














































































































things that were not visible before. Somewhere you will meet the
hermit Rashadin flying on his magic carpet. Something will trigger
the stairs to appear in the room with hieroglyphics so keep
checking. You will find a scroll which says once you have read all
the runes the way into the library can be reached. Go down.

This is a fairly simple area with levers that move bridges and
flying carpet ports which can be used later. Any area you cannot
get to now can be visited later when you have a magic carpet. Once
you are through you come to the area of scrolls. Open them and read
them all. Eventually you will reach the pirates and their treasure.
Kill them and take what you can then go north. Put the mirror
inside the chest and Rashadin will find it and begin talking to
himself. He will mention JAZAIR JIZA, the Genie Isle where Mirza
Gubishbuskin can be found. Fly the magic carpet to the entry stairs
remembering to look for the chest you couldn’t reach while on foot.

Return to the ship and sail to JAZAIR JIZA. Find a way between the
sand arms that block your way. The Efreeti you meet will ask you to
do some simple quests before she will let you meet Mirza
Gubishbuskin. Buy the intelligent serpent from Reptilian Desires,
the hottest coal in the world from the Heating Emporium and the
veil woven by Idrid in the Shop of Wonders - all can be found in
Bandar-Al Sa’adat. For the bottle of eternal emptiness return to
Bandar-Al Sa’adat and speak to the wise man in The Travellers Rest.
He will tell you to go to the Isle of Senat.

Sail to the isle and protect yourself from fire before collecting
the bottle and lots of treasure. It is a small island and the
treasure is very easy to find. Return to the Efreeti and make her
look into the bottle. She will get sucked into it and the bottle
will seal behind her. Now your path is clear.

In front of you is a black and white chessboard. As you tread on
certain tiles they will change colour. There are four sets of tiles
(one for each genie) and by picking out the path of each colour you
will be transported to that particular genie. All the paths begin
one tile in from the edge. Leave the red path until last. When you
visit the other three genies you will get two quests - to find a
jewel and reunite Shahar Izad with her voice. The jewel, which will
complete the second quest can be obtained from the Djinn sisters if
you can convince them you are a brave man. Give up the jewel and
you can then return Shahar Izad to her master and reunite her with
her voice. Your reward is a potion that will keep you alive in the
next section.

Back at the chessboard pick out the red squares and you will be
transported to Mirza Gubishbuskin’s domain. To speak to him you
have to walk up the chessboard while a game is in progress. Drink
the potion and you will be protect from the fires that engulf the
board as you walk north. Mirza Gubishbuskin will speak to you when
you reach the top and tell you your father was one of the men
responsible for the disobedient genie.
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UPT ISLAND Lankhor/Ubi Soft

GENERAL HINTS (Atari ST version)

Don’t search rooms or pick up clues when anybody else is about.
Shut cupboards, drawers etc behind you after searching, it seems
to help in keeping you out of trouble.

Don’t disturb people by questioning them in the middle of the
night!

Don’t carry many things about with you. It’s usually sufficient to
take them, examine or read them and then put them back ... unless
you need to show them to someone.

Sleeping and eating will replenish your energies and make you less
vulnerable. A list of meal times can be seen on the kitchen wall.
Meals are served in the saloon.

To pause the game, click on SAVE and the game will freeze while it
waits for a change of disk. Then simply CANCEL to return to the
game when you’re ready.

ST GUID tari v ion

Go to Maguy’s saloon (the old colonial trading post). Find Maguy
and ask her about her movements and what she noticed on the night
of the 30th and early the following morning. She will also tell
you about Marie’s habits if you ask. Memorise her answers.

Go to Maguy’s room (ground floor, right hand door), while she is
not there. Push the picture to find a hiding place. Search this to
find the key to Lucy’s room.

Go to Lucy’s room (first floor, far left). Look at the bed, near
the pillow, and notice a black hair.

Go to Marie’s room (first floor, third from left). Look at the
aquarium. Take the stone and notice a piece of glass. Search under
the chest and notice more glass from the broken window.

Turn the aquarium to reveal a hiding place. Search this and notice
a locked jewel box with an inscription. Read the letter and the
sheet of paper. Take these with you. Look at the bedside table,
notice the empty ashtray and the cup of tea. Smell the tea (it
smells of camphor, a sedative). Also notice that the bed has not
been slept in.

