








































































































but the humour and imagination put into their games is excellent.
This was one of their better disk adventures, with THE SECRET OF
MONKEY ISLAND II being the best and contains heaps of puzzles to
solve. The disk and CD versions are almost identical but the normal
CD soundtrack and speech makes the game twice as good to play. No
more reading the hideous text that spurts along the screen.

£49.99 Sierra
Sierra led the way in adventures for a long while until LucasArts
brought out THE SECRET OF MONKEY ISLAND II, but this CD adds a new
touch to CD gaming. As well as having the usual Soundtrack and
Speech enhancements over the disk version, it also contains a nice
voice which narrates the story as time passes and also tells you
about your surrounding area, including which objects are/aren’t of
use. A few nice touches put on the CD version adds a little more
life to the adventure.

£44.99 Westwood/Virgin.
This is a well constructed graphic adventure which was released on
disk a couple of years ago, and has now been released on CD. The
game is identical to the disk version in format and gameplay but
has a full stereo soundtrack and speech added, not text.

REBEL ASSAULT £45.99 LucasArts/US Gold
Continuing their great Star Wars series (X-Wing etc.), they bring a
game which is totally crud. It’s a CD ONLY game containing
excellent graphics and soundtrack but what makes the game so bad is
the actual gameplay. Throughout your mission to destroy the Death
Star, you spend most of your time being faster than the enemy.
Quick reactions and a double speed drive are all you need for this
game. Try this before you buy. Also don’t buy if you have a single
speed drive as you will be straight back to the shop to get a
refund.

RETURN TO ZORK £49.99 Infocom/Activision
This is one of the first CD games that I played and my thoughts
were very open. I’ve never tried any of the old text ZORK, so I
couldn’t tell you whether the style of puzzles were the same but
the game definitely isn’t the same as the oldies. Using a fairly
new system, RETURN TO ZORK brings your PC to life with full motion
picture style animation, accompanied by a full soundtrack and
speech. Unfortunately this is one of those games you need a fast
CD-ROM and machine to gain full benefit of the graphics and
animation. Though such a good game on CD, the disk version is just
as good, but lacks some of the speech, the soundtrack, some
animation and the graphics in places are better.

%k Kk

This is a very small selection of some of the CD titles that are
available. As with disk versions, I advise you to try before you
buy. The graphics and sound may be excellent but often the game
isn’t!
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QUESTBUSTERS: THE BOOK OF CLUES

AUTHOR : Shay Addams

PUBLISHER: Clue Books Express, PO Box 85143 Tucson, AZ 85754
PRICE : £14.95

ISBN : 0-9638187-0-8

REVIEWER : Geoff Hyman

Written by the editor of the Quest for Clues series, this book
covers 35 games and runs to over 200 pages. Unlike the previous
books there is no coding of the solutions and there are very few
maps. Complete solutions to the following games are included:

ALONE IN THE DARK
AMAZON

BATMAN RETURNS

BETRAYAL AT KRONDOR
BLOODSTONE

BLUE FORCE

BUREAUCRACY

CHALLENGE OF THE FIVE REALMS
COBRA MISSION

DAUGHTER OF SERPENTS
DAY OF THE TENTACLE
DUSK OF THE GODS

ERIC THE UNREADY

EYE OF THE BEHOLDER III
FREDDY PHARKAS

GOBLINS 2

HOLLYWOOD HIJINX

INCA

LURE OF THE TEMPTRESS
MIGHT & MAGIC: DARKSIDE OF XEEN
PROTOSTAR

REALMS OF ARKANIA
RETURN OF THE PHANTOM
REX NEBULAR

RINGWORLD

SPACE QUEST V

STAR CONTROL II

THE KOSHAN CONSPIRACY
THE MAGIC CANDLE III
THE PROPHESY

ULTIMA UNDERWORLD II
ULTIMA VII: SERPENT ISLE
VEIL OF DARKNESS
WAXWORKS

ZORK ZERO
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GABRIEL KNIGHT
Day 1: Two tricky puzzles: getting clues from the attic at

Sierra

Grandma’s and locating the crime scene. (Hint: 12 & 3 are good

opening times).

Book Store

Grandma'’s

Police Dept.

Cathedral
Jackson Sq.

