

















































































































AURA-SCOPE Zenobi Software

This guide does not tell you the answers to the puzzles nor how to
get to the various places in the game. The intention is to give
you some guidelines as to where you should go and in which order.
This is probably not the only way to go about it but this way
certainly works! The aim of the game is to collect twelve tokens,
representing the signs of the zodiac. Return with each one to the
Hall Of Celestial Symbols. Your own map will be essential.

Getting started:

Within the first three locations, you will be stuck until you have
found a compass, ironed the tapestry to find a needle and mended
the compass (wear this at all times). Now you may go outside.

The bank will supply you with coins. Feeding these into the
machine will give you clues, you will also need them later for
ferry fares and shopping. To begin with, many roads will be closed
to you. Certain of these will open up later as you make progress.

LEO (Dandelion):

Go to the village green and steal the lyre from the players. Find
some catgut nearby and mend the lyre. Find the baby lion and play
him to sleep to get past him. Solve the anagram for Mother Earth.

SAGITTARIUS (Arrow):

Examine the window in the castle chapel, close the shutters and
find a protective cross. Wear it to ward off the dragon. Go to the
dragon’s lair and find a shield. Give the shield to Bootes the
Herdsman. Now you can get past the Great Bear to find some honey.
Get the chest from Perseus on the way back. Visit the house of
Berenice and get protection from the cold. Wake the Little Bear
and answer his riddle. Take the object he gives you and give it to
Mercury. This will open up the Southern Highway.

Go to the cafe and have a drink, to acquire an empty cup. Continue
to the well, fill the cup there and take it to Jupiter and make
him some mead. Go to the road north of the crossroads and read the
inscription on the arch. Tell the joke to the charioteer to hitch
a lift. Use your knowledge to break the spell on the tree and pull
the arrow from it.

AQUARIUS (Pitcher):

Go to the castle, find Pluto and pick a card. Next go to the area
where you see a lizard. Solve the rock problem and catch the
lizard, who will offer you a gift. Take this gift to the crow, who
will then help you to free Andromeda. Return to the castle where
the king will reward you. Use the reward to deal with the toucan
and get the pitcher.

VIRGO (White gown):
Return to the castle and find the Queen. Take the poem she gives
you to the caravan of Venus. Guess the words to get the gown.

i .
In the castle, pull the rope in the royal bedchamber.
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Now go down to the castle kitchen to collect an object.

Take it to Berenice and she will leave you a comb. Catch the puppy,
then take him to the kennels. Comb your hair, then go to the
University science lab and put the flea under the microscope.

skin):
Visit the old city and get some Tums from the Apothecary shop. Give
them to the swordfish. Explore the area around the docks and
shipyard, solve the puzzles in order to accumulate the three main
parts of the ship. Rebuild the Argo on the slipway, launch her with
champagne and then you are ready to sail. Explore the rivers and
seas until you find a painter to paint the ship. Chase the vandal
in the park, then get the help of the sculptor. Find the Golden
Fleece. Race the hare to get some o0il to calm troubled waters.
Visit Orion and swap the fleece for a goatskin.

PISCES (Fish):
In the slow moving river, use the net to catch a fish.

ARIES (Horn):

Go and see Hercules and do as he asks. In the building site, find
the tools to get the glowing ember from the smithy. Light the pyre
for the Phoenix and he will enable you to survive the galactic
storm. Return to the smithy with the lightning and you will now
have a sharp sword. Trim the horn on the unicorn and give the
powder to the lynx. Cross the desert to the oasis to be turned into
a mongoose. Now you can pass the snake and rescue the baby eagle.
Take it to the nest and the eagle will help you to find the horn.

Free the swan and you will have the egg.

CANCER (Claw):

Look through the telescope. Go to Times Square and stop the clock.
Go to the sewage plant and follow the flies to the library. Pick up
the stunned flies and take them to the Hall of Saturn. Take the
elixir to Pegasus. Now go to get the dragons claw and Pegasus will
save you and fly you to safety.

