows quickly 
then run to the southeastern alcove and pull the lever to open the 
door to let the gas out. Everyone will instantly recover. 

The Rod 
Return to the door (1) and turn west. Face the northern wall and 
further along is a button. Push it to find the rod orb. Return to 
the stairs and hugging the southern wall go down the stairs and 
continue to follow the southern wall until you reach two skull 
doors. The first is just an alcove full of shadows. Enter the 
second door. The shadows in the alcove are there each time you pass 
so run to the stairs and go up as spell users can lose all their 
magic and some experience points here. Go south through the sticky 
floor, look for a door and close it behind you. PRESS BUTTON FOR 
SERVICE and you will fall through a trap. Take the holy key and 
enter the transporter to land at the holy door. Inside, push the 
secret button. Take captain Fflar's nameplate from the tomb. Walk 
back through the sticky floor. Follow the corridor east and find 
the plaque that reads "THE SPIRIT MOVES IN MYSTERIOUS WAYS". Walk 
three steps forward, one backwards, then walk to the door. Inside 
is Captain Fflar who thinks he is still alive. Talk to him and show 
him his nameplate to prove he is dead. He will reward you with the 
Medallion of Friendship. Search this room for an easy way out. 

Return to the sign "FOR EACH PATH THAT MUST BE TAKEN ANOTHER SURELY 
SHALL BE GIVEN". Step on the pad until a passageway to the 
southwest opens. Go down and find a rod fragment. Return to the pad 
and open a passageway in the centre of the western wall. There are 
two doors down here, behind one are some goodies and the other has 
a rod fragment. Return to the pad and open a northwestern 
passageway which also contains a rod fragment and some goodies. 
Return to the altar and put the rod fragments and globe in the 
slots. 

Compiled by Hazel Miller 
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THANKS: 

SEPTEMBER 1993 
**************** 

Many thanks to Simon Hurrell, Cal Jones and Simon Husbands for 
their contributions to the Hints 'n' Tips section in this issue. 

Thanks to Mark Rooney for sending his excellent maps and solution 
to RJ's ULTIMATUM. Thanks also to Barbara Gibb for sending a 
solution to THE AMULET OF DARATH and several other solutions to 
recent Zenobi games. 

USEFUL ADDRESSES AMENDMENT: 

From Beyond magazine has ceased publication. 

Empire Software have a new address for their customer Service 
Department as follows: The Spires, 677 High Rd, North Finchley, 
London N12 ODA. Telephone 081 343 7337 

Pages A-13/14 will be updated in the next issue. 

CONTRIBUTIONS: 

Members are invited to send us maps or solutions to any games that 
you have completed so that they can be used in our helpline 
service. 

We would also like members to feel that they can contribute to the 
Hints 'n' Tips, Starter Guides or Playing Guides sections of the 
Reference Book. We are particularly interested in fairly recent 
adventures and RPGs, especially if they are available for more 
than one type of computer. 

Letters from members are extremely welcome. These need not 
necessarily be for publication but if they are of general interest 
to adventure players then we would like to put them in the next 
issue. We would like to know your opinions of the Club and how we 
can expand and improve the service that we offer. 

BINDERS: 

If you have been a member of the Club since Pack 1, then by now 
your Reference Book Of Adventure will be getting very full. 
If you feel that you need a second binder in order to reorganise 
your collection, these are available from the Club address at a 
reduced price of £6.95. 
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UPDATE PAGES: 

Although we try to keep the number of replacement sheets in each 
pack to a minimum, some of the pages need updating on a regular 
basis in order to maintain the efficiency of the Reference Book. 

The following pages will be updated every six months: 

Page D-1/1a .... 
Page A-13/14 ..•• 
Page P-1/1a ...• 

Index to review sections. 
Useful addresses. 
Index to help sections. 

Updated in Pack 23. 
Updated in Pack 24. 
Updated in Pack 25. 

other pages in Section A will be updated when information changes 
are necessary. 
Some Softography pages (Section E) may also need updating from time 
to time as new titles are released. 
The pages in Section W will be updated when prices change or new 
titles are available. 

BUY - SELL - SWAP: 

AMIGA SOFTWARE FOR SALE: 

Darkseed, Lemmings 2, Monkey Island 2. All at £15 per title. 