Go to the kitchen and search the cupboards to find a bottle of
camphor. Read the list on the wall, it will tell you when meals
are served. Notice, also, the calendar - you will need it later.

When you come across Maguy again, show her the list from Marie’s
room to find out what it is.

Return to Maguy’s room. Turn the bedside lamp and it will open.
Inside you will find a key. Raise the rug and a trapdoor will be
revealed. The key will open it.
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Go into the passageway beneath. In the Pirate’s cave, read the
inscription, which matches that on the jewel case. "Jemelos y
indivisibles" which means "Twins and inseparable".

Look at the symbols on either side of the pirates. They are mirror
images and are meant to give a number pattern.

Go to the pier and enter Bruce’s cabin on The Bamboo (the white
ship on the left, upper cabin). Open the desk and search to find
some binoculars, which you will need. While you are there, read the
ship’s log.

Now go to the pond and observe that it is tidal. Low tide is at 4pm
and 4am, so go there at the right time and, using the binoculars,
read the inscription on the base of the statue. You are supposed to
be able to put this together with the symbols from the pirates cave
to make a message!

Visit Juste’s house at some point and search under the cupboard to
find a photo of him with a blonde woman. Show this photo to people
and they will tell you that the woman is Lucy.

Search the other cabins when you can. Bob’s cabin is opposite your
own. Search the shelves and find two letters from the Lady In
Black. Read his log, in the drawer.

In Roy’s cabin, below Bruce‘’s on The Bamboo, find a bracelet beside
the shaving brush. Search thoroughly and you will also notice a
diamond.

In Chris’s cabin, next to Roy’s, open the box on the top shelf.
Take the photo and read the sheet of paper. Chris is a secret
agent, sent to find a missing woman agent.

Go into the hold of The Bamboo and find a bullet next to the net.
If you show this to Bruce, he will tell you that it’s a machine gun
bullet.

Look on the pier, sometime in the night, and you will find a key
has been dropped. This is the key to Juste’s house.

At 7am the next morning you will be informed that Juste has been
murdered. Go to the pier and have a look at the body.

Ask Sue what she noticed between 6 and 7pm on the 31st. She will
say she saw Juste fishing something out of the water. Memorise.

Go to Juste’s house and search the stove. You will find a half
burnt blonde wig. Look carefully on the floor and find a diamond
(like the one in Roy’s cabin and the other one in Roy’s ear!)
Notice the open window.

Lucy was the missing agent. She wore a blonde wig but was really
dark-haired. The bracelet found in Roy’s cabin is the one she was
wearing in the photo. Juste was murdered because of what he knew.
So far so good .... but what of the disappearance of Marie ...?
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SEPTEMBER 1994
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THANKS :

Our thanks to Sue Medley who sent us a walkthrough solution to
MAUPITI ISLAND.

Thanks also to Barbara Gibb of Adventure Probe for giving us the
solutions to many Zenobi adventures.

Also we should like to thanks everyone who contributed to the
Hints ‘n’ Tips for this issue.

UPDATED PAGES:

In pack 26 we printed a half-height reviews index for sections D
and U in order to keep re-printed pages to a minimum.
Unfortunately this made the index very difficult to read so we
have decided to print a full height index covering packs 1 - 25 in
this issue. This index will not be repeated and in pack 30 we will
start a second index beginning from pack 26. Members will then be
able to split the reviews between two binders if so desired.

The new schedule for regularly re-printed pages will be as
follows:

Pack 30 D-2/2a... Index for game reviews Sections D and U.
Pack 31 A-13/14.. Useful addresses.
Pack 32 P-1/la... Index to guides, solutions and maps.

Other pages in Section A, and some Softography pages will be
updated when information changes are necessary.

SOLUTIONS GUIDES AND HELP:

We are never sure if we print the guides and help you would like
to see in the packs. If there are any games, new or old that you
would like to see solutions for please write or telephone the
office and we will do our best to print the help you require. We
can also print level codes and cheats if that is what you would
like, just let us know.

BACK NUMBERS:

Members Dossiers 1 - 13 are out of stock until further notice. The
back numbers pages will be updated shortly.

LETTERS:
Our members are very happy people! Well, you must be as once again
we have no letter pages. Members who telephone the office often

mention they would like to see more letters but we cannot print
what we do not get. PLEASE write soon.
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BUY - SELL - SWAP:

FOR SALE: - I would like to sell the disk versions of Sim Life
£15.00, Arena, Hexx and The Hanna-Barbera Animation Workshop £20.00
each and Alone in the Dark for the PC CD-ROM £20.00. Please add
£2.00 per game for postage and packing. Telephone Debbie evenings
only on 081 859 8531.