Crime Scene

Police Dept.

Cemetery
Drugstore

Book Store

[o)
Read newspaper
Pick up magnifying glass
Pick up tweezers
Read German poetry book
Read Snake book
Pick up Gift Certificate
Collect message from Grandma
Collect message from Mosely
Pick up Flashlight in Bedroom
Pick up Hair Gel

Ask about all family members
Pick up Sketchbook in Attic
Read Sketchbook

Open drawer in clock

Pick up Family Photo

Pick up letter to H Ritter
Read letter to H Ritter

Ask Grandma about H Ritter

Ask Desk Sergeant about Mosely
Ask Desk Sergeant for Photographs
Open envelope from Desk Sergeant

Pick up Priest’s Collar
Pick up Priest’s Shirt

Get Mimer to distract Cop
Listen to Police Radio

Sketch Patterns on ground
Magnify matted grass

Get snake scale with tweezers
Get clay from lake shore

Ask Mosely about Other Patterns

Ask Officer Franks for Case File
Ask Mosely for cop/author photo

Photocopy Police File

Replace File in tray

Sketch marks on tomb wall
Pick up brick

Read Sign
Ask about Voodoo Murders

Request research on Malia Gedde

N O NRP RN RUNNRE HENREN N0 RRE REREND NRRRPUORREN HHNNHHHHHHE
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Day 2: The artist will return a favour, Dr. John tells you about
voodoo and some false credentials get you into the Gedde Mansion.
Moonbeam can translate the voodoo symbols from the cemetery. Does
Moonbeam’s snake match the snake scale found at the crime scene?
Action Score
Book Store Listen to Research Results 1
Read Newspaper 1

Police Dept. Turn up the Office Thermostat
Ask Mosely for some coffee
Borrow Mosely’s Police Badge

W

Jackson Sq. Trade Gift Certificate for a Lucky Dog
Give Lucky Dog to tap dancer
Get drawing from behind railings
Give drawing to artist
Show all seven Patterns to artist

WhRRPR R

Gedde Mansion Bluff your way into the mansion
Complete conversation with Malia Gedde

N W

Voodoo Museum Obtain address of Moonbeam
Learn about Maria Laveau
Learn about Maria Laveau’s Tomb

NN

Cenmetery Ask about Maria Laveau
Ask about Other Marked Tombs

=

Moonbeam’s Ask about St John’s Eve
Ask about snake handling
Pick up Snake Skin
Show Moonbeam the sketch from the Tomb
Magnify the Snake Skin

FWNEN

Drugstore Ask about Willy Junior

N

Book Store Request research on Madam Cazaunoux 2

pay 3: Today you can get some money and a vital drawing. The
Fortune Teller in the square has a snake - does this scale match?
Study voodoo at the University and learn about human sacrifices.
Another false identity is needed to gain admission and to make the

right impression. Willy’s free gift may help Sam’s luck on the
chess board.
- Act

Book Store Get some telephone numbers from Grace
Sell your father’s painting to Bruno
Read Newspaper
Use phone to get Cazaunoux’s address

Drugstore Purchase the Crocodile Mask
Get some free Gambling 0il

0Q
[ h)NhJHE

027/Q-22



Jackson Sq.

Police Dept.
University

Hart'’s Office

Jackson Sq.

Cazaunoux’s

Napoleon Ho.

Cemetery

Book Store

Grandma’s

Bedroom

Day 4: Sam has
convinced that

Location
Book Store

Napoleon Ho.
Overlook

Cathedral

Get the Veve Drawing from artist
Pick up the Fortune Teller’s Veil
Remove the Snake Scale from the Veil
Magnify Snake Scale

Return the Veil to Fortune Teller

Attend Mosely’s interrogation of Crash
Sit in on a long lecture about Voodoo

Ask Hartridge about ‘Cabrit Sans Cor’
Show the Crime Photo to Hartridge
Show the Veve Drawing to Hartridge

Receive a warning from Fortune Teller

Put on a suitable disquise

Tidy up your appearance

Bluff your way into the house

Ask about ‘Cabrit Sans Cor’

Bless the Snake Bracelet

Make a lasting impression of Bracelet

Ask Bartender about Sam and Voodoo
Improve Sam’s chances of success
Watch Sam win at Chess, at long last!
Ask Sam to make you a Snake Bracelet
Meet Malia Gedde at the Gedde Tomb

Request research on Pattern
Obtain Wolfgang Ritter’s Phone No.