S i H
Go to the jungle, via the desert, and get an acorn from the
giraffe. Use the ferry to reach the stables and get some manure.
Take both to the garden of Venus and grow an oak tree. Go to the
wolf’s lair and whistle the dog. Pull the lever to clear the mists
from Uranus’ crystal ball. He will show you how to find the ring.

LIBRA (Scales):

Visit Mars and get the chocolate and the Nobel Peace Prize. The
bird of paradise wants the chocolate, the indian wants the feather
and the dove will take the tomahawk and the prize. The peacock will
steal your crown. Get the centaur a roll from the freezer and he
will help you get your crown back. Now the dolphin will show you
the way to find the scales.
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A VIEW OF CIVILIZATION By Hugh Walker

There are two basic reasons for buying CIVILIZATION FOR WINDOWS:
1. You do not have the DOS version already. 2. You turned your
nose up at the graphics of the DOS version (and you have installed
the 256 colour Windows drivers and your graphics card can support
256 colours! There is a 16 colour version but it is graphically
AWFUL!). My copy has a tendency to corrupt the menu text at random
intervals. The READ.ME file suggests that this is because I do not
have the latest 256 colour driver for my card. I am not sure about
this but it surely is good marketing to find someone else to blame
just in case you do have a bug. Anyway, the need to save, quit and
reboot revealed a useful feature..... read on:

Essentially, the game play is the same as the DOS version but the
ability to save right at the start, BEFORE founding your first
city, is an asset which DOS denied. Thus you can start over again
if exploration reveals a better site nearby, since the Windows
version does not have the play tester’s tool which by pressing
SHIFT- 1 to 8 reveals the entire world map (and allows you to
click on enemy cities to see how they are doing and sell things
they don’t really need, such as city walls!... Sadly, this was
also removed from later DOS versions).

Another difference is that the DOS version limits the number of
saves you can make whereas the size of your hard-disk is the only
limit in the Windows version. If you save before the end of a
turn, then quit and reboot, on restoring that saved position
(useful feature ahoy!!!) all the units which moved before saving
get another go. Thus if you keep one unit (e.g. a garrison unit)
WAIT-ing until it is the only unit left to move - SAVE - QUIT -
RESTORE repeatedly you can drain swamps, move garrisons to a
threatened city, move diplomats and caravans through hostile
territory, get extremely bored, build roads, mine hills - all
without the annoying consequences of the passage of time. There is
a fine line between what is making use of a programmer’s oversight
and what is cheating. Now what I call CHEATING!!! is asking your
uncle Norton or auntie Xtree to boost your cash. Anything else is
fair-game .... OK?

What follows applies equally to both DOS and Windows versions:

I usually play as Roman ... I don’t really know why! "Hey you!" is
a good name for your leader. Assuming we are in King level
(Emperor is for masochists who enjoy being humiliated!) we can
have only 3 citizens before worrying about curing unhappiness. The
short term solution is provided by martial law. You need garrisons
anyway, in case the neighbours come to call and might decide to
stay if your city is undefended. What we need is to be better
armed than they are so TECHNOLOGY is the key. Setting tax to 10%
(or even zero) will maximize research. Ideally, we want an area to
ourselves with secure borders in which to expand, founding new
cities to share the defence and exploration program. What we don’t
need at this stage are granaries - or anything that costs money to
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maintain! We may have to fight to achieve this space - SAVE before
each battle and before going into any Minor Tribe settlements!
(Windows users especially need not fear the need to restore.)

Placing one militia unit, fortified on an isthmus of land can
prevent the neighbours coming into your backyard for a very long
time. Naturally, you will have to accept peace treaties at this
stage and it may be tactless to demand tribute but useful to swap
technologies early on - (later you won’t want them to know what you
know) !