Black Crypt, Curse Of Enchantia, captive, Monkey Island, Eye Of The 
Beholder, Waxworks, Shadowlands, Dungeon Master + Chaos Strikes 
Back, Ishar. All at £10 per title. 

Magnetic Scrolls Collection, £10. 
-(Fish/Corruption/Guild Of Thieves). 

Bloodwych, Wonderland, Harlequin, Robocod 2, Cruise For A Corpse, 
The Uninvited, Heimdall, Rainbow Islands, Ultima V. £5 per title. 

Super Heroes Collection - Indiana Jones Last Crusade/Strider 2/ 
Last Ninja/James Bond. £5 

Please add £2 p & P per game. 
Telephone Debbie Lawford on 081 859 8531 

*** 
SPECTRUM +3 FOR SALE: disk drive, joystick, some software. 
£50.00 + p & p. 
Telephone Debbie Lawford on 081 859 8531. 

*** 
WANTED FOR COMMODORE 64: The Quill, on disk or tape. 
Please contact Mark Rooney, 34 Gransha Drive, Glen Rd, Belfast BT11 
8AL. Telephone 0232 619640 
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P.C.W Zenobi Software 
Spectrum 48 tape (£2.49), disk (£3 . 49) 

Ho hum. This is the sequel to MICROFAIR MADNESS, a game I have not 
played nor do I feel any inclination to play. The blurb describes 
the original as "written in the bath" and I suspect that this 
follow up was written whilst asleep. It sets you in a computer 
show trying to recover a stolen game. You encounter many industry 
"names" (e.g Mangy Rodrigues etc) and the game sets out to be 
funny. I found it dull, boring, pointless, infantile and just too 
tedious. Maybe I'm taking it too seriously but I like my games to 
at least amuse and this failed on every level. The puzzles puzzled 
but didn't inspire, the locations had a "Crossroads" feel to them 
and the game had as much atmosphere as a Notts County game. Yawn. 

ATMOSPHERE 5/20 - VOCABULARY 10/20 - GRAPHICS N/A - PUZZLES 5/20 
PSR 5/20 - STAR RATING 0 Reviewed by Simon Husbands 

THE BIG TOP WoW Software 
Amstrad CPC tape (£2.00), Disk (£4.00) 

In THE BIG TOP you have the challenge of trying to join the 
circus. The owner will only consider you if you complete various 
chores such as cleaning out the elephant cage first. This is 
another adventure aimed at the youngsters and is accompanied by 
many graphics of clowns etc that should keep the children amused. 
The presentation is not as detailed as in THE LAST SNOWMAN (review 
on page U-33) but it still serves as a nice gentle introduction 
into the art of adventuring, demonstrating that there is more to 
computing than just blasting aliens. 

ATMOSPHERE 14/20 - VOCAB 14/20 - GRAPHICS - 12/20 - PUZZLES 12/20 
PSR 13/20 - STAR RATING * Reviewed by Bob Adams 

THE ADVENTURER Zenobi Software 
Atari ST (£2.99). Also available on compilation (see page C-91) 

You have reached the finals of the "Adventurer of the Year Quest" 
game show. Answer just one question correctly and you will be 
given the key to your adventure. All you have to do then is 
complete the quest and get back in one piece! This is a very large 
game and it is also a very difficult one. The main difficulty lies 
not in the puzzles themselves but in discovering in which order to 
do them. It's very easy to get barred from an area before you've 
completed the necessary actions there. It will take even the most 
experienced adventurer a very long time to complete it. I found it 
far too muddled and obscure for my taste. Most certainly though, 
it represents good value for money in terms of playing hours. 

ATMOSPHERE 10/20 - VOCABULARY 11/20 - GRAPHICS N/A - PUZZLES 13/20 
PSR 9/20 - STAR RATING ? Reviewed by Sue Roseblade 
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LES MANLEY IN: LOST IN LA 
PC (VGA 3.5) (£34.99) 

Accolade 

Hollywood is paralysed by a series of celebrity disappearances. Les 
is called in by his friend Helmut Bean, who now has also vanished! 
The action opens in Venice Beach, but Les will visit Hollywood 
Boulevard, Rodeo Drive and Sunset and Vine. What is going on inside 
the guarded Paramound studios and how does Maladonna fit into the 
picture? What is behind the barred doors of the Old Waxworks 
Museum? How does Les get himself an agent and can he hack into the 
LAPD database with a handy laptop computer? Silly, sleazy and 
satirical, this short icon-based adventure is still great fun. 

