

















































































































Although he can hold two weapons he can only hit once per turn in
combat but his Might-factor is the combined effect of both weapons
and he can carry two shields! Before you leave, Dawn gives you a
spell-book. Now you have "Spark" and "Heal". Give Timothy’s rapier
and shield to the Thogmog then go to Victor and sell the maces and
anything else you don’t want but keep a spare sword. Buy the
broadsword for yourself.

Once inside the cave all is quiet ....UNTIL.... you press a switch
to open a false wall. There are rat-men here. They have poisonous
bites. You will be awfully glad you bought all that Ginseng while
you could because although a Level 3 "Heal" cures poison, it
drains a lot of magic.

You will come to a room with pits. Round the corner is a recess
with 3 buttons, one on each wall. Press the one on the left wall
first then turn clockwise to press the others in sequence. This
removes a pit allowing you to proceed along a passage until you
step on a floor-plate which opens a door behind which lurks a
horde of Bandits - well it seemed a lot at the time. Stepping off
the plate closes the door but only if there isn’t a Bandit
standing in the doorway. Doors cannot be used as weapons in this
game! When you want to go through the door you will need to weigh
down the plate. A Swarm will do nicely. Look out for Rat-men. If
you haven’t already fallen down one, then you will need to go down
those pits which you so cleverly avoided as a button down there
opens a tunnel which leads to a beast’s lair where clicking on the
right-most of three pods releases Lora - very pretty, not too
bright and quite weak.

Avoiding the scent of burning bras, EXIT to go back up the tunnel,
give Lora the spare sword and a shield then press the button on
the north wall to reveal a ladder going up. There will have been a
population explosion of Rat-men upstairs so save before going up.
Retrace your steps to the recess and do the business with the
buttons (avoid pits).

Just past the door you step on a plate which fires projectiles at
you, it fires again when you step off but doesn’t do too much
damage. Two Rat-men await if you haven’t already dealt with them.
Well, from here on you are on your own. Any walls with large
cracks can be broken down with the Sledgehammer (which you should
have found by now). You may need to swap back to a bladed weapon
quickly to deal with what lurks behind the broken wall. Some pits
are illusions - putting an object on them is one way of finding
out which aren’t - stepping on them works too - save first though!

Compiled by Hugh Walker.

024/R-37



GRUE-RKNAPPED! . Bob Adams

STARTER GUIDE (For ST or PC version. Amiga, Spectrum and Amstrad
versions may differ slightly.)

You begin your adventure in the Grue’s hovel, where you have been
imprisoned. Search the rubbish to find a rusty key. Go east into
the Eating Area. Get the black hat from the table, examine it and
wear it. Now you will be able to see in the dark.

Read the note on the wall. Go north into the Slop Shop. Examine the
computer and get it. Go east into the Big Mac Room, examine the
raincoats to find a torn packet. Examine the packet, read the
message and get the crisp.

Go west and west again into the Art Gallery. Examine the paintings

- examine the landscape, the portrait and the abstract. The latter

shows a quay, so examine the quay and you will get a silver key. Go
north into the Paddy O’Doors Room and get the nutcrackers.

Go east into the Fancy Dress Room, examine the cupboard and unlock
it with the silver key. Open the cupboard and search it to find a
pair of tights. Look behind the cupboard to find a wand. Go east
into the games room and get the whip.

Return to the Eating Area and go east. Examine the oven. You can
open it but leave it for now. Go east to the Well Room. Examine the
well and examine the flash in the water to see that it is a fish.
You will need to return to this later too.

Next go north into Queue Gardens and get the earth. Go east into
the Potting Shed and get the pot. Put the earth into the pot. Go
back to the Well Room and then go south.

In the Solutions Room, examine the advertisement and read it.
Examine the shelves to find a box. Examine the box and you will see
that it contains fertiliser. Open the box, get the fertiliser and
put it into the plant pot. Now you can plant the crisp to grow a
bacon tree.

Go east into the Belfry, where you will see a bat. Catch the bat by
throwing the tights at it. Get the bat and go west and west again
to the smallest room. Examine the puppy and try to get him.

Go west again to the Colossal Room and get the axe and the cage.
Return to the Eating Room and continue the adventure by exploring
to the south.

Compiled by Sue Roseblade
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NOVEMBER 1993
Tkkkkkkhkkkkkkx

It is with great regret that Sue Roseblade has decided to give up
the editing of the Reference Book packs. For personal reasons she
no longer has the time to devote to the work. Sue will however
still contribute reviews, help and articles, and will be able to
continue to run the mail and telephone helpline detailed on page
A-1.