Ask Grandma about Wolfgang Ritter

Make phone call to Wolfgang

done his job well. Crash is dying but will talk if
you know enough about voodoo. Beware of snakes.

Action
Obtain clipping from 1810 Newspaper
Read today’s Newspaper

Obtain the Snake Bracelet from Sam
Spy on Crash talking to the Drummer
Persuade Crash to talk

Ask Crash about the Drummer

Ask Crash about the Voodoo Hounfour
Sketch Crash’s tattoo when he expires

N RN

w NN N
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Score
1

1

w

NN
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Day 5: Move fast in the Voodoo Museum, the fan switch is near the
door. Another snake scale can be compared to the one at the crime
scene and there are some new voodoo markings to be translated. The
police have closed the voodoo murder case. You must persuade Mosely

to reopen it. The sudden death of a Professor may help your

Book Store

Police Dept.

Retrieve contents of ashtray
Identify two matching snake scales

Show Mosely Veve drawing & Hart’s notes
Show Mosely the 1810 Newspaper clipping

argument!
i Score
Book Store Obtain the package from Germany 1
Read the letter from Wolfgang 1
Read Gunter’s Journal 1
Read Newspaper 1
Request research on Rada Drums 2
Voodoo Museum Switch on fan to distract the snake 5
Cemetery Sketch new marks on tomb 2
Transfer letters to new sketch 2
Pick up brick 1
University Pick up notes from Hart’s desk 2
1
3
2
2
2

Day 6; Tonight is St John’s Eve, and you need to attend the voodoo

Show Mosely the Matching Snake Scales

ceremony. Drum codes and police tracking equipment are needed.
Mosely can’t be found but the desk sergeant is very fond of

Beignets.
Location Score
Book Store Obtain book on Rada Drums 1
Read Newspaper 1
Pick up envelope on doormat 1
Open the envelope 1
Read note from Mosely 1
Get Grace to paint tattoo on your chest 3
Jackson Sq. Make Beignet vendor go to Royal & Conti 2
Interpret the drummers code 5
Police Dept. Sneak you way into Mosely’s Office 2
Borrow the Tracker and two Transmitters 1
Voodoo Museum Hide a Transmitter in the Sekey Madoule 3
Cemetery Get DJ to bring the Sekey Madoule 5
Bayou Use tracker to find ceremonial fire 3
Put on your expensive disguise 2
Ceremony Answer both questions correctly 2
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MAY 1994
hkkkhkik

THE GOLDEN CHALICE AWARDS:

We would like to thank all the members who have sent or telephoned
their votes over the past month.

NEW TELEPHONE NUMBER:

As from the end of April, the main helpline run by Sue Roseblade
has a new telephone number: 0480 380608. The address remains the
same. Page A-1 will be amended in due course.

THANKS:

Oour thanks to Mike Barton, Simon Hurrell, Simon Husbands and Jenny
Perry for their contributions to the Hints ‘n’ Tips section of
this issue.

HELPLINES:

Debbie Lawford can now help members with PC and PC CD-ROM
adventures and RPG’s on her telephone helpline.

LETTERS:

Members are reminded that any letter or part of a letter sent to

the club should be marked NOT FOR PUBLICATION if they do not wish
it to be printed in the packs.

CONTRIBUTIONS:

Our thanks to all the members who have sent in solutions recently.
We are always please to receive solutions, hints and tips or
playing guides for adventures and role-playing games to add to our
helpline database.

FOR SALE: Amiga 500+ for sale, hardly used and in original box.
Upgraded to 2 meg of RAM. It has a second external drive and a ROM
share so you would be able to play older games. It has an
original, plus an Alfa Data mouse and all manuals. Also included
are Civilization, Eye of the Beholder I and II and Treasure of the
Savage Frontier. Price £260.00 plus £10.00 postage and packing.
Telephone the club number if interested.
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FOR SALE - I have the following Amiga games for sale which I would
like to sell as a bundle.