ATMOSPHERE 12/20 - VOCAB N/A - GRAPHICS - 15/20 - PUZZLES 12/20 
PSR 12/20 - STAR BATING * Reviewed by Geoff Hyman 

Operation Stealth Kixx/Delphine 
PC, Amiga, Atari ST (£14.99) 

Operation Stealth is a graphic adventure in the mould of the Sierra 
and LucasArts games. You play John Glames, secret agent, who has to 
try and recover a top secret stolen stealth fighter. At your 
disposal you have various gadgets such as Acid pens, recording 
razors and other James Bond like devices. For its time (it was 
originally released in 1990) this game was good, but unfortunately 
it is now showing its age. Graphics and sound are okay but nothing 
to shout about and the interface can be a little unfriendly at 
times. Difficulty level is set quite high and at times the game can 
be frustrating. Overall an average game. 

ATMOSPHERE 9/20 - VOCAB N/A - GRAPHICS 12/20 - PUZZLES 12/20 
PSR 7/20 - STAR RATING? Reviewed by Stuart Whyte 

ORIGINAL SCRABBLE US Gold 
PC (£30.99), Amiga, Atari ST (£27.99) 

Most readers will have either played the board game or an a-bit 
computerised version, so I feel no need to introduce the 
game of Scrabble to you. The biggest improvement over earlier a-bit 
versions is the inclusion of the complete Collins Dictionary on 
disk. If a word isn't recognised, the player forfeits their turn. 
Timed 25 minute competitions are also possible but here the program 
falls down. There appear to be some bugs in the player interface. 
This often results in you clicking like mad with the mouse whilst 
the computer completely ignores you. Your clock however, continues 
to tick downwards. This is very frustrating and hardly enhances the 
reputation of US Gold. In conclusion, disappointing - could have 
been so much better if tested properly. (Amiga version reviewed). 

ATMOSPHERE N/A - STRATEGY 18/20 - PLAYABILITY 10/20 - REALISM N/A 
£SR 10/20 - STAB RATING ? Reviewed by Bob Adams 
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ZAK McKRACKEN AND THE ALIEN MINPBENDERS 

On the plane: 
Walk to the toilets at the rear. USE TOILET PAPER in sink. TURN ON 
SINK. wait for it to overflow, then PUSH CALL BUTTON. Go to the 
very front of the plane and OPEN MICROWAVE OVEN and USE EGG IN 
MICROWAVE OVEN then CLOSE MICROWAVE OVEN and wait for the egg to 
explode. You'll now have plenty of time to search the plane, as 
the stewardess will have to clean up the mess. 
Go to the seat in front of yours and PICK UP CUSHION and PICK UP 
LIGHTER. Keep both of these items. 
Now OPEN BIN and PICK UP OXYGEN TANK. which bin it's in is 
randomised but you'll have plenty of time to open them all if 
necessary. 

All the jungle mazes appear to be randomised, so just keep 
wandering through them and you'll eventually arrive at your 
destination. 

In Seattle: 
Go to the forest and PICK UP TREE BRANCH then GIVE PEANUTS TO TWO 
HEADED SQUIRREL . USE TREE BRANCH ON LOOSE DIRT and enter the cave. 
It will be pitch black so use the WHAT IS command to locate a fire 
pit and bird's nest . 
USE TREE BRANCH ON BIRD'S NEST and USE BIRO'S NEST ON FIRE PIT. 
USE TREE BRANCH ON FIRE PIT then finally USE LIGHTER ON BIRD'S 
NEST AND TREE BRANCH to get a nice warming fire which should 
illuminate some STRANGE MARKINGS - you have got a crayon haven't 
you? 

