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INTRODUCTION 

Witt•:;' End, Assoc. is an organization 
~ounded with you, the user in .mind. We 
provide quality support for advent~re 
games of all typ~s, and. ~rom all diffe:­
ent comp2nies. We do tnis at a lov co~t 
to you. Because vie charc:e so little for 
our products, currently no Witts' End 
packages are printed. 

In the f~ture, if these booklets 
prove to be a success, we may add t~e 
professional tou~h. T~at means adding 
color and a non-copyable format. That. 
also means that we may begin charging 
some outlandishly hich price. However, 
until then all -that vve can do is ask 
you to return OU! good faith in you a~a 
not distribute copies to all of your 
friends. 

Remember, each booklet that we sell 
represents months of w6rk by a large ~ 
group of people. Not that we didn't 
enjoy every minute of'""it~ 

Thanks, 
Ed 

Copyright@ 1983 Vii tts' End, Assoc. . . 
All Ri~hts Rccerved. No part of this . 
booklet may be reproduced b~ any means, 
electronic or mechanical,.w~thout pe!- .. 
mirisiori in· writing from Witts' En~, Assoc. 

HOW TO USE THIS BOOKLET 

As we adve1·tised, this hint book is 
laid out in such a way that you get the 
clues you need and no unVlanted answers. 
Therefore, many answers are encode-d, as 
well as several hidden questions. 
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We have tried to make the unencoded 
questions as general as possible, but 
only you can ensure that the book is used 
properly. That me·a:rts no translating · : 
answers· randomly and nolooking at the 
back of · the book untiY-you have complet­
ed the game. 

We advise that · you read the General 
Hints section before going on to any of 
tEe specific clues. The general hints 
section provides infonnation pertaining 
to background, parser , author's style 
and overall purpose. 

Please decode only one hint at a 
time. We feel that you can get the most 
out of your adventure by discovering 
things· for yourself. The hints should be 
used only when you are completely baffled 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false quc , ~ions to throw you 
off guard. Also, we have provided a 
complete list of objects which you, :can. 
use~ but you may see :j. t~ms there yo'u have 
not yet found. . . 



THE CODE 

To help ensure secrecy for the por­
tions of the game as yet unexplored by 
the player, Witts' End provides a code 
quite simple, yet cryptic enough to a~oid 
gaining the answers at a gl ~n~ e . Bas 1c­
~lly, each letter of the alphabet_ in each 
word is moved one letter to the right. 

Ex. 
KNNJ TMCDQ SGD QTF 
I,OOK UNDER THE RUG 

For your convenience a short program 
is provided below (for Apple only) to 
decode the hints on your computer. 

10 HOME 
20 VTAB 8: PRINT "ENTER CLUE BELOW:" 
30 HRZ = 1 
40 VTAD 10: IITAB HRZ: GET CHAR.$ 
50 IF CHAR~ = CHR~ ( 3) THEN 180 
60 PHINT CHAR~ 
70 A = ASC(CHAR$) 
80 IF A = 90 THEN A = 64 
90 IF A = 13 THEN 10 
100 IF A<>32 THEN A = A + 1 
110 CHAR.$ = CHR $(A ) 
120 IF HRZ = 39 THEN PRINT CHRJ(7) 
130 VTAB 12: HTAB HRZ 
140 PRINT CHARS 
150 IF HRZ = 40 THEN 30 
160 HRZ = HRZ + 1 
170 GOTO 40 
180 HOME:END 

Note: Only letters are encoded, numbers 
and s ymbols remai n the same. 
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GBNERA1, HINTS 

Mas k of the Sun f rom Ultrasof t rep~ 
resents a quality breakthroug~ in graphics 
adventures . Mask of the Sun is a very pop­
ul ar journey throueh the ruins of Aztec 
culture . You are Mac Steele , seeker of the 
fabled mask . 