*k%k

WANTED: - I am interested in buying some SSI Gold Box games for the
PC. I already have Gateway to the Savage Frontier and would be
particularly interested in Secret of the Silver Blades and Pool of
Darkness. Please write or telephone evenings or weekends only with
price to Mr. R. Murfin, 107 Rydal Road, Abbeydale, Sheffield

S8 OUR, telephone 0742 584627 (until the end of September) and 53
Main Avenue, Totley, Sheffield S17 4FH, telephone 0742 621239 after
that date.

ki

FOR SALE: - The PC disk versions of Magic Candle 2 £10.00, Shadow
Caster £22.00 and Space Quest 1 VGA edition £13.50. Also Lawnmower
Man PC CD-ROM £30.00, and the Pool of Darkness clue book £6.50.
Telephone the club number if interested and leave a message for
Gerald.

*dkk

FOR SALE: - I have a new copy of Sierra’s Space Quest 4 for the PC
for sale. Please write or telephone if interested to Wayne Roberts,
Cheet Sheets, "By-The-Way", Chilsworthy, Gunnislake, Cornwall PL18
9PB or telephone 0822 833765.

*k%k

FOR SALE: - I would like to sell Beneath a Steel Sky for the PC
(Disk version) for £15.00 plus £2.00 postage and packing. Please
contact Sue Roseblade any evening before 9pm or at the weekend
(after midday only) on 0480 380608.

EE 23

FOR SALE: - The PC disk version of Al-Qadim £18.00 including
postage and packing. Please contact Hazel on the club number after
8pm.

fdkk

WANTED: - I would like to buy the Eye of the Beholder III cluebook.
If anyone has a copy they would like to sell please contact Graham
on 0974 261210 evenings or weekends.
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The next priority for research is Railroad since this increases
production by 50%. OK, so you’re bored by all this improving stuff
and what you really want to do is go to war! Really? With a gang
of musketeers! No way! Wow Kaiser, wow! My aim is to get as much
research done in the 250 turns before 1AD when research costs
double but this aim must be moderated by the need to spend money
on some city improvements. Even so, now we can make some money!
Use it wisely. For example, when buying, production costs are 2
coins per shield (4 coins if production box is empty) and military
units cost even more. So, for big items (banks, universities etc.)
a caravan is handy if you fool it into helping build a Wonder then
switch. Otherwise, suppose you have researched Automobile and want
tanks, well wait one turn to put some shields into the box then
switch to some terribly improving, innocuous item with the same
number of shields - a Courthouse will do - pay the balance then
switch back to Armour and - Hey presto! Half-price tanks!!! (Did
you know that a Cathedral needs the same number of shields as a
Battleship which would cost about 4 times as many coins....ahem!).

After 1000 BC the barbarian raids seem more powerful and frequent
so City Walls are needed and after 1AD the neighbours start
getting frisky if they haven’t before. Once you have Combustion
you can happily build Barracks as nothing else makes them
obsolete. However, Barracks in every city is terribly expensive.
Those which really need them are on the coast (to stop pirate
raids) and adjacent to enemy territory. You can have these cities
provide units for inland barrackless cities once their own needs
have been met. After Armour we want to head for Recycling since
pollution will have become a problem. If you got there before 1 AD
congratulations, but otherwise keep taxes down until you have it.
Push up taxes to 80% and start spending like there’s no tomorrow
(there won’t be if THEY come and you are not ready). If you have
the Pyramids and are in Democracy but want to keep the option to
change you may like to stop research altogether by building
Shakespeare’s Theatre in a coastal town with a Barracks and plenty
of production - a Factory and Recycling Centre will be needed.