*** 

Zenobi 

Can't get into the fair? Have a look around in the alleys for some 
rubbish. 
To get your ticket, make Garth aware of the J.M.J concert and he 
will be most appreciative. 
Check the notice board for something sharp for later. 
Search the stalls until you find a damsel in distress. Examine 
everything then pull the plug on the situation . 
Getting rid of the Knight is easy. Pin his effigy down and he will 
vanish. 
To get past the monster, show him a photograph of someone 
monstrous. 
Make sure you have picked up the latest magazines. Give Phil some 
reading matter and he will reward you with a false beard. 
Search his plants and you will find some seed which is useful 
hamster bait. 
Wear the beard in the competition. 
Use your money to buy a game but choose one that comes with a free 
gift. 
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LES MANLEY IN: LOST IN LA Accolade 

The main actions in the early part of the game take place around 
Venice Beach and Hollywood Boulevard. Persist at Murry's Hotel and 
offer to help him - who knows where it might lead? A spare map 
could get you a portable phone. At the right time, the laptop 
computer can be used to hack into the database of the Los Angeles 
Police Department. 

Even when you have managed to get into Paramound Studios, you will 
not be able to talk to Abe Goldstein. A portfolio is vital if you 
want to get an agent, which in turn could demand some plastic 
surgery. Play your cards right when you do lunch with Abe and you 
could land yourself an invitation to the party. The final scene 
takes place in the wax museum, where Les is eventually caught and 
must be rescued by Helmut Bean. 

The objects that can be found in each location are listed below. 

Venice Beach 
Big K credit card 
L.A. map 
Red Bandana 

Hollywood Bouleyard 
Second L.A. map 
Film cartridge 
Free pass to Club Mud 
Photo with LaFonda 
Laptop computer 

Sunset and Vine 
Cellular Phone 
Portfolio 

Rodeo Drive 
Pigeon spoo 
Wax nose 

Paramound Studios 
Axe 

Wax Museum 
Flaming torch 
Drops of wax 
Conan's sword 
Loin cloth 
White bit of wax 
Cup of Drool 
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In Les's inventory at start 

" " " " " 
Obtained during the eclipse 

Eb and Clora 
Murry's Hotel 

11 If 

Star Photos 
Lou's Pawn Emporium 

The Entrepreneur 
Luther Blue Studios 

Car windscreen 
Les Plastique 

Camp Blood 

On wall at east end 
Near Display of Helmut Bean 
Use torch to release 
Use sword to release 
On Display stand of Helmut 
Alien display 



FREDDY PHARKAS FRONTIER PHARMACIST Sierra 

Freddy's pharmacological and gun-totin' story all takes place in 
Coarsegold. Help the good townfolk, uncover the villians and bring 
health, justice and prosperity to all. 

Act 1: Living the Coarsegold Dream 
Freddy must fill prescriptions for several curious customers. A 
careful reading of the Modern Day Book of Health and Hygiene is 
essential, where the quantities of all ingredients are given. The 
inebriated Doc's handwriting can be hard to read, but Freddy can 
obtain the means to enlarge it. Sometimes Freddy even gets paid! 

.I.:tID!! 
Door Key 
Shot Glass 
Elixir 
Ice Pick 
Candle Wax 
Preparation G 

Act 2: The Plot Sickens 

Location 
In inventory at Start 
In Saloon 
Behind Saloon 
Behind Saloon 
Church Foyer 
On Pharmacy shelves 

Freddy needs to clean up the town's atmosphere, for which an 
improvised gas mask is an essential first step. This should be 
followed by a well-timed sample of the equine pollutant and some 
careful chemical analysis. At night, Freddy rescues the town again 
when he puts out a burning building, by some swinging jumping and 
catapulting. A visit to a house of ill repute may be in order. 

