























































































































s Icom/Mindscape
PC CD-ROM (£49.99)

This set of three strategy games was one of the first to be
designed exclusively for the CD-ROM format, using lots of full
motion video clips with live actors and recorded speech. On this
disk there are three cases to solve: The Mummy’s Curse, The
Mystified Murderess and The Tin Soldier. The game package includes
a number of reduced size versions of The Times newspaper, as they
might have been printed in the late 19th century. This not only
adds a touch of authenticity but also provides a medium for clues.

Each case starts with an introductory video clip, usually set at
221B Baker Street. Perhaps Watson has spotted an item of interest
in The Times, or a visitor asks Holmes to take on a case. You can
call on many helpers e.g. Inspector Lestrade, a criminologist; the
Editor of The Times, a barrister; the Chief Clerk at the Office of
Records; a gossip columnist and the Landlord of a seedy pub. When
you have enough evidence you can take the case to court. If you
satisfy the judge you can compare your solution with the best that
Holmes could have done. This gives the game a high degree of
replay value, as you try to match Holmes’s performance.

Games can be saved to hard disk at any stage. It is a shame that

it does not matter in which order you visit each location, which

limits the strategic aspect of the game. Another weakness is that
sometimes you must interview people to obtain leads, but doing so
may prevent you from getting the best score. Restarting the game

gets round this problem, but it still feels a bit of a cheat.

ATMOSPH 16/20 - STRATEGY 14/20 - PLAYABILITY 17/20 - PUZZLES 13/20
PSR 15/20 - STAR RATING ** Reviewed by Geoff Hyman

: Icom/Mindscape
PC CD-ROM (£49.99)

Sherlock Holmes and Dr Watson are back with another trio of mind-
bending cases to entertain your little grey cells. The plots are
more convoluted and the actors are even more fun to watch as they
over-act their 19th century English parts. Holmes and Watson
exhibit commendable reserve when confronted with displays of
excess familiarity and even swap the occasional quip at the
expense of Scotland Yard. Even the judge has been revamped and can
be quite unkind when Holmes gets something wrong.

This disk contains three cases: The Solicitous Solicitor, The
Banker’s Final Debt and The Thames Murders. To be successful, you
will need to rewind many of the video clips, listen carefully,
take detailed notes, use all of your deductive powers and follow
Holmes’s advice: don’t theorise without all the facts.

AE!OSPB 17/20 - STRATEGY 15/20 - PLAYABILITY 17/20 - PUZZLES 15/20
PSR 16/20 - STAR RATING ** Reviewed by Geoff Hyman
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Players
C64 Tape (£2.99)

This is a truly interactive Dungeons and Dragons type game. It is
written by the award winning Xenomorph programming team including
David Neale. The land is in turmoil, the evil wizard Azazael has
been resurrected and now searches for the five gems of Zator which
will give him ultimate power. You have been chosen to battle
against the minions of evil to recover the gems and so save the
lands of Mezron. Can you destroy the evil Medusa whose merest gaze
turns flesh to stone? Can you outwit the High Priestess of Set who
holds sway over a temple full of horrors? Dare you venture into the
dark catacombs of Castle Secnar and cross swords with the dead?

I found the icon control system easy to use and was soon travelling
around the land fighting, drinking and talking with the best of
them. As you know the location of the first gem and in your travels
gradually discover the location of the others this game plays out
in a nicely logical manor. You are, however, free to wander
accidentally into buildings containing monsters you are not yet
skilled enough to defeat and die horribly. Save very regularly.