We would like to welcome Neil Booth as the new 16 bit editor from
3rd November. Neil is an experienced editor with a thorough
knowledge of the 16 bit scene.

We should also like to welcome Graham Perry to our reviewing team.
Graham owns an Amiga and is very experienced in war and strategy
games.

THANKS:
Many thanks to Mandy Rodrigues for her article on piracy.

Also we would like to thank Sharon Harwood and Mark Rooney for
their contributions to the Hints ’n’ Tips section of this issue.

CHRISTMAS HOLIDAY:

Please note that our office will be closed from Thursday 23rd
December, until Monday 4th January.

We would like to take this opportunity to wish all our members a
very merry Christmas and a happy and prosperous New Year.

BUY - S - :

Members sometimes ask if they can be put in touch with other
members who play similar games with a view to helping each other
over difficult areas. Although this section is usually used for
software and hardware sales, we would be happy to expand it to
include the names, addresses, or telephone numbers of anyone
interested.

Members often telephone the office to ask where a game can be
purchased, especially older games that are no longer being
marketed. As many members are up-grading their computers there must
be many games, now redundant, that would be a treasure to somebody
else. We cannot print long lists, but a sample selection with
prices and a telephone number would suffice.
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— SELL - SWAP:

PC SOFTWARE FOR SALE:

I would like to sell Eye of the Beholder plus hint book £12, Kings
Bounty and Pirates f£5 each, all 3 games are on 5.25" disks. Price
includes postage and packing. Contact Ray on 0923-253636.

*kk

I am selling my games collection due to lack of space. For the Atari
I have lots of older adventures and some Infocom games in original
packaging, contents intact, plus some strategy games. I also have some
Amiga strategy and role-playing games including Railroad Tycoon, and
The Third Reich, plus a few games for the PC. Either telephone Hazel
at the club address or write for the list.

*kk

Amiga 500+ for sale upgraded to 2 meg. Very good condition in original
box. It has an almost new second drive, a professionally fitted ROM
sharer which allows you to play older games, and an Alfa Data mouse.
Postage and packing is included. £250 or near offer. Write to David
Baker, 84, London Road, Hailsham, East Sussex, BN27 3AH, or get in
touch with Hazel at the club number for details.

kdkk

WANTED - Bane of the Cosmic Forge for the Amiga. Please write giving
details to Steve Morris, 90, Printers Fold, Lowerhouse, Burnley,
Lancashire, BB12 6PG.

*k %

Amiga 500+ for sale in very good condition. This computer comes with
an almost new second drive, 2 mice, the original mouse plus an Alpha
Data, and over 20 games including adventures and RPG’s. £300 including
postage and packing. I am prepared to split. Contact Debbie Lawford
after 7 p.m. on 081 859 8531.

kk%k

Amiga 500+ for sale upgraded to 2 meg. Very good condition in original
box. It has a second external drive, a ROM sharer so you can play any
games, the original, plus an Alfa Data mouse. Also included are 5 RPG
and strategy games including Civilization, (all in good condition).
Postage and packing included. £270. Telephone Hazel for details.

*k%k

I am still looking for The Quill on disk or tape for the Commodore 64.
Please contact Mark Rooney, 34 Gransha Drive, Glen Road, Belfast BT11
8AL, or telephone 0232 619640.
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ISHAR 2 - MESSENGERS OF DOOM Daze Marketing

In ISHAR 1 your party could only reach level 10 so you could
change party members quite often without it affecting the game too
much. In Ishar 2 you can reach much higher levels so it is
important to choose a party you want to stick with. You do have to
drop a member sometimes to pick up someone important to the plot
but mostly the party you start with is the one you keep through a
good chunk of the game.

I found 3 warrior types, a wizard and a scholar were a good mix,
scholars gaining spells more quickly than priests. I also kept 10
loaves in each backpack so if the party were far from a town and
the spell points were zero I could feed them all to get their
strength back and continue the quest with 5 front liners using the
wizard and priest as extra fighters. Often the fight back to a
town proved fatal if the party were weak. Later you will gain a
change of timescale spell that brings strength and spell points
back avoiding the need to sleep and eat.

