








































































































THE MUTANT Jack Lockerby/Zenobi

STARTER GUIDE (Atari ST version)
Amiga, Spectrum and Commodore 64 versions will vary slightly.

You begin this adventure standing beside an abandoned landrover on
a woodland track. Enter the landrover and you will find an oily
rag. Examine the seat to see a map and a pair of stockings and
suspenders. Take all these and leave the landrover.

Open the bonnet to discover a battery. You cannot take this but
will need to return to it later. Now go down the slope and through
the forest until you reach a lake. Examine the reeds here and you
will find a strange egg. Get the egg and go west along the stream,
pursued by a huge crocodile! After three locations you will find a
large alligator. Drop the egg and the two reptiles will fight over
it and disappear into the swamp.

There is a dead tree here. Climb it and examine the hornets’ nests.
Get the creeper vine and a nest and climb down again. Go west into
some scrubby gorse where you will encounter a family of boars.
These will attack you, so throw the nest at them and they will be
chased away by the hornets.

Now return east twice and get the hollow reed. Continue to follow
the stream eastwards until you reach a clear pool. Examine the
pool, which is infested with purple snails. Get some snails - you
will need them later to feed a bird - and don’t drop them or they
will slither away.

Return to the landrover and examine the battery. Connect the lead
on the battery to produce a spark which lights your oily rag. Wear
the stockings to protect your legs and go west four times, along
the track and through the nettles, to a cave.

Go into the cave and drop your rag, which will continue to provide
light while you are in here. You are beside a cold dark pool. Put
the hollow reed in your mouth to help you to breath, enter the pool
and go west to the other side. Here you will find a skeleton and a
red diary. Read the diary and examine the skeleton to find a wad of
tobacco.

Return to the east side of the pool, then go back to the landrover.’
Continue eastwards from here along the track to an old fallen tree.
Climb over the tree and you will find a pair of climbing boots.

Return westwards until you are beneath tall larches, where you will
see a path leading downwards. Follow the path down an animal trail
and go into the bird hide where you will find a bird book. Read it.
Now, wearing your boots, you can go downwards and then northwards
into the mountains to continue your search for the Mutant!

Compiled by Sue Roseblade
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JANUARY 1994
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We hope that you had a most enjoyable Christmas and we would like
to wish you all a very happy New Year.

THE GOLDEN CHALICE AWARDS:

With this pack we are enclosing a voting form for our annual
awards, asking you to vote for the best Adventure, RPG, Strategy
game and Simulation released during 1993. Please return your
voting forms as soon as possible.

DISCOUNTED SOFTWARE SERVICE — UPDATE:

The following titles are now available, and will be added to pages
W-4 and W-5 in due course:

RIVER SOFTWARE Normal Discount
Price = Price
Theme Park U.K Commodore 64 £2.50 £2.25
(Tape or disk)
TOPOLOGIKA
Spysnatcher Atari ST £15 £10.50
Countdown To Doom Atari ST £15 £10.50

Return To Doom
Philosopher’s Quest
Acheton

Kingdom Of Hamil

Last Days Of Doom Atari ST £20 £14.00
Avon/Murdac

Please add £2.00 p & p for first item, plus 50p for each further
item. No credit card orders under £25.

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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PRICE CHANGE:

Due to rising postal and packing costs, ZENOBI SOFTWARE have had to
make a small extra charge to the cost of each game. Please include
an extra 25p per game when ordering from the address on page A-14.

I am looking for a copy of War in Middle Earth for the Amiga.
Please telephone Sylvia Parry after 8pm on 081 870 4641.

k%

I have the following PC games for sale. Ultima Underworld II,
Ultima VI, Lands of Lore, Tergel’s Mercenaries, Blade of Destiny,
Star Trek 25th Anniversary, Shadowlands, Planet’s Edge, and
Darklands.

Please telephone John on 091-417 6153 evenings only.

k%

ATARI ST and SPECTRUM SOFTWARE FOR SALE:

I have a large number of adventure games for sale for the above
machines. All are originals, most are text adventures, a few are
graphic adventures. Many are old classics. Rock bottom prices!
For a full list, please send an SAE to Sue Roseblade, 22 Pembroke
Avenue, Eynesbury, St Neots, Cambs PE19 2SW or phone 0480 471216.

kkk

WANTED - I am looking for an Amiga version of Legend of Kyrandia.
Please telephone Graham on 097 43210 after 8pm or weekends.