5 

Many people ask why one has to carry 
the pills around . The Ult~asoft ~ackage 
tells you briefly . Upon discovering and ex­
amininrr the amulet, a small compartment ~as 
brokenGopen. It released a toxic eas which 
you survived , though it gave .yo~ a dreaded 
disease. You realize that findine and wea~­
ing the Mask will cure you ••• if you can find 
it . Until then, you must continue to carry 
the pills. 

Yet Pro f essor DePerez has found a map 
of three ruins which may contain the Mask. 
You quic kly jump on a plane for Mexico and 
the ruins . 

So much for the story. What :Mask has 
going f or it i s excellent H~Res c~lor graph­
ics, movine characters, movine ob~ects c:md 
moving locations. This last one i s._ an i1'.1cred­
ible f eature. One really gets the illusion 
of moving f rom the game , thoueh it can get a 
little borine seeine the same screens over 
and over. 

Another f eature is the parser . While it 
doesn't have an unusually lare e vocabulary, 

·I 

it understands complete sentences . Remini­
scent of Zorl, one can input multiple comm­
ands by putting a period between them. 

Exploring the outsid.e and the three 
ruins is not that hard , just remember that 
complex commands like NE are used . Make 
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sure you save the game f requently . In Mask , 
one must di s cover words in order to use them. 
One cannot learn the word once and expect to 
use it each time without l ean1.ine it a[:ain . 

Remember to make notes on what happens 
or a t leas t try to recall, bec ause tha t 
knowlede e may be needed later in the c; ame . 
Mask is tricky because of ten thinc;s that you 
discover are never used. 

Mask is a lot smaller than one imaeinc~ . 
Many people enter a p;yramid , s ee a maze and 
think that the pyramid i s hue;e. Dut , ac the 
map bears testament, they aren ' t. Many 
object s and even temples aren't nece s c·ary to 
win. 

Above all , don ' t get hune up on some­
thing . If s omething seems imponsible, then 
it probably is. Many things choulcl be i i:;nor­
ed ac:o simply anxiety inducers . Il1azcs can 
indeed go on f orever ••• 

One las t thing , there is that river of 
lava. There is a hint concerning it that 
mie;ht help, but i f you can't cross it , we 
can help. Send us five dollars and we will 
provide you with a s ave eame disk f or the 
location past the lava . 
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ABOUT THE MAP 

When one looks at the map of Mask of the 
Sun o:ne thinks "Wow , it can't be this . 
smail ." Well f olks , it is . Remember , i~ 
C" omethinc; 0 eems impossible , it probably is •• 
re f erring to the maze of course. 

Page one of the map contains all of 
the locations outside of the temples. The 
three pictures each represent a temple. The 
box-on-box one is the Temple of the Snak~ . 
The one on the f ar left with the black pit , 
yes it ' s a nit is the Temple of the Sun . 
And ' the one ~n the bottom left is the Pyra­
mid of Tikal. 

Page two contains the maps to the in­
teriors to Tikal and Snake . Page three 
contains the map of the Temple of the Sun . 
This includes the endless maze . 

An important .thing to remember about 
Mask is the directions . There is not N, E , 
etc. in certain passarres. You'll hav~.to 
use Left, Right , Forward and Back. While 
in the maze and the passage turns left or 
right , please turn the map accordingly . 

The endless maze is difficult to f ollow. 
On the third .page , note that the maze loca­
tions are indicated by little dot s . I f yo~ 
cannot ..L'oll ow the map , look up the appropri­
ate hint i n the boo klet. It will giv e you 
direct i ons fr om the riddle room. 

l 
I, 

,I 
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OUTDOOTIS 

1. How d o I g et out of the plane? 

A. Ng , bnld nm. 
B. Hs ' r mns sgzs g zqc . 
C. Sqx ' dwhs okzmd '. 

2 . What do I do with the woman? 

A. Ad mhbd sn gdq . 
B. Xnt lhfgsmddc srrd ektsd. 
C. Rgd hr z onnq odnm. 
D. Sgd fn cr qdozx jhmcmdrr. 
E. Fhud gdq rnld ennc . 
F. Knnj hm sgd iddo. 