ATMOSPHERE 15/20 - GRAPHICS 15/20 - VOCAB 5/20 - PUZZLES 14/20
PSR 13/20 - STAR RATING * Reviewed by Mike Barton

BATTLESHIPS Pocket Power/Elite
Atari ST, Amiga (£2.99), Commodore 64 disk (£3.99)

Is there anyone who hasn’t played Battleships in its pen and paper
incarnation? Starting with an equal number of ships, each made from
connected squares and differing in size and shape, the players
place their vessels on a grid and take it in turns to take pot-
shots at their opponent by stating the co-ordinates of the square
at which they’re aiming. After a hit a wise player bombards that
area until the ship is ’sunk’, ie every square is hit. The person
who sinks the opponents’ fleet wins. The computer version is pretty
much the same, except each player (computer or human) takes 24
shots at a time but loses four for each of their own ships sunk.
This results in a much more fluid game - one shot at a time would
be too stop-start on computer. There’s also an animated sequence
after each salvo, showing your shots peppering your opponents’
seas. This can be switched off if you so wish.

The game has a few bells and whistles, but how much presentation
does Battleships really need? Perhaps giving the larger, more
powerful ships more shots than the smaller vessels instead of a
universal four each would be an improvement, but apart from this
it’s largely fault-free (if limited) material. Not exactly earth-
shattering but fun for a few plays which, at these prices, is
enough to give value for money.

ATMOSPH 11/20 - PLAYABILITY 17/20 - STRATEGY 7/20 - PUZZLES - N/A
PSR 12/20 - STAR RATING * Reviewed by Ian Osborne
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SOULDRINKER Zenobi Software
Atari ST (£2.99), Also on COCKROACH’S CHOICE CUTS Volume 1
compilation disk (£5.99)

Some games are written great, some have greatness thrust upon
them. This game is neither. In fact, the only thrusting in this
game will be when I thrust it firmly into the bin. This has got to
be some kind of joke, at my expense, I suspect.

The story is as old as the hills...you have got to defeat the evil
one with the aid of your magic sword. Boring!!! The atmosphere is

turgid. How can you take the worst manifestation of evil seriously
when it stands in front of you doing nothing for hours, until you

throw something at it, when it vanishes?

The gameplay is frustrating. You can’t pick up some objects when
they are clearly described for you and don’t even ask me about the
musicl!!! etc., etc. The game is a STAC game. Sean Ellis who
devised STAC must be wondering why he bothered when stuff like
this is being produced.

ATMOSPHERE 5/20 - VOCABULARY 7/20 - GRAPHICS 11/20 - PUZZLES 7/20
PSR 4/20 - STAR RATING O Reviewed by Simon Husbands

FOR PETE’S SAKE Zenobi Software
Spectrum tape (£2.49), disk (£3.49)

You play the part of Julia Brief, a divorcee who has to collect
ingredients to make a strange stew/love potion to make you and
Pete (your ex-husband) starry eyed again.

The game begins in a large shopping precinct where you work for
Matilda, the hairdresser, who is to concoct the stew. When I
discovered what the ingredients were I began to have twinges of
doubt about the game. Later, when I found that the butcher’s shop
doubles as a morgue, my suspicions were confirmed.

By the time I had to kill an inoffensive character just to steal
his car radio and then arrange his funeral, I was feeling
distinctly nauseous.

Part two contains more of the same, including a sexist waiter, the
walking dead and meeting my obnoxious husband again.

The commands are obscure, the clues oblique and the authors need a
radical adjustment to their sense of humour. I preferred doing the
week’s ironing to playing this adventure.

ATMOSPHERE 7/20 - VOCABULARY 7/20 - GRAPHICS N/A - PUZZLES 7/20
PSR 4/20 - STAR RATING O Reviewed by Jenny Perry
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THE HERMITAGE Binary Zone/FSF Adventures
C64 disk (£4.00) from Binary Zone PD, address on page C-117
Spectrum 128k tape (£2.50), disk (£4.00), from FSF Adventures

You are Ambrose, a monk. Being a man of the cloth was a good thing
but recently you have been questioning your faith. If that wasn’t
bad enough your Archbishop has decided you should go on a dangerous
quest. He felt an evil presence coming from the mountains - a
hermit who may be an incarnation of the devil. You must battle with
good against evil and restore peace to the land.