To enhance even further our research program we will need to build
the COLOSSUS (requires Bronze-working) and to maximize its
potential by upgrading the government to MONARCHY (ensure that each
city will have enough food and shields to support its units!).
Later, build COPERNICUS OBSERVATORY (Astronomy) in the capital. Our
other cities can help once we have Trade by sending Caravans to add
their 50 shields to the cause and even help with the Library that
the capital then needs to build.

What you do is .... suppose Rome has just built the Observatory and
you have a Caravan spare. Switch Rome to building any other Wonder,
pop in the Caravan, now switch Rome to Library and soon you will
have it! Of course, you now need to raise taxes to maintain it, so
Rome needs a Market Place... another Caravan would be handy! Your
city adviser will show whether any other cities are producing
enough trade arrows to justify a library and market place.
Otherwise, build Caravans and use them to explore and trade or
stockpile for later Wonders.

The aim of this somewhat passive, defensive posture is to reach
Gunpowder. If you did build any Barracks (I try to get by without
at this stage) sell them before Gunpowder makes them obsolete (i.e.
removes them).

If you have the time and resources to build it, the PYRAMIDS is a
useful Wonder (but not essential) as it allows you to switch
governments without risking many turns of anarchy.

If you have a continent to yourself or have picked up mercenaries
with no allegiance to your cities with which to block enemy
advances, you may like to skip MONARCHY by building the PYRAMIDS,
going into DEMOCRACY or by waiting until you have researched
REPUBLIC and choose that. The plus-side of doing this is that trade
(i.e. MONEY!!! and Research is doubled) - BUT the down-side with
both types of "representative government" is that martial law
doesn’t work and Temples etc. are essential unless you have
maintained strict population control or are prepared to sacrifice
taxes for luxuries to maintain order in your cities. Furthermore,
you cannot easily start a war since your Senate won’t let you
attack anyone with whom you have a peace treaty and any units that
leave a city cause Unhappy People which, if not dealt with will
bring down the government.
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URA-SCOPE Zenobi Software
Spectrum 128k tape (£2.49) disk (£3.49), PC including emulator
(£2.99)

Yet another "oldie" text adventure, now available to PC players.
The Great Cosmic Wheel has been sent awry, shattering the
constellations. A great hero is needed to gather twelve tokens,
representing the signs of the Zodiac, to rebuild it. Unfortunately
great heroes are in short supply, so YOU have been chosen.

On loading this game you will immediately be aware of all its main
faults. The top half of the screen is taken up by an unnecessary
hideous graphic thing which is supposed to give you astrological
clues but remained a mystery to me throughout. Best ignored, apart
from showing available directions, which is useful. Each time you
achieve something important or die, you are treated to a ghastly
"tune" - turn the sound off! The command line insults you by
calling you derogatory names such as "worm", but that’s a minor
irritation. The first puzzle is also a bit tricky and I wonder how
many players would consign it straight to the bin ... but wait!!

Forced, as a reviewer, to give it a fair go, I was surprised to
find that this is a huge and complex game, packed with detail and
action, in which you meet many amusing Gods and all kinds of
animals, mythical and otherwise. The puzzles are straightforward
but it takes ages to complete, as it resembles a vast jigsaw.

Persevere for a few moments beyond the off-putting start and you
will discover an excellent adventure. Good value for money.

ATMOSPHERE 14/20 - VOCABULARY 14/20 - GRAPHICS N/A - PUZZLES 16/20
PSR 16/20 - STAR RATING * Reviewed by Sue Roseblade

SYNDICATE DATA DISK — AMERICAN REVOLT Electronic Arts
PC (£19.99)

AMERICAN REVOLT adds twenty one new missions (set in north and
south America) to the excellent SYNDICATE. A word of warning
though - these missions are ten times more devious and difficult
than the missions in SYNDICATE - so be prepared.