With taxes at 100% you might as well sell off your Libraries and
Universities. You can rebuild later if needed. Then each city with
Barracks builds units to send down the railway to your chosen city
for adoption and return. Since that unit is not far from a city
that is immune from unhappy faces it can go out of the city it
defends with impunity. (This cannot go on forever as someone is
bound to get up to Electronics sooner or later, cancelling the
effect of Shakespeare’s Theatre and plunging your government into
Anarchy!). Otherwise in Republic you may as well keep research
going. Communism cancels the Pyramids but leads to Labour Union
with its wonderful Motorised Infantry units whilst Electricity
cancels the effects of the Colossus but leads to Electronics and
the Hoover Dam Wonder and onwards to Advanced Flight (Bombers!)
and to the end game if you are a pacifist and want to build that
flaming space ark. Assuming that you are in Republic, everyone is
happy, defensively secure, the Pyramids are obsolete and you want

029/T-49



to go to war but no one has attacked you and your Senate won’t let
you. The J.S.Bach Cathedral wonder will allow cities with less than
5 population units to send one military unit without consequent
riots. The Cure for Cancer wonder increases this to 6 population
units, Cathedrals allow bigger cities to join in (but cost money to
maintain) BUT the Women’s Suffrage wonder allows as many military
units as you like to go out so build it but do defend it ever so
well. Transports are not classed as military units so even without
Women’s Suffrage a reasonable task force can be sent overseas. The
problem is how to provoke a war: Diplomat’s are cheap to build and
can pass between "enemy" units. There are two ways to start a war:

1. If there is an enemy city near your borders that you think you
could defend, you can send in the Diplomat to incite a rebellion at
full price or you could first send some military units as close as
you can, preferably to sit on its production areas - your Senate
can’t stop you if you land from a Transport. This is usually enough
to cause a riot in that city. Now send in the Diplomat to provoke a
half-price rebellion. Do not choose "Subvert city" as this costs
double and prevents the enemy declaring war - which would defeat
the object of the exercise.

2. Send your Diplomat to wander about in enemy territory -
preferably standing on their prime real estate - a coal or gold
mine will do nicely. Sooner or later they will attack him, allowing
your Senate to vent their wrathful, righteous indignation in an
entirely justified declaration of all out war. Do not say "yes"
when they try to speak to you as your Senate will force you to make
peace. The second method is cheaper and doesn’t leave you with a
city built in the stupidest of places (they always do that!) which
rapidly drains your cash as you bring it up to your standards with
walls, barracks, temple etc. However you do it, one rule is sacred
- SAVE before each battle.

I don’t know how they do it but it is galling to have your tanks
defeated by Militia units. I mean to say, there you are, armoured
to the teeth attacking a bunch of yokels armed with pointed sticks
- AND THEY WIN!!!! Hmmmm?

Finally, suppose you are in Monarchy, have the Windows version,
have units out in the hills blocking the enemy advance but have no
units with the "NONE" allegiance and want to go Democratic: Raise
taxes (unless you already have money to spare), build a Diplomat
and send it out to look for a Minor Tribes square far enough away
from your cities. SAVE when the Diplomat is the last but one to
move. Go in. If you don’t get a nest of barbarians -quit to try
again, otherwise buy as many as you can in that turn (usually 61
coins each). Check that they have the required "NONE" allegiance
(if not quit and try again to see what else is on offer) - SAVE
(maybe an idea to change the file name) - quit - reboot. If you can
afford to buy the lot they will be useful, otherwise move away,
heading back to your own territory. If you left any you will need
to save-quit-reboot a few times to give your fellahs a head start
in the race home.
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CANNON FODDER Virgin
PC (£35.99), Amiga (£29.99) Atari ST (£30.99)

CANNON FODDER is a mission based arcade strategy game in which you
get to guide a small platoon of men through enemy territory -
similar to SYNDICATE in execution but with less depth and more
violence. Like SYNDICATE you are given a goal each mission
(typically destroy all the enemy troops) and it is up to you to
then frantic click and blast your way through the jungle, arctic,
cliffs or compound. Along the way your men come across specials
such as bazookas, tanks, helicopters etc. which can all be used to
defeat the computer.

Graphics are small but detailed with cutesy explosions and death
animations. CANNON FODDER is a great game but the emphasis is very
much on quick reactions rather than strategy (although to complete
the game you will need both skills). If you enjoyed SYNDICATE then
you’ll love this - although SYNDICATE still wins out overall as
the atmosphere and graphics are better.

ATMOSP 15/20 - STRATEGY 14/20 - PLAYABILITY 16/20 - GRAPHICS 16/20
PSR 15/20 - STAR RATING * Reviewed by Stuart Whyte

MAUPITI ISLAND Lankhor/Ubi Soft
PC (£30.99), Amiga and Atari ST (£29.99)

This 1990 graphic adventure is set on a tropical island where you,
as a private detective, are investigating the apparent kidnapping
of Marie, one of the island girls. Gameplay uses a point and click
method to select from a somewhat over-complicated command system
which enables you to search for clues, question characters,
memorise and recall information, as you move between some thirty
or more locations.