Item 
Money 
Tin Can 
Leather Strap 
Rope 
Charcoal 
Gas Mask 
Paper Sack 
Filled Sack 
Beer 
Church Key 
Ladder 
Baking Soda 
French Postcards 

Location 
smithie, at end of Act 1 
Mom's Cafe 
Smithie's 
Smithie's 
Smithie's 
Make it from three items 
Mercantile Co 
Fill it! 
Saloon 
Church Door 
Schoolhouse playground 
Outside Pharmacy 
Brothel 

Act 3: Becoming a Gunslinger Again 
It is time for Freddy to pretend to pack up and leave town. 
Secretly he needs to dig out that old gunfighting outfit and 
return in a cunning disguise, to restore order to Coarsegold. 
Freddy's faithful indian assistant will train him in shooting. As 
told in the ballad, Freddy lost an ear in his gunslinging youth, 
but Whittlin' Willy will wax lyrical on how to make a replacement. 
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Item 
Horse plop 
Nitrous Oxide 
Coffee 
Pie 
Shovel 
Clay 
Deposit Key 
Neckerchief 
Pistols 
Claim Check 
Clothes 
Boots 
Knife 
Medallion 
Wax Ear 
Wax Filled Mold 
Silver Filled Mold 
Silver Ear 

Location 
Main Street 
Barber Shop 
Mom's Cafe 
Behind Saloon 
Graveyard 
Graveyard 
Grave 
Bank 
Bank 
Big 01' Dresser in bedroom 
Vaudeville Trunk in bedroom 
Barber Shop 
Mercantile Co 
Pharmacy 
Carve it! 
Make it from Clay 
Cast it! 
Scrape it out of the mold 

Act 4: Showdown at the Hallelujah Corral 

Now Freddy is all togged up, he must root out the bad guys. Down at 
the saloon, there is a crooked cardgame. Some fancy footwork at the 
bar will bounce out the cardsharp. When Main Street has been taken 
over, sneak round the back alleys and up on the balcony. A well­
placed canister sets a trap for some long-distance shooting. 
When Kenny guns down Freddy, the Neckerchief may be a lifesaver. 
At the schoolhouse, when Penelope draws her derringer, Freddy needs 
to drop his guns and then grab the slate. In the closing encounters 
Freddy's silver ear may get him out of trouble twice. 

*** 

KIDNAPPED RiverjZenobi Software 

To find the key to the barn, investigate your sleeping place. 
Under the barn is another useful object. 
The haystack can provide two more necessary items. 
Make sure you SAY HELLO to the farmer before you give him what he 
needs. Do this even if you have met him and said it before! 
Wait at the crossroads until it is safe to proceed north. 
In the tower, if you wait at each move you will not need a light 
source. 
Don't give Ebenezer the chest until you've opened it and taken what 
you need. You must then lock the chest and return the key. 
Where is the key? Examine Ebenezer's room. 
On the ship, follow the sequence of events. When you are about to 
be wrecked, make sure you have in your pocket the Bible, birth 
certificate, document and silver button. 
Show your button to the preacher and give him what he needs. 
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CELTIC CARNAGE Zenobi 

Say hello to any character that you meet! 

Talk to all the people in the fortress, even the severed head! 
They will give you the names of useful contacts in Erin. 

Examine the cauldron to find some food. This can be used to deal 
with any guard dogs. 

Explore the forest to find the child. When you hear noises, listen 
and hide before moving on. Smash the idol to get the child, then 
return it to Cathbad. 

The mistletoe is up a tree. You need to cut it with the correct 
tool which you will find in the field with the bull. Do this after 
smashing the idol. 

Make sure you are on top of a hill before you can call Loeg by 
blowing your own trumpet! 

Travel is easy with Loeg ••• but make sure you mount (and 
dismount) the chariot first. Then just SAY your DESTINATION. 

Cathbad will give you directions where to go first. Wear the 
necklace he gives you. 

At Tara, go to the bonfire and take the torch. Call Amergin for 
more directions. 

Read the ogams on the dolmen for the password to the Otherworld. 

Play the harp in a mystical place, then give it to your audience. 

Cross the ford by hitting the ball at your opponent. Take his 
sword as you will need it to kill his brother. 

In Skye you must go to the top of the tower. Aife does not like 
sunlight, so pull a crafty stunt! 

Take a swim to the middle of the lake and dive, dive, dive! 

Take some water to throw over the hero, as he needs to cool off! 

The silver can be used to craft you a handpiece, so give it to the 
otherworldly craftsman. 

Show the hag you love her really ... and give her a smacker! 

Can't guess the answer to the riddle? Don't let it be the DEATH of 
you! 