The first screen in the game shows 3 men attacking a girl. Ignore
this for now as you cannot win the fight yet. Head for the village
of Zabhorn to the north to recruit a temporary party then return
and kill the men. Speak to the girl and she will give you a
pendant before she dies. To get information from the island chief
you have to get arrested by the ship’s captain. Attempting to kill
him is a good way to achieve this. The chief will tell you about a
necklace which has been stolen. Go into the forest to the east and
gain a level or two fighting the smaller creatures before tackling
the huge lizard-like monster who has the necklace you need. Use
long range weapons then close combat to kill him. Return the
necklace to the chief and he will give you the ship in the
harbour. While you are here pick the wild growing plants.

To the north of the harbour on a peninsular you will see a relic.
Keep away from it for now. You have to be stronger, better
equipped, and have a sleep spell to defeat the 2 guardians. Sail
to Zak’s island.

This city is your training ground for the tasks ahead and the
place to pick up a permanent party. As you cannot sell equipment
back to the shops I found it was worth saving to buy the best
armour and weapons for the front liners as soon as possible. The
library has a parchment on potions which you need. The bank nearby
will pay good interest so leave any excess money here as long as
possible. Of course robbing it will get a large amount even
faster. The alleyway behind the bank is lined with guards and you
must kill them all in one go to reach the back door. Don’t attempt
it until you are fairly strong.

The Blue Velvet nightclub holds many secrets and you must return
here later in the game. Buy a magpie and some monks outfits from
the shop and go to the nightclub at night. Kill the bouncer who
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guards the entrance, then sleep and eat before returning the
following night. You need full powers for the fight ahead. Once
inside you will be arrested and thrown into prison. Send the magpie
through the bars and he will return with the prison key. Put on the
monks habits, open the cell door and look for the monk guarding a
doorway. He will assume you are brothers and tell you to hurry. Go
through the doorway and you will see a young girl being sacrificed
on an altar. Take a prison key from the monk’s belt and return to
the corridors. There is a secret wall here that leads to an
alleyway full of guards who must be killed in one go as you cannot
retreat, so eat some bread and save the game before leaving.

To get the map of Jon’s island, buy an eagle in the pet shop and
sail to Irvan’s island. Visit the magician on the eastern shoreline
and pay him for his advice which you should carry out immediately.

Before venturing to Jon’s island return to Zak’s island and kit the
party out with fur coats or they will die very quickly from cold.
Buy ropes and attach them to each member before mountaineering.
Sail to the southern landing stage, walk east and look for the
cauldron lying in the snow. Retrace your steps and walk in the
other direction. Look for a gap in the mountains and search for a
rhinoceros. Kill him and take his horn. In these mountains you will
find a living sword and 5 edelweiss flowers which will be needed
later to make a vertigo potion for high altitudes. When you find
the priest, make him a Humbolg potion and he will reward you with
the map of Thorm’s island.

On Thorm’s island you learn more of the story line from the elders
in the huts. From the landing stage take the eastern path to find a
relic. Look around for a dead girl lying on a bridge fairly near
the village who has the town hall key around her neck. You must go
the long way round to reach her. From the harbour go north, east,
north, east and find the stone druid. Wake him by clicking on the
rhinoceros horn, then give him an iron shield which he will turn
into a magic one.

Sail to Zak’s island and enter the town hall in the north. Here you
will find the stolen ldol which must be returned to the temple. On
Akeer’s island, after wading through the flooded tunnels you will
come to a dry chamber with 3 scales set into the alcoves. The third
scale holds 3,550 po. Leave the money there and weight the other 2
scales with the same amount of money. Return to the tunnel which
will now be dry and take the second opening to the southeast. A
small opening that was previously submerged is now revealed.
Through here is a huge area with many invisible walls and fierce
enemies. It is best to leave this area alone until you are strong
and fully equipped with the best armour.

Compiled by Hazel Miller
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HEROQUEST GBH Gold
Spectrum, Amstrad (£4.99), C64 (£9.99)

The 8-bit versions of the game are very much the same as the 16-
bit outings, with all the missions and features included.
Unfortunately a couple of extra flaws have crept in. The monsters
are extremely unintelligent, allowing you to fire missile weapons
through open doors and pick them off with impunity, and the
interfaces are far clumsier than they need be when setting up. The
Spectrum version has very good graphics given the limitations of
the machine but the C64’s are below par. Apart from this, the
games are pretty much as reviewed in section D.