3. What is the idol ' s purpose? 

A. Sqx dwzlhmhmf hs. 
B. ' Wncyhk ' hr zm hlonqszms vnqc. 
C. Mnshbd hs ' r lhrrhmf z r;dzc . 
D. Xnt ltrs okzbd gdzc nm hcn k . 
E. Cqno zkk dwbdo s ohkkr. 

4. Should I ge t the medicine f rom the pedd ­
ler? 

A. Fn zgdzc , s qx hs . 
B. Vdkk , h enod xnt rzuac GCd f zld . 
C. H nod xnt chcm ' s mddc cgzs hsdl . 
D. Zs kdzrs xnt vnm ' s fds ••• 
E. 1nms dytlz'r qdudmf~. 
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5. What is the significance of Roboff and his 
compani ons ? ... , 

A. Zqntmc sgd bzloehqd? 
B . Qznt k rddlr oqdssx rbzqdc~ . : 
C. Qnanee hr hlonqszms. 
D. Xnt vhkk rdd ghl zfzhm. 

6 . Where does the ~peddler g o? 

A. Hs hr z lxrsdqx. 
B . Sqx rhsshmf nm s gd r s tlo. 
C. Hs zbshuzsdr sgd ldbgzmhrl. 
D. Drnsd q sc;d gnkd hr enqlr. 
E . Rdd kdssdq z. 

TEMPLE OF THJi: SN A. V:E 

1. Tiow do I kill the snake? 

A. R.e;r1c rnld khfgs mn sgd rtai.dbs. 
B . Krmj hm idc'l o . Khfe:s kzmsn qrn ••• 
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c. Adenqd xnt dmsdq. 
D. Rgnns sgd rmzjd vhse ohrsnc . 
E . Sxod 'rGnns ' . 

2. What is in the pit? 

A. Sqx rdzqbr;hrnf hs. 
B. Qzntk chcm's ezkk run. 
C. Blchla SGd qno L1. 
D. Sgdqd hr z oz-rrzfd sn r~qlmogzftr qnnl. 
E. Ats xnt cnm's vzms sn fn sgdqd xds. 

3. ·1 .How can I clear the passage'? 

A. Ohbj to rnld ne s gd shladqr. 
·B. Xnt bzm mdudq fds sgqntfg . 

4. Is the platform important? 

A. Xdr hs hr. 
B. Sqx rdzqbghmf hs. 
C. Sgdqd hr z ghccdm cnnq adghmc hs. 
D. Sqx 'nodm cnnq.' 

5. What is the jade bowl for? 

A. Sqx dwzlhmhmf hs. 
B. Mnshbd sgd cdrhfm. 
C. Hs hr mddcdc hm sgd rtin sdlokd. 
D. Enq rzed ozrrzfd . 
E . Sz jd hs zmxvzx. 

6. What do I do about the boulder? 



A. T11<lqudvo z1ijlm f hrm ' s hs? 
B. Oqno hr< t. vhsg rnJ. dsr;hmf . 
C. Trd sc,r1 rpmdk . 
D . Hrm ' s r-cclq<l rr:i1dschmf Rdr;hrnc qnbj? 
E . Sc;d antkc~1 vhkk mdudq ezkk . 
F . It rs kcl z 111l ::_:c;d qnnl. 

7. How do I h 2n~ l e the ehos t? 

A. Cnm• ... chn:·tq a hs r f qzucl. 
B. Zmc ho vn m' r: anse;d.q xnt. 
c. Ozs hd mba hr z uhqs td. 
D . Rnldsh1c1 r cnhmf mnsc;hmf hr ad.rs . 
E. Vzhs he ntc . 

8 . How can I c; ot the silver. bowl? 

A. Jhkk sc<1 r j d lcdsnmr. 
B . Trtl xntq j 1~ 1he d. 
C. Nq xnt q ohrsnk . 
D. Sqx sc;d rtod qmzstqzk. 
E. Gzud xnt entmc z trd enq zltkds? 
F. Ghs sr~ r jdkdsnm vhse hs. 

g. What ·· is the urn for? 

