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Jniroduction

Hello. I'm the Condor. Welcome to my cheat book. If you're interested
in CD-ROM games—and you are, | can see it in your eyes—you've
come to the right place. And just in time, too. My guided tour of the
hottest CD-ROM games of the past year is just about to begin.

You're looking at me strangely.

OK, so I'm a bird. A rare, incredibly ugly bird, I might add. You
didn’t expect this, I see. But the point is, I'm a CD-ROM nut of the first
magnitude. | have an Apple 300 double-speed drive for my Mac, a
NEC MultiSpin 2X for my PC, and I'm thinking about a leap to quad-
speed for my next upgrades. | have enough shiny disks lying around to
tile a good-sized aviary. See my point? I'm a fanatic, is what I'm saying.

Still not convinced? Perhaps a runthrough of my story is in order.
Of course, I could speak of my origins—the Andes, the subsequent
sojourn in California, the early real estate successes, the public offer-
ing, the Delorean, and so on. But Jeebs has suggested not. For
though it’s a good story, the fact is that you're here for other stories.
You have all those expensive CD-ROM games that you never finished.
It's a sad, sad thing.

[ understand this.

Who's Jeebs, you ask? He’s my butler. The human. Over there, by
the Belgian crystal.

ix
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hHow to Use This Book

This book contains reviews and simple solution “walkthroughs” for
recent CD-ROM games, arranged in alphabetical order—A to Z. If
you know the alphabet, this volume couldn’t possibly be any easier
to use.

As for the contents: As I mentioned earlier, this is a cheat book.
The “buyer’s guide” (Word from the Bird) reviews of each game are
nice and helpful. But that’s not why you're here. No, you want
answers. You want them now.

So the Bird has given you answers. For each game, you get a
step-by-step solution path. If there’s a particularly gnarly maze, I
may throw in a map. But that’s it.

More specifically, I provide the following for each game:

Word from the Bird. This is a highly subjective overview,
featuring personal bias, petty invective . . . and, of course, an
intimate look at the game. This section includes The Story — a
simple summary of each game’s central premise and plotline,
and The Verdict, which is the Condor’s final judgment.
General Tips. Occasionally I'll also pass along a technical tip,
an overall strategy, or a tactical approach to a certain section of
the game.

The Flythrough. This is a straightforward, no-frills solution
path that allows you to successfully complete the game. In most
cases it’s not the only solution path—it may not even be the
best solution path—but it’ll get you where you want to go in an
efficient manner.

I can see you're getting restless. I understand—after all, I'm a
mythical bird. I'm restless by nature. Indeed, | hop around a lot for
no apparent reason. It drives Jeebs nuts. If he wasn’t indentured to
me, God knows what he’d do.

Let’s go, shall we?
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This amazing experience ran in a three-way tie with Activision’s
Return to Zork and Brederbund’s Myst as the Condor’s Best CD-
ROM Game of the Year.

Indeed, the only area in which The 7th Guest fails to shine is
the Gameplay category. While the dramatic scenes are spooky,
stunning and original, they are strung together by a bunch of irrele-
vant puzzles. Don’t get me wrong— puzzles can be fine if they have
narrative relevance. But few of the ones in The 7th Guest actually
help move the story along. They're merely devices, disconnected
from the plot, for moving you from scene to scene. Few of them
reveal pertinent story information or enlighten you in any way.

The Story

The 7th Guest takes place inside the haunted mansion of million-
aire toymaker Henry Stauf. The premise is kind of neat and
grisly—50 years ago, six invited guests disappeared in the mansion,
never to be heard from again. A TV journalist doing a story on the
mystery for Case Unsolved has met an untimely demise. We know
this because a local finds his severed arm floating merrily down the
Hudson River. (Being a vulture, well . . . I drooled.) Meanwhile,
blood-chilling screams and such emanate from the old mansion.
Now you too have received an invitation to enter the place. You are
The 7th Guest.

What you find is gothic horror, remarkably rendered. Your goal
is to solve a series of 23 diabolical puzzles spread throughout the
rooms of the house. Each puzzle, when solved, triggers a ghostly,
ghastly video sequence featuring previous guests . . . and accompa-
nied by some of the creepiest music and SFX you’ll ever hear.
Ultimately, you unravel the mystery by piecing together the clues
you get in these video segments.

The Verdict

Before seeing The 7th Guest, the Condor knew it was widely con-
sidered the hottest CD-ROM game of the year. Thus | examined it
with a tough, skeptical eye, holding it to the highest standards of
interactive gaming . . . and I was still blown away. Look, there can

2



Chapter 1 The Tth Guest

be no doubt—The 7th Guest is one of those benchmark products
that future CD-ROM titles will be measured against for a while. It’s
brilliantly original, stunningly conceived, and loads of fun.

* * K

General Tips

And Speaking of Puzzles . . .

Several of the puzzle-solving strategies below are provided cour-
tesy of Rusel DeMaria, whose book The 7th Guest: The Official
Strategy Guide (Prima, 1993) also includes a highly entertaining nar-
rative tour of The 7th Guest; the game’s original script, as written by
Trilobyte, the design team; an interview with Graeme Devine and
Rob Landeros, the game’s two principal developers; a reprint of the
original design document; and a helpful index of rooms and puzzles.

So if you find yourself caught up in the deliciously gruesome
world of Stauf Mansion, and want to explore it in more depth, pick
up a copy of DeMaria’s book.

* K X

The Flythrough

As in many interactive CD-ROM games, there is no single correct
solution path through The 7th Guest. There is, however, a rough
chronology to the game, based on a logical narrative order. So we’ll
begin our flythrough with a chart of the rooms and their puzzles,
listing what you need to accomplish before each room becomes
available.

Rooms, Puzzles. and Availability

# Room Puzzle Availability
1 Library (1st) Telescope Any time

2 Dining Cake Any time

3 Kitchen Cans After 1-2

4 Basement Grate After 3

5 Maze Maze After 4

3
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# Room Puzzle Availability

6 Basement Crypt After 5

7 Front Door Spider After 6

8 Game Queens After 1-2

9 Heine Blood Flow After 1-2
10 Martine Bedspread After 1-2
11 Knox Bishops After 1-2
12 Library (2nd) (none) After 1-11
13 Dutton Coins After 12
14 Chapel Pit After 13
15 Laboratory Microscope After 14
16 Music Piano After 14
17 Bathroom Knights After 12
18 Temple Cards After 12
19 Portrait Stauf’s Face After 14
20 Toy Room Flip After 12
21 Doll House Blocks After 12
22 Hallway Knives After 1-21
23 Attic Skyscraper After 22

1. Library (First Visit)

After viewing the opening scene at the stained-glass Front Door, go
left to the first door, the Library. Enter and click on the telescope.
After solving the puzzle, click on the statue of a woman'’s torso in
the back left corner of the room. (Note: There’s a secret passage in
the fireplace that leads to the hallway outside the Attic door.) Go
back, past the Front Door, straight ahead to the Dining Room.

Puzzle Solution: Telescope

This one’s relatively easy. Click on letters to spell (in order) the fol-
lowing sentence: THERE IS NO POSSIBLE WAY. Each letter must
be connected to the previously selected letter by a canal. You start
with the “T” at the very bottom of the puzzle.

2. Dining Room

Click on the cake. (After you solve the puzzle, five new rooms are
available: the Kitchen on the first floor; on the second floor, the

&
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Game Room and the bedrooms of Julia Heine, Martine Burden, and
the Knoxes. The Spiders puzzle at the Front Door is activated as
well.) Exit the Dining Room and go left into the Kitchen.

Puzzle Solution: Cake

Each of the six guests must get a 5-square portion of cake. Each
portion must contain two stones, two skulls, and one plain piece of
icing. The grid below represents the cake. Click on all the 1’s first,
then the 2’s, the 3’s, the 4’s, the 5’s, and the 6’s.

5 5 4 4 3 1

5 5 o, 4 3 1

6 6 4 4 3 1

6 6 6 3 2 1

2 2 2 2 2 1
3. Kitchen

Click on the cupboard. After solving the puzzle, click on the door to
the right of the cupboard to be transported into the Basement.

Puzzle Solution: Cans

Rearrange the cans so they form the sentence: SHY GYPSY
SLYLY SPRYLY TRYST BY MY CRYPT.

4. Basement

Click on the grate. After solving the puzzle, go through the grate
and move forward to the Maze.
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Puzzle Solution: Grate

Move the six grate parts until the two half-circle openings line up to
form a full circle to crawl through. Below, I've numbered the six
spaces of the puzzle.

1 2 3
4 5 6

There are many ways to solve this puzzle. One solution is to click on
the spaces in the following order: 5, 6, 3, 2, 5, 6, 3, 2, 1, 4, 5, 6,
3,2'54 1,2376 5.

5. [fTaze

You can use the cheat map below to work your way through the
Maze, or you can have some integrity and go upstairs to the Knoxes
bedroom first. There’'s a map of the Maze on their carpet. After
negotiating the Maze, you’ll come to the Crypts puzzle.

Puzzle Solution: (fTaze

Look on the carpet in the Knoxes Bedroom (see “11. Edward and
Elinor Knox’s Bedroom”). There you'll find a map of the basement
maze. Use that, or cheat with the map shown below:
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6. The Crypts

After solving the puzzle, you'll move down the winding staircase to
view the cut-scene. When it's over, click on the casket to return to
the beginning of the Maze. Return to the Kitchen, click on the pot
on the stove to view the scene with Julia Heine, then go back to the
stained-glass Front Door.

Puzzle Solution: Crypt

Kind of tricky—the idea here is to get all nine coffin lids closed. But
the puzzle is different each time you try it, so there’s no single solu-
tion. However, there is a method you can use to open or close any
single coffin while keeping the others in their current states at any
given point.

Example: You want to close Coffin #1 without changing any of
the other coffins. Look at the chart below and find Coffin #1 at the
far left. Now click on the coffins indicated by X's in order from left
to right—in this case, coffins 1, 2, 3, 4, 5, and 7. Although lids
open and close throughout this process, you end up with every cof-
fin the same as when you started, except for Coffin #1, which is
now closed.

Check out the chart below:
To Change Click on these in order (L to R)

Coffin #: 1 2 3 4 5 6 7. 8.9
1 X X X EabX X
2 X X X X
3 Ko K X
4 % X
5 X & X
6 X - S
7 X % X %
8 X X
9 X BER X X %
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7. Front Door

After solving the Front Door puzzle, return to the Library and use
the secret fireplace passage to get to the second floor. Move down
the narrow corridor to the main hallway, turn left, then go to the
first door dead ahead. Enter the Game Room.

Puzzle Solution: Spider

Cover all but one of the eight purple circles around the edge of the
star with spiders. Spiders move to an open circle when you click on
them; if two open circles lie a spider’s path, you must click on the
one you want the spider to cover.

Strategy: To start, move any spider to a circle. Now move that
spider to another circle—that is, click on either of the circles at the
end of the two possible paths. Now move another spider to the cir-
cle left open by the one you just moved. Continue this process until
only one circle remains open.

Here’s one possible solution sequence. Using the diagram
below, do the following:

Click on 8; send that spider to 5.
Click on 3; send that spider to 8.
Click on 6; send that spider to 3.
Click on 1; send that spider to 6.
Click on 4; send that spider to 1.
Click on 7; send that spider to 4.

Click on 2; send that spider to 7.
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8. Game Room

Click on the chessboard, then solve the puzzle. (Note: The corner
pocket of the billiards table is a secret passage to the stove in the
Kitchen.) Exit the room, then enter the first door on the right, Julia
Heine’s bedroom.

Puzzle Solution: The Queen’s Pilemma

This one’s tough. Position eight queens on the chessboard so that
no queen can capture another queen. Put the queens in the follow-
ing positions: KR3, KK5, KB2, K8, Q1, QB7, QK4, QR6. (If you
don’t know chess placement lingo, then use the diagram below,
placing a queen on each Q.)

| Q |

| Q
|

|

|

|

| |

| |

| Q
Q |

| |

| |

| |

| |

I I

I I I

I I I I

I I I I

I I I Q
Q I I I

I Q | I I

I I I I I

9. Julia Hieine's Bedroom

Click on the mirror to view the scene, then click on the rug. After
you solve the heart puzzle, exit and walk back toward the main stair-
way. After you view the scene with Edward and Martine, follow
them into Martine’s bedroom (first door on the left past the stairs).

Puzzle Solution: Blood Flow

Open and close the correct valves to let blood from the heart flow
through the arteries. Click on the valves indicated in the screen shot
below, in order from 1-12. Then click on the heart when the puzzle
is solved.




10. [Tartine’s Bedroom

Click on the bed. After you solve the puzzle, watch the scene, exit,
and go directly across the hall to the Knoxes’ bedroom.

Puzzle Solution: Bedspread

Use the letters on the bedspread to form this sentence: THE SKY
IS RUDDY, YOUR FATE IS BLOODY! You can select only letters
that are either three or five spaces from your previous selection.

For the following solution sequence, note the arrow in the first
daisy on the upper left part of the bedspread. Based on the direc-
tion in which that arrow is pointing, + means to move along the
daisy chain in the direction of the arrow, = means to move against
the direction of the arrow.

First, click on the T (center-right of rug). Go ahead five daisies
(+5) and click on the H. Now go -3 to E, then -3 to *, +5to S, —3
toK,+5toY,+3to* +3tol, +3to S, -5to* +3to R, -5 to U,
+3toD, +3to D, +3 to Y, +3 to *. You've now spelled THE SKY
IS RUDDY.

Nowgo +5to Y,-3to O,-3to U, -3to R, +5to *, +3 to F,
+3toA,+5to T, +3toE, -bto* +3tol,-5t0 S, -5to * +3 to
B, +3toL, +5t0 O,-3to O, +5 to D, and finally +3 to Y.

10
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11. Edward and Elinor Knoxes' Bedroom

Click on the checkered floor just above the rug. (Note: As I men-
tioned earlier, the rug is a map of the basement maze.) After solving
the chess puzzle, exit, go down the main stairway, and return to the
Library for an extended scene.

Puzzle Solution: Bishops

Swap the row of black bishops with the row of white bishops. Bish-
ops, of course, only move diagonally. There is no set order of
movement; you can move any bishop at any time. In the solution

sequence, refer to the graph below for the labels for each square on
the board:

Start by moving the white bishop from E2 to D3. Then make
the following moves: A2 to B3, D3 to B1, B3 to C4, A4 to D1 to
E2, Bl to C2 to A4, E4 to C2, C4 to A2, E2 to C4, C2 to D1, A2
to B1 to E4, C4 to D3, D1 to B3 to A2, D3 to E2, E3 to D2, A3
to B2, D2 to B4, B2 to C1, Al to D4 to E3, B4 to C3 to Al, E1
to C3, C1 to A3, E3 to C1, C3 to D4, A3 to B4 to E1, C1 to D2,
D4 to B2 to A3, D2 to E3.

1n
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12. Library

View the scene. Then enter the fireplace and take the secret pas-
sage back upstairs. Go through the door that lies straight ahead
across the hall.

13. Brian Dufton’s Bedroom

Click on the briefcase (on the bed) with the coins on top. After you
solve the coin puzzle, view the scene. Then follow Dutton through
the secret door at the left.

Puzzle Solution: Coins

The objective is to turn over all the coins on the briefcase. But once
a coin is flipped, only the coins aligned in the same vertical or hori-
zontal row as that coin can be flipped on the next turn. Follow the
numbered order in the following two patterns:

First Pattern

12
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Second Pattern

00

0

JI *’A:I

"--;sé;‘
11

\ !

14. Chapel

After you solve the puzzle of the floor flagstones, you'll reach the
altar and view the scene with Stauf and Dutton. Go into the confes-
sional to the right of the altar. You'll pass through a secret doorway
into the laboratory.

Puzzle Solution: Pit

Cross the bricks from the lower left to the top right. Rules: Every
third brick you step on must be purple. Also, your last step must be
the third move in a sequence. There is actually more than one solu-
tion path here, but I'll give you the one that I discovered (in groups
of three).

13
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Beginning at the arrow brick on the lower left, go:

1. NE, NE, NW
2.N, N, NW

3. NE, NE, NW
4. NE, SE, SE
5. N, SE, NE

15. Laboratory

Click on the microscope in the back of the lab and play the microbe
game. If you can’t win the game, you can go back to the Library to
get hints. But forget the door—it’s locked! You have to go through
a secret passage—the barred gate to the left of the microscope.
After you solve the puzzle (or it solves itself after three trips to the
Library for hints), go back to the Library, then exit the Library, turn
right, and enter the Music Room.

Puzzle Solution: ¥icroscope

According to the designers, there is no consistent strategy vet for
beating Stauf at this game. Fortunately, it is not necessary to win
here to advance in The 7th Guest. Remember, if you return to the
Library three times to consult the book of hints, the puzzle will be
solved automatically.

Here’s how it works:

You control blue cells; Stauf controls green. Your goal is to cap-
ture a majority of the squares. Cells moved one square will split in
two. Cells can also leap a space, moving two squares, but then they
don’t split. Whenever your blue cell lands next to one of Stauf’s, his
green cell will turn blue. The reverse, of course, is true as well.

16. Mfusic Room

Click on the piano to activate a scene, then click again to get a key-
board close-up. After solving the puzzle, click on the plant next to
the bookcase to be transported to Dutton’s room. Exit into the hall-
way. Then enter the Bathroom, across the hall and to the right.

14
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Puzzle Solution: Piano

Repeat the notes that Stauf plays until you can play the song (all 18
notes) all the way through.

17. Bathroom

Click on the checkered floor tile. After you solve the puzzle and view
the scene of Martine in the bathtub, click on the sink to take a really
spidery secret route to the Library, then climb back up the main
stairway. Turn right at the top of the stairs and go down to the end
of the hall, then turn right into Hamilton Temple’s bedroom.

Puzzle Solution: Knights

Swap the positions of the white and black knights. There are many
ways you can complete this puzzle, some shorter than the solution
in this book. (Try to beat my solution if you can.) Refer to the dia-
gram below. Good luck!

A B C D E
1 B B B B W
2 B B B W W
3 B B W W
B B B W W W
5 B W W W W

Here's the solution, with moves in sets of five for your visual
convenience. Click on the knights in the following spaces:

A2’ Cl; B3, "Al, C2,
E3, Db, B4 "C2, A3,
C4, E5, D3, C5, E4,
C3, B5, D4, €2, E1,
D3, C1, B3, Ab, C4,
AS, C25 E3. C4, E5,
D3, B2, A4, C5, B3,
D2, E4, C5, B3, D2,

15




Bl, €3, E2, D4, B3,
D2, E4, C3, D1, E3,
D5, €3, D1, B2, A4,
C5, E4, C3

18. Hamilton Temple's Bedroom

Click on the cards that lie on the table next to the bed. After solving
the puzzle, view the scene and turn to leave. You'll see that Tem-
ple’s bedroom has three exits. The left door takes you into a secret
passage through the oven into the Kitchen. The center door takes
you back to the hallway. The right-hand door takes you into a secret
passage through the floor into the Library.

Take the right-hand door into the Library. Then go out to the
stained-glass window and turn around to face the staircase. Click on
the floor between the stairs and the window when the “beckoning
hand” cursor appears.

Puzzle Solution: Cards

Same principle as the coin puzzle in Dutton’s room. In each pat-
tern, flip over all the cards in order, from 1 (ace) to 14 (joker). After
you turn a card, the next one
you select must be in the
same vertical or horizontal
row as the last one.