Added to your arsenal are two more items - cloning shields (your
agents look like civilians for a short time) and air strikes
(extremely violent and good fun!). There are also ten multi-player
missions but unfortunately they require a network so I haven’t had
a chance to play them.

Well worth buying if you are a fan of SYNDICATE but don’t buy if
you couldn’t complete the game - the data disk is much tougher.

ATMOS 17/20 — STRATEGY 17/20 - PLAYABILITY 17/20 - REALISM 17/20
PSR 18/20 - STAR RATING ** Reviewed by Stuart Whyte
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THE GODS OF WAR Zenobi Software
Spectrum 48 Tape and Amiga (£2.49), Spectrum 128 and PC (£2.99),
Spectrum +3 disk (£3.49)

This adventure is set in the future in a bleak post apocalypse time
where mutants (known as Mutts) walk the earth. You have been chosen
(bad week huh!!), to destroy the High Sorcerer of the MUTTS in the
tomb known as the "Hall of the Gods". This tomb is located in the
High Temple at a place called Greenham. Strangely, women of your
tribe get very emotional at the sound of this place. As the High
Sorcerer is very knowledgable about these tombs, he will soon be
able to bring the power of the Gods (that is sealed in the tombs)
to bear against the Druids, so you had better get a move on!

This adventure makes good use of the graphics capabilities of PAW.
While not of high resolution, you can often forget that this is a
spectrum emulator running. All of the standard commands work here
and include some specials such as OOPS which takes you back a move,
AGAIN which repeats the last command, CALL which allows you to
summon a "Way Chariot" if you are in a "Way Station" and REPAIR
which lets you fix/build things if you have the right
tools/items/knowledge. Use of the DATA command displays both
graphic and text information about an item, IT and EXCEPT are also
allowed. The usual Spectrum emulator commands are supported. A
nicely designed game.

ATMOSPH 16/20 - VOCABULARY 13/20 - GRAPHICS 10/20 - PUZZLES 15/20
PSR 14/20 - STAR RATING * Reviewed by Mike Barton

CRUSADERS OF THE DARK SAVANT US Gold/Sir-Tech
PC 3.5" and 5.25" disk (£45.99)

Following on from BANE OF THE COSMIC FORGE, this is the latest game
in the WIZARDRY series. This game has a totally different look to
its predecessor as it covers a huge and beautiful outdoor area as
well as many mysterious interior areas. A complex storyline runs
through the game which is slowly pieced together with the help of
information from the many non-player characters you meet on the
way. You cannot recruit any of these characters so the party of six
that you carefully generate have to be the perfect mix or you won’t
survive for long. As usual in WIZARDRY games the fighting is
extremely hard which makes progression quite slow, but the
excellent and complex spell-casting system gives you a chance to
really plan your strategy in each fight.

I find this game hard to fault. The only thing that irritated me
was the fanfare that blasted out just before a fight. Apart from
that small niggle I would recommend it to any hardened role-playing
gamer, especially if they had played the previous game.

ATMOSPH 18/20 — STRATEGY 18/20 - PLAYABILITY 18/20 - PUZZLES 19/20
PSR 19/20 - STAR RATING *#*% Reviewed by Hazel Miller
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GE OF E SPACE TES FSF Adventures

Part 1

Can’t get past the official in the hall? Wait till the official
is one you don’t already know.

Can’t get a bus? Just wait a little longer.

Don’t know where to go? Wait till morning, then go get a map.
Check the matches for a useful address.

Can’t get a job? Check out the Job Centre.

Can’t start work? Make sure you have all the necessary clothes.
Want to avoid electrocution? Check out the storeroom in the gym to
find your insulation.

Don’t know where to go next? On the next day, loiter in the
showers and keep your ears open.

Need a password? Listen in the park.

Need some tools? Look at the list in the hardware store. You will
need flash, rope, lead and forcer.

Your money must be carefully spent or you will run out.

Can’t get into the loading bay? Start a fire in the ladies
boutique, then wait for the guards to clear off.