The atmosphere in this adventure is handled excellently, with each
location being well described and detailed explanations of
important situations. The puzzles are also good, ranging from easy,
quick to solve, to some which really exercise the grey cells. This
is a big adventure with loads of locations to cover and would keep
any keen adventurer hooked to the end - or at least it would if you
could withstand the bugs. There aren’t many but they can still put
you off at times, although once you get into it you can work around
them and still enjoy the game. Also, trying to save to disk stops
the game from loading other chapters from disk. All in all though,
an enjoyable adventure. (C64 version reviewed).

ATMOSPHERE 17/20 - VOCAB 12/20 - GRAPHICS N/A - PUZZLES 14/20
PSR 13/20 - STAR RATING * Reviewed by Mark Rooney

RAILROAD TYCOON DELUXE MicroProse
PC (£39.99) Upgrade only (£19.99) (See page C-111 for details)

By now most people must have read about or played RAILROAD TYCOON
(reviewed on page D-106). This Sid Meier game is a classic and was
my favourite Atari simulation game. I became so addicted that it
was the first game I bought for my Amiga.

After studying the terrain and choosing the best site for your
railway, you start laying track in an area that includes small
towns and industry that will grow if your railway thrives. From now
on life is very hectic for a budding tycoon. You will be building
stations and buying trains, creating train schedules and juggling
your finances to pay for it, dealing with the stock market and of
course keeping an eye on the opposition.

The DELUXE version covers North and South America, Eastern U.S.A,
Western U.S.A, Europe and Africa. There are 11 new trains to choose
from, making 32 in all. The graphics have been enhanced and more
sound effects added. Each country has its own ‘feel’ and I
especially like the banner headlines of the local newspapers that
flash up on their historical date. Is it worth buying the upgrade?
I would say decidedly YES if this is your type of game.

ATMOS 17/20 - STRATEGY 18/20 - PLAYABILITY 18/20 - REALISM -17/20
PSR 18/20 - STAR RATING ** Reviewed by Hazel Miller
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SHERLOCK HOLMES VOL I Icom/Mindscape
The Mumny’s Curse

Watson is reading The Times on April 12 1889. This reports on the
murder of the archaeologist James Windebank at the British Museum.
This is the third murder associated with an ancient Egyptian
mummy. Previous relevant Times articles appeared on August 17 1888
and March 5 1889. All of the victims were on a London University-
sponsored expedition to Egypt. The first victim, Dr Turnbull, was
murdered at an Egyptian tomb. The second was murdered on board the
Jardine ship Eastern Empress whilst returning to England.

From among the Baker St Regulars four have something of interest
to say: Ellis, Holmes’s contact at the Times; Hogg, a crime
reporter for the Police Gazette; Meek, a pathologist, and Murray,
a criminologist at Scotland Yard. A good plan might be to check up
on the passenger list on the Eastern Empress. Two of these
passengers are victims but several of the others could be
suspects. One or more of these will need to be eliminated as a
possible suspect before the case can be brought to court. During
the course of his inquiries Holmes may come across a fourth murder
but he will not need to investigate this. The judge wants to know
the culprit and motive for each of the three original murders.
Holmes’s best solution is quoted as 26 points and only four
locations need to be visited before the case can be brought to
court. One of these needs to be by the Baker St Irregulars, if you
want to get the best possible score.

The Mystified Murderess

On July 4 1888 The Times reports that the ’Society Burglar’ has
struck for the seventh time. On this occasion the valuable
Cleopatra Tiara has been taken. As usual there are no signs of a
break-in. Gerald Lock drops in at 221B and tells Holmes of the
murder of Guy Clarendon at Hallidays Hotel. Miss Frances Nolan was
found by Guy’s corpse, holding a gun that had just been fired. She
has been charged and is being held at the 0ld Bailey. Frances is
sister to Loretta Nolan; they are joint heiresses to the Aberdeen
Navigation Co. Gerald is a suitor to Frances, who was also being
courted by Guy Clarendon, who was ‘a bit of a bounder’.