A. Hs hr nm z odcdrszk. 
B. Sgdqd zqd svn odcdrszkr. 
c. Nmd cnurrn ' :::; ezud zm tqm. 
D. Okzbd ·r:1l tqm nm qhfgs odcdrszk. 

10. How can thr. doo r be opened? 

A. Rdd pt<J rc;hnm mhmd. 
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PYR!IWID OF TIIUlL 

1. What do I do about the webs ? 

A. Vg zs en xnt se;hrnj'? 
B. Sqx 'bts vdar'. 
C. Xnt (qzntk) mddc z jmhed. 
D. Xnt lhfgs sqx rdzqhe;hmf sc:d bt s vdar . 

2. What do I d o with. the stone block? 

A. Hs hr udqx gdzux . 
B. Xnt bzmmns szjd hs. 
C. Xnt lhfgs ad zakd sn lnud hs. 
D. Sgdqd hr z akzbj jdx tmcdq hs. 
E. Hs gzr rnn nsgdq otqonrd. 

3. What is the sieni£icance of the g old star? 

A. Sqx dwzlhmhmf hs . 
B. Hs hr ozhmsdc hm fnkc . 
c. Hs qdoqdrdms r sgd rtm. 
D. Vgx cnm's xnt rdzqbe sgd cnnq? 
E. Xnt r gntkc ehmc z fnkc j dx • . 



4. How do I open all of these doors? 

A. Rdd ptdrshnmr nmd, svn zmc sgqdd. 
B. Xnt rgntkc ezud sgqdd jdxr. 
C. Nmkx nmd cnnq nodmr. 
D. Zmc nmkx nmd jdx vnqjr. 
E. Trd f nkc jdx hrn rsnmd aknbj cnnq. 

5. Where are the bats? 

A. Sgd khfgs rszqskdc sgdl. 
B. Sgdx gzud eknvm zvzx. 
c. s'qx ;rdzqbghmf sgdhq' c'qnoohmfr. 
D. Nq chffhmf vhsg rgnudk. 

6. Can I · swim in the pool? 

A. Xnt bntkc sqx. 
B. Hs'r mns sgzs jhmc ne onnk. 
C. Hs hr khjd fzkzcqhdk'r lhqqnq ••• 
D. Knqc ne Sgd Qhmfr. 

7. What is the pools' purpose? 

A. Knnj hmsn hs zmc rdd. 
B. Xnt rdd z rjdkdsnm. 
C. Vgzs hr gd gnkchmf? 
D. Sgdqd ltrs ad svn lzrjr. 
E. Sehr hmen. hr mddc kzsdq. 

8. What is the Pyramid of Tikal's purpose? 

A. Ng , z vhrd ftxt 
B. N sgdq sgzm s gr1 orn-tk ••• 
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c. Hs gzr mrund. 

9. What cJo I do with the Azt tJ c Mummy? 

A. Zs sr;d anssnl ne sgd o.nnk? 
B. Rdzqbg hs. 
C. Che xnt ehrnc sgd qtahdr hrn dxd rnbjdsr? 
D. Xnt gzud addm b.adzshrn r. 
E. Sgdqd hr mn ltllx. 

TEMPLE OF THE SUN 

1. What do I do at the altar ( atop the pyra­
mid? ) 

A. Fnnc ptdrshnm. 
B. Rzbqhehbd qzntk sn cca r t m. 
C. Needq z anvk. 
D. Xnt cnm's en zmxog~nf fd q<l. 

2. What is the si r.:nificance of the al tar and 
victim? 



A. Khrsd rn en vr,zs hs rzxr . 
B. Cn xnt rzun sgd se;qdd anvkr? 
c. Sgdx zqa mdd cdc enq rzed ozrrzfd. 
D. Se;d aknnc: rs zhm hrm's hlonqszms. 

3. How can I e cape the green gas? 

A. Gnkc xntq aqdzse;. 
B. Sqx aqd zschmf nts. 
C. Xnt 'ud J'ns sn trd z chqdbs hnm. 
D. Sqx M, TI , D, nq V. 
E. Xnt 'b7.rn . trrl nsgdqr khj d MD dsb. 
F. Sqx rnt s.n:vc1rs. 