This adventure has beautiful graphics and the best music and sound
effects (including speech) that I have ever seen on the Atari ST.
Impressive ... until you try to play the game! There is no QUIT
command (it is necessary to switch off the computer to exit) and
no way of reloading a saved position unless you restart
completely. There is no PAUSE command (I have worked out a way
round this) and the whole thing is played against the clock, with
wandering characters who are not always co-operative.

The game is so unbelievably difficult that, even with the help of
a story-book type walkthrough, I was unable to complete it - in
fact I've failed to find anyone who HAS finished it. Verdict:
beautiful, clever, atmospheric, aggravating, frustrating and
totally impossible. (ST Version reviewed)

ATMOSPHERE 16/20 - GRAPHICS 18/20 - VOCAB 14/20 - PUZZLES 15/20
PSR 13/20 - STAR RATING ? Reviewed by Sue Roseblade
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THE KRAZY KARTOONIST KAPER Zenobi Software
Spectrum 128 Tape (£2.49), +3 Disk (£3.99) and PC (£2.99)
Also on compilation (see page C-105)

It was a normal evening like any other at the art studio of Kez the
Kartoonist. Nothing stirred, not even a teaspoon. Suddenly a man
dressed in a black uniform and a balaclava crashed through the
window. He hit Kez over the head with a nearby stuffed elephant and
bundled her into the back of a hired hearse. Kez had simply
disappeared.

This is where you come in as Kez'‘s faithful hound and chum KRIS the
DOG!!! When you find out that Kez is being held in Killmore Castle
on Mystery Moor and no-one has offered to pay the ransom money, you
take it upon yourself to rescue her.

This adventure can be played using mainly verb/noun inputs but
there may be occasions where you need to use a multi part command.
You may also input several commands in one line using AND, THEN or
punctuation marks. Standard directions are supported, and hints are
hidden in the instructions. You as a Dog have the power of human
speech to communicate with people you meet. The vocabulary
includes: bark, growl, howl, scratch, sing, snarl, wag and woof to
mention but a few. Very funny!!

ATMOSPHERE 10/20 - GRAPHICS 0/20 - VOCAB 15/20 - PUZZLES 14/20

PSR 13/20 - STAR RATING * Reviewed by Mike Barton
DUNGEON OF TORGAR Adventure Workshop

Spectrum tape (£2.00), Spectrum +3 disk (£4.00)

This is a traditional treasure hunt which you start by a cave
entrance, with your adventurers kit consisting of sword, lamp and
list of treasures. As soon as you enter the cavern an iron gate
clangs shut behind you, so there’s no choice but to advance ...
You hear distant chanting from some fervent idol worshippers who
don’t welcome infidels and will kill on sight.

Once you have avoided them the game opens up revealing a multitude
of exits, all but one blocked by unfriendly beasts and baddies.
There’s a maze too but mapping is not a problem. A light fingered
leprechaun will hide your stolen goods where you can find them if
you give him something to play with. There are some tricky puzzles,
such as a slippery ramp, living statues (my childhood nightmare), a
ropey bridge (not for the overweight), evil ghosts and danger of
drowning in a sealed room.

This text adventure game will challenge a beginner and interest the
moderately experienced adventurer.

ATMOSPHERE 14/20 - VOCAB 12/20 - GRAPHICS N/A - PUZZLES 13/20
PSR 12/20 - STAR RATING * Reviewed by Jenny Perry
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GEON O Adventure Workshop

[6) T CLUES
PARCHMENT Tells you which treasures to find.
FLUTE Play it to the serpent.
EYE OF MEDUSA Throw it at the rockbeast and statues.
BONE CHARM Wear it to get past the skeleton.
BRASS KEY Opens brass door.
BLACK KEY Opens the door with the skull.
SALT Throw at the slug.
CAGE To catch the rat.
RAT Turns into green lizard.
ROD Point it at the rat.
STICK To push the star off the pedestal.
BOOK Contains helpful hints.
LIZARD Fights the deathbeast.
BOTTLE To collect slime.
STILTS Wear them to cross the snake room.
CUP OF DREAMS Liquid makes you strong.
DEMON’S EYE Look through it to see through illusions.
SHIELD Wear it in the ghostly room.
MIRROR Reflects light.
CARPET It flies.
ROCK To exchange for the crown.
WAND Point it at the ghosts.

k%%
THE CIVIL SERVICE Zenobi Software

Look behind a door to find the windmill key.