Can’t find a badge? Check out the lorry.

Can’t get over the fence? Use the grapnel and also the mat.

Lost in the maze? From the scrapyard go W, S, E, SE, E to find the
courier. Then go SW, N, W, NW to the freighter.

Need the crystal frequency number? In the courier, remove the
panel with the forcer and examine the compartment.

Need the crystal? In the freighter, examine the panel.

Can’t re-tune the crystal? Go to someone who can.

Need co-ordinates? Look in the alley behind your hotel after the
third night.

Part 2

Too easily recognised as a stranger? Wear the overalls.

Need to make an explosion? Search the rubble twice for a good
start.

Can’t get around in the ducts? You need a map.

Need a tasty sandwich filling? Look behind the fridge.

Need the map? Check out the office.

Can’t get into the duct system? Look behind the sofa.

Woman threatens to scream? Tell her about Jaelaine.

Need some tools? Search the workbench, above and below.

Need a leg up? Load your gun, fire up, then climb up.

Need to go higher? Release grapnel and fire up again.

Need a hitting tool? Search installation.

Afraid of violence? Ask Simon to do it. He will need the correct
tools.

Guard too awake? Wait till he sleeps.

Need to make a bomb? Simon can help if you ask nicely.

Need to get rid of the nurse? Glenda can pretend she’s ill, then
nurse will leave the sickbay.

Need antidote? Search sickbay and get out as soon as you can.
Need to call home? Spike the radio man’s sandwich then retire to
watch.
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MELTDOWN Zenobi

Move the plant pot.

Use a damp bandage to clean the shed window.
Dial the safe numbers individually.

Ask the policeman for your card back.
Remove the chimney from the stove.

To climb down the rope type D ROPE.

Wait until the child gets bored.

The rods need to be released.

*kk

GODS OF WAR Zenobi

In part one you need to find a torch, accumulate some wealth, find
some reactor rods and generate some electricity. (Safety point:
don‘t take the torch into the Petrol store!!!). In part two you use
the chariots a lot, remember soldiers like to drink. You can only
kill the sorcerer through the grille. Wear the gloves before you do
anything to the barrier. In part three you need to make and use a
bomb to defeat the mutts. You also need to poison their water, talk
about adding insult to injury. Remember that cannibals are not
fussy about what they eat, even other cannibals.

kkk

GOLDEN FIGURES OF DEATH Dream World Adventures

Search under your seat for the disk. Tie, sit on and untie net to
find scuba gear. Use the mirror to reflect the beams. Turn Handle =
TH. TH3, W, TH2, W, TH1, S, TH3, W, TH1. Make a torch and search
both webs. Ride downstream in the barrel and grab the overhanging
branch. Throw and then swing on the snake.

*Ekk

CRUSADERS OF THE DARK SAVANT Sir-Tech/US Gold

Say NEWS to NPC’s for the latest gossip.

Practice swimming early on in the wading area of the Polar Monk
Society of Munkharama.

The answer to the riddle is COIN.

Dive around the Munkharama statue and get four coins for four urns.
Visit the Apothecary and ask him about THE LAND OF DREAMS. Answer
GRAN MELANGE.

In the Land of Dreams find pipe and pastille then merge them.
Through the black door, drop twice then have a smoke.

To enter the Arms of Argus Weaponry shop say BLACK MARKET.

Search Father Phoonzang’s statue for a moonstone.

Find a coin in the Bank and Loan to enter the Curio museum.

Door code is blue, yellow, yellow, red.

The Gorilla likes bananas.
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PAGAN

In constructing these clues, the help of Billy "Buddha" Budds is
gratefully appreciated.

You, the Avatar, are shipwrecked in the world of Pagan. To escape
you will need to defeat the four elemental Titans that rule Pagan.
The power of the Titans is mediated by Modea, the Tempest, who
rules with an iron fist. You will need to collect five key quest
objects:

1) The Obelisk Tip
2) The Heart of Earth
3) The Breath of Wind
4) The Tongue of Flame
5) The Tear of Seas

These will be used to cast a spell that finally banishes the
Titans and opens the Black Gate through which you escape.