4. How do I croC"s the lake of fire? 

A. Sr;zs r r;n t lcc ad nauhntr. 
B. Vzms z ghmo? 
c. Sqx zm s hhhozshmf se;d qnbj. 
D. Se;dqd hr z cdehmzsd ozssdqm. 
E. Nmbd xnt f~s zbqnrr, rzud f zld. 
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5. How can I cot out of the vast dark area? 

A. Ozs hdmbn . 
B. Jddo 1nuhrnf. 
C. Dudmstz kkx , xnt fds nt s . 

6. How do I r.;e t out of the maze? 

A. sea nmd GTI aed qhfes ne ezbdr? 
B. Knnj zc. sr:<l lzo. 
C. Se;hr 1zyd hr dmckdrr. Xnt akdv hs. 

• 

• 
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7. What is the "word"? 

A. Vgzs bntkc hs ad? 
B. Vgzs nmd zysdb vnqc {r, zuJ xnt kdzqmdc? 
c. Gzud xnt lds sgd izftzq r8zstd? 
D. Sqx knnjhmf zs sgd hcn lc . 
E. Sgd vnqc hr wnsyhk • 

8. What do the symbols on the f loor mean? 

A. Lzyd eknnqr, zqd bnmet r hinI zqdm ' s SGdx? 
B. Vgzs zants hs? 
C. Bnox hs cnvm. 
D. Hs hr lzo sn lzyd. 
E. Xnt cnm's qdzkkx mddc h • 

9. What do I do with the altar? 

A. Xnt lhfgs · sqx dwzlhmhrnf hs . 
B. Sgdqd hr z gnkd hm hs. 
c. Mnshbd sgd rgzod ne ho. 
D. Dwzlhmd xntq hsdlr. Vgzs lhfgs ehs? 
E. Sqx sgd jdxr. 
F. Trd s gd zltkds. 
G. Rzx 'hmrdqs zltkds hm nodmhmf'. 
H. Fds sgd lzrj. 
I. Xnt lhfgs zr vdkk, rdzqbg s~d nodmhmf. 

10. How do I get out of the altar room? 

A. Sqx rzxhmf 'dwhs'. 
B. Enkknv sgd lzyd eknnq. 
C. Trd sgd anvkr . 
D. Rdd ptdrshnm mhmd. 
E. Vdzq sgd robnmc lzrj. Cll rri . 

F. Xnt r gntkc rdd z rdbqd s cnnq . Fn cnnq. 



11. What arf! the answers to the riddles? 

A. Xnt nmkx rnddc sn j mnv s gd ehqrs . 
D. Vgn h zm mr1hs crdq rdd mnq e!ldk? c. Sed zmrv1:.l q hr bneehm . 
D. Sgd n s c:cl qr zqd ehqd zmc lzm . 

12 . Why. cru1 ' t I co outside f rom maze? 

A. Jddo sq Y. hmf . 
B. Rn bkn r~ zmc xds • • • 
C. Xnt b zrn ' G. Mhbd sqx . 

13 . How do I e et t o the c rumbling room? 

A. Enkkn v ~erl lzo . 
D. Bzm ' s zn t tmcdqrs zmc hs ? 
c. Zkk qhft,"' , vd ' kk s dkk xnt sgd l nudr. 
D. Fn q , 1 , e , k , q , q . 

14 . V/ha t i s p:1:: t crumbling room? 

A. Z ah f' 17.yrl . 
D. Xnt b7.m ' G lzo hs . Hs bg zmf dr . 
C. Se;dqcl 7. q cl rnn ohsr . Itrs vzmc dq. 
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D. Vdzq sgd lzrj eqdpt cJ11 1 ~ k .x . 
E . Gzud ozshdmbd , szjd r l z1nx lnudr . 
F . Vzhs enq qnanee sn zoorlzq . 