First Pattern
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Second Pattern

19. Portrait Gallery

For fun, examine the various portraits. Then solve the puzzle in the
portrait of Stauf's face—three faces, actually. After that, click on
the painting of the grand piano to return to the Music Room. Exit
and go up the stairs. Turn left, view the scene with Temple and Eli-
nor Knox, then enter the room at the end of the hall.

Puzzle Solution: Staul's Face

The portrait is actually a 3 X 3 grid exactly like the coffin puzzle
back in the Basement—only this time, each square cycles through
three different states (red to green to flesh-color) instead of two. As
a result, it's a bit more complicated.

Here’s a numbered diagram of the portrait’s grid:

1 2 3
4 5 6
7 8 9

17




CD-ROMT Games Secrets. Volume 1

Now here’s the solution:

1. Click on each of the following squares until they turn flesh-color:
5, 2, 4, 6, 8. Be sure to do them one at a time, in the listed
order.

2. Now use the “How to Change Stauf’s Face Color” table, shown
below, to change the remaining squares (1, 3, 7, 9) to flesh-
color. Again, do them one at a time, but you can do them in any
order, since each one’s “color change” sequence below will keep
all the other squares the same.

Important note: If a square is red, you’ll need to run its
sequence twice, because the first time through the sequence, the
square will change to green.

How to Change Stauf's Face Color

To Change Square # Click on These Squares
(in order, L to R)

7,8, 3,96,5.8,.1,9.6
1,4,9,7,8,5,4,3,7,8
9.6, 1.3.2,5,6,72.3,2
3.2:7,1,4.5,2,9,1,4

O N W o=

20. Doll Room

Click on the table, then on the small box that sits there. After you
solve the flip puzzle, view another scene with Temple and Elinor.
Then click on the small marionette stage against the wall.

Puzzle Solution: Flip

Very complex, though it looks simple enough. The objective is to
push the side buttons until the box depicts Stauf’s mansion. When
pushed, each button reconfigures the squares in that button’s row.
Like several other puzzles in The 7th Guest, this one configures
itself differently each time you play it or reset the puzzle. There is no

18



Chapter 1 The Tth Guest

single strategy that works every time; you may have to click on the
bottom of the screen to completely reset the puzzle a few times. But
here's one strategy (courtesy of Rusel DeMaria, from his fine strat-
egy guide for The 7th Guest) that will work sooner or later if you're
patient:

g,

L

Reset the whole puzzle (click at screen bottom) over and over
until any two of the vertical columns are the same.

Click on the button above the remaining vertical column—again,
over and over, probably many times—until it matches the pat-
tern of the other two.

. Click on the button to the left of horizontal row 1 until it matches

row 3.

. Click on the button to the left of horizontal row 2 until it matches

rows 1 and 3. Now all squares should show the same picture.

. Here it gets tricky, so read carefully: Click on the button above

vertical column 2 until it displays the picture that is one incre-
ment before the picture in vertical column 3. (Obviously, you'll
have to pay attention to the incremental sequence as you click
on the button.)

. Now click on the button above vertical column 1 until it displays

the picture that is one increment before the picture in vertical
column 2.

. Click on either button (left or right) in horizonal row 3 until it dis-

plays the correct arrangement.

. Click on either button (left or right) in horizonal row 2 until it dis-

plays the correct arrangement.

. Click on either button (left or right) in horizonal row 1 until it dis-

plays the correct arrangement. Done!

21. Doll House: Rursery

Click on the bottom drawer of the chest of drawers at the right.
After you solve the puzzle and view the scene, click on the toy
chest. You'll enter yet another secret passage to the Library.

19
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Puzzle Solution: Blocks

Rearrange the blocks to spell GET BOY TAD. Using the diagram
below, clickon 2, 7, 4, 10, 2, 7, 11, and 6.

1 2 3
12 D A T 4
11 Y O B 3
10 T E G 6
9 8 7

22. Door Knocker

From the Library, go through the secret passage in the fireplace,
then turn around and click on the door behind you. A knocker with
a pentagram will appear. After you solve the puzzle, click on the
door to enter, then climb the staircase to the Attic.

Puzzle Solution: Knives in the Star

Remove the knives until only one remains. To remove a knife, you
must jump over it with another knife. Using the diagram below,
make the following moves: Jump from 6 over 3 to 1. Jump from 5
over 4 to 3. Jump from 2 over 3 to 4. Jump from 9 over 7 to 5.
Jump from 1 over 4 to 7. Jump from 5 over 7 to 9. Jump from 8
over 9 to 7. Then jump from 10 over 7 to 4.

20
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23. Attic

Click on the model tower at the right. After you solve the puzzle, go
through the door at the far end of the attic for the final scene.

Puzzle Solution: SRyscraper

Get to the top of the tower. Click the window sixth from the left on
the first (bottom) row. In the second row, click the sixth window
from the left, then the seventh. In the third row, click the seventh
window from the left. In the fourth row, click the fifth window from
the left.

To solve the next (middle) level, click the window third from the
left on the bottom row.

To solve the final (top) level, click the window second from the
left on the bottom row.

Publisher: Virgin

To order, contact:

Virgin Interactive Entertainment
18061 Fitch Avenue

Irvine, CA 92714

For direct orders, call:
1-800-VRG-INO7
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The Condor still has gooseflesh from this haunting French import. If
Jeebs, my butler, hadn’t consented to do his Barney imitation after
our gaming sessions, | might never have gotten any sleep.

Indeed, from the hellhound in the attic to the killer worm in the
caverns, Alone in the Dark offered more adventure than I bar-
gained for. Some moments literally knocked me senseless.
Manipulating a mouse with one claw while covering one'’s face with
another leaves, alas, no claws for clinging to one’s perch.

Yes, you have to battle a lot of beasts all Alone in the Dark.
But, I must admit, the arcade feel is pretty cool. Because while the
3-D polygon technology makes the creature renderings kind of
blocky and ludicrous, it also creates a realism of movement that is
nothing short of spectacular.

The Story

The story here is entirely history—i.e., what story there is has
already happened. Jeremy Hartwood has committed suicide in
Derceto, the legendary Louisiana mansion where an evil power is
rumored to dwell. A local antique dealer, apparently drooling over
the stash of valuable furniture and collectibles left behind by Hart-
wood’s estate, hires you to catalog everything in the old place.

The game begins in the attic. Your goal is to literally get to the
bottom of the strange doings in Derceto as you work your way
downstairs. Now, to be perfectly honest, Alone in the Dark violates
The Condor’s Rule of Successful Adventure Game Design, which is:
Get a good writer to tell a great story. Fact is, there’s almost no
story development here. Seriously, all you do is go downstairs and
battle things. You do get some interesting (though occasionally
deadly) reading material, but nothing you meet talks, and your guy
has no personality whatsoever.

But it’s still fun. Why?

Maybe it’s the cinematic feel of the camera angles, combined
with the hideously single-minded nature of your quest: Get out

alive! What'’s gonna collapse under me next? What will jump out if I
walk through there?
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In any case, your ultimate destination is shockingly original—
that's right, the catacombs. (Condor Observation: 85 percent of all
computer games inevitably contain The Catacombs.) But again, the
3-D graphics give an entirely new sense of depth and menace—the
giant worm, for example. At first glance, it looks kind of laughable,
like some big, huggable polygon goof. But when it comes for you
... hey, I nearly laid an egg. Really, screen shots of this game don’t
do it justice.

Conclusion

The bird is duly impressed with [*Motion’s entry in this year’s horror
derby. Indeed, Alone in the Dark’s truly unique blend of arcade and
adventure pushed it into almost everybody’s top ten list for 1993. In
fact, just before this book went to press, Alone in the Dark was
named “1993 Game of the Year” by PC Entertainment magazine.

¥* X Xk
General Tips

Moving Your Character

Action in many of the rooms was filmed from multiple angles (up to
nine) by virtual cameras placed in the 3-D environment. You don’t
have to understand what that means. [ don’t. All you need to know
is that the on-screen view of your chosen character (Edward or
Emily) will suddenly change perspective at times.

This can be confusing at first, particularly if you're in the middle
of combat with some slavering beast risen from the bowels of
Derceto’s netherworld. But in terms of visual drama, it's best this
way— believe me—so just get used to it.

Look, you want your brain to grow 10 percent, don’t you?
That’s what happens to lab rats when you change their maze envi-
ronments regularly. Think of yourself as a rat. (Why not? All your
friends do.)
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Totally Superiluous Combat Tip

The Condor feels a little foolish deigning to offer any kind of tip
even remotely related to hand/eye coordination. The Condor is just
not an arcade kind of bird. But Jeebs can pluck three flies from the
air in one kung fu swipe, and he agrees with me on this one. It
seems best to thrust or slash with your weapon just as your oppo-
nent begins to lunge.

The zombies, for example, were easy once I got their rhythm.
They will slowly approach, then growl as they lunge at you. Thrust
your weapon just as that growl begins, and you'll land a good bloody
blow every time. Another example: That pesky pegleg pirate you
meet about mid-game has a similar weak moment. You have to let
him get close and thrust at you first, then hack him as he lunges. (A
right-arrow slash seems to work best.)

Jeebs reminds me that, of course, all machines run at different
speeds. He also reminds me that I'm a bird, 'm nervous, I'm
twitchy, squirrels scare me. So don't listen to my combat tips. If you
want combat tips, talk to your local ten-year-old.

Books

Condor’s Quick Tip: Save your game before opening any book.
What you read can kill you.

* *

The Flythrough

The Places

1. Attic ,

You must move quickly here. Turn and go immediately to the left
side of the wardrobe closet, then push it in front of the window.
(Keep pushing until it won’t go any farther; or the hellhound will still
get in and maul you.) Then hurry to the chest and push it over the
trapdoor to cut off the zombie.

26



Chapter 2 HAlone in the Park

Hellhounds don’t like you. If you
didn’t push the wardrobe in front of
the attic window immediately (like I
told you to!), you’ll have to battle the
slobbering beast. It’s best to use the
rifle stashed in the old chest.

Now open the chest to get the rifle, then take the oil lamp from
the table. Open the wardrobe closet to get the old Indian cover, then
go past the barrels (right of wardrobe) and go down the stairs

2. Storeroom

At the bottom of the stairs, go straight ahead into the storeroom.
Take the bow from the corner near the door, then search the
shelves on the right to get the oil can. Use the oil can to refill the oil
lamp, then walk through the doorway on the left.

3. Upstairs Hallway

Walk to the first door on the right (your character’s left) and enter.
Don't proceed down the hallway! It will collapse, and you'll fall to
your death.

4. Desk Room

Search the rolltop desk in the corner to get the key to the chest.
Use the key to open the chest in the corner next to the door and
take the old cavalry saber. Then brace yourself for your first combat.
Open the door and use the saber to battle the zombie that walks in.
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After you dispatch the zombie, exit the room and open the door
directly across the hall.

W' Hint: The old cavalry saber will break after limited use.

5. Pressing Room
Walk into the room, turn around, and use the saber to kill the zom-
bie that follows you in. If the saber breaks, keep chopping away
with it.
W Hint: Be sure to pick up the broken saber blade after the
battle. You'll need both the saber handle and the blade later.

Then exit the room through the door near the window.

6. Bedroom

Go to the nightstand on the left side of the bed (side opposite the win-
dow) to get the vase. Turn back quickly, because a hellhound will bound
through the window to fight. Use your saber or rifle to kill the beast.
Throw the vase and get the key to the dresser inside. Use the key to
open the dresser (teddybear on top) and get the two small mirrors.

A bathroom can be a
place of respite in a
hectic world. Always
check the cabinets for
healing first aid potions.
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Exit through the door near the bed, then go through the door
directly across the hall.

7. Bathroom

Open the cabinet to get the first aid kit, then open the first aid
kit to get the flask. Drink the flask to gain more health points.
Throw or drop unnecessary items—first aid kit, empty flask, chest
key, dresser key, empty oil can.

Exit the room and go through the door at the end of the hall.

W Hint: Don't go back down the hall; remember the collapsing
floor!

8. Upper Lobby

Put one small mirror on each of the two small statues at either end
of the hall. Avoid any contact with the winged monsters by staying
close to the wall farthest from them. Once the mirrors are in place,
you can walk downstairs.

9. Lower Lobby

Don’t touch the suit of armor yet. You need to get something else
first. Walk to the door on the right-hand side of the stairs and enter.

10. Sitting Room

Don’t touch the ghost figure on the chair. Get the gramophone
from the table behind the chair, then search the cabinet to get car-
tridges. Use the cartridges to reload the rifle. Get the matchbox
from the fireplace mantle. Exit the room and go through the door
straight ahead on the other side of the stairs.

11. Hallway

Walk to the second door. This is a very good place to save your
game.
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12. Bathroom

This is a tough one. Run into the room and get the jug next to the
cabinet. Forget about the tub monster—it’s invincible, and you’ll
have to take some hits in order to get what you need. Get directly in
front of the cabinet and open it to get the first aid kit. Open the kit
to get the flask, then drink the flask. (If you hit your Inventory key
fast enough, you'll minimize your monster encounter.)

Exit as fast as you can. Continue down the hall, then enter the
next room.

13. Dark Bedroom

Use the matchbox to light the oil lamp. Get the very heavy statuette
from the table. Exit the room and select Open/Search from your
Actions menu to put the lamp away.

Go back up the hall to the lower lobby. (See #9 on map.) Stand
right in front of the suit of armor, then throw the very heawy stat-
uette to smash the armor. Get the sword, and leave the statuette.
Walk to the other side of the stairs and enter the dark opening.

14. Front Lobby

Drop the gramophone at the bottom of the stairs for later use. Turn
your character to his/her left and enter the right-hand door of the
two in the corner next to the stairs. (The left one is locked.)

15. Enclosed Porch

Search the back side of the statue to get the three arrows. Now
leave the room quickly to avoid the attack of the falling spiders.
(They won't follow you out.) Walk to the door on the other side of
the stairs (to the right of a narrow hallway).

16. Kitchen

Go through the dark brown door next to the door you just entered.
Get the key hanging on the wall, then search the shelf to get the
box of biscuits. Eat the biscuits to get more health points, then drop
unneeded items—empty box, empty first aid kit, empty flask. Exit
the small room.
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Kitchen zombies are a problem
anywhere, but particularly so
in Derceto. Be ready to fight
this goon right after you open
the coal closet (seen here just
behind the creature).

Search the large cabinet near the table to get a knife. Now go
past the table and enter the second, smaller brown door—but back
out immediately and turn left to face the zombie. Use your knife to
kill him, then re-enter the coal closet.

Search the pile of coal to get the box of shoes. Open the box to
get the revolver. Get the oil can in the other corner, then use it to
refill the lamp. Walk to the barrel of water and use the jug to fill it.

Again, drop unneeded items—empty oil can, empty shoe box,
knife. Get the pot of soup from the fireplace, then exit the kitchen
through the door next to the coal closet. Go directly across the hall
into the door there.

17. Dining Room

Walk to the far side of the table and put the pot of soup on the table.
Wait until the walking zombie sits, then walk around the table to the
door next to the large cabinet on the left. Go through the door.

18. SmoRing Room

Run to the table and take the lighter. Then use the water jug to
douse the smoking ashtray. Exit through the double door to your
character’s left, then turn him/her left and return to the stairs in the
front lobby. Go upstairs and return to the hallway outside the dark
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room where you got the heawy statuette. (See #13 on map.) Con-
tinue down the hall to the end and open the door.

19. Hallway of Paintings

Walk up to the first painting (man with ax) and put the old Indian
cover on it. Walk halfway down the hall. (Be careful! If you go too
far, you will be shot with arrows.) Use the bow to fire arrows at the
painting at the far end of the hall; when you hit it, it will turn to pur-
ple smoke. Enter the door at the far end of the hall.

20. Jeremy's Bedroom

Get the false book from the table. Walk across the room and push
the grandfather clock aside to reveal a hole in the wall. Search the
hole to get the key. Exit the room and enter the dark room through
the double doors halfway down the hall on your character’s left.

21. Library

Save your game! You have to move quickly here, because you've
disturbed a relentless monster who can’t be killed until you get a
special weapon. Use the oil lamp and put in down. Run as fast as
you can down the aisle directly to the character’s left. Follow the
corridor to the character’s right until you see an indentation in the
wall of books.

Walk just past this indentation and search the books next to it.
When you find the hidden mechanism, put the false book in the wall
to open the secret room behind the indentation. Enter quickly!

22. Secret Room

Get the talisman from the shelf. Search the bookshelves across from it
to get the dagger with the curved blade. (Forget the other daggers.)
Now go back out of the room and use the dagger on the monster in
the library. Walk back to the library entry, get the oil lamp, then walk
across the room to the closed double doors and go through.

You need to return to the gramophone now. Walk to either dark
opening (left or right) to take the stairs back down. Get the gramo-
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Get ready. Your visit to
the library will not be
pleasant. There’s a nearly
indestructible monster
just waiting for you to
mess with his books.

phone, then turn left and use the silver key to unlock the door next
to the Enclosed Porch (the room with the spiders).

Finally, go back to the stairs, turn left down the main hall and go
back to the Smoking Room (see #18 on map). Use the gold key to
unlock the double doors.

23. Jeremy's Study

Put the old cavalry saber on the coat of arms. (If the saber is broken,
put both pieces—handle and blade—on the coat of arms.) Search
the bookcase in the corner to get the record. Then exit back
through the smoking room into the hall. Go through the double
doors directly across the hall.

24. Pirate’s Room

Use the sword to Kill the pirate. (You can’t shoot him, and he’s an
incredibly tough swordsman; you can’t hit him until he gets close
enough, and then you risk getting hit yourself. | had my best luck
with my right arrow key slash.) Get the key to the dance hall from
the dead pirate, then use the key to open the double doors.
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Swordplay with pesky
peg-leg pirates can be

difficult unless you

figure out their rhythm.

Wait until this one

lunges, then hack him
with a right-to-left slash.
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25. Pance Hall

Walk to any corner and use the record. (You must have the gramo-
phone with you.) Watch the ghosts dance, but don'’t let any touch
you! Wait until you can slip past the twirling couples to get the key
from the fireplace mantle. Exit the room and go straight across the
hall back the Smoking Room again to Jeremy’s study. Walk down
the stairs in the floor.

26. Bottomless Chasm

Run across the collapsing bridge. Follow the tunnels until you see
the giant worm behind you. Run away from the worm until you can
branch to the right into another tunnel.

27. Cave

Fight or shoot the monster that waits for you in this cave. Continue
down the tunnel until you see the giant worm ahead of you. Then
quickly turn and run back to the entrance of the cave, exit, and turn
right down the tunnel (newly created by the worm). If the worm is
still there you can repeat this process until you make it to the
wooden dock.
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28. Underground Dock

Step down onto the dock and walk screen right until you come to a
lighter-shaded brown section of the wood. Jump over this section. (It
will collapse if you walk on it.) Avoid or kill the monster in the water,
then climb up the ledge to the opening.

29. Tunnel
Fight or shoot the spider monster. Continue down the tunnel.

30. Rock Pillar Cavern

Stand near the edge of the opening and shoot the flying monster.
Note his flight pattern, then fire just before he passes nearest to
you. After you hit him, jump from pillar to pillar, always jumping to
the next pillar that is furthest to the character’s right. Keep jumping
until you get to the opening on the other side.

Follow the tunnel until it forks, then go right.