A good first step might be for Holmes to visit Edward Hall, the
barrister at the 0ld Bailey. This will secure Holmes an interview
with Frances Nolan. Frances cannot explain her presence at the
scene of the crime. Earlier she had been dining with her good
friend Dr Trevalyan, who has been treating her sister. Frances has
recently fallen out with Gerald, because of unkind remarks that he
made about Guy Clarendon. Another Baker St Regular worth a visit
is Shinwell Porky, at the Raven and Rat, as he seems to be
familiar with the movements of Guy Clarendon. Langdale Pike, the
gossip columnist, could also help Holmes out here, but does he
really contribute to the case?
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One tricky step in solving this case is to learn more about the gun
that Frances was holding when she was found by the body. One of the
Baker St Regulars can provide a lead on this point, but visiting
him may prevent Holmes from getting the best result. You can work
round this by re-starting the game and skipping a step.

To wrap up this case Holmes needs to satisfy the judge on:

1) The identity of the murderer

2) The motive for the murder

3) Why Frances Nolan was at Hallidays

4) The identity of the ’Society Burglar’
5) The motive of the ’Society Burglar’

This is probably the hardest case of the three in this collection,
particularly if you want to achieve Holmes’s best score of 40. This
can be done by visiting just six locations. One of these visits
must be made by the Baker St Irregulars, to get this score.

The Tin Soldier

General Farnsworth Armstead, the youngest of the six surviving
Waterloo Tontine ticket holders, has been murdered. The last
survivor will get £3 million. This is an obvious motive for murder,
but likely suspects are hard to identify. The General was also a
noted art collector, who had been investigating the current
ownership of the missing Polar Star Diamond. The Polar Star had
once belonged to Joseph Bonaparte, Napoleon’s brother. On the day
of the murder, Armstead had received a visitor, bearing a letter. A
swordfight took place, killing the General.

Holmes’s first action should be to visit the scene of the crime.
The General had been found lying against a display case portraying
the battle of Waterloo. The figure of Napoleon is facing backwards.
The late Mrs Armstead’s portrait is over the fireplace, but the
General’s marriage had been arranged with the aid of a substantial
dowry. The General had succeeded in tracing the ownership of the
Polar Star to the Russian Count Rostov, but the gem had been stolen
from him three years ago. The Count is currently staying at De
Kuyser’s Royal Hotel. The General had just received a letter from a
Pierre Matin concerning the gem. Pierre is staying at the Bridge
House Hotel. The General’s old friend Paul Gerrard was also in town
and they were due to meet at the French Embassy.

To bring the case to court, Holmes must identify the murderer and
the motive. He must also tell the judge why Napoleon’s figure in
the display case was turned backwards and what name the General
called his wife. The best solution takes only 28 points and can be
completed by visiting just four locations. The lead to one of these
locations is possibly somewhat tenuous. Holmes does not need to
waste much time hunting down the other ticket holders. Instead a
thorough check around all of the places that might be frequented by
visitors to London could prove more fruitful.
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SHERLOCK HOILMES VOL III Feon/Binascape
The Solicitous Solicitor

Melvin Tuttle, junior partner in a firm of solicitors, has been
poisoned. In the introduction Lestrade gives Holmes the names of
the three senior partners: Sir Sidney Sloane, Henry Swathmore and
Whitney Cartwright, as well as an ex-member of the firm: Harold
Diggs. Swathmore spent the morning at Bell’s Baths, whilst
Cartwright has recently gone on indefinite leave. All of these
leads are in the directory, including Tuttle’s home address.

From amongst the Baker St Regulars, only two really need to be
visited: Inspector Lestrade and Murray at the Criminology Lab.
Lestrade holds the contents of Tuttle’s desk. This contains
documents relating to the British Museum and Richard Mainhart, a
key from Bell’s Baths, a bill from the Knight Arms Hotel and a box
from J W Benson Ltd. Inside the box is a gold locket inscribed:
"To VM with love from MT". Perhaps VM stands for Virginia Monroe?

At the Criminology Lab, Murray is able to identify the rare poison
that was used in the murder but how was it administered?