Dark Seed, Cruise for a Corpse, Eye of the Beholder, Heimdal,
Wonderland, Monkey Island 1, Monkey Island 2, Shadowlands, Ultima
V, The Uninvited, Bloodwych, Amberstar, Ishar 2, Indiana Jones and
the Last Crusade (the adventure), Waxworks, Curse of Enchantia,
Life and Death, and F15 Strike Eagle II. Buy all 18 games for £60
plus postage and packing.

I would also like to sell PC disk versions of Lands of Lore,
Legacy, Betrayal at Krondor, Shadowcaster and Return to Zork, and
the PC CD-ROM version of MYST. Each game is £20.00 plus £2.00 for
postage and packing. Please telephone Debbie after 8.00 p.m.

Tel: 081 859 8531.

kkk

FOR SALE - Amiga games. Blitzkrieg (Ardennes), Halls of Montezuma,
White Death, M1 Tank Platoon, UMS 2, Red Storm Rising, Napoleon I,
Armada, Napoleonics, Gettysburg, Rebel Charge at Chicamagua, Red
Lightning, Conflict Middle East, Typhoon of Steel, Ashes of Empire,
Might and Magic 3, Abandoned Places, £7 each. Supremacy, Black
Crypt, Captive, Midwinter, Betrayal, Police Quest 2, Colonel’s
Bequest, Legend of Faerghail, £5 each. Please add 50p per game for
postage and packing. All games are boxed originals with full
instructions. Telephone Graham on 0974 261210 evenings only.

k%

WANTED - I would like to buy Dark Side of Xeen for the PC. Please
write to or telephone Hazel on the club number after 8.p.m. Thank

you.
*hk

FOR SALE - ATARI ST and SPECTRUM SOFTWARE.

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 380608.
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JESTER QUEST Zenobi Software
Spectrum 48k tape (£2.49), 128k tape (£2.99), +3 disk (£3.49),
Amiga with emulator (£2.49), PC with emulator (£2.99)

You are a court jester with an un-funny line in jokes and have
been given the royal boot. Your quest is to discover items that
when combined together, will produce the "secret of laughter" and
allow you to get your job back. This is an old game and the
political satire it contains is very dated. Written in two parts,
it is a typical "do this to get that" type adventure and is almost
logical, except that location and object descriptions do not
change after you have done something to them. In some instances
you just have to imagine what has happened as the game makes no
acknowledgement of the fact! For instance when you need to grow a
plant in a pot from some seeds. You grow the plant but if you then
examine the pot, you are told it is just an empty pot. Yet input
"get plant from pot" and hey presto, you now have the plant in
your inventory. 0dd? I found three instances of this type of thing
whilst playing and it ruined my enjoyment of this adventure.

Tip: Amiga owners need to use ALT+P for the quote marks when
trying to say "something" to somebody.

ATMOSPHERE 10/20 - VOCABULARY 10/20 - GRAPHICS 8/20 - PUZZLES 5/20
PSR 5/20 - STAR RATING ? Reviewed by Bob Adams

THE LABOURS OF HERCULES Zenobi Software
Spectrum Tape and Plus D disk (£2.49), +3 disk (£3.49) and Amiga
with emulator (£2.49)

Not surprisingly you play the part of Hercules in this Quilled
adventure of one of the most famous of the Greek legends. As a
penance for killing his own family, Hercules is set twelve
"labours" in order to receive forgiveness and immortality (don’t
you just love the justice system!). With a good knowledge of, or a
reference book on, Greek Mythology you shouldn’t find the tasks
too demanding as they follow the original legends quite closely.
Where they differ there is a help feature available to guide you.
Where you will get stuck however, is with the woefully inadequate
parser which does its best not to understand more or less every
command you enter. What is more frustrating in an adventure than
playing guess the verb?

Included with the game is a Spectrum Emulator which successfully
converts your beloved Amiga into one of Mr. Sinclair’s little
darlings (a crime to match our hero’s if you ask me). However,
having got over the shock it’s worth considering how many
previously unavailable text adventures are now going to become
available for PC and Amiga owners. Let’s just hope most of them
are better than this one.