Get on the right track and follow the wolves. 
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SYNDICATE Bullfrog/Electronic Arts 

Strategies for SYNDICATE compiled by Cal Jones 

Global domination is a tricky business. To do well at SYNDICATE, 
you need to have a good head for strategy, the ability to plan, 
fast reflexes for combat situations and a bit of financial know­
how. Here's a quick guide to get you started on the road to total 
megalomania. 

stars and Bars 
Each of your cybernetic agents is controlled by altering three bars 
representing Adrenalin, Perception and Intelligence. When you raise 
one of the bars above the normal level, a drug is injected into the 
agent's body, boosting his pe~formance. However, too much of the 
drug can be damaging to the agent, so after a period of enhanced 
performance, the agent's immune system will try to counter the 
drug, thus bringing his performance back to a more normal level. 

If you are expecting to need an extended period of enhanced 
performance, it is possible to rest the agent beforehand (if you 
have time). This is achieved by lowering the bars below normal 
level, which will trick the agent's immune system into giving him a 
longer period of better performance once you raise the bars again. 
This is what the bars do: 

Adrenalin: Affects speed and reflexes, but the agent may over-react 
to danger and his shooting will become less accurate when adrenalin 
is high. Lowering adrenal in aids recovery from wounds if the agent 
is fitted with a chest modification. 

Perception: Affects how aware the agent is of potential danger. 
High perception aids accurate shooting and is useful in a sniping 
situation. 

Intelligence: Also affects awareness to danger. Raising 
intelligence will help the agent stay out of trouble, whereas 
lowering it will make him oblivious to danger. Also helps the agent 
use a Persuadertron. 

Bars can be altered according to each agent's role in the mission. 
For most non-dangerous situations, the bars are best kept at or 
below normal level to aid recovery. If the squad is ambushed, you 
go into panic mode (i.e. all bars boosted to maximum) by hitting 
both mouse buttons together. The agents will more or less look 
after themselves in such a situation. You can also set an agent up 
as a sniper by boosting intelligence and perception, bQt leaving 
adrenal in low. Again, he will look after himself, but he will also 
be more careful about who he shoots and his shots will be more 
accurate. If, on the other hand, you want the agent to do something 
which might be life threatening (e.g. picking up a weapon when he 
is under fire and unarmed), you must turn intelligence down to get 
him to comply. 
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Making Agents "Special" 
All agents can be modified to improve their performance. Bodyparts 
come in three versions, and at the start of the game only the 
first version is available. Version One is the cheapest and least 
effective, whilst Version Three is the most expensive and best. 
Versions Two and Three become available once you have put money 
into researching them (click on "Modifications" on the Research 
screen) • 

Legs: Help agents run faster. Useful for running around with a 
Persuadertron, brainwashing people. Also good for running away. 
Legs are the first things I modify on my agents. 

Arms: Help agents carry heavy weapons such as mini-guns and flame­
throwers. 
Eyes: Improve perception. Good for sn1p1ng. 
Brain: Improves intelligence. Good for using the Persuadertron. 
Heart: Improves adrenalin. 

Chest: The most useful modification, this allows the agent to take 
more damage than his unmodified friends, and also contains a 
repair module to aid recovery. An agent with a Version Three chest 
is hard to kill. Chests also contain a self-destruct device for 
those no-win situations. 

Toys for the Boys 
You won't win any missions without a bit of bloodshed, so here's a 
run-down of the best weapons for getting the job done. 

Pistol: A good back-up weapon, the pistol has a better range than 
a shotgun and costs nothing. 

Shotgun: Lethal at close range, shotguns are vital to your early 
missions. Useless at a distance and have limited ammo. 

Uzi: Slightly better range than a shotgun but even more limited 
ammo. Try to research these first, as they're very useful. 

Flamer: Heavy, close-range weapon which is even more devastating 
than a shotgun (and great fun!) and has lots of ammo. 

Mini-Gun: Will replace the Uzi as your main weapon later in the 
game. Heavy duty and dangerous. 

Long Range: This rifle has limited ammo but is good for sniping. 

Laser: Long range, limited ammo, but 100% deadly. 

Gauss Gun: Portable rocket launcher which fires napalm missiles. 
Devastating, especially in enclosed spaces. 

Time Bomb: Must be planted in the desired location, and can be set 
off by shooting it. 
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There are a few non-lethal items which will prove useful. Research 
them under "Miscellaneous" on the Research screen. 