(C64 and Spectrum versions reviewed)

ATMOSPHERE 10/20 - STRATEGY 6/20 - PLAYABILITY 17/20 - PUZZLES N/A

PSR 14/20 - STAR RATING ** Reviewed by Ian Osborne
RETURN OF THE WITCH LORD Gremlin Graphics

PC, Amiga, Atari ST

This data disk for the original HEROQUEST game almost defines the
term ‘more of the same’. Its missions are almost identical to its
predecessor’s, but with different dungeon layouts and objectives.
It’s a lot harder too, so is best tackled with heavily-armed
veterans saved over from the original. The data disk originally
cost £14.99 for the 16-bit versions and £7.99 on 8-bit formats but
was later packaged with the original game itself. It isn’t
included in the budget versions.

ATMOSPHERE 10/20 - STRATEGY 6/20 - PLAYABILITY 17/20 - PUZZLES N/A

PSR 15/20 - STAR RATING ** Reviewed by Ian Osborne
CONQUESTS OF THE INGBOW : E L F ROBIN HOOI Sierra

PC VGA £29.99 (£5.00 from Sierra on 5 1/4 inch disk)

The writers of this game must have done a lot of research into the
literature about Robin Hood. There are many very artistic
backdrops and there is even a nine men’s morris board included in
the box. The characters are even mildly amusing at times. Does
this add up to a good adventure? Not really. The game makes use of
Sierra’s point and click interface and works well, but the puzzles
are not really challenging and the disjointed storeyline just
fails to be convincing. Deep into the game you may encounter a bug
that stops you getting any further, although Sierra can supply a
fix for it. Might be worth a look, if you can obtain a cheap
version of the game, but not at the full price.

ATMOSPHERE 12/20 - VOCAB N/A - GRAPHICS - 15/20 - PUZZLES 10/20
PSR 11/20 - STAR RATING ? Reviewed by Geoff Hyman
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WORLDS OF LEGEND - SON OF THE EMPIRE Mindscape
PC (VGA 3.5), Amiga ( £25.99)

Your party of 4 have return to the village of Brodfird for a well
earned rest after their long hard battle to save the land of
Trazere when their peace is interrupted by a messenger from the
Empire of the Moon. The Emperor has been assassinated and you are
asked to help, so you set off at once on another great adventure. I
really enjoyed LEGEND (reviewed on page D/150). It had a unique
spell system and some very tricky problems that have been carried
on in this game. In fact this is more of the same, the only
difference is the setting which has an oriental theme, but if you
liked the original game you won’t be disappointed with this one.

ATMOSPH 17/20 - STRATEGY 18/20 - PLAYABILITY 17/20- PUZZLES 16/20

PSR 18/20 — STAR RATING ** Reviewed by Hazel Miller
LEG OF KYRANDIA Virgin Games

CD-ROM version (£44.99). Other versions reviewed page D-176

I reviewed LEGEND OF KYRANDIA in pack 19, and now that it has been
released on CD, I thought it was worthwhile to re-assess the game.
With full speech now available, the characters really come to life
- especially with Evil Malcolm camping it up quite hilariously! I
said in the original review that some of the puzzles were
illogical, well now that I have had a chance to progress through
the whole game I am even more convinced that a lot of the puzzles
are unnecessarily contrived. In summary then, the CD version is
only different in the respect that there is full speech throughout,
and that is a big bonus, but I have to mark it down as there are so
many adventures around that are more satisfying and more fun.

ATMOSPHERE 16/20 — VOCABULARY N/A - GRAPHICS 18/20 - PUZZLES 14/20
PSR 13/20 — STAR RATING * Reviewed by Iain Mackenzie

DUNE Virgin Games
CD-ROM version (£49.99). Other versions reviewed page D-136

Dune was reviewed back in pack number 16, but with the release of
the CD-ROM version, a re-assessment was necessary. I should say
from the start that with DUNE and 7TH GUEST you have 2 excellent
reasons for buying a CD-ROM drive if you were in any doubt! Virgin
should be congratulated for transforming an above average game into
a classic. This CD has a superb intro, many video scenes lifted
straight from the original David Lynch film, and full speech
throughout. You really feel part of a whole cinematic experience,
with the main characters coming to life through speech, and as the
scenario develops, the search for spice becomes a thoroughly
engaging, fun experience. An absolute must for anyone’s collection.