A visit to Bell’s Baths leads to an interesting conversation with
Jack Jenson, who tells about a Mr Livingstone, an 0ld China Hand,
who had visited the baths the previous morning.

Lestrade’s prime suspect is Harold Diggs, so this is probably the
last place Holmes wants to look. However Diggs can provide leads
that eventually help to unravel the details of the murder. Sir
Sidney Sloane is another source of useful leads. In both cases,
once you have these leads, restart and skip these locations to
obtain Holmes’s best possible score. Several of these leads could
also be found by reading The Times, June 26 1890.

To satisfy the judge, Holmes will need to determine the names of
the murderer and the accomplice. In addition Holmes must tell the
judge the method that was used, the motive for the murder and the
role of the accomplice. This is not a particularly difficult case
to solve, given plenty of searching. Holmes’s best solution is
quoted as 52 points, which is not easy to match. This can be
achieved by visiting eight locations, two of which must be made by
the Baker St Irregqulars.

The Banker’s Final Debt

The chief accountant at the Bank of England, Oswald Mason, has
been murdered. Mason had been doing important investigative work
for the Treasury. The only Baker St Regular who is able to provide
a lead can be found sitting at the Office of Records. The Bank of
England also provides a number of useful leads. If you want the
best score, note down the leads from both of these sources and re-
start the game. Don’t forget to visit the scene of the crime.

026/X-81



Two threads to the case will emerge, one involving a potential
financial scandal, the other a set of fifteen statues of the Venus
de Milo. Holmes needs to trace the source and final ownership of
all of these statues before the case can be fully unravelled. A
beautiful and mysterious lady, possibly an actress, seems to be
interested in the statues and has purchased the remaining stock of
them at the gift shop in the British Museum.

The judge will want to know:

1) The identity of the murderer

2) The motive for the murder

3) The connection between Mason’s investigation and his murder
4) The role of the mysterious lady

5) How the murderer obtained some key pieces of information

The best score is 61 points and nine locations need to be visited,
one of them by the Baker St Irregqulars.

The Thames Murders

Inspector Gregson asks Holmes for help in solving five murders, in
each of which the victim’s body was found floating in the Thames.
The fifth victim is Roland Jaquard, stepson of Lord Astley Denham.
Roland spent a lot of time playing whist at the Bagatelle Club.

The Inspector leaves Holmes the names of all five victims, but it
turns out that the police have given an incorrect name for one of
them. The police appear to have relied only on a wallet that was
found on the body and failed to secure a positive identification.
It is essential for Holmes to establish the true identity of this
particular victim. A visit to his lodgings may help to confirm
Holmes’s suspicions concerning one of the murder weapons.

The Baker St Regulars can be very helpful in this case, if
approached in the right way. Holmes can learn a lot by studying the
timing of each murder, the weapons used and any items found (or
missing) from the bodies. There are also three gun shops in London
and they may be able to assist Holmes in identifying the owners of
some of the murder weapons.

Two of the victims were regular customers at the Raven and Rat Inn.
Another two of the victims were members of the Bagatelle Club.
Gradually Holmes may be able to piece together the details of a
securities fraud, but there are a number of puzzling aspects as to
how the fraud was conducted. Somebody would need to have access to
secret security numbers in order to reguest them from the bank, but
who could this be? Perhaps Holmes’s files can help.

Holmes needs to identify the murderer and motive for each of the
five murders. The best score is 47 points and can be obtained by
visiting just seven locations, one of them by the Irrequlars. This
case can be cracked by following up all of the leads, but it may
still need to be replayed if you want to get the best score.
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A _SERPENTINE TALE Zenobi Software
STARTER GUIDE:

You are adrift in an open boat in the middle of a vast ocean. In
the boat you see a chest so EXAMINE CHEST and GET CHEST. The
contents fall out. The only useful one is the box. EXAMINE BOX and
GET BOX. Keep hold of the chest. Type HELP and a figure appears
and gives you a scroll. GET SCROLL and READ it. The clues are
useful throughout the game. Type HELP again for a list of game
commands .