When the game begins, complete the conversation with Devon, pick
up all items, and head westwards to witness an execution. After
this proceed northwards into the city of Tenebrae and explore the
city. Make sure that you talk to the librarian, who is upstairs in
the library in the northeast corner of the city. Read the books in
the library, perhaps you will learn what happened to the Zealans.

You will then need to seek out Mythran, who lives on the Plateau.
To get there, leave the city by the northern exit and enter a cave
at the end of a westbound path. This will bring you into the first
of many sequences of jumping over stepping stones, so save your
position often. Later on you will be able to teleport past this
area. You will need to fix the broken lever and operate the
winches by the rope bridge.

Back in town, seek out the dwelling of a lady-in-waiting and try
to reach some new locations inside Mordea’s palace.

The Necromancer can be reached by leaving town on the eastern
side. Once you have the Key of the Caretaker you can learn how to
cast Necromancy spells. Pick up all the reagents that you can
carry. Combine several identical reagents to reduce their weight.
The Open Ground spell gets you into the catacombs. Cast it at a
clearly designated cliff face near the Necromancer’s dwelling.

The catacombs will need very thorough exploring, and consists of
both an Upper and Lower level. Some doors cannot be unlocked yet.
Talk to each of the Necromancers. The ghouls are not to hard to
beat in combat, but it may be wise to take them one at a time. The
skeletons and ghosts should be avoided initially. Did you find a
door that shut just as you passed it, with a fireball shooting
across the doorway? Did you notice that some of the skeletons are
actually statues? Perhaps you could somehow block that fireball
and leap into the Treasure Room?
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The Flame Sting sword will kill skeletons whilst the Protector
sword will improve your armour class by five points.

You will eventually find a cave exit from the catacombs, giving
access to Stone Cove and a plentiful supply of reagents. There are
two doors also leading into Stone Cove and you will need to open
both. Golems can be very handy if they can be summoned to do your
bidding. The first door will lead to Lithos, the Earth Titan, at
the Hall of the Mountain King. You will need to solve some puzzles
with locked doors, levers, stepping stones and laser beams. Near
Lithos is another very handy teleport. This provides one quick way
to get back to Stone Cove from other parts of Pagan.

Using the Recall stone obtained from Myrthan, Teleports are
available to return the following locations:

Central Tenebrae

The Plateau

The Hall of the Mountain King
Argentrock Isle

Daemon’s Crag

Carthax Lake

You will soon find that you have far too much to carry, so it may
be a good plan to stow spare items close to a teleport. But be
careful, sometimes things are not always there when you return!
Also there are a few places from which the teleport does not
operate. Do not fret, for it usually switches back on later.

At some stage you will need to rescue Devon from the Palace
dungeons. Some crooked book-keeping will be exposed and a new
Tempest will be appointed.

G ues

You can start this quest after the Necromancer gives you the Key of
the Scion, which will get you into other parts of the Catacombs.
Search for the gravestone, where a well known spell will help you
to descend. It is essential to retrieve a shield of the legendary
Zealans. You can see it, but can you reach it? Three statues are
waiting for the shield. Soon the Obelisk Tip will be within your
grasp.

T

Now is the time to crack open the second door from Stone Cove.
Proceeding in a westerly direction, you will find a large square
area with walls all round, a locked door and a brass plaque. You
can try to find the key but it is easier to just climb over the
wall near one of the corners. A favourite spell will unearth the
object that you seek. Further exploration of the area, in a
northerly direction, will get you to some lava lakes, the Pit of
Death and lead back into the lower Catacombs. This provides a
possible route to the Lost Treasure Room.