ATMOSPHERE 10/20 - VOCABULARY 7/20 - GRAPHICS N/A - PUZZLES 12/20
PSR 9/20 - STAR RATING 0 Reviewed by Simon Hurrell
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TONY LA RUSSA BASEBALL I1 US Gold/SSI
PC (386+, 4Mb RAM, Hard disc req.) CD-ROM (£45.99)

TONY LA RUSSA BASEBALL II is a sports simulation for Baseball fans.
I’'m not an expert on Baseball but the CD-ROM is packed full of
statistics on stadiums, players and teams.

The graphics and sound are good (with digitised speech from a
famous commentator) for the subject matter and every now and then
digitised video sequences are played off the CD-ROM drive.

CD-ROM access is on the whole fine but every now and then the delay
can be frustrating.

TONY LA RUSSA BASEBALL II is an excellent buy for die hard baseball
fans but is bogged down by excessive stats and options for simple
playing. Highly recommended if you are a fan but avoid otherwise -
it’s overly complicated for non devotees and full of technical
phrases.

ATMOSPH 16/20 - STRATEGY 14/20 - PLAYABILITY 12/20 — REALISM 14/20
PSR 14/20 - STAR RATING ? Reviewed by Stuart Whyte

THE LABOURS OF HERCULES Zenobi Software
Spectrum Tape and Plus D disk (£2.49), +3 disk (£3.49). Amiga under
emulation (£2.49)

Not surprisingly you play the part of Hercules in this Quilled
adventure of one of the most famous of the Greek legends. As a
penance for killing his own family, Hercules is set twelve
"labours" in order to receive forgiveness and immortality (don’t
you just love the justice system!).

With a good knowledge of, or a reference book on, Greek Mythology
you shouldn’t find the tasks too demanding as they follow the
original legends quite closely. Where they differ there is a help
feature available to guide you. Where you will get stuck however,
is with the woefully inadequate parser which does its best not to
understand more or less every command you enter. What is more
frustrating in an adventure than playing guess the verb?

Included with the game is a Spectrum Emulator which successfully
converts your beloved Amiga into one of Mr. Sinclair’s little
darlings (a crime to match our hero’s if you ask me). However,
having got over the shock it’s worth considering how many
previously unavailable text adventures are now going to become
available for PC and Amiga owners. Let’s just hope most of them are
better than this one.

ATMOSPHERE 10/20 - VOCABULARY 7/20 - GRAPHICS N/A - PUZZLES 12/20
PSR 9/20 - STAR RATING 0 Reviewed by Simon Hurrell
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THE LABOURS OF HERCULES Zenobi Software

Strangle the lion and remember you’ll need something warm to wear
later.

Tie the rag to the arrow, light it and shoot it into the cave to
frighten the Hydra.

To frighten the birds you’ll need to BANG the cymbals.

Find another exit to the labyrinth and don’t waste time with the
Minotaur.

An old fashioned animal trap should be the downfall of the ox.
Remember you can’t have your cake and eat it.

kkk

WYSIWYG Jean Childs

It may be worth trying to take candy from the baby.
SMILE whenever the occasion arises.

Spiders don’t like being over-crowded.

Teddy would like to go down to the woods today.

The postal service is very useful.

Snakes and ladders will help your progress.

Give a little whistle!

Swimming is not necessarily out of the question.
Well, well...halfway down, count your lucky stars.
Ask Charles about the cat.

k%

THE FINAL DEMAND Zenobi Software

TRAPPERS INC PUZZLE SOLUTION

You start outside the red brick building. Go SOUTHEAST and EXAMINE
HARE (it is in need of restoration). LOOK HOLE (you need help to
get the key from the hole). Go EAST and LOOK PANEL. TURN DIAL (1).
The rooms with the dials in remain static, while the central area
rotates clockwise each time you move within it. The central area
consists of 9 rooms in a 3 x 3 room grid. Note that in the
following solution each dial room is accessed by travelling
through the central room and then reversing a move before leaving
the central area. You may wish to map this but it is pretty messy.

Go EAST, EAST, WEST, NORTH, and TURN DIAL (2). Go SOUTH, SOUTH,
NORTH, EAST and TURN DIAL (3). Go WEST, WEST, EAST, SOUTH and TURN
DIAL (4). This causes the potion to appear in the centre room. Go
NORTH and GET POTION. Go SOUTH, WEST, WEST and GIVE POTION to hare
(hare restorer! groan). The hare shoots off. GET KEY and go EAST.