31. Large Cavern (Planks)

Walk to the right side of the rock plateau. Jump over the light col-
ored wooden planks onto the darker ones. Jump and climb up rock
pillars until you reach the far side of the cavern. Shoot or avoid the
flying creature in the middle of the cavern. Go to the chest.

32. Pirate’'s Chest

Use the key you got in the Dance Hall to open the chest and get the
gem. Push the rock behind the chest to one side, then enter the
dark opening and follow the rock corridor. Step down the ledge and
continue forward until it goes black.

33. Dark Mlaze

Use the oil lamp. See the maps for exact route through the maze,
but in general, work your way west until you can’t anymore, then
work south, then east until you come to a stone door with a hole in
it. Put the gem on the door to open it, then walk through.
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34. Final Confrontation

Select Open/Search from your Action menu to put the oil lamp
away. Jump off the rock steps and run through the water to the stone
altar. You must dodge fireballs and the swamp monster in the water.
(Best course for me: Start straight ahead, quickly veer left, and when
the camera angle changes, cut right and head straight for the altar.)

At the altar, get the hook. Then use the lighter to relight the oil
lamp and throw the lamp at the tree. When things start crumbling,
run toward screen right, then climb the rock plateau (not the one
you entered on). Use the hook to open the rock door, then turn
your character to his/her left and go back into the maze. It will be
well-lit now.

In the maze, turn right and use the hook on the stone door.
Turn to your character’s left to the Underground Dock (see #28 on
map). Follow the wooden docks and climb to the opening on the
other side. Now turn right, follow the tunnel straight ahead to the
small black opening, and go in.

35. Basement

Walk around the wine racks to the other side of the room and climb
the stairs to the front lobby. Walk down the main hall and open the
double doors at the end.




Chapter 2 Z&lone in the Dark

Publisher: I°Motion

To order, contact:

[*Motion

1341 Ocean Avenue

Box 417

Santa Monica, CA 90401-1066

For direct orders, call:
1-800-44-3D-FUN
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Maps
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Note: The numbers here refer to the section numbers in the
Flythrough.
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Route
through maze

tunnel
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Companions oI Xanth

Word from the Bird
The Condor's Scorecard
Story/Writing 1 2 3 4 4 6 7 8 9 10
Atmosphere 1 2 3 4 5 6 7 8 9 10
Gameplay 1 2 3 i 5 6 7 8 9 10
Visual Quality | 2 3 4 5 6 7 8 9 10
Originality 1 2 3 4 5 6 7 8 9 10
Overall Rating 1 2 3 4 5 6 7 8 9 10
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Ah, Legend! Irreverence is thy middle name. From the Gateway and
Spellcasting series to Eric the Unready to its latest endeavor, Com-
panions of Xanth, Legend seems to delight in administering the
digital equivalent of an atomic wedgie to all those geekwad fantasy-
gamer types who take their genres a bit too seriously.

Indeed, the Condor is so fond of Legend games that they
occupy a special cubby in my aviary.

COMPANIONS OF

¢

The Story

Based on the Piers Anthony book Demons Don’t Dream, this
adventure starts in the realm of Mundania, a familiar world that lies
adjacent to Xanth. As the name implies, Mundania is the distinctly
non-magical place that you and [—well, you, anyway—inhabit. (I'm
a mythical bird, remember?)

As the game begins, you are a kid named Dug Mundane sitting
in your bedroom on a rainy day. A bet with a friend leads you to
load his new computer game into your rig. The game? Companions
of Xanth, of course.

Soon you're sucked into a competition to acquire a mysterious
prize goblet. You race against another human, a teen girl named
Kim who seems to be one step ahead of you wherever you go. The
quest features the usual puzzle-solving—which, as in most Legend
games, has a distinctly whacky, bizarre, and pun-happy quality to it.
You deal with beings named Fairy Nuff, Ma Anathe (get it?), the
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dreaded Loc Pic monster, and the evil Com-Pewter. You also get to
insult a storm cloud named Cumulo Fracto Nimbus, which is kind of
fun. There’s a troll under the bridge, of course—he'’s carnivorous,
but his condo is pretty sweet.

And then there’s this pail in the road. Can you get beyond it?
Beyond the pail? Get it? Ha ha ha ha ha!

The Verdict

Companions of Xanth is a goofy, fun little game with an auspicious
development. Legend games, you see, are not particularly known
for their scintillating visual qualities. But this game’s rudimentary use
of digitized video sequences finally pushes Legend into the 90s.
While it can’t compete with, say, The 7th Guest in terms of sizzling
production values, at least Companions of Xanth attempts to hitch
Legend’s traditional good storytelling to the “new cinema” that is
revolutionizing adventure gaming. ‘

* K Kk
The Flythrough

fiundania

Bedroom (@Qpening Scene)

Take the envelope, then open it. Look at the letter. Go northwest to
get to the front hall.

Front Hall

Turn on the light switch (next to the door), then go west into the
- kitchen.

Kitchen

Answer the ringing phone. (If it isn't ringing yet, do something else
until it does.) Say “Hi, Edsel,” then follow dialogue path 1, 2, 2, 3.
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You might want to flip on that
power switch. Pop your game
diskette into the floppy drive,
too. You didn’t forget to close

the drive, did you?

You are sitting at wour desk, watching the gathering
=L orm f_r.r.yu_lqr, O windou,

(He'll send the computer game via courier.) Take the teabag from
the table. Open the icebox and take the mustard.

Front Hall

Open and close the front door. Open the door again, take the pack-
age, and close the door. Open the package, then open the game
box that’s inside. Go southeast, back to your computer.

Load the Game

Flip the power switch on the right side of the computer. Put the
game diskette in the floppy drive, then close the drive.

Choosing a Companion

Look at the computer screen. Talk to the tiny man (Grundy Golem).
Ask him everything you can about the game, its rules, Xanth, com-
panions, et cetera. Choose Nada Naga as your companion.

Welcome to Xanth

The Cavern

Wear the 3-D glasses. Wait a few turns until Nada opens the coffin-
shaped door. Go north through it. (Don’t worry about being a
screen. It'll pass.) Go northeast to the crossroads.
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The Crossroads and the Village

Go east, then southeast to the village gate. Take the rock on the
ground. Take both lamp covers. Talk to the headman at the gate.
Agree to help rid the town of the censorship. He'll give you a key;
click on the gate, unlock it with the key, then open it. Go north to
the pier.

Pier

Take the scrap of sailcloth. Ask Nada to get the rope for you. She’ll
get the anchor too. Now go south, northwest, then west to the
crossroads.

Crossroads
Click on the anchor, then pry the log with the anchor.

Beyond the Pail

[ffaking a Catapult

Go east, then southeast to the village gate. Talk to the headman;
ask him to make a thin flat board. Wait a turn or two. He'll return
with the board. Now go east one screen, and put the board on the
boulder, put the rock on the board. Talk to Nada and ask her to
whack the catapult with her tail. Go northeast. Take the pail. Go
northeast twice more, to the screen door.

The Eye Screen

Talk to the eye on the screen door. Keep talking until you can ask to
see Fairy Nuff. After the eye closes, open the screen, then the door.
Go north, then take the tee. Go north, then take the egg. Go north-

east to the booth of Fairy Nuff.

Fairy Rufl
Talk to Fairy Nuff. Tell him about the problem in Isthmus Village.

When he asks about the number of censors on the ship, tell him,
“Two.” Read the solution recipe. Note: Use the pail to collect ingre-
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dients for the solution. Go back to the dark misty forest just north-
west of the village. (If you haven’t taken the egg, the pail, or the
lamp covers yet, you should grab these items on the way back to the
forest.)

Fairy Ruil's Solution

Cough Props

Talk to Nada, ask about the bush, then ask her to get a cough drop.
Wait. Ask Nada to get another one. (You need two cough drops.)
Put the cough drops in the pail. Go west to the crossroads.

Crossroads Ingredients

Put the pail in the brook three times to get three pints (six cups) of
fresh water. Take a buttercup and empty it to get butter. Put the but-
ter in the pail. Click on the empty sticky buttercup, then on the
fireflies to catch one. Put the firefly into the pail. Now go back to
the “eye screen” doorway.

Eye Screams

Take the eye scream nearest you on the right side of the path and
put it in the pail. Repeat. (You need two dashes of eye scream.)
Finally, put both the egg and the scrap of sailcloth (from the pier)
into the pail. The solution is ready. Take it to Fairy Nuff.

Douse the censors with a
double dose of Fairy Nuff’s
secret sauce. Dump a lamp
cover full of solution on each
of the foul smokepots.
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Use the Solution

Talk to Fairy Nuff. If you've taken the two lamp covers from the vil-
lage, he'll divide the solution into two equal portions. Go back to the
censor ship and put one portion of the solution on each censor.

The Fairy's “Shortcut”

After the cut-scene, go back to the village headman. He'll give you a
sword. Then return to Fairy Nuff. Talk to him to find the shortcut
through the regions. Then take the path to the northwest

The Void

Click repeatedly on any direction in the compass rose. Watch the
picture closely — a shimmering door will appear, then disappear.
Every time it does, talk to Nada and strongly affirm that you saw it.
After several appearances, the door will appear permanently. Open
the door and enter.

The Region of Earth

Metria the Demoness

Walk southeast past the barrow. Keep talking to Metria and turning
down her offers to drink from the pool; if she avoids conversation,

Hey. Did you see that door? If
. taking on a loock of permanence. SO, be very assertive about
reporting it to Nada Naga.
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just keep looking at the pool. Eventually she’ll give up in disgust and
open the door to the barrow. Go northwest, then north to the bar-
row door.

The Barrow

Open the barrow door and enter the darkness. (Explore using your
map screen; switch back to picture mode whenever something inter-
esting is indicated by the text window.) When the lights go out,
Nada will disappear for a moment. Wait a few turns. When she
returns and the lights come back on, she’ll drag you to the spring.

Back to the Spring

Refuse to drink; Nada is actually Metria in disguise! When Metria
finally admits her trickery, she’ll give you a “finder” to help locate
Nada. Her instructions are bogus—actually, the lower the reading,
the closer you are to finding Nada. Be sure to turn on the finder. Go
back into the barrow maze and start exploring.

The Taze (Lower Level)

In this level of the maze you'll find a stone pestle, a mirror room, a
plaque room, a switch room, and a metal pad room. You can get to
the upper level of the maze through the metal pad room (find out
how below).

Mirror Room
Look into the mirror to see how Kim'’s doing.

Plaque Room

Click on the plaque, then touch it. Flatten the paper you've been
carrying around; put the paper on the plaque.

Switch Room

Click the metal switch, then flip it. Keep flipping each new switch
that appears (16 in all). Then flip all of the switches off. When the
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big glowing reddish button appears, push it. A descending staircase
will appear. Don’'t go down until you've finished exploring the rest
of the maze, upper and lower levels.

{ffetal Pad Room (Passage)

Click on the pad. Then get onto it. It will zap you to another level of
the maze. You'll find the stone mortar and the “door ajar” on this
level.

The MTaze (Upper Level)

In this level you'll need to find a stone mortar and a room with a
door that is ajar.

“Door Ajar” Room

Take the door. (It reverts to its real form—a jar.) Take the jar. You
can't get past the ironwood tree unless you have some blue agony
moss. You'll find that in the Dungeon (reached via the Switch
Room).

Dungeon

Go to the Switch Room and go down the staircase. (If you haven't
opened the passage to the staircase yet, see “Switch Room” above.)

Nada Naga is quite a sight to
see, but Dug had better not
look. Talk to the manacles . . .
You're in a foul-smelling dungeon. Nada Haga i= chained to and don’t forget to “jar" some
the dungeon BaN. of that blue moss on the wall.
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Select only dialogue choices that keep you looking away from Nada.
Then talk to the manacles. After Nada is free, open the jar (see
“‘Door Ajar’ Room,” above). Put some of the blue agony moss (on
the wall just left of Nada) in the jar. Now go back to the “Door Ajar”
Room and put the moss on the ironwood tree. Exit north.

The Region of Fire

Molten Lake

Click on the tunnel end, then go to it. Go southeast to the room
with the hot dog and the fireman. Talk to Nada, tell her she looks
uncomfortable, and convince her to put her hair up in a bun. She’ll
do so and give it to you. Open the mustard (from your refrigerator
back home) and squirt it on the bun. When the dog disappears, go
northeast.

Wall of Fire

Take the charcoal on the path. Now you must return all the way to
the Plaque Room, in the lower level of the barrow maze.

BacR to the Barrow: Plaque Room

Click on the paper you put over the plaque, click on Rub, then click
on the charcoal. Take the paper and look at it. (See the screen shot
on this page.) Return to the room with the fireman.

Firecracker lix

You can talk to the fireman if you want, but if you try to put lava in
your jar, the fireman will give you a wineskin full of firewater. Put
the buttercup into the mortar. Put the firewater into the mortar. (If
the fireman takes away the wineskin, don’t worry—he’ll give it back
soon enough.) Then use the pestle with the mortar. Put the mortar
into the opening in the rock (a natural oven) at the left. Look at the
mortar. When the dough has risen and is golden brown, take the
mortar; it will yield Mack’s cracker. Now go northeast to the firewall.
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Tack that paper to the
plaque, rub a little
charcoal over it, and voila!
Mack’s recipe could make
Texas chili seem mint-
flavored in comparison.

Blast the Firewall

Throw the firecracker at the wall. Wait a few turns until it blows up.
Go north to the opening in the ceiling.

The Opening

Now tie the rope to the anchor. Throw the resulting grappling hook
into the opening. Now go up.

Region of Water

Troll Bridge

Go north toward the bridge. Be respectful to the troll and agree to
perform a free service for him. Go north across the bridge to the
three-pronged fork in the road.

Fork in the Road

Close the hydrant, then take the hose that’s connected to the faucet
at the left. Go south, back over the bridge, then go down into the
troll's cushy living room.
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Need a key? Get that hose
from the fork in the road, run
it from the sink to the well,
turn on the faucet, and do a The =iphoned water flows through the hoze and into the
Lloyd Bridges into the drink. el

Troll's Digs

Go west into the troll's lab. Put the hose in the sink on the right.
Push the blue (middle) button on the back wall, left of the metal
locker. Turn on the sink faucet and enter the well to retrieve the

troll's key. Go east into the troll’s living room and tell him you have
the key.

Troll's Puzzle

Take any of the three puzzles. If you try a puzzle and fail three
times, the troll will simply let you go! Go up, then cross the troll
bridge. At the fork, go northeast to the cave entrance.

Com-Pecwter

Com-Pewter's Lair

Go east to enter the evil machine’s cave. You'll have to play Com-
Pewter’s game. Whatever you do, don’t resign.
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Com-Pewter's Game: Round One

To play, open the metal door on the cylinder at the right after each
of Com-Pewter’s questions, then put the appropriate letter tile in
the cylinder and close the metal door again. The answers to the first
round of the game are:

s to make the word spears
d to make the word dates
p to make the work pecans
e to make the word steer

a to make the word lamia

Com-Pewter's Game: Round Two
Same rules as Round One. The answers are:

o to make the word moose
b to make the word cobra
f to make the word fleas

e to make the word panties
t to make the word tangles

Of course, you don't have a t in your tray. But you can use one
of two other “T"s you've picked up in the game—-either the golf tee
from the fairway or the teabag from your kitchen table.

Tee, anyone? How about you,
disk-lips? Com-Pewter’s last

. word riddle requires a “letter”
You take the tes from wour pocket and places it in the yOU’” have to PrOUide yourself.
evlinder. (“Tea” will also work.)
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Disabling Com-Pewter

Open the metal door again. Put the virus you got from Grundy into
the cylinder. Close the metal door. After the various cut-scenes, exit
to the northeast.

The Region of Air

[Ta Anathe's Shack

Enter the shack and talk to Ma Anathe. Take the windsock from the
wall at the upper left. Exit to the west. Go southeast to the ogress.

Qgress & son

After your dialogue with the ogress, go northeast to the Ogre Boy.
Put the windsock on the vent. The grateful Ogre Boy is now one of
your companions. (His face appears beneath Nada's.) Go northwest
to the long and winding road.

Long and Winding Road

Take the windbag lying on the ground at the intersection. Go south-
west to the shack.

Fix the Cart

Now that you have Ogre Boy’s help, attach the cartwheel to the
broken cart. Click on the cart, then select Push. Take the sail and go
northeast, then north into the strange cave.

Sailboat
Put the sail on the boat, open the windbag, then untie the line.

Guardian of the fountain

The answers, in order, to the knight’s questions are: error, airedale,
window, air conditioning, errand, windbag, airplane, airbag,
windmill, breeze. Go northeast to the bottom of the staircase, then
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go up three times until you come to the “Mountain Closed” sign.
Take the sign and retrace your route back to Ma Anathe’s shack.

Good, Bad. and Ugly

Give the sign to Ma. After she gives you the ugly potion, exit the
shack and go southeast to the ogress. Give the ogress the potion.
She’ll let you pass to the southeast now.

The Gap Chasm

Gap Animals

Keep talking to the gap animals—deerfly, copperhead, the yakking
yak—while working your way northeast into the chasm. (They’ll all
let you pass eventually.) Eventually, the game will force you to
switch companions. Go with the change; you’ll now travel with
Jenny Elf and Sammy Cat.

Gap Pragon

Talk to the shimmering cloud, Cumulo Fracto Nimbus. If you insult
him enough, he’ll dump snow on you and Stanley Steamer, render-
ing the dragon harmless.

Qutside Humirey's Castle

Front Gate

After the cut-scene and the dialogue with Jenny, move your cursor
up the wall directly above where Sammy scratches the ground until
you find the loose brick. Press the brick and flip the switch. Go
north to the moat.

Drawbridge

Click on the bridge, then select Draw and click on the moat. Keep
repeating this until the bridge is completely drawn over the moat.
Go north to the front door.
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Pop the jar on that annoying
cricket, and help the poor Loc
Pik monster catch a snooze.
When sleeping, he’s your

bridge to the castle.
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il= down

Front Door

Unfortunately, you cannot enter through the front door. Knock or
open the wee door, talk to the eye, then exit south. Go northwest to
the moat serpent’s head.

Loc Pic Mlonster

Click on the jar in your inventory, then select Fill and click on the
cricket (the tiny black + hopping around near the serpent’s snout).
When the serpent falls asleep, go east to its tail. Go northwest to
cross the moat on the serpent’s coils. Then use the crowbar (from
the troll) on the grate and go down.

Jdn the Tunnel

Click on the end of the tunnel, then select Go to. Remember the
clue from the voice at the front door? (He said, “For one to gain
entrance . . .“) Push (in this order) the switches numbered four, one,
and two. (Get it?)

58



Chapter 3 Companions of Xanth

Jnside the Gourd

Humirey
After your conversation with the wizard, look at the hypnogourd he
gives you. Then go northeast to the mansion.

Cellar

You can't get past the zombie. Go northwest to the cellar door.
Click on the door, select Unlock, then click on the lok pic (from the
serpent). Open the doors and go down into the cellar. Go north to
the closed door, then move your cursor around until you find the
skeleton key. Take it. If you find the twine, take that as well. Then
look for the door, click on it, select Unlock, and click on the key.
Now open the door and go north through it.

sliding Stairs

Tie the twine (from the cellar) to the lever on the balustrade. Go
north up the stairs.

Top of Stairs
Press the red button on the wall to the left.

Skeleton’s Study

Take the bottle of pills by the chair. Look at the third book from the
left on the mantle.

@Get the Cane

Use the Pain-B-Gone pills on the pane of glass. Take the cane.
Go north up the stairs, then use the cane on the hook of the ceiling
trapdoor. Go north through the trapdoor.