Persuadertron: The most powerful weapon of all, this is used to 
brainwash people who will then follow your agent like a small army. 
You must persuade 12 civilians before you can persuade a policeman, 
and 32 civilians before you can persuade an enemy agent. Any 
weapons found during a mission, including those carried by 
persuaded agents, are handed to your R&D department for research. 

Medikit: Can be used once to restore an agent to full health. Can 
even save a burning man if you're quick enough. 

Scanner: Enhances the detail on your radar screen. Enemy agents 
show up as red dots, police show up as blue. 

Access Card: Fools the police into thinking that you're working for 
them, unless you start shooting at them. 

Death and Taxes 
You can't afford to buy all these weapons, modifications or plough 
money into research if you don't have any spare cash. Money is 
gained through taxing you territories, and the trick is to squeeze 
as much as possible out of your subjects without upsetting them. 

When you have gained a territory, the people will be only too happy 
to have got rid of the old regime, so you can whack up taxes to 
over 50%. Keep them there, though, and the citizens will start to 
get angry and may rebel. As that is the case, check the morale of 
every territory after each mission, and adjust taxes accordingly. 
Citizens will remain "content" on a rate of 30 to 35%. You will 
only need to go lower if you forget to check morale and the 
citizens become unhappy. 

*** 
THE ADVENTURER Zenobi Software 

Where to go next is often more of a problem than what to do when 
you get there, so here are a few pointers: 
Examine the cushion on the sofa to find the answers to the quiz. 
Get the card first, before it blows away. 
Collect all you can from the fields, leaving what you don't need 
outside the farm gate, then do all the problems at the farm. 
Go into the barn before you release the pigs. 
After the farm, visit the woods to find the old crone, then catch a 
mouse and go to the village. 
Go to the Inn first. Throw the barrel over the fence behind the Inn 
and collect it later. 
Next, trick the goat and the crow. Then go to market where you will 
need to SWAP goods. Don't give them away. 
After this, visit the churchyard and church, then go to the 
seaside. Cross the lake after you have dealt with the caverns. 
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THE LEGACY: MAP SECTION 1 

The maps in the following four sections only cover just over half of 
the Winthrop Mansion. Perhaps they will provide some guidance to 
whoever has been unfortunate enough to have inherited it. 

I!t SOUl) ARE). \ DOOR ... STA:l.RS UP V STAIRS DOWN 
FB POSE BOX X ICKY 

TIlE POKER Ku::E.9 .A. GREAT WBAPON . 

WIlEN THB LIGHTS GO ON THR BLINK. TIlE PUSE 
BOX HAY NZED TO BE P:IXED. 

COLLECT MA.a:IC CRYSTALS AND poelD, BUT SAVE ~ UP 
OS HOCK AS POSSmLE. 

PAPERS CA!f BB leaPT DI' HARDY DOCOHENT WALLETS. 

lteYS CAlf &!! K:ePT OK A XBY R:ING . 

SAPES CAN BE CRACKED OPEN . 

YOU CAlf At.ao PIlIl) A BRIEPCU!: , SPELLBOOK, 
MEClLUfICAL TOOL XXT $ AND A FLA.BB.LI:aJ!IT. OTHER 
l:TEKS :INCLUDB A SI[RUNKEN HEAD, SPELLS. SOME 
SlIEB"1' HUSIC .. A LEATllER POUCH, A JO JO PETrSB, 
A BOTTLe AKD A ROHB STONE . 

THB KEY TO 'rJIB PADI'l'DfG LJ:BS ABOVE. 

TBB BXlU8IT IN TKr! FOYBR IS 11'0'1' A nX'l'ORE. 

Y ITEM 

Basement 1: One way doors and the Room of Skulls 

V STAIRS DOWN 
] { PORTAL 

'l'!IE SUE BOLDS All ELECTRONIC TOOLlcr.'!' . 

TIlE PORTAL LBADS TO TBl!I: ETlIERUL PLANE . 

REFLEC'l' 'I'D DEADLY B~ TO GET A ROCK_ 

TIlE RBLXCS CAlf BE aSED B:IGHIUl UP. 