LOOK NORTH and you will see an object. EXAMINE OBJECT, which looks
like a large tyre. FEEL OBJECT (don’t type FEEL TYRE, it doesn’t
work) and deduce that it probably isn’t a tyre! WAIT for a couple
of turns. A sea serpent rises up and sinks your boat. SWIM and
then EXAMINE SERPENT. You cannot out-run him, so GRAB his TONGUE.
You will now find yourself inside the serpent, where it is pitch
dark. WAIT for several turns and he will open his mouth, letting
in light for a few moves. You will see a lobster pot. SEARCH
DEBRIS to find a net. GET NET. Next time the mouth opens GET POT
and then just type OUT to escape.

Back in the sea, the monster will attack again. This time THROW
BOX which contains snuff to get rid of the serpent and then SWIM
NORTH to some rocks. EXAMINE ROCKS and GET GUANO. LOOK and you
will see a fisherman in his boat. SHOUT or CALL FISHERMAN and he
will take you ashore. Now on dry land you will be able to get down
to some serious mapping and puzzle solving!

FURTHER HINTS:

Visit the farmer first and explore the farm.

When in the Inn, do not help the landlord by clearing up the
bottles and glasses until AFTER you have taken the plough to the
Blacksmith.

You won’t catch the horse if you’ve left the gate open!

Empty a sack in the barn, you’ll need it later.

Your first purchase needs to be enlightening.

After all your farm work is done, sleep at the stones.

Search the pottery remains in the barrow.
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THE FINAL BATTLE Dream World Adventures

Search and examine absolutely everything, everywhere.

The goblin in the woods should make you jump.

You keep on knocking but you can’t come in!

There’s clue on the vase and another in a jar.

FIT HANDLE - a somewhat obscure command.

To read the paper you’ll need to seek soot.

There is more than one location where you may try to scale the
castle wall, it’s easy to be confused here.

Search the dead goblin’s belt, after he takes a tumble.

kk®

FOOTBALLER OF THE YEAR 2 GBH

Try to memorise the trivia questions which repeat fairly quickly,
gambling reqularly with small amounts until you feel confident.
Bear in mind that some of the questions relating to team managers
are our of date.

Get transferred as soon as possible as you make a fortune in doing
so. If you and your team are playing well, however, don’t transfer
- you'’ve more chance of winning the eponymous award when playing
for a successful team.

Later in the season, conserve cards by only using them for
important matches. If you’ve no chance in the league, concentrate
on the cups. Always use them for internationals as scoring raises
prestige, and failing to score results in you being dropped.

*hkk

SIMON THE SORCERER Adventure Soft

Open the drawer and take the scissors. Take the magnet from the
fridge. Visit the blacksmith and get the rope and clapper. Go to
druid house and take specimen jar and cough medicine. In the Bar
cut the dwarf beard with the scissors. Also talk to the barman,
eventually he will give you a voucher. Find, and help the Genie.

He will give you a magic item enabling you to cross the bridge. You
will need a bucket of water from outside the witches house to help
you get some magic beans later in the game.

Some difficult areas

Fill the specimen jar with swamp stew. Give this to the Golem.
Put wax on beer barrel in the tavern.

Use owl feather to tickle the dwarf in the mine.

Use woodworm in the tower to chew a hole in the floorboards.
Search the water to get past the frog.
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RETURN TO ZORK

At the start, you are holding a Map, Tele Orb, Camera, Photo Album,
Tape Recorder, Knife and Matches. Just over fifty more objects, most
of them essential, are listed below. Read the notes in the mayor’s

filing cabinet for general interest and some vital clues.