Attic
Click on the sword, then move the cursor to the prize goblet and
click again. You'll throw the sword at the goblet.
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It’s brutal, but hey, you're a
player, man. Throw your sword

at Kim as she reaches for the
prize goblet o Kim's hand iz reaching toward The Frize.

. .. and you’ll knock the
blasted thing out the window.

Bedroom
After the cut-scene, answer the telephone.

Publisher: Legend Entertainment

To order, contact:

Legend Entertainment
14200 Park Meadow Drive
Chantilly, VA 22021

For direct orders, call:
1-800-658-8891
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Day ol the Tentacle

Word from the Bird
The Condor’'s Scorecard
Story/Writing 1 2 3 4 5 6 7 8 9 10
Atmosphere 3 2 3 4 5 6 7 8 9 10
Gameplay 1 2 3 4 5 6 7 8 9 10
Visual Quality 1 9 3 4 5 6 7 8 9 10
Originality 1 2 3 4 5 6 7 8 9 10
Overall Rating 1 2 3 4 -1 6 7 8 9 10
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Okay. This game was dangerously amusing. True confession: At one
point—it was during Hoagie’s flag-design suggestions to Betsy
Ross, | believe—the squawking grew so painful that Jeebs had to
intercede. We're talking gullet stones— projectile. I laughed, is the
point.

Yeah, Day of the Tentacle is a cartoon, but only in the same
sense that The Simpsons or Beavis & Butt-head are cartoons.
Indeed, the Hollywood pitch on this one would be something like
“Matt Groening meets Chuck Jones.” Not quite as dark and twisted
as Sam & Max Hit the Road, but still pretty far from your standard
Saturday morning pablum. Jeebs agrees with me here. Day of the
Tentacle wins wingsdown for Best Cartoon Animation of the Year!

The story

As the action begins, Purple Tentacle has sipped toxic waste spewed
into a stream by crazy Dr. Fred Edison’s Sludge-O-Matic. Now the
appendage is an evil, unstoppable genius who will enslave the
world—unless Bernard and his buddies, Hoagie and Laverne, can
travel back one day in time and halt the toxic contamination.

Unfortunately, Dr. Fred’'s time machine malfunctions (due to a
cheap, imitation-diamond component), sending Hoagie 200 years
into the past, Laverne 200 years into the future, and Bernard right
back to the present. You control all three characters, switching back
and forth by clicking on their faces by your Inventory.

The three adventurers have to combine efforts over this 400-
year timespan to get a new diamond for the time machine (cost: $2
million), get everyone back to the present, then try again to get just
one day into the past.

The Verdict

LucasArts is pushing adventure gaming where it needs to go. Sure,
everybody everywhere is doing something innovative with graphics,
animation, art, digitization, and so on. But writing and storytelling
remain the twin pillars of the computer adventure game genre.

Clearly, the best writers and storytellers are finding a home in
LucasWorld.
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* K *

General Tips

The Condor is big enough to admit when he’s made a serious error
of omission; I didn’t read the whole manual, okay? I plunged into
the game.

Please read the manual always. Or, in this case, at least be
aware that in Day of the Tentacle you must teleport items through
time from character to character. You do this by flushing each item
through the Chron-O-John time machine. You do it and you do it,
again and again, a lot.

There are two ways to do it:

1. The Formal, Incredibly Slow Method. Direct both the send-
ing and receiving party to the Chron-O-John. Take control
of the sending party. Click on the verb Use, click on the
item in the sending party’s inventory that you wish to send,
then click on the Chron-O-John toilet.

Now switch control to the receiving party. Click on the verb
Pick Up, then click on the Chron-O-John toilet to transfer
the item into the receiving party’s Inventory.

2. The Incredibly Easy and Fast Method
That I Didn’t Use. Click on the Inven-
tory item you want to send, then click
it on the face of the person (at right of
Inventory) to whom you want to send
it. It's so easy, it makes me ill.

¥* ¥k Xk

The Flythrough

The opening segment takes place with all
three heroes—Bernard, Laverne, and
Hoagie—at Maniac Mansion. Your job: do

nothing. When the show’s over, you have con-
trol of Bernard. Bernard rockets through the space/time

continuum to arrive back in the present.
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Now open the grandfather clock. After the animated sequence,
pick up the battery plans hanging in plain sight on the bulletin board
next to the Sludge-O-Matic. When gameplay returns with Hoagie in
the past, click on Bernard’s face next to Inventory to continue in the
present (First Bernard section).

* ¥ %

First Bernard

Lobby

Go upstairs to the lobby. Pick up the dime from the pay phone, the
“Help Wanted” sign from the front window, and the George’s Hard-
ware flier from the rack in the lobby’s foreground. Walk to the office
door, open it, and go in.

Dr. Fred's Office

Look at the Swiss bankbook on the desk. Open the desk drawer and
take the Booboo-B-Gone. Exit into the lobby.

Rovelty Convention Room

Open the double doors under the “Welcome” sign and walk through
to the convention room. Open the grating on the floor by the fire-
place. Walk to the chattering teeth exhibit, then chase the teeth into
the grating that you opened. Pick up the trapped teeth and walk
through the swinging door to the left of the grating.

Kitchen

Pick up both pots of coffee, regular and decaf, at the right. Take the
fork from the table, then open the knobbed door just left of the
microwave oven. Next, walk into the laundry room.

Laundry Room

Open the cabinet next to the dryer and pick up the funnel. Walk
back to the lobby, then go up the stairs at the far right.
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Room W

Open the door to Room W and go in. For fun, use the TV and then
the phone. Use the dime from your Inventory with the FickleFingers
coin slot. Close the door and pick up the keys in the door’s lock.
Exit into the hall.

Room R

Open the door to Room R and walk in. Pick up the disappearing
ink. Exit into hall.

Room F

Open the door to Room F and walk in. Talk to Green Tentacle
about Purple, his band, etcetera. Pick up the videotape sitting atop
the stereo, then use the on/off button on the stereo. Push the
speaker that sits on the carpet at the right. Walk out of the room
and go down the far hall to the up stairway.

Video Room: Rurse Edna

Up on the next landing, open and enter the door on the left. Talk to
Nurse Edna for information about Fred’s sleepwalking. For fun, try
pushing her. Exit and go to the door across the hall.

Weird Ed’s DPen

Open the door and go in. Pick up the hamster, then use the disap-
pearing ink with his stamp album. After Ed explodes, pick up the
stamp and stamp album.

Top Floor and Roof

Walk up to the top of the stairs. Open the door at right and go into
the attic. Walk to the window. On the roof, pick up the crank by the
flagpole at left. Walk to the chimney. After you get to the conven-
tion room, go back into the lobby.
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The Safe

Pick up the fake barf (now on the floor) and walk to the grandfather
clock so that you can go back down to the lab. Use decaf coffee
with Dr. Fred’s mug. If you follow the sleepwalking Dr. Fred to his
office, you’'ll see him open and close his safe, but he does it too
quickly for you to take the contents or see the combination.

Crowbar and Gum

Walk out to the parking lot and give the keys from your Inventory to
the man in the ski mask; he’ll give you the crowbar. Walk back to
the lobby and use the crowbar with the gum/dime on the floor. Use
the gum to get the dime.

Room W: The Sweater

Now walk back upstairs to Room W and use the dime in the Fickle-
Fingers coin slot. If this is the second dime you've used, then the
sleeping man will roll off the bed. When he does, pick up the
sweater. Exit.

Candy [MTachine

Use the crowbar on the candy machine in the hallway. Pick up the
quarters. Walk upstairs to the Video Room. You need to change that
statue’s arm somehow so that Nurse Edna won’t have anything to
grab next time you push her.

Flush Stuff to Hoagie

Use the “Help Wanted” sign on Hoagie's face next to Inventory.
Then click again on Hoagie to switch to his adventure into the past.

* K ¥
First Hoagie

Jdnn Foyer

You are now directing Hoagie. Walk left to the inn, open the door,
and walk in. Open the grandfather clock and walk in.
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Red Edison’s Workshop

Give the patent application (battery plans) and the “Help Wanted”
sign to Red Edison. Then pick up the lab coat hanging at right and
the left-handed hammer on Red’s work table. Walk up the stairs.

{ffain Hall

Open and walk through the double doors, talk to the Founding
Fathers, and walk through the swinging door next to the fireplace
into the kitchen.

Kitchen
Pick up the spaghetti and oil from the pantry next to the swinging
door. Open and walk through the door at right.

Washroom

Pick up the bucket. Open the cabinet at left and pick up the brush.
Then go back to the kitchen and use the bucket with the water
pump to fill it. Walk back to the inn foyer, past the grandfather
clock, and up the stairs.

Washington's Room

Open the first door and enter. Use the bed, then pull the cord on
the wall to the right of the door. Exit and take the soap from the
maid’s cart. Walk to the next room.

Betsy Ross's Room

Open the door and enter. For fun, talk to her a bit, then exit. Walk
to the next room.

Ben Franklin's Room

Open the door and enter. Pick up the wine bottle, then exit. Go
down the far hall and go upstairs.
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Here are Hoagie’s fla
design suggestions to
Betsy Ross.

g

Edison Brothers’ Room

Talk to the horse. Open the door and go in the room across from
the horse. When Ned (the sculptor) puts down his right-handed
hammer, pick it up. Then use the left-handed hammer on the table
to replace it. (This triggers the reversal of the statue in the Video
Room, which helps Bernard back in the present.)

Exit and go upstairs to the attic.

Attic
Take the red paint and send it with the letter to Bernard.

* K K

decond Bernard

Video Room

You are now directing Bernard. Push Nurse Edna again. Use the
blank videotape with the VCR, then look at the monitor.

Click on the Record (red) button. After the IRS grabs Fred, click
the Rewind (<<) button. Click on the switch at far right to change
speed from SP to EP. Then click on the Play (>) button and note the
combination— 101, 999, 57.

Go downstairs to the office.
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Record Dr. Fred on the
VCR, then play it back
on EP speed to get the
safe combination.

dafle

Open the safe. (Bernard will automatically use the combination he
just discovered.) Pick up the contract. Go to the laundry room.

Dryer
Use the sweater in the dryer and the quarters with the dryer, then
walk to the fireplace in the convention hall.

Fireplace. Roofl, Attic

Walk to the fireplace to get to the roof. Walk in the open window at
the right and pick up the rope that binds Dr. Fred. Go back out on
the roof. Use the rope on the pulley, then go down the chimney.
Walk outside.

Dead Cousin Ted

Use the dangling rope with Dead Cousin Ted. Go back in the fire-
place to the roof, then pull the rope. After you fall, go back in the
fireplace again to the roof and walk to the open window. Use the
red paint on Ted. Then use Ted with Doctor Fred. Finally, use the
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rope with Doctor Fred (his feet), go out to the roof again, and pull
the rope.

The Lab

Use the funnel on Dr. Fred. Use the regular coffee with the funnel.
Use the contract with Dr. Fred, and take dialogue path 4, 4. Use the
stamp with the signed contract. Send the signed, stamped contract
to Hoagie. Switch briefly to Hoagie.

* K %

decond Hoagie

Walk to the front of the inn and use the contract on the mailbox.
Switch back to Bernard.

* K %

Third Bernard

Go upstairs to the office and use the phone. Send the red paint
back to Hoagie. Switch to Hoagie.

* K Kk
Third Hoagie

Kumquat Tree

Walk to the kumquat tree just left of the outhouses. Use the red
paint with the kumquat tree. Go to the inn’s main hall.

¥ain Hall

Give the wine to Jefferson; talk to Washington about cherry trees. If
you suggest that he’s “lost it,” he’ll give you a demonstration (thus
freeing Laverne in the future). Switch to Bernard.

* K *
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Fourth Bernard

Dwayne’s Room

Go upstairs to Room R and give the letter (that you got from
Hoagie) to Dwayne. Pick up Dwayne’s flag gun. Go back out into
the hall.

Hamster on Jce

Use the hamster in the ice machine. Go downstairs to the conven-
tion hall.

Exploding Cigar

Use the flag gun with the cigar lighter to switch them. Talk to the
cigar salesman and use dialogue path 2, 1. Send the chattering
teeth, cigar lighter, and exploding cigar to Hoagie. Switch to
Hoagie.

* ¥ %
Fourth joagie

Main Hall

Give the exploding cigar to Washington. Then give him the chatter-
ing teeth. Pick up Hancock’s blanket, go up to the attic, and climb
out the window.

Roof

Use the blanket on the chimney. Go back downstairs to the main
hall.

Quill Pen
Pick up the gold-plated quill pen.

* K K
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First Laverne

First Kennel Escape

Talk to the tentacle guard and tell it you're not feeling well. It'll take
you to Doctor Tentacle.

Doctor Tentacle

When Doctor Tentacle leaves, take the tentacle chart from the right-
hand wall. Exit, go through the big door on the back wall, then walk
to the kennel (door on back wall).

Second Kennel Escape

Talk to the guard and tell him you have to go to the bathroom. Send
the tentacle chart to Hoagie. Send the scalpel to Bernard. Switch to
Bernard.

* K %

Fifth Bernard

Qozo the Clown

Use the scalpel on Oozo the Clown. Pick up the Box o’ Laughs.
Send the textbook and the flier to Hoagie. Send the Box o’ Laughs,
the crank, the fork, the Booboo-B-Gone, and the fake barf to Lav-
erne. Switch to Hoagie.

* K %
Fifth Hoagie
You are now directing Hoagie. Go up to Betsy Ross’s room and talk

to her, then use the tentacle chart with the stack of patterns on the
table. Send the can opener to Laverne. Switch to Laverne.

* * X
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oecond Laverne

Third Kennel Escape

Walk back to the tentacle guard. In the kennel, talk to the guard
again. Tell him you feel lousy. He'll take you to the doctor’s office
again.

Tentacle Pisguise

Walk out the infirmary door into the entryway, then go through the
big door on the back wall. Walk into the fireplace. On the roof, use
the crank (from Bernard) with the crank box, then turn the crank.
Pick up the flag, then use it. Go back down the chimney, then walk
one screen right to the blue tentacle.

Blue Tentacle

Talk to the blue tentacle. After entering the contest, go out to the
entryway and walk past the grandfather clock.

Frozen Hamster

Walk upstairs to the ice machine and pick up the frozen hamster
(the one Bernard put there). Walk into Room W.

Room W

Use the can opener (from Hoagie) with the time capsule. Pick up
the vinegar from the capsule. Send the vinegar to Hoagie. Switch to
Hoagie.

% ¥ %
oixth Hoagie

Super Battery

Go down to Red Edison’s workshop and give him the oil, vinegar,
and gold-plated quill pen. Pick up the battery when it's completed
and sitting on the shelf. Go upstairs and out to the carriage.
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Carriage
Use the soap with the bucket of water, then use the brush with the
bucket of sudsy water. Follow Ben Franklin up to his room.

Kite

Give the lab coat to Ben. Use the battery with the pocket on the
kite. Quickly now, click on the Push command, then move the cur-
sor over the kite. Click to push the kite when Ben says, “Now!”

After the kite-flying sequence, pick up the fully-charged battery and
take it to the Chron-O-John.

Chron-0-John
Use the battery with the plug which is on the path to the left of the
Chron-O-John. Switch to Laverne.

* K %

Third Laverne

Room R: Mfummy

Walk into Room R. Use a contest entry badge on the mummy. Use
the roller skates (on shelf at right) with the mummy, then push him.
Go upstairs.

Human Contest

Walk to the highly restricted judging area. Talk to Doctor Tentacle at
the far right to learn that sick humans are disqualified. Talk to the
judges. If you ask them to get on with any of the categories, you'll
soon learn that Harold (the contestant next to the mummy) is the
odds-on favorite to win. Use the fake barf on Harold.

You still need to make the mummy more acceptable as a contes-
tant. Switch to Hoagie.

* ¥k Xk
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Seventh Hjoagie
Go upstairs to the talking horse. Use the textbook on him. When he

falls asleep, pick up the dentures from the glass. Send the dentures
and spaghetti to Laverne. Switch to Laverne.

* K %

Fourth Laverne

Human Contest

Use the soggy noodles, dentures, and Box o' Laughs on the mummy,
then use the fork with the mummy’s head. Talk to the judges. Get
them to judge Best Hair, Best Smile, and Best Laugh. (You have to
talk to them each time to get them to judge each category.)

Room R

Pick up the extension cord. Go downstairs to the kennel.

Kennel

Give the dinner certificate (won in the Human Contest) to the guard
after your conversation. Push the switch on the wall to turn off the

Dress up Dead Cousin
Ted with spaghetti, horse
teeth, and Box o’ Laughs
to win the Best Human
Contest.
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force field. The humans won’t escape yet, so go outside to the place
where the black cat is rubbing its back on the fence. Switch to
Hoagie.

* K K

Eighth Hioagie

Go up to the attic. Use the mattress on Jed’s bed (near). Notice the
squeak and the cat? Now use Jed's mattress on Ned’s bed (far), then
sit on (use) the squeaky mattress again. While the cat is occupied,
quickly pick up the squeaky mouse toy. Send the squeaky mouse toy
to Laverne.

* ¥ %

Fifth Laverne

Fake SRunk

Walk toward the cat under the fence. Use the Booboo-B-Gone with
the fence. After the cat jumps onto the roof, use the toy mouse with
the cat. Now go to the kennel.

Kennel

Use the cat. Walk to the kitchen door (just right of the kennel), then
use the frozen hamster in the microwave. Walk through the door on
the right to the laundry room.

Laundry Room

Open the dryer, pick up the sweater, and use it on the cold, wet
hamster. Then walk to the grandfather clock in the entryway, open
it, and go down to the lab.

Lab

Use the toasty warm hamster with the generator. Switch briefly to
Hoagie.
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Rinth Hoagie

Go down to the main hall. Use the flier in the suggestion box.

* ¥k Kk

oixth Laverne

Lab

Use the built-in shop vac with the mouse hole to suck out the ham-
ster. Open the hatch and pick up the “dust ball.” Use the dusty
warm hamster with the generator again. Use the extension cord
with the outlet near the floor (on right side of generator), then use it
again with the window. Go out to the Chron-O-John.

Chron-@-John
Use the extension cord with the Chron-O-John plug.

* K %

Bernard, Hoagie,
Laverne: Together Again

Room R (Pwayne’'s Room)

Go out into the hall and open the
door to Room R. When Old Purple
shrinks you, go into Room R. Walk
to the mouse hole in the back wall.

Bowling for Tentacles!
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Room F

After you grow back to normal size, pick up the bowling ball from
the table. Go down to the lab.

Lab

Use the bowling ball with the purple tentacles. After Old Purple
shrinks you again, talk to him. Convince him to use the shrinking
ray on Dr. Fred.

Publisher: LucasArts

To order, contact:
LucasArts

P.O. Box 10347

San Rafael, CA 94912

For direct orders, call:
1-800-STAR WARS
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bracula Unleashed

Word from the Bird
The Condor's Scorecard
Story/Writing 1 2 2 4 5 6 7 8 9 10
Atmosphere 1 2 3 4 5 6 7 8 9 10
Gameplay 1 2 3 4 5 & - 8 9 10
Visual Quality 1 2 3 4 5 6 7 8 9 10
Originality 1 2 3 4 5 6 7 8 9 10
Overall Rating 1 2 3 4 B 6 7 8 9 10
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Look out, babe! Here comes Hollywood. Viacom New Media was
formerly ICOM Simulations, a true pioneer in interactive CD-ROM
entertainment. As the new name implies, the Viacom entertainment
conglomerate now owns ICOM, and CD-ROM will never be the
same.