Stop the sails from turning and examine them several times,
turning them again each time.

You must be backward if you don’t recognise your seven times
table!

In school, initial letters in history may help you to put your
houses in order. Do you know the value of pi?

The grave diggers will eventually finish their task - positioning
your mat correctly elsewhere seems to trigger this.

Dig by the north wall down the well but then don’t stop your
digging just yet.

To cross the quicksands, look at a distant object for clues and
use the disks. As you use a disk, the next one becomes available
to you. Search elsewhere in the game to find each one.

Leave jumping over the wall until near the end of the game. You
don’t get a second chance to go over there and will need all the
clues before you do.

Examine the security building before you go in.

The clue to the safe combination is on the back of the picture.
The other safe is opened using information gained at the statue.
Put the six treasures in the holdall when you leave the village to
end the game.
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THE KRAZY KARTOONIST KAPER Zenobi Software

Search and examine everything including things like: Goo, the
Portrait "closely", Wot.

Get the brick from Wot to break the window.

A kiss often works wonders. Ruder words provide an interesting
response!

DEATH likes an occasional pint.

The robot is waiting for "MAY.

The princess is a bit of an old Dragon, so you had better send for
James.

kK
CIVILIZATION Microprose

If you have a file-editor and no conscience, note your cash. Save
- quit. Convert the sum to Hex. Boot up the file editor. Find the
matching string in that game-save file - around line 120 for the
Windows version in Xtree Gold. Change the numbers (not more than
FF 7F - low byte first) and go spend the money. WARNING! - doing
this can severely destroy any sense of satisfaction from the game.

*kk

MAN ABOUT THE HOUSE Zenobi Software

Look in Rosie’s office for one of your urgent tasks.
Answering the phone gains points.

Press redial to summon help.

Look around the house and garden for useful things before setting
off to town.

Busking in town will get you some money.

A coach will take you to Cruddleton but you will need to arrange
for a driving lesson to get you back.

An unusual sort of dog will help you to rescue Spotty from the dog
pound.

*kk

SIMCITY 2000 Maxis/Mindscape

After editing your terrain also flatten a small area well away
from where you plan to build your city. Surround it with water and
trees, set up three minature zones and lay on some power. Soon a
small community will begin to grow that will be self-sufficient
and bring an additional source of revenue to your main city
coffers.
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D] SPHERE

Microprose

The following hints apply to the easy level of the game.
Part 1: Defeating the Wizard Sanwe

You awake in the King’s bedroom. The evil Sanwe is about to return

to disturb the peace of the kingdom. You must summon help from
each of your realms and hasten to the Hightower to defeat him.

The Castle

Object
Signet Ring
Goblet

Bone

Sword
Shieldstone
Fruit

Location

At Start
Ballroom
Ballroom
Council room
Council room
Marketplace

Land of the Shape Shifters

Object
Tentacles
Polystone
Doll

Location
Lakeside
Shifter
Cave

Land of the Faeries

Use

Teleport to market outside castle
A container for liquid, perhaps
Much later, in a bundle

To attack enemies

Later, near a body of water

As collateral to gain entry

Use

Grips awkward objects
Mimics any other object
Heals the sick

Red Ralph holds the key to the maze.

Object
Red Stone

Bird Figurine

The Desert

Object
Yellow Stone
Dates

Statue

Ruby Ring

Hightower

Location

Butterfly King
Butterfly King

Location
Shaman
Ccaliph
Caliph
caliph

Use
Defeat Sanwe in Tower
Largely ornamental

Use

Defeat Sanwe in Tower
Quite nice to eat, perhaps
A doorstop - or something?
Looks valuable

Make sure you have enough coloured stones for Sanwe!

Object
Amulet
Feathers
Mud

Gold Nugget
Music Box
Vortex Stone

Location
Llania
Near nest

Waterfall (up)

Waterfall
Tower E
Tower E

Use

Only when you are dead

Part of a bundle

Blocks prying eyes

Possible bribe

Sounds pleasant

Takes magic from other objects
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Hightower, continued

Object Location
Rope Tower E
Dead rat Cage
Ratsicle Fridge
Torch Dungeon
Blue Stone Basement
Teleport door Tower W (up)
Black sphere Sanwe
Spirit bundle Sanwe
Map Sanwe
Crystal Ball Sanwe
Flask Tower E

Flask of acid Tower E

Use

Climbing down a hole

Freeze it!