028/X-92



The Quest for the Breath of Wind

Explore the caverns north of Stone Cove and you will find a bridge
that leads to Argentrock Isle. The town here is the home of the
Theurgists and contains the Monastery of the Order of the
Enlightenment. You will need to learn a whole new set of spells.

Particularly useful spells are: Healing Touch, Hear Truth, Reveal,
Aerial Servant and Air Walk. To complete the first test you need
to give the correct answer to five random questions out of a list
of ten. Five of them are easy, five fairly tricky. Remember to be
honest in all things, be prepared to give up your sight and to use
your wits. Apart from that it’s a breeze!

Down in the silver mines, you can collect the raw materials that

can be forged to make the magical foci. The man to do it works on
the east side of another town - you may have met him already. Did
you wonder about the purpose of the Altar of Focus? Try it now.

Question everybody when the theft is discovered and encounter the
culprit at Windy Point. A daring leap and stepping stones will get
you to Stratos. Use some remote control to grab the Breath of
Wind.

Th f e e

You need to reach Deamon’s Crag. In the southeast corner of a room
with lots of water you will find a pair of doors with two metal
barriers in a row. Look for the second small lever to open a side
door and reach a lava river. You will meet Devon and can cross to
where he appeared by means of a spell. Past some waterfalls and up
over a low cliff and you’ve made it to the Sorcerer’s Enclave.

Pass the test and visit the Library to become proficient at
Sorcerer Spells. The spell books explain the reagents and the
position of the red candles. Note that left and right must be
viewed from outside the pentagram. Put black candles in the
remaining points. Bane will show you the correct position of the
five points. All the candles must be lit and the correct focus
should be in the centre. Then walk outside the pentagram and
double click on a wide section of the black outer rim. If it
fails, check your reagents and make sure they are on the right
spots. The larger rocks are best used on points far away, keeping
the smaller for careful positioning closer up. You will find
plenty of candles and reagents in the Library.

Extra reagents and foci can be found inside the Obsidian Fortress.
The third demon sets you some more tests. After completing them
you can meet the Master. He will summon Pyros and you will
discover the holder of the Tongue of Flame. After a very tough
battle you can get this vital object. Nearby, get the book on The
Destruction of the Temple. Also, make sure that you free Pyros, by
returning to the large Pentagram where he first appeared and using
the Tongue of Flame. A change in the weather will occur once Pyros
is freed. If the teleport is not working, head back overland for a
while and you will be able to use it later.
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e est for e as
Hydros can be found at Carthax Lake, not too far from Stone Cove.
Some dam-busting by a grave will release torrents of water. But
Hydros has deceived you and does not give you the Tear. In fact,
you need to chat to your old fried Devon, who seems to have picked
it up by accident on a fishing trip! But he will only let on at a
very late stage in the game, so make sure you have done everything
else first and have read the book about the Destruction of the
Temple.

h t Plane

Don’t worry, this is not as bizarre as some other Ethereal Planes.
First you just need a simple spell to get there, which you can buy
from Mythran at the Plateau. Don’t waste money on buying his other
spells but persist until he offers you Ethereal Travel.

There are four branches to explore in the Ethereal plane. In each
one you will defeat one of the Titans, using a key quest object
thereby infusing that object with power.

To reach Lithos, you need to endure the heat of lava and explore at
some length. You may find a chest containing a white ball. Keep the
ball for later. Eventually you will find an area with more and more
frequent earth tremors and lots of rubble falling from the roof.
Keep going and Lithos will materialise again. Quickly use the Heart
of Earth on him and you will be transported back to the centre of
the Ethereal Plane, with a blue glow around the Heart.

To reach Hydros you need to jump across the right set of stones. I
think these are roughly southwest of the point at which you enter
this domain. Pretty tricky, as some stones keep sinking.

The Stratos area is an easy set of stone hops to the north. Don’t
get distracted by prizes on either side and watch out for crumbling
footholds.