*k%

I am looking for a secondhand 386 DX with a 3.5" drive, Super VGA
graphics and a hard drive of 80 meg or over plus cache and sound

card if possible. As I travel around the country, please write or
telephone the club with details. David Baker.

k%

WANTED - I would like to buy Crusaders of the Dark Savant and
Might & Magic V. Please telephone Hazel at the club number.

k%

PC SOFTWARE FOR SALE

Due to lack of space I have the following software for sale
Rex Nebular and the Cosmic Gender Bender.

The Lost Files of Sherlock Holmes.

Twist and Shout (sideways and banner printer).

Open to offers on the above - contact Neil on 0803 525989.
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DRACULA UNLEASHED Viacom/Mindscape

After visiting each location make sure that you record the events
in your journal and look for new items in your satchel. It is wise
to check all the journey times from the map and work out an
itinerary that avoids wasting time. To survive the first night you
need to make sure that your beloved Annisette has a silver cross,
which can be obtained from Harker, under the right conditions.

A detailed plan of action for the first day follows.

At the Hades Club you learn of the peculiar death of Annisette’s
father. Visit her in Notting Hill and obtain the strange white
cloth that her father was clutching.

Take the carriage to the Westminster home of your friend Holmwood,
where you learn of another gruesome murder: the Holmwood’s
coachman, and obtain the address of the Harker residence. A parcel
was found beside the body of the coachman.

Nearby is the Westminster newsstand, so visit this next, read the
items of news and learn the address of Saucy Jacks. A drink might
be nice, but it’s probably too early in the day and there is much
business to be attended to first.

Head north, to the Telegraph office in King’s Cross and send a
telegram to Janos. His overseas address is on his calling card.

A rather unsettling visit to the Harker home in Marble Arch gives
you the address of Harker’s office and his calling card. Postpone
going to his office until later in the day.

A brief return to the Hades Club in Kensington will give you the
chance to chat with Devlin, but little else.

By now it should be lunchtime, so it’s off to the Saucy Jack
hostelry in the Strand. A free drink and the address of an arcane
bookshop are your rewards for this. Next, visit the bookshop in
King’s Cross and obtain a book and the address of the asylum.
Visiting the Asylum in Paddington however only gets you a weapon.

Return to the Holmwood residence, where Regina will tell you about
a tragedy and you offer to deliver the parcel.

Now may be a good time to approach Harker in his St Pauls Office.
He is obviously quite busy, but make sure that he gives you a
necklace before you leave the premises.

Back in Notting Hill, Annisette is still very upset, but Juliet is
there to comfort her. The silver cross appears to protect her from
vampires and may prove to be your own salvation.

Back home, wait until 9:00 pm and a telegram will arrive from
Janos. Read it and sleep soundly until the following day.
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DRACULA UNLEASHED: DAY 2

The critical events for this day depend on arranging a timely
meeting with Van Helsing. The Telegraph Office opens at 7:00, so
it’s best to get there early and send another telegram to Janos. A
viable itinerary for the rest of the day follows. The times quoted
are those that you will enter in your diary, recording the events
occurring at each meeting.

10:10

10:40

11:55
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Give the rose to Mina Harker, who asks you to meet her
the following day at the funeral of Annisette’s father.

Read the news and note the address of the cemetery.

Visit the Holmwood residence. Listen to one version of
the events surrounding the death of your brother.

At the bookshop, discuss the strange white cloth and
learn of the address of the university.

The asylum is now worth a visit, where you obtain Van
Helsing’s calling card.

Take the strange white cloth to the university for study
and learn something of its history.

Go to the Hades Club and obtain a gold coin from Devlin.
Send a telegram to Van Helsing.

Show the bowie knife to Harker at his office. He asks you
to come to his home later that evening.

Visit Annisette and discover that Juliet has been
sleepwalking and having strange dreams.

Meet Van Helsing at the Harker residence, who tells you
more about your brothers death and about vampires. In
some agitation, you tell him about Juliet.

At Annisette’s Van Helsing treats Juliet. Juliet gives
you a note to take to Devlin. On leaving, Van Helsing
rescues you from the vampire attack.

At home, Jano’s telegram confirms your suspicions about
the bowie knife.