You may or may not recall that ICOM’s classic Sherlock
Holmes, Consulting Detective series set the early standards for
CD-ROM games. In any case, Dracula Unleashed incorporates all
the lessons of the Sherlock Holmes series while raising the genre’s
production values to new levels.

By the way, Dracula Unleashed is a pretty faithful sequel to the
original Bram Stoker novel, Dracula. Although it helps to be famil-
iar with the Dracula legend, you don’t have to read the book in
order to complete the game. As Dracula Unleashed progresses,
you get enough background that you can figure out what’s going
on, what's at stake, et cetera.

The Story

The year is 1899, 10 years after Dracula was supposedly destroyed
by an intrepid band of vampire hunters. You, the player, direct the
actions of Alexander Morris (brother of Quincey Morris, the gallant
Texan who lost his life at the end of Bram Stoker’s elegant Victorian
novel). Alexander, who never learned the exact circumstances sur-
rounding his brother’s death, has received a cryptic letter from a
Romanian priest imploring him to go to London and investigate.

Once there, Alexander falls in love and becomes engaged to the
lovely Annisette Bowen. As the story begins, however, he receives a
bit of bad news: her father, Andrew, has passed away. This sad mes-
sage arrives while Alexander is being introduced to the members of
London’s prestigious (and snotty) Hades Club by Quincey’s old
friend Arthur Holmwood, the honorable Lord Godalming. Shaken,
Alexander returns home, retires . . . and faces the first of a series of
shocking nightmares that will haunt his sleep throughout the game.
The next morning he rushes to comfort Annisette. Andrew’s death
mask is not a pretty sight.
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Alexander eventually meets the rest of Quincey’s old
compatriots— Arthur Holmwood, Dr. John Seward, Jonathan and
Mina Harker . . . and Professor Abraham Van Helsing. Gradually,he
comes to learn the truth about his brother’s death—and the even
more horrifying truth about a new terror that stalks the London
night streets and threatens the very soul of civilization.

The Verdict

Dracula Unleashed is the closest thing to a true “interactive movie”
that I've seen so far. The video clips run smoothly, even on a rela-
tively mediocre machine. (I used a Dell 386DX/33 MHz with only 4
megs of RAM.) The acting is competent, the soundtrack is inspired,
and the overall atmosphere is wonderfully eerie. The only real draw-
back is the time-management structure of the gameplay, which
forces you to do so much backtracking (and reviewing of old scenes)
that some have found it exasperating at times.

* Ok %k

General Tips

The London “Times”

OK, it's a bad pun. Some locations are unavailable to Alexander at
certain times during the day. You may have already noticed that
maids and butlers will turn you away because somebody is not
home, or is gone for the day, or is resting, or whatever. These times
of availability can change from day to day.

As a general rule, however, the locations in Dracula
Unleashed are open to visitors at 7 A.M. except the Saucy Jack
Pub, which opens at 10 A.M. and closes at 2 A.M. The cemetery
always closes at 8 P.M.
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The Flythrough

Day One:
December 28, 1899

After viewing the opening scene (Alexander at Quincey’s grave, and
so on), exit Alexander’s room, take a carriage to Annisette’s house,
then click on her door to enter.

1. Annisette’s Home

Alexander comforts Annisette and finds the cloth in Andrew’s
hands. Write in your journal, then click on the door icon to exit.
(You can move the cloth you took from Andrew Bowen’s hand into
your Satchel, though you don’t have to—the game automatically
moves objects into inventory as you acquire new things.) Now take a
carriage to the Hades Club.

2. Hades Club

View the scene with the arrogant Goldacre, then write in your jour-
nal. Exit.

3. Holmwood Home

Learn the fate of the Holmwoods’ poor carriage driver; pick up the
Harkers’ address. Write in your journal, then exit.

4. Newsstand

The newspaper vendor talks about the mur-
ders, then mentions the Saucy Jack Pub.
(Note: If you don't get a paper today, you
won't learn about the Saucy Jack.) Write in
your journal to read the articles you clipped
from the paper, then exit.

5. Telegraph Office

Here’s the headline of the Daily Times Before entering, open your Satchel and move
for December 28, 1899. the calling card from Father Janos into the
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“At Hand” box so that you can send a telegram to him. Now enter
the office and view the scene. Afterwards, write in your journal—
you'll see the telegram you sent.

6. Harker Home

Meet the Harkers and watch their reaction
to your dreadful news, then write in your
journal. Exit.

7. Saucy Jack Pub

Meet Rebecca and hear the legend of the
eerie Bloofer Lady, then write in your jour-
nal. Exit.

A pub regular tells the story of the

8. Bookstore eerie Bloofer Lady, claiming he read

Meet the odd Alfred Horner and acquire about it in a book he delivered to the
the book on the Bloofer Lady. Write in Goldacre & Horner bookstore.
your journal. Exit.

Horner recalls the Bloofer Lady This book once belonged to Dr. John
legend with remarkable accuracy . . . Seward of the Purfleet Asylum —could
and great enthusiasm. he be worth a visit?
9. Asylum

Thwart the “loonie” attempting to escape. Write in your journal,
then exit.
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Regina Holmwood is lovely, gracious,
and full of sympathy for poor Leopold
Stransokowski, who lost his wife in a
“carriage accident” at a place called
Borgo Pass. (Do you know where that is?)

In exchange for Alexander’s
delivery, Harker gives this gift
for Annisette. Important: Deliver
it to her before 10 pP.Mm.

10. Holmwood Home

You can’t get past the stuffy butler until after 3
P.M., so “pass time,” if necessary until then.
Talk with Regina about Leopold Stran-
sokowski’s tragedy. Afterward, write in your
journal and exit.

11. Hades Club

View the scene with the pathetic Leopold,
who believes his wife is still alive. Write in
your journal, then exit.

12. Harker’s Office

Open your Satchel and move the Holmwoods’
gift to Quincey Harker into your “At Hand”
box. Then enter and watch the icy Jonathan
thaw a bit. Write in your journal; exit.

13. Annisette’s Home

Open your Satchel. Move the cross necklace
into your “At Hand” box. Alexander gives the
necklace to Annisette and listens to the

Juliet’s dream about Andrew and the

“angel in white” can be interpreted as

comforting . . . but really, doesn't it
give you the creeps?
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strange dream of Juliet Adams, who gives Alexander a red rose.
(Note: If you don't get the necklace to Annisette by 10 p.m., she
will become a vampire bride and kill you in the street.) Write in your
journal, then exit.

14. Saucy Jack Pub

Listen to the chilling story of the Demeter wolf. Write in your jour-
nal, then exit.

The sailor recalls the Demeter wolf’s . .. and its attack on his old mate
reappearance in the graveyard at Swales—*I swear that wolf reached
Whitby . . . for Swales with two arms as human

as yours or mine!”

15. Asylum

If it's not 10 P.M. yet, “pass time” until it is—
Seward’s aide will turn you away until then.
Enter and view the scene with the amiable but
somewhat overworked doctor. Write in your
journal, then exit.

16. Bookstore

Spy on Horner as he conducts his suspicious

aCthltleS erte in your journal; exit. A secret room? Looks Suspicious
(Note: There's a good chance you’ll be as hell . . . and really, I wouldn’t

detained for questioning by a police officer at rephrase that any other way.
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this point. You'll lose
some time, but that
shouldn’t hurt your game
yet.)

17. Home

Read the telegram from
Father Janos; he also sent
you Quincey’s knife. Then
sleep for the night. When
you awaken from your
nightmare about the
woman/wolf, write in
your journal. Exit.

Alexander suffers another unsettling
nightmare. Is it just weird dream logic,
product of the day’s odd revelations? Or
is there something to be learned? Here, a
white-clad Blooferish sort of Lady
transforms into a killer wolf of the
Demeter variety.

Day Two:
December 29, 1899

1. Annisette’s Home

Miss Culpepper will turn
you away until 7 A.M.
When you get in, listen to
Juliet’s latest dream about
Andrew. Write in your
journal and exit.

2. Asylum Juliet has another dream about Andrew.
Meet the delightful Ren- Again, the message is meant to be
field with Dr. Seward. comforting . . . but Juliet’s trance
Seward also gives you doesn’t look too healthy.

Van Helsing’s card. Write
in journal; exit.
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Alexander finds tracks of the Seward, clearly unsettled and over-
lupine variety on the floor. worked, can’t help you now. But he
passes you the card of his old mentor
in Amsterdam.

3. Harker’s Home

Move the rose into your “At Hand” box. Talk to Mina Harker; she’ll
ask to speak with you at Andrew’s funeral tomorrow. Write in jour-
nal; exit.

4. Telegraph

Move Father Janos’ card into your Satchel’s “At Hand” box before
you enter. View the scene, then exit. Write in your journal to see the
telegram you sent. (You can also send a telegram to Dr. Van Helsing
at this point, but that isn’t necessary.)

5. Bookstore

Horner is excited by your little accident. He certainly seems inter-
ested in the old cloth, too. Write in journal; exit.

6. Harker’s Office

Move the knife into your “At Hand” box. Alexander finally loses his
temper with the chilly Jonathan Harker. Write in journal; exit.
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7. Newsstand

The vendor believes Scot-
land Yard is closing in on
the murderer. Write in
your journal (to read news
clippings), then exit.

8. University

Before you enter, move : e
the piece of cloth (from  Here’s the headline of the Daily Times
Andrew Bowen) into your for December 29, 1899.

“At Hand” box. Then

watch Dr. Briarcliffe’s

interesting reaction to it. Write in journal; exit.

9. Hades Club

Goldacre confirms that he owns the Bookstore, then flips you a
coin. Write in your journal, then exit.

10. Holmwood Home

Listen to Arthur Holmwood tell his version of Quincey’s death.
Write in journal; exit.

11. Harker Home

If you arrive before 7 p.M., you'll be turned away by the Harkers’
maid. If you're early and you've completed the previously listed ten
steps for today, then “pass time” until 7 p.M.
and enter. Meet Van Helsing and hear his long
story of vampires, Quincey’s death, et cetera.
Write in journal; exit.

12. Annisette’s Home

Van Helsing examines Juliet, who gives Alexan-
der a letter for Devlin Goldacre. Be sure to
write in your journal before exiting this time!

-

Juliet has the wounds of the nosferatul!
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13. In the Street

This scene happens automatically. After you are attacked by the
Bloofer Lady and saved by Dr. Van Helsing, write in your journal.
Then take a carriage to the Hades Club.

14. Hades Club

Move dJuliet’s letter to Goldacre into your “At
Hand” box. Enter and watch Alexander
deliver it to the pathetic Goldacre. Write in
your journal; exit.

15. Bookstore

Move Goldacre’s keys into your “At Hand”
box and enter. Alexander will discover
Horner’s bloody little secret, as well as an old
manuscript. Write in your journal, then exit.

Keep Goldacre’s keys “At Hand” when
16. Saucy Jack Pub you try the bookstore at night. If you do,
Alexander will discover Horner’s bloody
little secret and this old manuscript of
Middle European origin.

Listen to the cheery song about the Bloofer
Lady. Write in journal; exit.

17. Home

Check for telegrams. (There should be a sec-
ond one from Father Janos, mentioning the
knife and vampires.) Sleep. You'll have a grue-
some dream about Quincey in the Pub. When
you awaken, write in your journal.

Day Three:
December 30, 1899

1. Annisette’s Home Annisette offers her gift from the
Harkers to Juliet, who reacts violently
by knocking the cross necklace
to the floor. Not a good sign. Is it
too late for poor Juliet?

Juliet is worse, thanks to Annisette’s concern
about odor. Goldacre is his usual charming self.
Write in journal; exit.
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2. Newsstand (you

should have time before
the 10 A.M. funeral).

View the scene, then write
in your journal (to read the
clippings). Exit.

3. Harker’s Home (if -
you have time before the Pt =

10 A.M. funeral). Here’s the headline of the Daily Times
for December 30, 1899.

Move Harker’s journal
“At Hand” and enter.
Alexander returns the
journal to Jonathan Harker. Write in your journal, then exit.

4. Cemetery

The ceremony begins at 10 A.M., but you can be late as long as you
arrive before 11 A.M. (Note: If it’s just a few minutes before 10:00
A.M., open your watch and click on “Pass Time” to move ahead. If
it'’s an hour or more before 10 A.M., go visit someone else.) View
Alexander’s meeting with the Reverend. (This only happens if you
gave Mina Harker the rose back on Day Two.) Write in your journal,
then exit.

5. Asylum

Move the blackjack into your “At Hand” box and enter. Alexander
will use it to save Van Helsing from Renfield’s attack. Write in your
journal; exit.

6. Holmwood’s Home
View the uneventful post-ceremony gathering. Write in journal; exit.

7. Saucy Jack Pub

Move the Romanian manuscript “At Hand” and enter the pub.
Watch Alexander inspire the dejected Van Helsing. Write in your
journal, then exit.
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8. University

The Romanian manuscript should still be “At Hand.” Enter and
watch Briarcliffe examine it. Write in journal and exit. Then move
the gold coin “At Hand” and re-enter. Again, Briarcliffe examines it.
Write in your journal; exit.

9. Bookstore
Alexander asks Horner about vampire books. Write in journal; exit.

10. Home

View your telegrams. (There should be one from Briarcliffe that
includes a package containing the old burial cloth.) Write in your
journal, then exit.

11. Hades Club

Move the burial cloth “At Hand” and enter. Stransokowski recog-
nizes it and loses his composure. Write in journal; exit.

12. Harker Home

The meeting won'’t begin until 6 P.M. or later. Move the Romanian
manuscript “At Hand” and enter. Van Helsing announces the return
of Dracula. The others have trouble believing it until Alexander pro-
duces the manuscript. Write in your journal, then exit.

13. In the Street

(This happens automatically when you leave
the Harker home.) Alexander and Van Hels-
ing are nearly attacked by a wolf. Write in
your journal, then take a carriage to
Annisette’s home.

14. Annisette’s Home

Don’t be depressed by the fact that you e A — p—
“failed” Annisette—this is supposed to hap-
pen. Write in your journal, then exit.

R . ¥

a1

Uh-oh. Looks like Annisette forgot to
wear her cross necklace to bed.
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Day Four:
December 31, 1899

Hint: Avoid the Bookstore today! You'll only get knocked uncon-
scious by Horner and lose a good deal of precious time.

1. Harker Home

After 7 A.M., enter and view the scene with Mina; she’ll give you a
cross blessed by Reverend Jenkins. Write in journal; exit.

2. Telegraph

Move Father Janos’ calling card “At Hand” and enter. After viewing
the scene, write in your journal to see the telegram you sent. Exit.

3. Harker’s Office

At the meeting, Seward learns of a fire at the asylum. Write in jour-
nal; exit.

4. Home

Check your telegrams. There should be two. Read the one from Bri-
arcliffe first; it concerns the old manuscript. Write in journal, then
click on the Telegram icon again. Now read the one from Dr.
Seward; the delivery includes a Dictaphone tube as well. Write in
journal; exit.

At the university in response to . . . and Briarcliffe. Well, some of
Briarcliffe’s telegram, Alexander Briarcliffe, anyway.
finds a note, some keys . . .
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5. University
Alexander gets a gruesome shock. Write in your journal, then exit.

6. Asylum

Alexander takes a stake and a mallet from the smoky asylum. Write
in journal; exit.

Larceny for a good cause: Alexander
finds a stake in the ruins of the smoky
asylum and takes a mallet from a
nearby tool box.

Alexander must arrive at the cemetery
between 12 noon and 1:00 pP.M. for
Juliet’s funeral service. Here, Devlin
Goldacre places a crushed white
rose on Juliet’s crypt.

7. Cemetery

The funeral for Juliet begins at 12 noon; you can be late as long as
you arrive by 1 P.M., but time is so tight today that you'd best arrive
as early as possible. Enter and view the ceremony. Write in journal;
exit.

8. Annisette’s Home

Van Helsing calls for a rendezvous at Juliet’s tomb. Write in journal;
exit.

9. Saucy Jack Pub

Alexander gets a note from Arthur Holmwood. Write in your jour-
nal, then exit.
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10. Harker’s Office

Here’s the headline of the Daily Times
for December 31, 1899.

11. Newsstand

Pick up the latest edition of the Times, then
; 7 : write in your journal to see the articles
A 5 Alexander found most interesting. Exit.

Move the Dictaphone tube from Seward into
your “At Hand” box, then enter. Listen to the
recording of Renfield raving, “life after life
after life . . .” Write in journal; exit.

12. Holmwood’s Home

View Alexander’s conversation with Regina
Holmwood. Write in journal; exit.

13. Hades Club

Write in journal; exit.

14. Harker’s Home

your journal, then exit.

15. Cemetery

You must get here at
dusk—that is, after 5
P.M., but before the gates
are locked at 8 p.M. (Note:
If Juliet is not destroyed
by 8 p.M., she will find,
seduce, and kill Alexan-
der.) Don't forget to move
the stake and mallet into
your “At Hand” box
before you enter the

Alexander overhears a conversation between Goldacre and Horner.

Mina speaks of her psychic connection with the Count. Write in

Van Helsing saves Goldacre with his
cross, forcing Juliet to levitate back
into her crypt.
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cemetery. View the scene in which Alexander, Van Helsing, and
Harker face Juliet. Write in journal; exit.

Note: Do not go to the Holmwoods’ home anytime around 9
P.M.! Dracula awaits and will kill Alexander.

16. Saucy Jack Pub

Alexander finds a napkin full of odd drawings
left by Goldacre. Write in your journal, then
exit.

17. Annisette’s Home

Van Helsing discovers that Annisette has been
attacked again. Write in journal; exit.

18. Home

Check for telegrams. There should be one The sketch appears to depict many
from Father Janos explaining Dracula’s “res- crosses hung on several walls of a room.
urrection.” Write in journal; exit.

19. Annisette’s Home

If it’s not yet 9 P.M., open your watch and
“pass time” until then. Enter and meet Drac-
ula himself at last. Write in journal; exit.

20. Harker’s Home

Mina arrives unexpectedly. Write in journal;
exit.

21. Annisette’s Home
Annisette is gone! Write in journal; exit.

The Count changes quickly to his
wolf form and leaps to escape over
the outside wall.
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22. Holmwood’s Home

Alexander discovers Regina’s stony fate. Write in your journal, then
exit.

A quick stop at the Holmwood home She tumbles to the floor and shatters
reveals Regina standing stiffly in a into a thousand pieces.
dark room.

23. Hades Club

You can’t get in until 12 midnight, so “pass time” if you have to.
Important: Move the blessed cross to your “At Hand” box. (If you
don’t have the cross, Dracula will literally tear your heart out.) Enter
and view the destruction of the Foul Fiend. Afterwards, click on the
door icon to see the Epilogue.

Publisher: Viacom New Media

To order, contact:
Viacom New Media
648 S. Wheeling Road
Wheeling, IL 60090

For direct orders, call:
1-708-520-4440
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bDragonsphere

Word from the Bird
The Condor’'s Scorecard
Story/Writing I e 3 4 5 6 1 8 9 10
Atmosphere 1 2 3 4 5 6 7 8 9 10
Gameplay 1 2 3 4 5 6 74 8 9 10
Visual Quality 1 2 3 4 5 6 7 8 9 10
Originality 1 2 3 4 5 6 7 8 9 10
Overall Rating 1 2 3 4 & 6  j 8 9 10
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OK, this game does have a dragon in a sphere (though you don’t do
anything with it). There's a spirit world, too. There’s magic.
Shamans. Enchanted lands. Shapeshifters. Faeries, sprites. Guys
with butterfly wings. And beasts. Don’t forget the beasts, man.
Beasts with tentacles. Big frogs. Things like that. Meanwhile, the
plot features an evil sorcerer, a brave king, and a conniving roval
brother.