To get to Pyros find the circle of coloured squares and collect
enough white balls to cover each square. Stepping stones will
appear which will take you to Pyros. You can also explore the
ruined building but this is not essential to your mission.

Back at the Ethereal Pentagram with four glowing objects, place the
Obelisk Tip at the front point, then proceed clockwise: Wind, Fire,
Water and Earth. Click on the Obelisk Tip and the power will flow
into you. Click on the Obelisk Tip again, now glowing, and the
Black Gate will appear. Enter the Black Gate to return to beloved
Britannia.
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BE H STEE virgin

Upper Level

Quick timing is needed to grab the spanner. Joey will identify an
explosive. Ask Joey to cut the cable by the lift. Later, get Anita
to fix your ID card and learn about the Schriebmann port. Act like
Tarzan to get into the Security Building.

T

LOCKER VR

START LEDGE >- INTER-
ROOM PACE

l DISPLAY SICUI—

POWER LIFT
PLANT DOWN ROBOT coGs scnzlu CONSOLE SITE

UPPER LEVEL WALKWAY

STORE REACTOR

WELDING | | EXPOSED mxu'— REACTOR CRASH

Metal Bar: Opens some doors, crates etc.

Circuit Board: Use in suitable shells to make robot helpers.
Spanner: From Laser Room. Use on Cogs, Welding Robot & Power Plant.
Putty: Found on floor of Store Room. Use in Power Plant.

ID Card: On body at Furnace. Use on terminals and lift doors.

Light Bulb: From power plant. Use in 0ld Subway.

Anita’s Card: From reactor core, later. Use in VR Interface.

Dark Glasses, WD40 & Key: No use.

ev
Dr Burke will make you an implant, to get you into LINC. and some
false fingerprints. Offer to feed Lamb’s cat, then steal his video.

REICH LAMB
APT. APT.
LIFT LIPT TRAVEL
SHRUBS
DOWN op co.
. [ 5
DOCTOR| | BURKE’S ScuLP-| | ANCHOR
MIDDLE LEVEL WALKWAY INSUR-
BURKE | | SURGERY TURE ANCE

Cable: Use with Anchor to reach Locker Room, and near the Finale.
Magazine: From Reich’s apartment. Use in Travel Company.

Ticket: From Travel Company. Gets you a tour of Lamb’s Factory.
Anchor: From Insurance Co. after seeing Dr Burke. Use with Cable.
Video: From Lamb’s Apt. Use in Piermont Apt. to get Dog Biscuits.
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LINC Space

Several trips into LINC space will be needed, using three different
ID cards. On the first trip you need to collect the Pheonix and to
decrypt three documents. On the second trip you can pick up an
oscillator and run a playback of a recording from Anita. Subsequent
trips, made from the underground terminal, will get you a Virus.

Ground Level

Pick up the circuit board when Joey crashes. Lady Piermont will
sponsor your club membership. Distract her dog, then lure him into
the water. Go back to the top level after you find Anita’s corpse.
Anita’s recording will prompt a conversation with the gardener.
Don’t miss the Courtroom drama.

Dog Biscuits: From Piermont Apt. Use outside the cathedral.

Glass: From St James’s Club. Use to obtain fingerprints.
Secateurs: Found in Shed, used in Wine Cellar.
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Underground

The metal bar and another tool will get you into the 0l1d Subway,
where a light might come in handy. At the temperature controls,
turn down the heat and pull the rod in the ceiling. Build a new
robot, who will help you past the android in the tank room. Once
you have a new card, make another trip or two into LINC space.
Collect the Virus on Anita’s card and use it to crash the computer
by the huge tanks. Build the final robot from the middle android
shell. Descend the pipes and use frozen tissue on the Orifice.
Robot Ken will help you save the day.

Brick: In wall with veins, use with metal bar on swelling.
Red Card: After tank room: access LINC and zap the crusader.
Tongs: Pick up tissue and freeze it quickly.
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