At the Hades club, give Devlin the note from Juliet. He
drops a bunch of keys. You should know where they fit.

When the shop is empty, go through the secret door in the
bookcase and find a curious manuscript. Now go home and
sleep to the next day.



DRACULA UNLEASHED: DAY 3

This is the day of Andrew Bowen’s funeral, where Mina asked to
meet you. To survive this day you must make sure that Van Helsing
also survives and can formulate a plan to combat Count Dracula.

12:10

Visit Annisette. Devlin is there but the garlic is gone!
Juliet is too ill to attend the funeral and takes fright
at the silver cross.

At the University, Dr Briarcliff will examine the gold
coin, telling you of its Translvanian origin, and the
manuscript, telling you about an arcane amulet.

Drop into the Hades Club and listen to Stransokowski.
At the newsstand, read about graverobbers and a murder.

Attend Andrew Bowen’s funeral. Mina Harker introduces
you to Reverend Jenkins, who may be able to help. He
promises to send something to Mina the following day.

Visit the asylum, with Van Helsing, but be very careful.
Renfield has gone wild and will attack Van Helsing and
you will need to defend him. A weapon may be needed.

At the Holmwood residence, engage in polite chit-chat.

At the bookshop, you enquire about vampires, but receive
only a warning for your efforts.

Return home where a telegram awaits. Dr Briarcliff tells
you more about the strange cloth.

At the Saucy Jack you can catch up with Van Helsing. He
believes that Count Dracula has risen from the dead and
arranges a meeting at the Harker residence.

A gathering has formed at Harker’s home, where Van
Helsing expounds his theory, but may be met with some
incredulity. Support his views with the evidence you
have gathered from your sneak visit to the bookshop.
When you leave you are attacked by a wolf, but Van
Helsing wards it off and you obtain some wolfsbane.

Go to Annisette’s and stay there overnight, attempting
to prevent Dracula from doing his evil work.

DRACULA UNLEASHED: DAY 4

Many things must be done in a short time. Destroy vampires,
discover more secret chambers, encounter Dracula and finally
defeat him. Many lives will be lost this day.
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10:35

11:20

11:50
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Discover that, despite your efforts, Juliet has been
murdered and Annisette has been attacked.

On your route east, pass by the newsstand, but learn
little. Attend a hurried meeting at Harkers office where
you are charged with finding a stake and a mallet.

In the ashes of the Asylum you find what you need.

At the Hades Club, find Devlin raving about Juliet.

At home read two telegrams. Dr Briarcliff has translated
the manuscript and Sewart has sent you a recording.

At the university find keys and signs of foul deeds.
Attend Juliet’s funeral. Does she rest in peace?

At the Saucy Jack, collect a note from Arthur Holmwood.
At Harker’s office, listen to the recording.

At Harker’s home, Mina gives you a cross that has been
consecrated by Reverend Jenkins.

At the Hades Club, learn about the hidden room.
At Annisette’s, Van Helsing formulates his plan.

At the cemetery, play your part in the plan and help to
destroy a vampire.

Back at Annisette’s, discover that evil is still around.

Visit Mina Harker, who tells you about her visions of
Count Dracula. She cannot tell you where he is now.

At the Saucy Jack, find a drawing left by Devlin.
Call by the Holmwood’s and chat briefly to Regina.

At Annisette’s you meet Count Dracula, but he evades you.
Van Helsing has been knocked down but is alive.

Make your belated appointment at the Holmwood residence.
Discover the dreadful truth about Regina and Arthur.

The best advice now is to go home and get some sleep.

At the asylum, discover that yet another murder has taken
place. Then visit the Hades Club where the hidden room
can now be entered. Count Dracula will soon show up, but
you should now have the means to defeat him.



NIPPON SAFES INC The Software Business
PC (£34.99), Amiga, Atari ST (£29.99).

Despite receiving good reviews in virtually every glossy, Nippon
Safes is a classic case of ‘neat presentation, no game’. You
control one of three characters, Donna Fatale the go-go dancer, a
brainless former boxer called Dino Fagioli or Doug Nuts, a would-
be techno wizard with a plethora of get-rich-quick schemes. All
three are down on their luck and just out of a Japanese prison.
You’re not told what your aims are and you bet it involved getting
them on their feet again. This is achieved via three separate,
self-contained adventures which take place in the same series of
locations - three games in one. This would be a bargain if they
weren’t all terrible!