Y :ITEM 
RS ROOM OP SKULLS 
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THE LEGACY: MAP SECTION 2 

1st Floor: Living Ouarters 
l. . PLAY THE VIDIIO TAPE IN THE TV ROOM. 

I!!L.D.~ ~ BURN ONE PAINTING. FIND'1'IlE KEY '1'0 ANOTJ[ER. 

:5 VISIT TBE SEVEN NUMBERED ROOMS XN SEQUENCE. 

'~'5J" 1 It ~.---' --:--I 
TV \ y 

y 

y 

. Nl y Mi~~ 'm"', ,' " 
", l . 

, " [fE'" 
GG 

, :' ,: . , . 

~ SOLD> ARn ,DOOR'" S'l'AIR.'l UP ·v~ 8T"';;: .RS DOWN Y ITEM 
PB 1'O&1!: BOX K KEY PA PAl'Jf'rING GG.::GRE:zN GEM PL PUQUE 

2nd Floor: The Asylum 
Et-t:CTR01UC LOCKS NEED 'l'UB R.:IGBT TOOLS . 

THE RXGBT DXSGUISE GeT'S YOU PAST THE BARRIER . 

Tal! SAPE LaADS TO THE HIDDEN ENTRANCE. 

COLLECT THE PI:VE CODfS I TO OSE LOWER DOWN . 

-. 
M'1 SOLID AREA 
Fa PUSE BOX 

\ DOOR " STAIRS UP v STAl"RS DOWN Y X'l'EH 
II B.A.RlUER CC COIN )( PORTAL 

lIG llANO OF GLORY RP JutD P'IGORDIE • TELEPORT 
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THE LEGACY: HAP SECTION 3 

3rd 

saLXD ARBA 
RP ItOOM OF POWD. 

!,.-; SOLI.D AREA \ DOOR 

\ OOOR 
CW CARL 

] [ PORTAL VH MIRROR 
I8 INC2HSE BURNER 

TO CA.RL WDf'I'B.ROP ABOO'l' THE KARKr8T. 

TlIB aAMUR.l..I: ARMOUR, YOU NEED A BROK2lf NON . 
BIS RELICS TO OB'l'ADf ElfC'BAN'TED SWORDS . 

PLACE ~ PLAQtJliS OK rlm OJI'l'ITt.B.D MOSimM:. lI:XBrBITS. . . ." . " 
R.ESTOU TDZI!: S'l'.l.TUES ro TBE ROOM OF powER. 

YOO CAlI ALSO' COLLECT: TB:E JCBY 01' ABIIOME'l', A ·MAP, 
A ZULU SB:XELD AlfD AN ASSBGAZ . 

,.. STAI:RS UP 
B HEART 

V STAIRS DOWN Y XTEM. ,~ ~' 
sa SBURlKEW aw SWORD ; 

,., STllRS UP 
as SWORD 
AS ASTROLABE 

BUBXlf KAY B2 POtnfI) '!'HE Il'{ORIfDZaNTS '1'0 
WARD opp 'I'D ::JEA DENOHS OF 'l'Jd LOWER DEP'l'H5. 
YOU WILL HEI!J) TO CRUSH THB hEAVES AllD BURN THEM. 

v !JTA:IRS DOWN :c r.:EY 
l(L HORGAKA LEAVES 
PM PESTLE " MORTAR 
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THE LEGACY; MAP SECTION 4 

lit 80LID AREA 
1I PORTAL 

The Temple 

~'ij SOLro AREA. \ DOOR '" STAIRS UP 
] [ PORTAL (:1' CRYSTAL PLU'l'E 

023/Y-22 

v ST.&..%RS DOWN 

eAS'rER Elf'l'Ry VIA. PORTAL. 

D2PllAT THE aKBLB'l'ONS, BOT DOH"T 
TO~ 't'IU:M ONCE laLI.Epl 

ItltTJtr£VB TIlE GOLDEN TORe .um 
.,2Alt IT. 

BEWARE OF MDMMYS _ 

RE'l'RU:VE THE CRYSTAL PLOTE. 

USE' PIV E COIMS TO SUIO(OK KARlC:IST_ 

DESTROY Bl:S BVIL lreART . 

-, 