Cools something too hot to handle
Lights a dark lower level

Use to defeat Sanwe

Change the flow of water

As a look-alike

Healing or transportation
Jumping directions

Invoke it to get a large jewel
Put it on the metal plate
Makes a hole in the dungeon

Part 2: The Return of King Callash

Hightower

Object Location
Magic Belt Shaks nest
Parchment Llanie

The Desert

Use
Float down safely
Get past a beast

Imitation pays dividends on the Spirit Plane.

Object Location
Flies Caliph
Soporific Caliph

Soul Egg Spirit Plane

Land of the Faeries

Location
Near frogs

Object
Key Crown

Land of the Shape Shifters

Object Location
Shifter ring Greta

Castle Catacombs

Use

Food for a frog

Drugs obstructive guards

Return his lost soul to the King

Use
Get into secret room in castle

Use
In Spirit Plane and Catacombs

Here you finally rescue the king and proceed to the final encounter
in the castle. When defeat appears certain a magic item will save
you and a friend will come to your aid.

Object Location
Rare Coin Below Well
Emerald Behind rune
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SIMON THE SORCERER

Simon is magically transported to the Wizard Calypso’s cottage.
Calypso has been captured by the evil Sordid and the local wizards
are in a flap. Simon needs to go on a series of errands, improve
his skills as a sorcerer, and finally defeat Sordid.

e Village and Forest

GOBLIN|| GOBLIN|( DRuUID LARGE DWARF
ON KEY

Useful Objects

Calypso’s Note: Read it Magnet: Collect from fridge
Scissors: In desk drawer Rope: At Forge

Clapper: At Forge Ladder: See Map above
Specimen Jar: Apothecary Cold Remedy: Apothecary
Matches: Inn, on fruit machine Beard: Inn, after cutting
Whistle: Barbarian Feather: Dropped by Owl
Bucket of Water: Well Beans: Oaf, after watering
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Water melon: Compost Heap + Beans
Smokebox: Piglet’s cottage

Wax: Beehive

Beer Keg: Inn, using wax

Hook: Dwarf Mines, using keg
Metal Detector: Woodman

Gold Coins: Over dragon’s cave
Fossil: Blacksmith

Axe head: Blacksmith, give ore
Woodworm: Eats floorboards

Staff: From Mummy in Tower

Hammer & Nail: Repair loose plank
Frogsbane: Below Swampling
Shopping List: By Large Doors
Spell Book: Search boxes

Goblin key: Catch with paper
Mints: Use on Snowman

Hacksaw: Get out of jail free
Potion: Give frogsbane to Druid

Tower of Doom and Fiery Pits

Piglet: Tower, ring bell
Beekeeper’s Hat: Near smokebox
Beer Voucher: Inn

Key: Dwarf mines, using feather
Gem: Dwarf Mines

Fire Extinguisher: Dragon
Fossil Rock: Near dragons cave
Mithril Ore: Near small statue
Mahogony: Woodman’s cottage
Wedge: In Tower door

Gold Coins: From Geezer for Gem
White Spirit: Back of Shoppe
Ring: Give swamp stew to Golum
Rat Bone: In Box Room

Paper: In spell book

Bucket: Cover Druid’s head
Flaming Brand: Imitate full moon
Broom: Win contest with witch

PIERY
PITS BRIDGE{{ SORDID
LOBBY

Dog Hair: Tie to giant tap
Leaf: Use as sail

Seeds: Make 0il

Tadpole: Scare giant frog
Branch: Shut up terror box
Shield: Polish and hang on hook

Candles: Spellcasting

Pouch: Capture Mouse in it
Mouse: Spellcasting

Book: Read about spell
Brochure: Look at it
Sapling: Make catapult
Souvenir Matches: Light Fire

029/Y-34

Stone: Crush seeds
Matchstick: Use as mast
0il: Get tap working
Mushroom: Eat me!

Spear: Reaches skull
Chest: Crush on block
Skull: Spellcasting

Sock: Use as bait in Pouch
Magic Wand: Use on Sordid
Chemicals: Clean shield
Elastic band: Use with sapling
Pebble: Catapult missile
Floor Wax: Trip up Sordid