OF IORK

|4 bzPmEsszon |

COMEDY CLUB
46

Rock:

Box:
Notebook:

Tickets: give them away

can be used at once
Vines: crafting a raft
holds rodents

information

Waif’s Gift: wash it

MOUNTAIN BEL MAIRE DMARVEM
GHTHOUSE BIG TREE
PASS LB - TRPLE MINES
a2 3 a7 a8 -
UNDERMEATE ANCIENT
OLD MILL OLD MILL RUIMS
12 13 14 50
_’_‘_l— FLOOD CONTROL ToREST OF
WEST SHANBAR
— < DAM #3 TEE SPIRITS
7
HEFt 54 33 34 38 36 37
ENTRANCE TO
TROLL CAVES MNEW NILL RUINS
H TmoLL caves
B 29 30 31 32
HERO’S NEW WEST
VULTURE PIT COoW SNED BAST SHAMBAR
HEMORIAL -4  smaMBAR |
a5 28 26 1B 16 27 28 3s
] v
H
ENTRANCE TO PUGHEY’S rooL’s WEISPERING
wITcm’s EUT
VULTURE PIT | RANCH MEMORIAL wooba
18 17 39 82 53
FERRYMAM'’S
SMOOT’S FARM sILO CREEPING BOG
= pocK
19 20 21 22 23
CITADEL cLirrs or CHUCKLES suIP IN

BOTTLE
42 43 44

CANUK’S SHACK

40 412

2 Bonding Plant: must be recycled
4 Crank: opens some doors

6 Mice: not in the best of health
8 Zorkmids: payment
Battery: put in Tele Orb
Key to Gift Shop
Silver Flask: holds water

10
12

Keys to cellar door 14
Sword: beware of fakes 16
Book: find four readers 18
Soap: ideal for washing 20
Steak: with drug for birds 22
Carrots: feed to the cow 24

Hay: source of warmth

26

Whistle: summon transport 28

Token: show to ferryman

Bra: burn to get a lockpick
Thermozz: holds milk

Mirror: reflects spells
abseiling and traversing
improves eyesight

Rope:
Milk:

Rats: run faster than mice

026/Y~-27



29 & 30 Tiles & Frame: Search for three more pieces on the ground
31 Illumynite: light source 32 Piece of a six-part disk

33 More zorkmids 34 Bow: handy later on

35 Arrows: use with bow 36 Fairy dust: drug for rotten meat
37 Disk piece in hog statue 38 Love letter: deliver to Witch Itah
39 Stick: navigate the bog 40 Magnet: hitch an aerial ride

41 ship in bottle: explore it 42 Rag: polishes a metal piece

43 Metal piece: polish it 44 Another piece of disk

45 Talon: holds a rope bridge 46 Disk piece: get it for four jokes
47 Disk piece: should be #6 48 Shield: use for a muse

49 Miners helmet: see trolls 50 Frobozz disk: throw it

51 Necklace: frighten a bug 52 Bat cage: show Itah photo of Woods
53 Bat guano: make a potion 54 Clear water: add bat guano

The Bonding Plant
You need a live bonding plant to get into the comedy club. Burn the
first one, return to the sign later, and remove it carefully.

Toasting
At the 01d Mill, make four toasts and pretend to drink. Ask about
the keys at the right time, to unlock the hidden cellar door.

The Dwarven Sword of Zork
The blacksmith repairs the rusty sword, but gives you a fake sword
in return. Don’t be fooled - make him give you the true sword.

Milking the Cow
Milk is required in the woods and the forest. Warm hands and the
right container are needed. Feed the cow get more milk.

Collecting Four Jokes

The joke book is written in a Zorkian script. Four people can read
it: the Blacksmith, the Mayor, Witch Itah and Canuk. Their
translations are recorded on tape. Play them back at the Club.

The dwarves give you some coded directions. Play back your tape.

Collecting the Six Disk Pieces

The Waif will give you one in return for a kindness. Another can be
found at the Ruins, after solving the sliding block puzzle. The
third is in the forest, inside a memorial. The fourth is inside a
bottli. The fifth is at the Comedy Club. The lighthouse keeper has
the sixth.

At the Ancient Ruins you will find the forge and seven muses. Seven
items are needed to activate the six original muses, as told in an

ancient poem that can be found in the town records. The items are:

the Tele Orb, Box, Thermozz, Stick, Talon, Shield and Helmet.

Imitate a Hellhound, in appearance and sound. Victory is near.
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