ATMOSPH 19/20 — STRATEGY 17/20 - PLAYABILITY 18/20 - PUZZLES 17/20
PSR 18/20 - STAR RATING *** Reviewed by Iain Mackenzie
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RINGWORLD: REVENGE OF THE PATRIARCH Accolade/Tsunami

When the action starts you have just arrived at W/kkai Rift. You
will soon need to launch the Hyperdrive II and visit the
Ringworld, where you discover an ancient alien starship, protected
by a stasis field. Exploration of the Ringworld will get you a
number of stasis boxes, which provide the key to the alien
starship and to the defeat of the evil Patriarch. Explore the
Hyperdrive II, where you can obtain several vital items for your
quests. Obtain help from Miranda and Seeker when required. Return
to the Great Ocean after you have completely ransacked the Sky
House. Various objects to stock your inventory are given below,
under the location at which they first appear. Good hunting.

Location: W’kkai Rift

Stunner Disables your opponents, if you have good timing.
Scanner unit Call for help to leave the Map of Earth.
Signet ring Establish your credentials at Chmeee’s house.
Infodisk Use in flycycles and the autodoc.

Location: The Canyon

Ladder Climb up onto temple roof.

Rope Climb safely down into the temple.

Necklace Gets you past the forcefield.

Location: The Flesheater’s Cave

Sharp bone Cuts the rope holding the bat cage.

Vial Protects you and wakes up Seeker.

Stasis Box 1 Neural Wave Nullifier, used later in the Canyon to
regain control from the alien.

Location: The Sunflower Field
Stasis Box 2 Stasis Field Negator, used later in the Canyon to
get into the alien starship.

Location: The Great Ocean and The Sky House

Jar Fill with green substance for the dolphins.
Slip of paper Holds the combination to the safe.

Key Unlocks the safe.

Translator Give to Skeenar for the dolphins.

Stasis Box 3 Empty box, used later in the Canyon, to contain the
Antimatter Concentrator.

Location: The Map of Earth
0ld clothes Put on for a disguise.
Straw Makes fuel for a fire.

Soiled tunic Gets you into' the "Patriarch’s" chambers.
Clean tunics Not really any use at all, try offering to the
"Patriarch".

Scimitar I never found out what to use this for.
Short sword Opens the panel in the bedroom.

Helmet Used to understand the alien in the Canyon.
Candle Ignites a fire, to let you escape.
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Location: On board the Hyperdrive IT

Bottle of Ale Give to Rock at the Canyon.

Medi-kit Treat Seeker at Flesheater’s Cave.

Pressure Suit Lets you enter the Great Ocean.

Probe’s arms Improves the grasp of dolphins in the Great Ocean.

Location: Back in the Canyon

Magnetic key Opens maintenance panel inside the alien starship.
Concentrator Concentrates antimatter, to vaporise the Destroyer.
Alien modules Protect you during the final confrontation.

*kk

SE = You 2 Jean Childs

It is possible to re-enter the time machine at any stage, so you
can safely leave all your objects and treasures in here. Of course,
you must know where the machine is first, so make this your
priority on entering each zone.

Remember to CONFER every time you are confronted with a problem.

on the island, look carefully in the lagoon to find a treasure.
Look underneath the hut as well as inside it.

One of the branches in the caves is completely unnecessary and
contains a red herring. Work out the only useful route and ignore
the other turning.

The old man is short-sighted.

In Aztec times there are a lot of red herrings. The priest with the
pot needs help - he’s not very practical!

In wartime Britain, you can defuse the bomb by trial and error
(using ramsave!). There is, however, a coded clue to it if you
listen to the radio often enough.

Confer over the flagpole.

The bull can be scared stiff by overhead means.

On Mount Kilimanjaro, photography seems popular with the locals.
The book cannot be removed but maybe you can find another way to
retrieve the record.

In Japan, the cassette is buried. Tom is carrying an object which
you may have forgotten about.

e

DIARMID Dennis Francome

When you’re hungry SPREAD the CLOTH.

SCOOP the BANK WITH THE SHIELD to help the salmon.

WRAP the HEAD of the ram IN CLOTH to free it.

THROW the NET AT the EAGLE.

In the cellar CALL BRAN and SHOW KERCHIEF TO BRAN. HIDE IN the BED.
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REX NEBUILAR AND THE COSMIC GENDER BENDERS MicroProse

Rex is shot down into the sea of the Gender Bender’s planet and
must find the rare blue vase before he can escape. Fully equipped,
Rex seeks a safe way to the planet’s surface. On the surface, the
binoculars will help Rex into the teleport.

After getting out of the prison cell, a change of gender will be
called for. A return to the surface can then be made to collect
further useful items. Rex is advised to reverse the process before
visiting the city.