I was intrigued to see a guest appearance by The Chest from
Discworld.
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THE HOUSE

Zenobi Software

OBJECT RELATED CLUES

Trouble with:
ALARM

RADIO

TORCH
VACUUM

GARDEN
MAZE

LEPRECHAUN
BAG OF GOLD
ATTIC

DUST
FIREPLACE

MOULD
GHOSTLY WOMAN
SCREWDRIVER

CELLAR

SAFE

HUT
PAINTING

TROPHY ROOM

BOAT
STRONG BOX

027/X-86

Unlock door, open door, then shut it behind you
before the alarm goes off.

When you switch the electricity on at the mains,
ensure the radio is not plugged in, else it will
short circuit.

The station playing is the clue - use the frequency
number to gain access to the vault. (Look it up in a
real-life newspaper if you don’t know it!).

Look under the stairs.

Go from room to room, hoovering, to find some hidden
items. Plug it in, in each separate room.

Use the loose slab to wedge the gate open.
Directions can be found in the soup bowl in the
kitchen. Dig to find hidden treasure.

Give him a bag of gold. He’ll leave you alone to go
into a shed.

Lie on beds upstairs. If you feel uncomfy, check it
out!

To complete the painting you’ll need foxtail,
pallette, smock, paint, and knife.

Use bellows to move dust, then wait till it settles.
Examine mantlepiece. Stand on cracked tile, press
button.

Clean it wherever you can. Use the cloth from the
trophy room and cleaning fluid.

Give her something to cuddle!

Put it into the keyhole in the closet so you can
unlock it. Use it also to fix the plug onto the
hoover.

Use the chisel and hammer to get through the bars.
Get into the coffin, then examine it. Try rolling
if you can’t get anywhere.

Spell out the name of the spider - A=12, B=13 etc.
to P=1, g=2. Add up the total for the combination.
Feel presence until someone comes.

After you’ve hung it in its proper place, enter the
painting, then do the dirty and get out of there!
Put everything back in its place on the table to
complete the game.

Row in the direction you want.

A=9, I=1 etc. What’s FACE? (See message behind the
mould in the study).



THE LABYRINTH OF TIME

You have been summoned to defeat King Minos’s evil plans by
destroying the labyrinth he has built, spanning space and time.
With the aid of several teleports you must enter the floating Maze

Centre and shatt

er the keystone.

Electronic Arts

To reach the Maze Centre, three bridge sections must be raised.
These are operated by six inter-linked coloured levers, three in
the museum and three in the ziggurat. Once you have worked out
what they do, use them in the right sequence.

The Mayan Talisman, a handy little item, has been stolen from the
museum. Perhaps you were the thief at another point in history?

Don’t waste time
solution after a
trickier problen
into a lock. The
your journal, at

OBJECT

Map

Quarter
Whisky bottle
Brass key

Card key
Journal

Labrys

Helmet

Red paint
Silver key
Screwdriver
Alien belt
Falcon statue
Some notes
Iron key
Bicycle pump
Gold key

Sword

Lantern

Teapot

Bucket

Broom

Sheet of paper
Acme News
Dirty shirt
Daily Bullet
Colt .45
Cretan Ornament
Fresco paint
Mayan Talisman

on the sliding block puzzle, you will find the
few teleports and some exploration. A much
requires the entry of an eight digit combination
solution is somebody’s date of birth - consult
the right time, for further clues.

LOCATION

In Inventory

In Inventory
Revolver Springs
Revolver Springs
Bedroom

Bedroom

Cretan Palace
Medieval maze
Closet

1950s diner
Construction site
Museum

Detective office
Detective office
Detective office
Construction site
Construction site
Mines
Mines
Maid’s
Maid’s
Maid’s room
Maid’s room

City street
Ziggurat
Revolver Springs
Revolver Springs
Minos’s Tomb
Throne room
Museum

room
room

USE

Consult it often

Try to make a phone call

May cheer you up

Unlock wardrobe in bedroom
Activates teleports

Read it, scan for new entries
In final Maze Centre

Wear it to protect your head
Prevents light reflections
Unlocks detective office
Opens subway station exit
Largely decorative

A great object d’art

Read them for a plot update
Get out of jail free

Inflate crushed subway car
Unlocks door to maid’s room
Another great object d’art
Lets you see in dark places
Not an essential item

You don’t really need this
Absolutely no use at all
Print the Daily Bullet on it
Look at the headline

Get it cleaned

Deliver to maid’s room

Less useful than it looks
Unlocks a Cretan door

Stops unwanted illumination
Wield immense arcane powers
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CURSE OF THE SERPENT’S EYE Dream World Adventures

Typing HELP will give you a list of verbs, some of which you may
not otherwise think of.