Take Dino’s plight, for example. The first problem of any note is
opening a door by guessing (and I mean ‘guessing’) the combination
of four on/off switches. You then get locked in a museum store
cupboard - although you are employed there and have been told to
look after the exhibits. The only way out involved destroying four
of them. This appalling lack of logic runs through the entire
game. The game’s interface is easy to use but hardly conducive to
serious adventuring - for example your inventory is infinite, and
the only way of dropping an object is to put it into a container,
e.g: a dustbin.

The storyline flows as well as a silted-up canal too, the player
often carrying out seemingly pointless actions simply because he
can, their significance being revealed later in the game. The
Japanese-inspired graphics are pretty impressive and the comical
animation a real treat, but what’s the point of polished
presentation if the heart of the game just isn’t there? Nippon
Safes Inc scores heavily for originality and humour, but
personally I’d rather see something done well instead of just
differently - definitely one to avoid.

ATMOSPH 8/20 - STRATEGY N/A - PLAYABILITY 6/20 - PUZZLES 3/20
PSR 4/20 - STAR RATING 0

Reviewed By Ian Osborne

AMBERSTAR Thalion Software
PC, (£35.99), Amiga, Atari ST (£29.99)

AMBERSTAR is a fantasy role-playing game in the ULTIMA style. Set
on the planet Lyramion, your quest is to find the thirteen pieces
of the Amberstar which, when put together will defeat Lord Tarbos,
God of Chaos. You begin the game alone, gathering your party along
the way. There are 3 types of magic user to choose from and over
90 spells are available. This is a game of epic proportions
slightly let down by the unexciting combat routines.

ATMOSPH 16/20 - STRATEGY 15/20 - PLAYABILITY 17/20 - PUZZLES 16/20
PSR 15/20 - STAR RATING *#*
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s Accolade
PC, Amiga (Special price £19.99)

Lester P. Manley works as a lowly video technician for Channel 53.
As a publicity gimmick, the company offers a $1 million reward for
finding The King, expecting not to have to pay out. Les decides to
take up the challenge. Escaping from the office, Les must follow up
clues about The King and soon finds himself at the circus. Here he
recruits Helmut Bean - The Smallest Man in the World and they both
go to Las Vegas and the Kingdom. This graphic adventure game
requires text input and occasional good timing, which can sometimes
prove tricky, and has many amusing puzzles. Short, but a classic.

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

- New World Computing/US Gold
PC (£45.99)

As in all the MIGHT AND MAGIC games you have quests galore. The
main quests are the search for the Sixth Mirror, and to kill the
evil Lord Xeen. Along the way you are asked to help with lots of
sub-quests which are fairly easy to complete and bring great
rewards.

There are 5 towns to explore initially, each one having problems
for you to solve like clearing the town of Nightshadow which is
awash with vampires. The bat queens in this area are graphically
stunning and sway towards you from the distance, hissing through
their fangs and swishing their cloaks. I was very sorry when the
last one bit the dust.

Once you have visited all of the places on the beautiful land map,
off you go to a whole new kingdom among the clouds.

Speech in the game is excellent, from the sexy tones of the
voluptuous hotel keeper to the ethereal voice of the tattood faced
guardian of the keep. Also the tedium of note taking has been
solved as all the quests and places of interest you have discovered
are recorded as you go, complete with map references.

This game and DARK SIDE OF XEEN are really one big game and you can
jump between the two.

CLOUDS OF XEEN is a thoroughly enjoyable romp across a huge playing

area. It is heavy on exploration and light on puzzles, with some
nice surprises and a little bit of humour.

ATMOSPH 18/20 - STRATEGY 17/20 - PLAYABILITY 19/20 - PUZZLES 16/20
PSR 19/20 - STAR RATING *** Reviewed by Hazel Miller
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Backpack
Banana
Boots
Bow
Branch
Carrion
Chest
Dead spider
Hammer
Hide
Knife
Overalls
Reed
Rock
Spade
Torch
Vine
TIREASURES
Blowpipe
Fiddle
Horn
Lute

Tusk

LOCATION

Native hut
Native hut

Move skeleton
Little tree

On cave skeleton
Native hut

Up a tree

Up a tree

Bottom of lake
Cave

In the reeds
Skin gorilla

X Trapdoor

On cave skeleton
Lakeside

Bottom of lake
On a cloud
Native hut

Woods

Bottom of well
Bottom of lake
Stony ground above
spider cave

Behind dungeon door

Top of volcano

River Software/Zenobi

USE

Kill the gorilla and the
spider(?).