Sound familiar?

Yeah, it sounds familiar. If you're even a casual computer adven-
ture gamer, you sit up and say: “Geez, another? Already?” Well,
frankly . . . although I'm actually reviewing a MicroProse game called
Dragonsphere, | couldn’t truthfully answer “No” to that question.

Are You a Good Clone . . . or a Bad Clone?

In the manual, Dragonsphere designer Doug Kaufman actually
admits it: “There’s no sense in trying to deny that the fantasy AGA
[animated graphic adventure] market is a dangerous one. The fine
King’s Quest series from Sierra virtually defines the state of the art.”
So what does he do? He goes out and designs Son of King’s Quest.
[ wouldn'’t exactly call it plagiarism or a ripoff. Yet somehow, “deriva-
tive” isn’t a strong enough word to describe Dragonsphere.

But wait, don’t stop reading vet! Because darned if Dragon-
sphere isn’t a pretty decent clone job. Despite its lack of originality,
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it's a remarkably competent adventure. All aspects of the standard
AGA package as defined by the King’s Quest series—kings on
quests in whimsical worlds, clever puzzles, stunning graphics and
animation, atmospheric music and sounds—all of that is done quite
well in this game.

But the story . . . well, except for one clever mid-point plot
twist, there’s not an original bone in Dragonsphere’s body.

The Story

You begin the game as a fellow named Callash. The good news is that
you're the newly crowned king of Gran Callahach. The bad news is
that a powerful sorcerer named Sanwe hates your guts. Sanwe was
imprisoned in his Hightower retreat by your father’s court wizard,
Ner-Tom. The entrapment spell, known as Dragonsphere, has a shelf
life of 20 years. You were a 13-year-old boy when the spell was cast.
You're 33 now. Do some subtraction. Guess what time it is!

Off you go to confront the evil. You seek powerspheres, one in
each of your kingdom’s three lands. The red one’s in Brynn Fann,
land of mischievous faeries and sprites. The yellow one’s in the
desert region of Soptus Ecliptus. The blue one’s in Hightower itself,
well guarded by Sanwe. You need a sphere from the weird,
shapeshifting land of Slathan ni Patan—where every rock and tree
has eyes. Or maybe an ear.

Back home, your jealous brother MacMorn is stirring things up
with Mom. You know the score: dark palace intrigue, stunning
betrayals—your standard dysfunctional royal family. Meanwhile, you
outwit things. You teleport things. You hop across chasms, turn into
snakes and such. Yeah, it's a wild, whacky, king’s-questing kind of
world, burning off the screen in 256 blazing colors. Man, you even
get to make a ratsicle.

The Verdict

Alright, maybe I slapped this game around a bit . . . but overall, |
honestly enjoyed Dragonsphere. In fact, I liked it a bit better than
King’s Quest VI. | just wish it didn't feel like King’s Quest VII.
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Maybe next time the MicroProse design team can attach its compe-
tence and true love for the fantasy genre to a story that feels slightly
less worn.

* K X
General Tips

Dialogue

The MicroProse adventure-game engine generally expects you to
ask everything you can ask of every character you meet.

The Signet Ring

Invoking the signet ring will automatically transport you to the
Waystation just outside the castle. If you play the game right, you'l
never need to do this. Nice of the designers to drop it in as an all-
purpose escape route.

* K K

The Flythrough

Note: The following solution path is for Dragonsphere in its Chal-
lenging mode. To find solutions for Novice mode, you might want to
check the Infant Intelligence section of your local bookstore.

The Castle (First Time)

King's Bedchamber

The game begins in the King's Bedchamber, with Callash lying on
his bed. Click anywhere to get him going; he’ll wash up and put on
his travelling clothes. Open the book on the nightstand. Go through
the door at the far right into the Queen’s Bedchamber.
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Queen’s Bedchamber

Try to take the Queen'’s diaries from the lower bookshelf on the far
left wall. Go through the door at the bottom of the screen to enter
the hallway. Walk directly across the hallway into the Ballroom.

Ballroom
In the Ballroom, take the goblet from the table on the left, then take

the bone on the floor near the table on the right. Then walk through
the door into the Throne Room (at bottom of screen).

Throne Room

Say anything to MacMorn. When he leaves, look at the Dragon-
sphere sitting on the table between the two thrones. You'll get a
close-up look; touch the sphere and go back to the throne-room
wide shot. Go through the door on the back wall at the left to enter
the Meeting Chamber.

[ffeeting Chamber

In the Meeting Chamber, look at the bookshelf, then pull the books.
(Place the cursor at the middle of the lower bookshelf to find the
books.) Now pull the large tapestry at the far right to reveal the
secret door. Forget about the door for now; go back through the
Throne Room into the Council Room at the bottom of the screen.

Council Chamber

After the Queen and the Queen Mother “gift you” and exit, take the
sword and the shieldstone from the council table. If you want, you
can read the two documents on the left side of the table. Return to
the Throne Room, then exit through the far right door into the
Courtyard.

Courtyard
Walk through the castle gate into the Waystation.
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Welcome to Callahach. It’s not
exactly Oz, but then again, it’s not
exactly Cleveland either.

Waystation

Talk to the shapechanger sitting to the left. Talk to the Soptus Eclip-
tus, who is standing to the right, at the merchant’s stall. Then talk to
the faerie sitting to the far right. Now go east until the map screen
of the Kingdom of Callahach appears. Click on Slathan ni Patan, in
the upper right.

olathan ni Patan: Land of the Shapeshifters
(First Visit)

Guard Post

To get past the border guards, keep demanding to get in until you
get the option of giving them something. Select that option, then
give them anything except the shieldstone. Tell the guards it wasn't
a bribe; they'll let you go. Walk down the path to the east until you
reach the pool monster.

Pool ffonster

Throw the shieldstone at the pool monster. Take the tentacle rem-
nants that appear, then walk east down the path to the bearded
shifter sitting on the rock.

102



Chapter 6 Dragonsphere

Wise Shiiter

Talk to the bearded shifter to get the polystone. (If you don't get it
the first time, talk to him again.) Ask him everything; he’s loaded
with information. After you exit the Cave of Shifting Dreams with
the doll, you can talk to the wise shifter again and ask more ques-

tions. Or you can just go west on the path until you return to the
Guard Post.

Guard Post

Talk to the guards and ask to get back the item you gave them upon
entering Slathan. After the cut-scene, you’ll return to the map
screen. Click on Brynn Fann.

Brynn Fann: Land of the Faeries (First Visit)
{ifaze Enfrance

Talk to the faerie guard on the rock. Take the nicest, most courte-
ous dialogue path to get past him into the maze.

Sprites
The sprites are mischievous little liars. Keep talking to them until the

first letter of the sprite’s name matches the first letter of its color—
for example, a yellow Yvonne, a red Ralph, a blue Bart, etc. Then

Your mom told you to never
trust a sprite, and darned if
she wasn'’t right.




Sure, the Butterfly King is
gorgeous . . . until he starts
asking those ugly questions.

ask if it's safe to cross. Ignore their response and go. It may not
actually be safe, but try anyway. Sooner or later you'll make it.

The Butterily King
Talk to the Butterfly King. When he gives you the first quiz, give the
following answers:

1. Anyone.

2. I don’t know.

3. Home.

4. [ don’t know.

5. Twon't like it.
He'll give you the red powerstone. Thank him. Then, when he gives
the second quiz, give the following answers:

1. They like to test their limits.

2. The Race of the 500 Chariots.

3. Because he ravages and destroys the land.

After you pass, ask the Butterfly King everything you can, sav-

ing the question about the oracles for last. He'll give you a carved
bird. Forget the toads for now and go back east to the map screen.
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odoptus Ecliptus (First Time)

The Trader

Take a bone from the pile at the right (if you don't already have the
one from the ballroom). Talk to the trader. Answer “No” to his first
question, then “Yes” to his second question. He'll give directions (in
Soptus) to the Caliph's tent. Shab is north; Falla is south; Ecliptus is
west. Popo just means and. Follow his directions to the oasis.

Qutside the Caliph’'s Tent

Talk to the shaman to get the yellow powerstone. Talk to the
Caliph’s guard to get inside the tent. (Be respectful; it will mean
fewer gem games to earn prizes inside.)

Jnside the Caliph's Tent

If you are effusive in your praise, and not too eager to get down to
business, you will get to see the belly dance. More important, you'll
also have to win fewer games to get prizes. When the gem game
begins, play until you've won three prizes. Then exit the tent, go
east to the map screen, and click on Hightower.

The Mountain (Going Up)

Base of [fTountain

Talk to the stranger peeking out from behind the boulder. Choose
the nicest path to get the amulet. (If you don’t get it here, you can
still get it later.) Climb up the rough stone at the right to the next
screen—the shak nest.

shak Rest

Take the black feathers on the rocks just to your left. For fun, you
can use the sword to carve up the bird figurine, then “make noise”
with it. Talk to the shak, but don’t admit you’re the king! Then con-
tinue climbing up.
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Oh, those whacky shaks!
This one blocks passage to
its nest, where valuable
adventure-game inventory
items await.

The Tionster

At the next level up, use the sword to attack the monster (after you
converse with Llanie.) Go west to the other side of the waterfall.
Take mud from the dark spot on the ground right next to the water-
fall, then go back east one screen and climb up again to the base of
the tower.

The Tower

Base of Tower
Take the path around behind the tower. When the vines grab you,
give these answers to their questions:

1. Red

2. Leg

3. Beef stew

Walk in through the tower door.

The Eye Chamber

Throw mud at the eye guardian on the far right wall. Go through
the east doorway.
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Room of [Tagic

Take the music box on the pedestal at the left. Take the vortex
stone from the dresser in the back left corner. Go through the east
door into the Science Room.

dcience Room

Use the vortex stone to take the magic from the rope/snake. Take
the rope. Take the flask on the lab table and put it on the metal
plate in the middle of the table. Open one of the petcocks at the top
of the bubbling glass-ball retorts, then take the flask full of acid.
Open the rat cage at the bottom right of the screen, take the dead
rat, put it in the freezer, then take the contents of the freezer (click
on Take, then on the freezer window). Go west until you reach the
elevator shaft.

Elevator Shaft ({ifiddle)
Go through the back doorway into the Dungeon Room.

Dungeon Room (First Visit)

Take the torch from the wall, back left corner. Pour the contents of
the acid flask on the floor. Tie the rope to the manacles on the wall
(near the hole). Go south, back to the elevator shaft, and push the
top button to go up.

Elevator Shait (Top)

Put the ratsicle on the door frame. Then put the tentacle parts (from
the Slathan pool monster) on the door frame. Push the button to go
down. At the middle level, push the lower button to go down again.

Elevator Shait (Bottom)
Go through the doorway into the Stone Pedestal Chamber.
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Stone Pedestal Chamber

You'll automatically put the torch into the wall. Exit south and take
the elevator back up to the middle level.

Dbungeon Room (Second Visit)

Go into the Dungeon Room and use the GO-arrow to go down
through the hole and get the blue powerstone. Go back to the eleva-
tor shaft and push the top button.

Waterfall fTachine

Walk through the machine room doorway on the back wall. Put the
teleport door in the window. Go back to the elevator shaft and walk
through the east doorway.

Long Corridor

Walk across the iron-floored corridor, then walk through the dragon
doors.

Sorcerer's Room

During the first pause, use the polystone to mimic the blue power-
stone. During the second pause, throw the blue powerstone at the
circle of the spheres. After the cut-scene, take the black sphere on
the floor near the bottom center of the screen. Take the map on the
back wall just above the bookshelf. Then, from the chest at the far
right, take the crystal ball and the spirit bundle. Walk out through
the doorway to the west.

Base of Tower

Walk down the path around the tower, then down the path to High-
tower.
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Here’s poor Pid on pillars,
plunging. His scream and
the splattering-body-sack
SFX really add zest to the
whole experience.

The Mountain (Going Down)

Middle Level

When you arrive at the ledge, walk west past the waterfall. Continue
west past the shak until you reach the stone pillars.

Pillar-Jumping

Follow the directions on the map (from the Sorcerer’s Room) to get
to the other side. For your convenience, here’s the jumping pattern,
step by step: First, jump to the pillar at the upper right corner, then
jump W, S, E,S,S,W,S,W,N,N,N,N,W,W,S,E,S, S, S, W,
N, N, then W to the other ledge.

ohak’'s Rest
Take the belt.

Bottom Level
Walk east past the waterfall to the cave behind it, then go in.
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Hermit's Cave

Put the spirit bundle on Llanie, then use the doll to heal Llanie.
When it fails the first time, talk to Llanie and build the following
poem: “Thou art a rose—but no! For no rose as fair did ever grow
in any land.” The use the doll again to heal Llanie. She will recover
and give you the parchment. Walk out through the cave entrance (at
the bottom of the screen) and go back east, then south to the map
screen. Click on Soptus Ecliptus.

doptus Ecliptus (Second Visit)

The Desert

From the trader’s tent, go in any direction except east to get to the
oasis.

Qutside the Caliph's Tent

Talk to the Caliph’s guard. Tell him you wish to continue the game
of sands.

dnside the Caliph’'s Tent

Tell the Caliph that, yes, you are a friend of King Callash, so that
you'll only have to win one game per prize instead of two. Then
play until you win two more prizes. After you drink the Soptus
Soporific, heal yourself with the doll; you'll end up outside the tent.
Go east until you hit the map screen, then click on Slathan ni Patan.

Slathan ni Patan: Land of the Shapeshifters
(Second Visit)

Guard Post

To get past the border guards, admit that you're a plain shifter who
wants to go home, tell them they've “got the wrong guy,” offer to
go only as far as they can see, then offer them a gift. Give them the
Soptus Soporific. After you all drink, heal yourself with the doll,
then go east down the path.
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Cave of Shifting Preams (Qptional)

You can go inside the cave and see a new dream/prophesy, if you
want. After you exit, go east one screen.

@Green Monster

When you reach the green monster, use the doll to heal the mon-
ster. Walk through the newly created arch into the shifter village.

shifter Village

Talk to the sitting woman. She’ll return your shifter ring. Go down
the path to the south. Return all the way to the map screen, then
click on Soptus Ecliptus again.

soptus Ecliptus (Third Visit)

The Desert

From the trader’s tent, go in any direction except east to get to the
oasis.

Qutside the Caliph's Tent

Put the feathers on the bone, then put magic into the “partial bun-
dle” with the vortex stone. Talk to the shaman and give them the
spirit bundle.

Spirit Plane
Go east to the floating disks.

Floating Disks

Again, jump from disk to disk, following the map, but this time mir-
ror the route. First jump onto the disk at the upper left corner, then
ump E, S, W, 8§, 5, E,S;E,N, NN, N,E,E, S5;W, S, S,S,E, N,
N, then finally E to the far ledge.
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If you got this far with the roc,
congratulations . . . but you're
only halfway home. To get what
you need, execute a sphere

switcheroo.
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Snake Pit

Use the shifter ring to shift into a snake.

Roce's Rest

Use the vortex stone to take magic from the grapes. Wait until the
roc eats the grapes and they don’t reappear, then throw the dates
(won as a game prize from the Caliph) at the roc. Take the soul egg
from the nest. Put the black sphere (acquired in the Sorcerer’s
Room) into the nest. Go west, talk to the shaman, and ask to
return.

Return from Spirit World

Once you're back, head east to the map screen, then click on Brynn
Fann.

Brynn Fann: Land of the Faeries (Second Visit)

[fTaze Entrance
Go west until you reach the toads.
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Toads

Give the flies (won as a prize from the Caliph) to the toads. After
you snatch the key-crown, go east to the map screen and click on
Gran Callahach.

The Castle Refturn

Waystation

When the guard captain confronts you, tell him you've done only
good for Callahach, admit you're a shapechanger, but explain that
you didn’t Kill the king. Try to explain what has happened, then
point out the Queen Mother’s evil and ask if there is something you
could give him to let you go. Use the doll to heal the guard captain.
After the cut-scene, jump down the well.

Bottom of Well

Take the rare coin near you on the bank. Use the shifter ring to
shift into a seal. Optional: You can swim down the river to the left
and talk to the Queen in the dungeon. Swim to the far bank and
gaze into, then invoke, the crystal ball. Take the emerald, then walk
to the trapdoor.

Hey! What are you
doing to that guy’s eye?
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Stair Trap

Before stepping off the stairs, put the statue on the stairway. Then
walk down the passageway to the west.

Darkness Beast

Speak the words on the parchment, then go down the passageway
to the west.

King's Soul Chamber

Shift into a bear, then pull the king. Give the soul egg to the king.
Walk through the door to the north.

Stairway

Push the wall switch, then put on the key-crown. (If it doesn’t work
the first time, try again.)

Meeting Chamber

Shift into a bear, then use the sword to attack MacMorn. Invoke the
amulet.

Publisher: MicroProse Software

To order, contact:

MicroProse Software

180 Lakefront Drive

Hunt Valley, MD 21030-2245

For direct orders, call:
1-800-879-PLAY

114



Eric the dnready

Word from the Bird

The Condor’'s Scorecard
Story/Writing 1 2 2 4 5 6 & 8 9 10
Atmosphere 1 2 3 4 5 6 7 8 9 10
Gameplay 1 2 o 4 5 6 7 8 9 10
Visual Quality 1 2 3 4 5 6 & 8 9 10
Originality 1 2 3 4 5 6 7 8 9 10
Overall Rating 1 2 3 4 5 6 7 8 9 10
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Eric the Unready is a brilliant satire of the well-worn fantasy adven-
ture game “saga” . . . and just about everything else, come to think
of it. True, designer Bob Bates has no real focus as a writer, and no
specific target for his satire other than popular culture. The Official
Hint Book from Legend admits that “Both Bob and his family are
relieved that his years of watching late night TV have finally paid
off.”

But Eric’s lack of narrative flow is offset by its hilariously sub-
versive attitude. Bates is a master of line-by-line comedy writing. It
pays off hugely, again and again. Game shows, Star Trek, Clearing-
house sweepstakes, beer commercials, Hollywood agents, the
islands of Fantasy, Gilligan, and Monkey—everything takes a few
deserved shots to the head.

In fact, the best grenades are lobbed at the badly overripe
medieval sword-and-sorcery genre itself; for example, a wizard
named Bud sends Eric on a quest for such mythical items as the
Crowbar of the Apocalypse, the Pitchfork of Damocles, and the
Raw Steak of Eternity.

The Story

After a prologue in a barnyard, Eric meets the lovely princess Lore-
alle (of the great hair), who is subsequently kidnapped by her wicked
queen stepmother and stashed away in the castle of an ugly, evil
witch. (Story consultant: Susan Faludi.) A saviour is needed, and
when Eric pulls Excalibanana from the stone, he proves he is worthy
of the task.

So Bud the Wizard lays out the requirements, and Eric braves a
number of amusing situations—including a rendezvous with the
Swamp Trek crew. (Kirk pilots a log raft; Bones is but a skeleton of
his former self; Mister Zulu points the way with his spear.) He also
has to deal with the God of Short Term Memory and a bunch of
other stuff that, now that I think of it, doesn’t sound funny out of
context either. Trust me.