You can’t get through the gate to begin with but you can LOOK
THROUGH it.

Look through the letterbox. Problem with the doorbell? What
earrings are you wearing?

Don’t trap your pitchfork until you have done some digging with it
in the orchard.

Can’t open the tin? You may catch a snappy tin opener which needs
gloved handling.

LAY the BOARD across the gap from the barn loft to the church
window ledge.

Whistle in the alley.

Smoke makes bees sleepy.

The bear will solve your weighty problem, if you don’t feed him too
soon.

The toad doesn’t like bad breath.

INSERT GEM to activate the gate-opening structure.

The code in the hymn book and the card from the menu will give you
the password for the computer.

Search the shadows in the first dome.

Filling the bellows with acid may seem like a daft idea but ... !
The skeleton is awaiting release.

*kk

LEOPOLD THE MINSTREL Zenobi Software

Do as much as you can in the town before you are given an egg.
Think of the poor maid’s feet and tell her to sit down.

That barrel 1id looks just the right size for the bottom of a
bucket.

Remember what the totem was wearing before you visit the clothes
stall.

Take Caldwin to the music shop whilst you’re chatting to the owner.
Grab a card from the man in the market and then run off.

The eagle can help you to put a fire out.

He will also scare unfriendly natives off.

Buy a drunk a drink in the Oxe.

Pour oil in the disk and set it alight at the appropriate moment.
(Not recommended practice for computer owners as a rule!)

Dip the rag in the cauldron, then use it on the well handle.

A whistle will get the ferry across the river - to get in, CLIMB
FERRY.

When you’ve learnt the language, sing to the pillar and he will be
helpful.
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COMPANIONS OF XANTH Legend

Choose your companion wisely - three of them lead to certain death.
Isthnus Village :

TO
THE
VoID

FAIRY

1

PAIRWAY

THE
PAIL

CENSOR SHIP CLIFFS

STREAM POOL JETTY PAIL

I.,.mlm omarx N | —

FROM
THE CAVERM DEATH
BCREEN

The towns folk are plagued by a noxious Censor Ship. A Solution can
be prepared with the aid of Fairy Nuff, who is beyond the Pail. To
get there, you need a Planed Board, a Rock and a hard place. Chat
to the Eye Screen, you will get past eventually. Keep the Tee for
later use. Catch Fireflies with a nearby flower. Your companion can
help you get the Cough Drops. Two Lamp Covers hold the solution.
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Avoid drinking from the Love Spring at all times. In the switch
room, flip all 16 switches to reach your companion. Use the pads to
teleport. The Blue Moss can be kept in a Jar. Check out the Fire
Region, returning to the Barrow Maze if necessary. A Bun and
Mustard will scare off the Hot Dog. The plaque hides a recipe for
baking a Firecracker - with the aid of a Mortar and Pestle.
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To get the troll’s key use a hose to flood the well. At the Com-
Pewter use the Tee when you need the letter T. Use a virus to stop
the Com-Pewter from cheating.

To get the Ogre Boy’s Ball, cover the vent with a Wind Sock. Open
the windbag on the jetty, once you have the sail. Bring the sign on
the staircase to Ma Anathe and help the Ogre Woman, to find the
route to The Gap. In the Chasm, to quench the fire of the dragon,
insult the cloud several times.

Seek a loose brick to open the castle gate. To cross the moat,
catch the cricket that is disturbing the moat monster, then pry
open the sewer entrance. The eye on the front door is hinting at
the switches that you should flip.

The Gourd

In the dark cellar, feel for the door, a key and rope. To get the
Cane, use an analgesic to remove the window pane. In the attic, you
must stop Kim from getting the Prize. Use the Sword and disaster
will be averted.

027/Y-30