To cut a branch, smash the
padlock, kill spider(?).
Carry objects, especially
when climbing or swimming.
Drop it from above to
attract an elephant.

To wear.

Kill the gorilla and the
spider(?).

Lever open trapdoor and

kill spider(?).

To lure the leopard and

distract the spider.

It contains the fiddle.

Dip arrow in poison.

Use it to break masonry
and kill spider(?).
Scares away the goblin.

To cut a reed, skin the
gorilla, kill spider(?).
To wear.

To breath under water.
Helps to open trapdoor.

Dig at the bottom of the
lake and down the well.
Light it from the fire.
Will also kill spider!

Cut it and use it to climb
down the well.

Just a treasure.

Play it to open and close
dungeon door.

Play it to open stone
door.

Just a treasure.

Just a treasure.

025/X-75



SETTLEMENT XIII

PART 1 ’

In each location LOOK AROUND. SEARCH AND EXAMINE each object
otherwise you will miss things.

Have a good look around your apartment. Notice your door is open!
Get some privacy THEN look. Nose around your boss’s office and use
what you find to purchase a source of light from a street trader.
Help the secretary by finding the missing item. She will give you
something you may think is surplus to requirements, but you will
need it later. The missing item is on or around her desk.

Be a lounge lizard and check out the dance floor!

Let Jaques take you to the tunnel then search any debris you come
across. Get into any cars you can. Look under the seats.

You will need a grapnel to get around so make your own. You will
need a hook and some rope. Throw the grapnel at whatever you want -
if it can stick it will. '

Be prepared to do some Tarzan stuff from the light fitting. SAVE
your position regularly.

At the end of the tunnel use the keys to create a diversion. Make
sure you have somewhere to hide when the Loners come.

Take the back road when you come out of the tunnel.

At the old farmhouse, make sure the bike is well oiled.

Check out the fridge - wear your scarf or be overcome by the fumes!
Find the safe (obviously positioned) and open it to get the
journal. You will need this in part 2. When confronted, throw
something sharp, then get on your bike.

At the fire station beware. All will collapse! Use your rope.
Search upstairs properly to get what every boy scout wants.

P

PART 2

Check out Anne’s house for a frank diary. Use the feminine utensil
to pick the lock for a tool.

Search the kitchen for another useful item.

Look at the blackboards in the school for a clue as to where
everyone has gone.

Move the desks to gain access to the trapdoor in the ceiling.
You’ll need to lever it open though with one of your tools.

Search the barn thoroughly. Upstairs is bigger than downstairs so
maybe there’s some hidden space?

The scarecrow has some hidden secrets. s
The pub and the supermarket both have hidden objects that you need.
Use the tube to syphon petrol into the can.

You will need to climb into the water tank - cut the fence with the
snips to gain access.

Check out the library for some technical information.

Search the attic well - move some of the stuff to uncover more.

Get the petrol from the petrol station - use your wrench to unscrew
the petrol cap.

Oonce you have everything assemble your aircraft. Remember the fuel.
When you land, do not resist. Talk to people. Give them valuable
information.
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DAY OF THE TENTACLE

OBJECT

TEXTBOOK

DIME

BANK BOOK
BOOBOO-B-GONE
CONTRACT

VACUUM FLYER
HELP WANTED SIGN
PLASTIC BARF
CROWBAR
BOX-0O-LAUGHS
CIGAR LIGHTER
EXPLODING CIGAR
CHATTER TEETH
DECAF COFFEE

REGULAR COFFEE
FORK

FUNNEL

CAR KEYS
SWEATER
QUARTERS
DISAPPEARING INK
FLAG GUN
VIDEO TAPE
STAMP ALBUM
STAMP
HAMSTER
ROPE

CRANK

CAN OPENER
LETTER
HAMMER

LAB COAT
BLANKET
GOLD PEN
OIL
SPAGHETTI
BUCKET

HORSE DENTURES
TOY MOUSE

RED PAINT
SCALPEL

SMALL SWEATER
HUMAN TAG

CAT

FROZEN HAMSTER

0C (0]