Knowledge of the following teleport codes may sometimes prove
useful:

On the Surface: 2747 The Gender Bender Complex: 5433
Goldenpipe Spaceport: 2346 city under the Volcano: 2646
The Armoury : 4203 The Museum: 1783

The general location and function of most of the items that Rex
can collect are given below.

Location: Rex’s Spacecraft

Log Read it.

Rebreather Allows Rex to breath outside his spacecraft.
Burger Filling for a tasty snack.

Binoculars Lets Rex see far, when on high ground.
Timer Module Used in the city to make a time bomb.
Shield Modulator Install into the spaceport escape craft.
Location: Underwater

Dead Fish Can hold a tasty snack.

Stuffed Fish A tasty snack for a monster.

Location: on the Surface

Poison Darts Helps Rex get back his stolen binoculars.
Blow Gun Use to shoot poison darts.

Twinkiefruit Bait for a trap.

Bones Throw for a dog in the city.

Chicken Used in the flooded city to hold a bomb.
Location: The Gender Bender Complex

Scalpel Pry open grating in Rex’s cell.

Security card Opens doors in the complex.

Audio Tape Listen to it to get an explosive recipe.
Tape Player Put tape into it.

Guard’s arm Use on scanner to open vault.

Alien Liquor Ingredient for explosives.

Repair List Read it for some useful teleport codes.
Credit Chip Buys a bottle in the bar.

Target Module Install into the spaceport escape craft.
Empty charge cases Fill them to make two bombs.

Petrox Ingredient for explosives.
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Lecithin Ingredient for explosives.
Formaldehyde Ingredient for explosives.
Filled charge cases Ready to become two bombs.

ocation: n e aceport

Remote Control Powers up the spaceport escape craft.
Location: City under the Volcano

Penlight Holds some old batteries.

Polycement Repairs windshield of escape craft.
Rearview mirror Use on laser beam to open safe.

Doorkey Unlocks door to video store.

Phone handset Holds fresh batteries.

Durafail cells Recharge them in the phone handset.

Fake id Gets Rex into elevator by shopping mall.
Bones Another attempt to get past the dog?

Id card Opens door at city edge, to get detonators.
Detonators Makes bombs from explosives.
Bombs Turn one of them into a timebomb.
Fishing rod Holds long length of fishing line.
Fishing line Moors boat to concrete block.
Timebomb Put on ledge at sea window to flood city.
Location: The Flooded City
Chicken bomb Gets Rex past the sea monster.
Bottle Helps Rex get the blue vase.
Vase Rex’s quest! Get it before escaping.

*k%
ENDDAY 2240 Zenobi Software

HOLD REFLECTOR ABOVE HEAD to escape from the cell.
PRESS the YELLOW BUTTON AND BLACK BUTTON to disable the robot.

Change your appearance as soon as possible.

*%k%k

RJ’s ULTIMATUM Dorothy Millard

Feed the ducks on the pond in the morning to find a disc which will
enable you to get into the roller skating rink.

Talking to the tennis players in the evening could prove rewarding.

One good turn deserves another - give the derelict the newspaper
for warmth.

Show your ID to Bozo to get it changed.
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EYE E BEHOLDER TJIT: URI N

The maps on the following pages have been compiled with the assistance
of the little-known Centre for Research on Myth Drannor, however any
errors are entirely the responsibility of the present cartographer.

Head northwards in search of an axe which can be used to clear away
the removable trees. Gain experience by defeating all the Grave Mists
that haunt the area. If your party isn’t strong enough, leave the
mausoleum until later, but make sure that you can find it again!
Powerful wands are hidden in the southeast. When you are ready, head
northeast and take the forest trail.

Fixed Tree I Removable Tree Y Item
1 This is where you start your explorations

2 Entrance to the mausoleum: home of the undead

3 Hidden entrance to the forest trail
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YE OF BEHO IIT: FOREST L

This map wraps round, once North to South and twice East to West.
Thickets let you move diagonally or to jump two squares forward.

North of the first thicket is a torch which burns down trees. Some
trees grow when your back is turned, so keep burning! Keep going
eastward and search a second small thicket, then head southeast

through the large thicket. Meet a wise man and answer his question to
reveal the way forward.

[l Removable Tree Thicket Y Item Z Meeting

1 The way back to the Burial Glen.
2 The entrance to the Guildhall Quarter Ruins
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