15. What d o I do about Frnnci:Jeo Il oboff ? 

A. Sqx r r;nnshm f rrh~. . , , 
B. Gd r;zr s gd cqno nm XDt , 
C. Adssdq f hud e.;hl vg zs f, 11 v ?.msr . 
D. Chrszrsetk , zr hs hr . 

16 . How do I tame the jne:uar? 

A. Xnt vdqd f hudm bktdr. 
B. Ltrhb szldr sgd rzuzfd a dzrs ••• 
c . Gnod xnt aqntfgs zknmf sc~ ekt s d . 
D . . Ok zx sgd ektsd . 

OTHER QUESTIONS 

1 . Of what u s e i s the shove l? 

A. Sqx chf f hmf vhse hs . 
B . IIs ltrs ad trdc rnldv[';dqrl . 
c. Ats vd bzm' s sc;hmj n e z okzb d . 

2. Of what g ood i s Raoul? 

A. Mnmd ( g zqc s n qdrhrs s 2: 2• ' khmd . ) 
B . Gd cndr s qzmrkzsd se.;d hcnk enq xnt . 
C. Xnt s zj d ghl nt s ne Cd0•1q dy ' r g zhq. 
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J. What are the pills f or? 

A. Rdd 0 r:a f'dmd.qzk e;hrnsr. 
B. Szjd nm l c=t.<lenqd dwdqshmf xntqrdke. 
C. Crun's cqno se;dl tmshk xnt ehmc lzrj. 

4. What i s t h s j r;nificance of the carvine;s 
on the bowl. r:? 

A. Sgd.x ~q~ mhbd ohbstqdr • 
. B. Sgdx crun ' s qdzkkx g zud z otqonrd. 

5. Does the c-:nake ever reappear? 

A. Vezs en xnt sghmj? 
B. Mns hm Lz1j Ne Sgd Rtm. 

6. How do I 1 i.rh t up the dark places? 

A. Xnt g ?.v d 1·nld lzsbgdr. 
B. Sedqd hr z kzmsdqrn rnldvedqd. 
C. Knnj hm ~pd iddo. 
D. Khfe;c: :Jf"<1 k zmsdqm. 

7. What are a ll the keys for? 

A. Sed f nkc nrnd nodmr z cnnq. 
n. Sgd ns~J qr cnrn's g zud trdr. 
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COMPLETE LIST OF ITEMS 

This list contains only those_it~ms that 
can be picked up and carried. It 1s intend­
ed as ah aid for the player who needs to · 
know what he is missing. It s hould not be 
studied too closely by thos e who have not yet 
s olved the game. 

Map 
Matches 
Knife 
Pills 
Amulet 
Revolver 
Shovel 
Lantern 
Foo d 
Rope 
Jade Bowl 
Silver Bowl 
Gold Bowl 
Flute 
Mask 
Gold Key 
Bla ck Key 
Silver Key 
Head 
Urn 
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We hope that you have enjoyed the use 
of this booklet, and that you have re­
ceived ~he maximum benefit possible from 
you, the user, and if you should stil~ 
be having any problems with this game, 
feel.free to send in your enclosed reg~ 
istration card, along with your q~eries. 
We will answer your letter as soon as 
possible, p~oviding yo~ with personal 
service. 

Also, should you have any complaints 
or sugeestionfa apout this, or any other 
of our products, feel free to write us. 
Vie are sor_ry -,that we cannot provide· tele­
phone '· servi'ce at ~ this time, bu~ perhaps in 
the future ·something can be worked out. 

Your purchase assures you a free cata­
log with your order and quarterly updates. 
Anyone can order another by s ending in 
Jl.00 for postage and handline to: 

H~ppy Adventuringtt 

Witts• End, Assoc. 
42 l\'lorchouce Rd. 
Easton, CT 06612 
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At your Witts' End? 
You ' ll neve r be againtt 

We spcciAJize in adventures and 
we supply rnapE and guides f or 

ncnrJy nll of them. After 
you've u f: pn 011e you'll want another. 

<~WITTS' END-$-
Assoc 1 Ar Es 
42 MOREHOUSE ROAD 

EASTON CT .06612 