BERNARD
PHONE/LOBBY FLOOR
OFFICE DESK
OFFICE DRAWER
OFFICE SAFE

LOBBY

LOBBY WINDOW
LOBBY

PARKING LOT
HALL(IN CLOWN)
HALL ( SALESMAN)
HALL ( SALESMAN)
HALL(CHASE TO GRATE)
KITCHEN

KITCHEN

KITCHEN

LAUNDRY ROOM
HONEYMOON DOOR
HONEYMOON ROOM
CANDY MACHINE
DWAYNE’S ROOM
DWAYNE’S ROOM
TENTACLE’S ROOM
WEIRD ED’S ROOM
STAMP ALBUM
WEIRD ED’S ROOM
ATTIC

ROOF FLAGPOLE
HOAGIE

MAILBOX

RED’S WORKSHOP
RED’S WORKSHOP
HALL

HALL

KITCHEN

KITCHEN
WASHROOM

MAID’S CART
WASHROOM
FRANKLIN’S ROOM
HALLWAY

ATTIC (SWAP MATTRESS)
ATTIC

LAVERNE

DRYER

REG. DESK

OUT IN YARD

ICE MACHINE

USE

H:READ BOOK TO HORSE
B:PUT IN FICKLE FINGERS
B:ORDER DIAMOND
L:PAINT FENCE NEAR CAT
H:PUT IN MAIL BOX
H:IN SUGGESTION BOX
H:GIVE TO RED EDISON
L:HAROLD IN CONTEST
B:CANDY MACHINE
L:CONTEST:USE ON TED
H:WASHINGTON’S CIGAR
H:GIVE TO WASHINGTON
H:GIVE TO WASHINGTON
B:PUT DOCTOR FRED TO
SLEEP
B:WAKE DR FRED
L:WITH SPAGHETTI HAIR
B:WITH FRED AND COFFEE
B:GIVE TO CAR THIEF
B:PUT IN DRYER
B:IN DRYER COIN SLOT
B:ON STAMP ALBUM
B:SWAP FOR GUN LIGHTER
B:USE WITH VIDEO
B:GIVE BACK TO ED
H:USE TO POST CONTRACT
B:PUT IN ICE MACHINE
B:MOVE TED AND FRED
L:LOWER TENTACLE FLAG
L:USE WITH TIME CAPSULE
B:GIVE TO DWAYNE
H:SWAP HAMMER
H:MATERIAL FOR KITE
H:USE WITH CHIMNEY
H:GIVE TO RED
H:GIVE TO RED
L:CONTEST:USE ON TED
H:WASH CARRIAGE
H:USE WITH WATER
H:WASH CARRIAGE
H:PUT IN TIME CAPSULE
L:CONTEST:USE ON TED
L:LURE CAT
H:PAINT TREE/PAINT TED
B:PUNCTURE 00ZO
L:USE WITH COLD HAMSTER
L:TED IN HUMAN SHOW
L:SCARE PRISONERS
L:DEFROST IN MICROWAVE
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VINEGAR TIME CAPSULE H:GIVE TO RED

ROLLER SKATE 70’S SHRINE L:USE ON TED/PUSH
EXTENSION CORD 70’S SHRINE L:USE WITH CHRON-O-JOHN
DINNER CARD SHOW PRIZE L:GIVE TO KENNEL GUARD
TENTACLE CHART DR. TENTACLE’S ROOM H:USE WITH BETSY
FLAG ROOF L:TENTACLE DISGUISE

P,
THE BLACK TOWER Zenobi Software
Part One

Cross the stream, carrying the knife.

Rest in the glade.

Feel the ledge underneath the oak tree.

Use the thread from the ring and the pierced thorn to sew the
rabbit skins.

Feel the wall in the tunnel past the icy cave.

Part Two

Moss will ensure a soft landing, so take some extra with you.
Smile at the statue in the temple.

Call a friend in the maze.

Dig in the hole in the island.

Weave the reeds in the Roc’s nest.