Once you gather the requirements (the Bolt Cutters of Doom, et
al.), you confront the witch (who looks remarkably like Margaret
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Hamilton), solve some puzzles, stop the wedding, blah blah blah,
and then you win.
Oh yeah. In the end, there is a duck.

Verdict

The graphics are fine, the sound’s fine—yeah, Okay, Okay! The
hell with all that, though. Put the beeps of a PC Internal Speaker
behind stick people on the screen, and Eric the Unready would still
be one of the Top Computer Adventure Games of 1993-1994,
Because despite its disjointed, episodic plot, its total lack of charac-
ter development, its klunky and cluttered interface, Eric the
Unready features the funniest computer adventure game writing I've
ever read.

* ¥k Xk

General Tips

The Torus dnquirer

A new edition of the newspaper appears each day. Be sure to take it
and read it when you come across it; lots of useful and amusing stuff.

The Wedding Ceremony

This is a must. Save your game in the Witch's Castle before you
carry out the necessary actions with the chandelier. Then forget the
chandelier, get into the wedding cake and enjoy the text of the com-
plete, uninterrupted wedding ceremony.

My favorite parts are the ritual Exhumation of the Groom'’s
Great-Grandparents, followed by the exchange of vows (“Do you,
Beast, take Lorealle to be your chattel . . . ?”) and the traditional
Beheading of the Best Man.

* K Kk
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The Flythrough
Day One: The Farm

If you aren’t a software pirate and actually bought the game, you
probably have an Eric the Unready game manual. On page 26 of
the manual, you'll find the game’s opening moves. But here’s a
quick-start version:

Enter the barn. Open the chest and take all. Exit. Enter the
privy, take the newspaper, tie the rope to the hook, and go down
the hole and give the Hog-Wild to the pig. Go up, exit, kiss the pig,
then go back in the barn.

* K %

Day Two: The Quest Begins

Keep trying to take the card that sits on the bed until your squire
frees you. Get off the bed, take the helmet, and exit the Barracks
into the Courtyard. Do anything; the Sergeant-at-Arms will drag you
to the Union Hall. After you're assigned the quest, go west into the
Village Square.

Go to Ulric’s. After Ulric gives you the torch, go to the Feasting
Hall and take the kindling from the fireplace. Go to the Ice Cream
Shoppe, put kindling in the fireplace, and light it with the torch.
(Bobbin will give you his earmuffs.)

Go to the Armoury and give Giovanni the card. (If you don’t
have it yet, go back to the Barracks and get it.) When he asks for
measurements, look them up on page 2 of your Eric the Unready
game manual or steal them from here:

Gorget 16 Helmet 14
Cuirass 1 Pauldron 5
Vambrace 6 Gauntlet Gothic
Tasset 99B Cuisse Brown
Poleyn 25 Greave 22
Sabaton 6E
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Pull Excalibanana from the stone
to prove your worthiness, then
Bud the Wizard will lay out your
quest. Can you find the Raw
Steak of Eternity, et al.? Don’t
forget to throw the banana in the
duck pond when Bud leaves.

Put on the cloak Giovanni gives you and look in the pocket. Take
the packet, open it, and take the bean. Go to the Village Green and
get water with your helmet. Now go to the Courtyard, plant the
bean in the garden, water the bean, then climb the beanstalk. When
you hit the ground after your encounter with Bud the Wizard, go to
the Ice Cream Shoppe and buy the root beer float with the coin. A
new coin will appear. Give that coin to the Bard in the Village
Square. (Coins will continue to appear.) To keep awake, put on the
earmuffs.

Go to the Feasting Hall. Ponce will follow and put all the knights
to sleep, including the guard. Go upstairs. When you return to the
Hall, try to exit until Bud appears. After he transports everyone to
the Village Green, pull Excalibanana from the stone. After Bud fills
you in on your quest, throw the banana in the duck pond.

* K ¥

Day Three: The Cemetery.
The Forest. and the Cavern

Take the newspaper from the sepulchre and read it. Then go west
through the forest. Pour root beer on the roots of the tree blocking
your path. Go west one screen, and at the foot of the tallest tree,
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move the branches, open door, go down stairs. You'll come to the
front porch of the small white house. Open the mailbox, take the
mail, and read it.

Go west into the cavern and enter Fran’s Rock Emporium.
When you leave, Fran will give you a pickaxe. Go back to the door
of the white house, pull the board with the pickaxe, and enter. In
the Living Room, roll up the rug and open the trap door. Use the
key to open the trophy case, then take the beard.

Go upstairs. If you try to take the pile of bones, you’ll discover
Fondor Bindlecrank’s driver’s license. Now you can claim that
sweepstakes prize. Go to the Clearinghouse. Of course, you need to
look like a 3-foot, 6-inch dwarf, so put on the beard and get on your
knees before you go in. Give the mail to Ed McDwarf and show him
the license when he asks for ID.

At the ferrous wheel, stand up and take off the beard. Wait until
somebody gives you a 20-Zonkmid piece. Go to Fran’s and buy the
starter rock (he’ll give you a free bungee cord too), then go to the
Card Game booth west of the ferrous wheel to win the slingshot.

Go back to the ferrous wheel and pull the lever. Sit in the chair,
put the starter rock in the slingshot, then press the green button.
When you get to the top, shoot the lever (or the red button) below
with the rock to stop the wheel. Stand, then take the pitchfork.
Now tie the bungee cord to the branch and jump.

Take the headrest rock that Fran gives you to the upstairs Bed-
room of the white house. Drop the rock and stand on it to pull
yourself into the attic. Once there, your next move must be to push
the stone slab. (Otherwise, you will be eaten by a gnu.)

* K X

Day Four: HoJo Tavern and Blicester Castle

Go into the Tavern, take the newspaper and read it. Take the
coupon from the book in your backpack and offer it to Bruce. Order
the Mead Lite from the menu, then exit. Go west to Blicester Castle.
Climb the rungs. When the bush burns away, take the roddenberries
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(you'll need them on Day Seven) and follow the new northwest path
until you reach the open back of the castle.

Go east to the stables. Give Mead Lite to the oaf, then take the
branch. Return to the Keep and give your Tort-Ease to the turtles. Go
northwest around to the front of the castle, climb the rungs, then dip
the branch in the flaming pitch to make a torch. Go downstairs to the
Keep. Melt the wax seal with the torch, then press the key into the
blob of wax. Take the wax, go northwest around castle, then east to
the Tavern. Give the wax to Howard. He'll make a key that you can
take back to the Keep. Open the door with the shiny key.

Mead
Mead Classic
Mead Dark

Heavy Mead [
Mead Bull
Diet Mead
filcohol-fres Mead
Caffeine-fres Mead
Mead spritzer
Mead shooter

Mead Dry
Mead Genuire Draft
Mead Florentine
Smokey Mountain Mead
Grog

Order the Mead Lite from the
menu at HoJo Tavern . . .

. . . then give it to the obnoxious
oaf in the Blicester Castle stables.
When they have their “less
taste/more filling” argument, grab
that branch.
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Wheel of Torture Answers
(in order from 100 to 400)

Religion ol A o
Potpourri s P i
Weapons ‘B’ Poasy -1 2
More Weapons ‘B’ y W
Legal 7, S A |
Famous Sayings Bjorn 308,33
Places to Avoid 23, £30al
Mythology 2at2ees. US
Geography O A
* % K

Day Five: The Fair and the Pragon

Go to the Pavilion of Tomorrow and pull the shade. Take the rubber
band and put it around the viper's mouth. Tie your bungee cord to
the aardvark, then stand on the loose floorboard. First, take the
leech, then take the black marble from the catapult. You'll end up
with the chamberpot exactly where you need it.

Go to the Shooting Gallery and shoot the crossbow at a target to
win a chicken or a whoopee cushion. Then go to the Fool's Pavilion
east of the Stockade and “hit” the judges with the chicken (or sit on the
whoopee cushion) to earn your fool’s cap. Be sure to put on the cap.

Go to the Amphitheatre and watch the shows. When the Jug-
glers Vain appear, throw the leech at them, then take the gloves left
behind. Put on the gloves and climb the maypole in the Fair-
grounds. After either of Lily’s shows, take the invitation note to her
“dwessing woom” and give her the boa. She'll give you a “weed”
and another task to perform.

Ignore Lily's second task. When you leave her room, the “weed”
becomes a “reed” for the musician who frequents the shell game.
Go to the Shady Area, wait until the musician appears, and give
him the reed. He'll give you his sunglasses. Put them on. Their
magic will allow you to play the shell game and win.

Take the woodcuts to the Shooting Gallery and give them to the
barker. Exit while he’s preoccupied. You now have the crossbow.
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Ignore the dragon’s “vul-
nerable spot” bull’s-eye.
Shoot at the part of the
dragon that corresponds
to the last part of your
own body that got
flamed by the beast.

Spit. (That’s right. I said, “Spit.”) After you're pilloried, look at the
crowd until the angelic boy appears. Make a face (or stick your
tongue out) at the boy to get his apple.

Go back to the Fairgrounds and give the apple to the cook. He'll
drop his apron. Take the apron and put it on. Now you can face the
dragon. Ignore the “vulnerable spot” target and shoot at the part of
the dragon that corresponds to the part of your body the dragon last
tried to flame.

* * K

Day Six: Temple of Virgins and Palace of the Gods

Temple of Virgins

Moon the unicorn, then take the eucagum leaf from the branch and
get down from the tree. Approach the Temple and put on the robe.
Ring the fourth bell to enter. Read today’s paper to the virgin, then
offer her your hanky. Put the leaf in the tears you've collected. A
gummy blob will form. Give the blob to the virgin.

Go north into the Sanctuary. Get in the vat, then put on the
ring to become entirely invisible. When the sacrificial virgin appears,
give her the boring book about the tale Baldur. When Molochi
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opens his mouth, enter it. Ride the escalator up to the top, then
approach the Palace of the Gods.

Palace of the Gods

To get in the Palace, explore until you find the Windy Cave. The
God of the North Wind will not talk to you until you leave. Then he
will give you a note. Call 1-800-DOMINUS and wait until the deliv-
ery boy brings the cake. Take the dragon from your backpack and
light the candles. Give the cake to the God of the North Wind.
When he freezes everything, take the key in the Glade (from which
the Goddess of Beauty has fled).

Go to the Palace. In the Lobby, show the God of the North
Wind's note to Clio, then wait until Morty takes you into his office.
Show Morty the note; he’ll give you a token and call in Clio. Leave
and take the costume from the case in the Lobby. Clio will return
and put a jar of woad on her desk.

Find the library, talk to Emily the Librarian to get the book list,
then choose Setting Up Sodom/Gomorrah. She’ll give you the
wrong book, which is actually the right book. Take the book to the
Scriptorium and give it to Richard; he’ll have his guys make a per-
fect copy that you can keep. Go then to the Laboratory and turn
the crank on the plague machine. Take the slimewig that remains.

Go to Agora outside the palace. Take the dropped pigeon note.
Show it to Clio, then wait until Morty takes you into his office.
Show him the pigeon note as well. When he calls in Clio, go out to
the Lobby and take the woad.

Now go to the Promontory and give the nectar to the God of
Short Term Memory several times until he leaves. Take the Egg of
Oblivion.

Go back to Agora. Now follow the instructions from the book:
first, put on the costume and the woad. Drop the egg and stand on
it. Eat the slimewig, turn around twice, then squawk. When the
golden staircase appears, climb it. At the top, unlock the lock with
the golden key and take the Crowbar of the Apocalypse. Wait until
the mountaintop cork pops.

* ¥k X
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Day Seven: Swamp Trek Voyages
of the Swampship Enterprise

Get on the raft. Give the roddenberries (the berries you got back on
Day Four) to Zulu. After your encounter with Kahn, take the raft to
Milligan’s Island, the first island just north of Phantasy Island on the
swamp map screen. Take the umbrella from the beach and the bot-
tle floating in the water.

Take the matchbook out of the bottle, examine it, then connect
the dots. (No trick here. Just click on numbers in ascending order
from 1 to 17.) Put the matchbook back in the bottle and throw the
bottle in the water. Wait until it returns, then take it out of the water
again and take the certificate.

Go to Monkey Island (at middle left of the swamp map screen).
Say “yoohoo,” then give Excalibanana to the four-headed monkey.
Take the coconut and sit in the Captain’s Chair again. Now raft to
Treasure Island, which is due north of Monkey Island on the swamp
map. Open the gate. To get the bottle of rum, answer anything to
the questions in the Pirate Quiz.

Raft to Lilliput, which is north of Milligan’s Island. Put the
coconut and the umbrella on the conveyor belt. (Be sure the lever is
set to Import first.) Then double-click on the lever to set it to Export
and put the dragon on the conveyor belt.

Once you've deminiaturized the dragon, go to the iceberg (at
lower left on map screen.) After the dragon melts the iceberg, sit and
raft to Gnoll Island just ahead. Get off the raft and go east down the
path. Put the coconut in the guillotine, and the rum and the umbrella
in the now-severed coconut. Then return to the raft and sit.

Go back to Phantasy Island and give the drink to Daddoo.

* ¥ Kk

Day Eight: The Witch's Castle

Remove the pitch with the pitchfork. Remove the crow with the
crowbar. Put the steak on the black eye that stares from the gate.
Cut the lightning bolt with the bolt cutters. Then turn the crescent
moon with the crescent wrench to open the gate. Look in the crys-
tal ball first, then read the spellbook.
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The final moment of truth.
Give the candygram to the
witch, and she’ll literally
melt in gratitude.

W Hint: The witch gives you ten minutes to live. If you run out
of time, just turn over the hourglass. (Or just turn it over
right away and forget about the time.)

Take the eyeballs from the jar and put them in the skull. Then
hoot—this is the “word from the wise.”

Enter “IlIVX” to answer the mirror puzzle. (Confused? Remem-
ber, both the puzzle and solution are mirror images.) Enter the
passageway that is revealed and go west past the chain to the
Witch’s Bedroom. There, take the makeup and the broomstick, then
open the window. Go back to the chain in the passageway, wait
until 10:30 (but before 11:00!) then apply the makeup to the chain.
Return to the bedroom and get on the broom.

In the Crawlspace, open the trap door and go up into the cake.
Wait until 11:00. The ceremony will begin. After the chandelier falls
on the beast, give the Candygram to the witch. Pick up Lorealle and
go out. Blow the whistle and get on the duck. (As you might imag-
ine, | am quite fond of this particular plot device.)

Publisher: Legend

To order, contact: For direct orders, call:
Legend Entertainment Company 1-800-658-8891
14200 Park Meadow Drive

Chantilly, VA 22021
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Freddy Pharkas:

Frontier Pharmacist

Word from the Bird

The Condor’'s Scorecard
Story/Writing 1 2 3 4 5 6 7 8 9 10
Atmosphere g 2 3 4 5 6 7 8 9 10
Gameplay 1 2 3 4 5 6 7 8 9 10
Visual Quality 1 2 3 4 5 6 7 8 9 10
Originality b @ B ko B G S AT - 90 10
Overall Rating 1 2 3 4 5 6 7 8 9 10
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Al Lowe cracks up the Condor. The creator of the Leisure Suit
Larry series, Lowe is notorious for his lowbrow humor—and
nobody has a lower brow than the Condor.

I have to admit, | was looking forward to Freddy Pharkas.
Then, when I saw that Sierra head-writer Josh Mandel co-created
the game, my anticipation soared. Mandel is the maniac genius
behind much of Sierra’s documentation over the years. If you play
Sierra games, you know that the writing in your game box’s “addi-
tional material” is often funnier than the writing in the software
itself.

So I was ready. When Jeebs returned from Software Etc. with
the goods, he had to fend me off with the barbecue fork until he got
the shrink-wrap off the box. (I don’'t do shrink-wrap well.) Feathers
were everywhere.

Anxiously, | sat down at my Dell 486 with a Coke and a platter
of carcass balls. | installed, booted . . . and then, there it was.

Hey. All I can say is: Hoot!

The Story

Freddy Pharkas opens with a show-stealing, western-style ballad.
There are a lot of funny things in this game, but nothing better than
“The Ballad of Freddy Pharkas.” Unfortunately, it's immediately fol-
lowed by the copy protection task of mixing a bunch of boring
prescriptions, which brings what little story there is to a screeching
halt.

Eventually, though, the plot gets back in gear. The early going
seems pretty episodic at first (a string of good satiric jokes), until you
realize that all of it—the deadly horse flatulence, the outbreak of
dysentery, the snail stampede—is all part of a grand conspiracy to
empty the town.

Soon, Madame Ovaree convinces Freddy that he needs to dust
off the old gunslinger gear of his youth. This proves more difficult
than you'd think and becomes the amusing basis for more puzzles.
Freddy has to find a bunch of keys, rob a grave, steal Mom'’s apple
pie, and expend many megs of energy fashioning a false ear made
of silver.
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Once Freddy is finally duded up, you get the pleasure of
exchanging gunfire with a cheatin’ card shark, a bunch of rowdy
cowboys, the dreaded Lever Brothers, and finally, Kenny the Kid
himself. The grand finale—with its revelation of the shadowy Mister
Big behind the conspiracy—is fun and action-packed. (Thank god,
no more prescriptions to fill.)

The Verdict

Reviewers, who tend to be jaded, loved this game. More than one
pointed out the obvious debt Freddy Pharkas owes to “Blazing Sad-
dles.” One critic in Computer Gaming World went so far as to
compare the game’s “coprophilic glee” with that of Jonathan Swift
or Laurence Sterne, declaring: “All great satirists play in the muck.
That’s their job.”

Whoa, easy now. Rein in that English degree, fella. Freddy
Pharkus is a satire, yes, but its humor has no agenda other than
cheap yucks. Swift? Sterne? Mel Brooks, maybe. Look, don't think
this bird is on a high horse here. I like cheap yucks. But let’s get it
straight. Al Lowe (here with Josh Mandel) is a satirist, but it's soft
satire—no edge, no ax to grind. As the same critic put it: “They’re
just jokes, folks.” And in Freddy Pharkus, they just keep on com-
ing, one after another, in perpetuity.

¥* ¥k Xk

General Tips

Cursor Hot Spots

Cursor hot spots are a welcome addition to object manipulation.
Each cursor in Freddy Pharkas has a little red “hot spot” to indicate
the active part of the cursor icon. For example, if you want to pick
up an object, click the Hand icon’s red dot on that object, eliminat-
ing the old frustration of clicking 80 times till you hit the right part
of the cursor.
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Filling Prescriptions
Filling prescriptions is, frankly, a tedious activity—the kind that
seems to be an entrenched tradition in computer adventure gaming.
Many gamers apparently like to manipulate little things on top of
other little things and accomplish little tasks. Unfortunately, software
piracy also inspires copy protection schemes of this sort. Ah, well.

In any case, Freddy Pharkas requires you to fill a number of
prescriptions. The one for Penelope opens the game. Read the
Penelope’s Prescription section of the Flythrough. You'll find a step-
by-step guide on how to take things off the shelf, mix things, put
things back, and so on.

After that, the Flythrough is more of a summary about how to
fill prescriptions.

* K %

The Flythrough

Act 1: Living the Coursegold Pream

Peneclope’s Prescription

Go down the street to Pharkas Pharmacy. Click the key (in your
inventory) on the door to unlock it, then click the Hand icon on the
door to open it. Walk to the back of the store and click the Hand
icon on the left edge of the counter to go behind it to the Back
Room. After Penelope gives you her prescription, read it by clicking
the Eyeglass icon on it in your inventory.