Hold your breath in the gassy staircase.

xE%
FLASHBACK Delphine
Stuck on a level? Can’t get off the alien planet? Keep getting

killed by those blobs? Well, here is the end to all your problems!
Here are the codes to let you progress further:

LEVEL EASY NORMAL EXPERT
1 JAGUAR BANTHA TOHOLD
2 COMBEL SHIVA PICOLO
3 ANTIC KASYYK FUGU
4 NOLAN SARLAC CAPSUL
5 ARTHUR MAENOC ZZZAP
6 SHIRYU SULUST MANIAC
7 RENDER NEPTUN NO WAY

TYPE BELUGA for the end sequence
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DARK SUN: SHATTERED LANDS

The overall plan is: first escape from the slave pens, then recruit
the three villages to defeat Draj. One you have completed this, you
can reach the Ruined Palace and fight the final battles. Good Luck.

9
GEDRON THE DRUMMERS
WARRIORS AND JASMINE
CASTLE AND GEDRON .
WYVERN HASTER VILLAGE ENCAMPMENT COMPOUND
s
CASTLE AND THE HOT SLAVE
WYVERN PENS SPRINGS
7
11
DARK SPIDER TEAQUETZIL ENTER THE MIRRORS AND
OASIS SWAMP H
CAVES VILLAGE WYRM TELEPORTS
6 3
.
CEDRILTE THE SALT WHITE RED RUINS AND THE CHAMBER
— - - -
VILLAGE SELLER SANDS BANDS BHAMANS OF HEALING
s
10
GEYSERS LAVA AND THE PIELDS WAGONS
AND GEMS THE HERMIT OF DRAJ UNDER SIEGE
-
SEWERS AND LOWER TUNNEL UNDERGROUND
EXP) TEMPLE
1
THE DRAJ
SLAVE PENS
12
THE DRAJ RUINED
ARENA PALACE

Escape the slave pens via the sewer grate in the NW corner.

To access the lower tunnels use the staff from the E warrens.

At Teaquetzl, the well leads to Tynan, NE in the underground temple.
At Cedrite, Kriktor can help you find the cave entrance.

At Cedrite, the well leads to Zeefram, S in the underground temple.
In the caves, use Silk Rope to climb the cliff. Go NE to the castle.
In SE of castle, use Serpent Boots to get through the barrier.

At Gedron, the well leads to A’poss, NW in the underground temple.
To rescue Jasmine, use the grappling hook on the rope bridge.

10 At Wagon Train, bridge leads to Tristram, SE in underground temple.
11 In the Wyrm, use teleports to get the Draketooth sword.

12 In the Palace, teleport from NW to SE to get to Craggs body.
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ACCOLADE

Aided my Helmut Bean, Les must make his way to the Kingdom and
perform a convincing impersonation of the King. There are a number
of objects that may also assist Les on his quest, detailed below.
Helmut can help to get the Receipt, the Guitar and the Microphone.

RED’S
BAR

HIGHWAY

EAST

or

MANSTION

DISPLAY
CASE

HALL
WITH
RUG

}—> OUTSIDE

THE _Ij'm!zl HELMUT | | FORTUNE
NEW Y ORK
LIONS ARTIST BEAN TELLER
POPCORN I BUS {IHSID!J
FLY TO LAS VEGAS <—{ LUIGI WAGON APART~-
STALL STATION MENT
| THE 4 CIRCUS MAIL H PARKED FRONT BACK
TRAILER
CIRCUS POSTER BOX BUS BTEPS YARD
THE SUPPLY FRONT
ELEPH-
ANTS ROOM DESK
LES’S H HATBZH BOSS’S
LIFT THE
OFFICE COOLER OFPICE
KINGDO
HIGHWAY
STEPS
< HIGHWAY H
MANSION
[
HIGHWAY
LAS VEGAS HOUSE
coor. DRY IIII
POOL HALL BEDROOM
SHADES CLEANER
THE KING<'’S
HOTEL H KING’S TOP
HALL LIFT
LOBBY BEDROOM FLOOR
HITCH TO FRONT MAIL NEVADA PHONE DOWN DIHIHGI_
THE KINGDOM < oF TO
HOTEL BOX DESERT | | RINGING KITCHEN ROOM
===}
Location Objects
New York Lunch Bag Thermos Master Key
Reporters ID Dream Scarf
The Circus Free Ticket Wax Resurrection
Rosin Popcorn Helmut Bean
Las Vegas Helmut Bean Sunglasses Dental Floss
Skeleton Key Receipt White Suit
King’s Mansion Loaf of Bread Banana Guitar
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Card