Go into the laboratory by clicking the Hand icon on the door
behind the counter. Click the Hand icon on the shelf of medicinals
on the back wall.

Here’s how to make Penelope’s prescription:

1. Click the Hand icon on the Graduated Cylinder, then click
the cylinder on the work table below.

2. Click the Hand icon on the bottle of Pepticlymacine Tetra-
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zole (the fifth bottle from left on top shelf) to pick it up, then
click the icon eight times on the Graduated Cylinder to get
40 milliliters. (Increases five milliliters, or ml., each click.)

3. Click the bottle of Pepticlymacine Tetrazole on its place on
the shelf.

4. Click the Hand icon on the Medicine Bottles to pick one up,
then click the bottle on the work table to place it there.

5. Click the Hand icon on the Graduated Cylinder, then click
that on the Medicine Bottle to pour the 40 milliliters of Pep-
ticlymacine Tetrazole from the cylinder to the bottle. Click
on the cylinder’s original spot on the first shelf to put the
cylinder back again.

6. Click the Hand icon on the pile of corks to pick one up,
then click the cork on the Medicine Bottle (40 ml.).

To give the prescription to Penelope: Exit the lab, then take the
bottle from Inventory and click it on Penelope.

Telen’s Prescription

Put the Graduated Cylinder on the table. Pick up the Bismuth
Enterosalicyline (first bottle, top shelf) and click it three times (15
ml.) on the cylinder, then put it back. Put the Beaker on the table,
then click the Graduated Cylinder on it. Put the cylinder back on the
shelf.

Pick up the Phenodol Oxytriglychlorate (fourth bottle from the
right, middle shelf) and click it six times on the Balance (on the
table, right side), then put it back. Click the Balance on the Beaker
(which now reads 45 ml.) Put the balance pan back on the scale.
Pick up a glass rod and click on the Beaker to stir, then toss it in the
waste receptacle.

Click the Beaker on the Pill Machine at the far left of the table,
then put the Beaker away. Pick up a Medicine Bottle and click it
seven times on the Pill Machine. (Each click takes a moment, so be
patient.) Put the Medicine Bottle (21 pills) on the table, then cork it.

Now exit the lab and give the pills to Helen.
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dadie’s Prescription

Go down to the Saloon. Pick up Doc’s glass and click it on Sadie’s
prescription to read it. (“Testosterate, 25 ml./day.”) Obviously an
incorrect prescription, so click the prescription-under-glass on Doc.
He'll change it to Estrosterane.

Now go out the back door of the Saloon and take the yellow
bottle of Elixir on the seat of the wagon. While you're there, take
the ice pick stuck in the barrel by the Saloon door—you’ll need it
later. And heck, mosey on into Mom’s Cafe and take that empty
can of beans in the foreground, too. Go back to the Pharmacy lab.
Click on the Elixir in your inventory, then click the Hand icon on
the medicine shelf. Now click the Elixir icon on the Alcohol Lamp to
fill the lamp.

To make Sadie’s prescription, pick up the Bimethylquinoline, click
three times on the Balance to get 15 milliliters, then put it back on
the shelf. Put the Mortar & Pestle on the table. Pick up the Balance
pan, click on the Mortar & Pestle, then put the empty pan back.

Pick up the Metyraphosphate (top shelf, far right), click three
times on the Balance to get 15 milliliters, then put it back. Again,
pick up the Balance pan and click it on the Mortar & Pestle, then
put the empty pan back. Click the Hand icon on the Mortar & Pes-
tle to grind up the powders, then pick up six Medicinal Papers (one
at a time) and put each on the table.

Pick up the 5-gram Measuring Spatula, click on the Mortar &
Pestle, then click on an empty Medicinal Paper. (A pile of powder
appears.) Do this for each of the six papers. Put the spatula back.
Pick up a green Prescription Box from the middle shelf and put it on
the table. Click on the Medicinal Papers one at a time and put each
in the box.

Smithie’s Prescription

Pick up the tube of Prep G on the front of the left table in the Phar-
macy. Give it to Smithie.
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Act 2: The Plot Sickens

Gas Mask

Go to Smithie’s Blacksmith Shop on West Main Street next to the
Bank of Bob. Take the leather strap hanging just to the left of the
doors. (Take the rope next to it as well; you'll need it later.) Also
take a lump of charcoal from the forge. If you already got the tin
can from Mom'’s Cafe and the ice pick from behind the Saloon,
click (in this order) the ice pick on the tin can, then the charcoal on
the tin can, then the leather strap on the tin can.

You now have a ridiculous gas mask. Click it on Freddy fre-
quently to keep him alive in the midst of the horse flatus epidemic.
Go to Chester Field’s Mercantile and take a complimentary paper
bag from the counter in the back. Now find a horse. Take a breath
from the gas mask, then make the paper bag the active item in your
Inventory window. When the horse’s tail lifts in the methane breeze,
click the Paper Bag icon on the horse’s rear end to collect a sample
of horse flatus. Go to the Pharmacy lab.

Now you can either do a full analysis of the gas to determine its
type or cheat and jump ahead and mix the treatment medication.

Gas Analysis

Be sure the bag is the active Inventory item when you click on
Freddy’s work area. Now, if you filled the alcohol lamp with the
Elixir in Act 1, do the following: Pick up the Matches from the first
shelf and click on the Alcohol Lamp to light it. Move the Gaseous
Spectroscope in front of the lamp, then click the paper bag full of
horse gas on the spectroscope. The tintype matches with Lentils on
page 39 of the Manual. Treatment: Aminophyllic Citrate.

Anti-Flatulence Prescription

Put the Beaker and Graduated Cylinder on the work table. Measure
out 40 grams of Sodium Bicarbonate (far right, middle shelf) on Bal-
ance; put in Beaker. Measure 15 miilliliters of Furachlordone (fourth
from left, top shelf) in Graduated Cylinder; pour into Beaker.
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Measure 45 miilliliters of water (next to Medicine Bottles on mid-
dle shelf) in Graduated Cylinder and pour into Beaker. Measure 5
grams of Magnesium Sulfate (far left, middle shelf) on Balance, and
dump into Beaker.

Now stir the Beaker with a Stirring Rod and toss the rod in the
waste receptacle. Put a Medicine Bottle on the table and click the
stirred solution on the bottle. Cork the bottle and go.

Cure the Hiorses

Go out and click the Medicine Bottle on the horses right outside the
Pharmacy.

Snail Stampede

Go to the Saloon and give money to Sam the Bartender (i.e., open
Inventory, click on the Arrow icon, click that on the Money icon in
your Inventory, click that on OK, then click on Sam). He'll give you
Loebrau beer in return.

Go to the Church on Bluff Street and open the door. First, take
some of the candle wax from the candles on the inside; you'll need
it later. Then look at the right-hand doorknob. When the closeup
appears, take the key. Now select the key in your Inventory and
click it on the beer. This opens all the beer bottles.

Now go across the bridge to Robertson Cliff and click the Open
Beer Bottle icon on the snail stampede.

Srini and the Anthill

Go to the Schoolyard. To get Srini off the anthill, you need to take
the ladder from the school playground slide. Wait until Sissy is not
on the ladder, then take it. Go back to the anthill and click the lad-
der on the spot between the anthill and the rock to its left.

Go back to the Pharmacy lab and mix up a batch of Bisalicylate
Antitoxidene. Here's the bowel purification prescription:

Put the Graduated Cylinder, Test Tube, and a Medicine Bottle
on the table. Light the Alcohol Lamp with the Matches. Measure 25
milliliters of Bismuth Subsalicylate (sixth from left, top shelf) into the
Graduated Cylinder, then pour that into the Test Tube.
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Measure 5 milliliters of Orphenamethihydride (sixth from right,
top shelf) into Graduated Cylinder, then pour that into the Test
Tube. Click the Test Tube on the Alcohol Lamp. When the message
appears telling you it's reached a full boil, pour it into the Medicine
Bottle and cork it.

Administering Bowel Reliel

You need to retrieve the ladder you left at the anthill. Also, if you
haven't already gotten the rope from the front of the Blacksmith
shop, get it now.

Open your Inventory and click the Hand icon on the rope to
make a lasso. Put the ladder at the right-hand base of the tower,
climb it, pick up the ladder, put it against the water tank, and climb
again. Click the lasso on the very top of the tower, then climb up to
the roof. Open the hatch (large shingle at right). Pour the Medicine
Bottle into the tank.

Assay Office Fire
Go downstairs to the front porch and take the sacks of baking soda.
Go to the schoolyard and put the sacks on the right-hand side of the
seesaw. Get on the swing, click on it a few times to get fully swing-
ing, then click on the school roof during your forward swing motion.
After you land on the roof, click on the left side of the seesaw.

Now go down to the 'Orehouse. Take the French postcards on
the coffee table. Talk to and/or touch some of the girls until
Madame Ovaree arrives.

* % K

Act 3: Guns and Reuroses

Fred's Bedroom

Open the drawer of your dresser (right wall), look in, then take the
claim check for your boots. Open the drawer of your nightstand
(back wall), look in it, then take the roll-top desk key. Open the trunk
at the foot of the bed, look in it, and take the gunslinging outfit.
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Go downstairs to the roll-top desk and use the key to unlock it.
Open it, then use the key again to unlock the small desk drawer.
Open the drawer, look in it, then take the letter. Read the letter.
Leave the Pharmacy.

THorse Plop Diversion

Pick up the steaming, fly-laden horse plop in the street. Go into
Mom'’s Cafe and pour yourself a cuppa joe from the coffee machine
at the back. Then drop the horse plop on the floor. Go through the
Saloon to the back of Mom'’s and take the apple pie. (If Hop Singh
catches you, you’ll have to try again from the beginning.)

Grave Robbing Tor the Box Key

Go to the cemetery. Walk to the freshly-dug grave of Philip D.
Graves, take the shovel there, and click it on the grave to dig it
open. When finished, click the Hand icon on the open grave to get
the safe-deposit box key. Take a handful of the clay you dug up.
Then click the shovel on the grave again to refill it.

Safe-Deposit Box

Go to the Bank of Bob. Give the safe-deposit box key to the banker.
When he brings the box, open it, open the neckerchief, take the
guns, then take the neckerchief and exit.

Cleaning and Loading the Guns

Go to the Sheriff’s Office. Give him the coffee; he'll give you some
.45 caliber bullets. Give him the pie; he'll give you a gun-cleaning
kit. Open your Inventory, select the cleaning kit, and click it on the
guns. Then do the same with the bullets.

Target Shooting

Go to the fence on West Bluff Street. Put the empty bottles from
your Inventory on the fence. Simply use the gunsite and shoot what-
ever Srini tells you to shoot.
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Getting Your Boots

Go to the Barber Shop and give the claim check (from your dresser)
to Salvatore the Barber for your boots.

[Mfaking a False Ear

Go to the Pharmacy and take the silver medallion hanging on the
rear wall (just right of the counter). If you've got the clay from the
cemetery or the wax from the church, go to Chester Field's Mercan-
tile and give either of those objects to Whittlin® Willie.

After Willie's lecture on lost-wax castin’, exit the store, then go
right back in. Willie will be gone, but his whittling knife will be where
he was sitting. Take the knife.

Go to the Pharmacy lab. Open your Inventory and click the
knife on the candle wax. Click the clay on the wax ear. Light the
Alcohol Lamp with the matches, then click the wax-filled mold on
the lamp. After the wax melts, put the crucible on the table. Take
the medallion from Inventory and click it on the crucible, then pick
up the crucible and click it on the Alcohol Lamp.

When the silver melts, set the crucible on the table. Take the
mold from Inventory and click it on the crucible. Finally, open up
your Inventory and click the Hand icon on the silver-filled clay mold
to scrape away the clay. Exit the lab closeup screen.

Put everything on by dragging any part of the disguise from
Inventory and clicking it on Freddy.

¥* ¥k ¥

Aect 4: Showdown at the Halleluyjah Corral

Aces hHall

Go into the Saloon and look at Aces (at the table, in black, facing
you). Select your Hand icon and keep an eye on Aces. When you
see his third hand appear with a card, you have to click on it to
catch him in the act of cheating.
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After Freddy gets behind the table, open your Inventory and
select the guns. Click the gunsite on the bar foot-rail behind Freddy
for a ricochet shot.

Rowdy Cowhands

Don't go out the Saloon front door. If you appear anywhere on the
street of East or West Central Main, the rowdy cowhands will gun
you down. Go out the Saloon back door, then out to Bluff Street.
Go east one screen, then head south when you hit the dripping
spigot at the base of the water tower. You'll enter the Barber Shop
through a back door.

Give the naughty French postcards to Salvatore. He'll give you a
tank of nitrous oxide in return. Be sure to exit by the back door. If
you go out front, the rowdy cowhands will plug you every time. Go
to the area behind the Saloon, Mom’s, and the hotel. Go up the
stairs to the hotel balcony, then put the nitrous oxide cannister on
the railing.

Go back out to Bluff Street, then west and around past Bank of
Bob to the 'Orehouse gazebo. Stand just left of the gazebo’s center,
open your Inventory, and select your guns. Put the gunsite on the
nitrous oxide cannister that you can see on the balcony railing at the
top right of the screen, just below the tree branch. Click to fire the gun.

Watch carefully for Ace’s
third hand. When it
appears, quickly click the
Hand icon on it.
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To lay the rowdy
cowhands to rest, put
the cannister of
nitrous oxide on the
hotel railing, then
shoot it from the
gazebo.

Lever Brother Arcade Game

After you dispose of the cowhands, head north to Main Street. After
the Lever Brothers confront you, start shooting. Your primary tar-
gets are the Lever Brothers; they have bulls-eyes on their chests and
they shoot back. Keep an eye on the rope at the bottom of the
screen. Everytime you get hit, it frays. If it breaks, you die.

Kenny the Kid

Right after your school yearbook comment, get ready. Your gunsite
is frozen until the moment Kenny moves. You can’t beat him, but
you must hit him with a shot or the game’s over—vyou're dead. If
you hit him, wait until he’s finished talking to you and leaves you for
dead. Then click the Hand icon on your neckerchief, then click that
on your bleeding ear.

Penelope

When Penelope tells you to “drop 'em,” do it. Click the Hand icon
on yourself to drop the guns. In the pause before she shoots you,
grab the chalk slate right next to you on the school desk.
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Kenny the Kid will get you
every time—but if you
manage to hit him too, you'll

only take an earshot.

he exits, use your neckerchief

to stem the bleeding.
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When

Freddy Unbound

After she leaves you tied up in the basement, click the Hand icon on
yourself to get yourself rocking back and forth (just as you did on the
schoolyard swing). When you fall over, click on the silver ear. After
you get the ear, open your Inventory, take the ear, and click it on
the floor next to you. Then click the sharpened ear on the ropes to
escape.

Fencing with Schoolteachers

Open your Inventory and click the Hand icon on the sword. Now
simply parry the thrusts. When Penelope goes high, click high on
her; when she thrusts low, click low on her. If you're successful,
you'll back her up until she trips.

If you wish, you can click on the double-arrow-right button on
the menu bar, which is the Fast Forward function, and skip the
swordplay.

Kenny the Kid Again

Open your Inventory, select the sharpened ear, and click it on
Kenny.
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After Penelope leaves you
to fry, rock the chair until
you fall over. Then click
on the silver ear (here at
the fingertip of the cursor)
to scoot to it. Use the ear
to cut your bonds.

Publisher: Sierra On-Line

To order, contact:

Sierra On-Line

Sales Department

P.O. Box 978

Oakhurst, CA 93644-0978

For direct orders, call:
1-800-326-6654
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Gabricl Rnight:
oins oI the Fathers

Word from the Bird

Story/Writing
Atmosphere
Gameplay
Visual Quality
Originality
Overall Rating
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The Condor’'s Scorecard
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2 3 4 5 6
2 3 4 5 6
2 3 4 9 6
2 3 <+ 5 6
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10
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Wow! The Condor cannot stop thinking about this game! Just as
Gabriel Knight, the main character, is haunted by weird voodoo
dreams, so now am l. Sins of the Fathers is a truly engrossing experi-
ence. A truly magnificent effort, it is also a collaborative effort in the
same sense as good films are. This first installment of the new Sierra
series brings good writing together with visionary art and some of the
best voice acting work I've ever heard in a computer game.

Indeed, casting Tim Curry as Gabriel Knight was a stroke of
genius; he makes a growlingly macho yet immensely likable hero.
Leah Remini's witty, sarcastic Grace is Gabriel's perfect foil . . . I
mean perfect. And it's kind of interesting to hear Mark Hamill do
someone other than Luke Skywalker. His gritty Detective Mosely
drawls with the best of them.

One more thing | have to mention: the lip-synching. Sierra’s
cartoon technology has become state-of-the-art with all of its latest
CD titles, but most impressive is the lip-movement/sound synchro-
nization in the animated character close-ups. It's remarkably clean
and accurate.

The Story

There’s a lot of back story that’s presented in an eery, graphic little
comic book that accompanies the game. Suffice it to say that our
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hero Gabriel is the last in a long line of shattenjagers (shadow
hunters) whose duty is to hunt down supernatural evil. He doesn't
know this, of course . . . which lends itself to some juicy plot twists,
revelations, et cetera.

Set in modern-day New Orleans, Sins of the Fathers opens
with Gabriel investigating a series of grisly, ritualistic voodoo mur-
ders. Why, you ask? No, he’s not that cliché of clichés, a private
detective. Actually—he’s writing a book! Yeah, cashing in on the
gore and sensation. So you've gotta like this guy right away. He’s so
.. . American.

From his base of operations—St. George’s Bookstore, a charm-
ing but failing enterprise run by his assistant, Grace— Gabriel
hounds his buddy on the force, Mosely, for information. As the
investigation continues, Knight is increasingly sucked into the bizarre
voodoo subculture of New Orleans. At a particularly bloody crime
scene, he happens to meet wealthy socialite Malia Gedde. Their first
exchange of looks says it all: Love! Destiny! That kind of thing.

With the help of Grace, Gabe uncovers more and more informa-
tion about voodoo, the occult . . . and, eventually, his own family
history. Soon he comes to realize that his fate and Malia’s are
entwined together by supernatural forces that seem beyond their
control.

The Verdict

Okay, I'm a bird. My brain is small. But, fortunately, this one’s a no-
brainer: The CD-ROM version of Sins of the Fathers is probably
the most satisfying computer adventure I've ever seen. The story is
deep, rich, clever, intelligent, and well paced. The mood and atmos-
phere are pure New Orleans, voodoo and all. Gabriel, Grace, Malia,
Mosely and the rest are the most fully developed characters ever
created for a computer game.

Many kudos to designer/director/writer Jane Jensen, whose
King’s Quest VI screenplay was mere bird droppings compared to
this masterpiece. And congratulations to Tim Curry, Mark Hamill,
Efrem Zimbalist, Michael Dorn, and Leah Remini for having the
good sense to expand their repertoire into a genre that bodes well
for the future of acting.
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The Flythrough
Day1

ot. George's Book Shop

Interrogate Grace to get all your messages. (Mosely’s message puts
the Police icon on your map; Grandma’s puts her icon on your
map.) Open the cash register and take the gift certificate. Take the
tweezers and the magnifying glass (both sitting near the far right
edge of the table). Pick up the book on Heinz Ritter (top left shelf in
the back) to read it; then pick up the one on snakes (top right shelf
in the back). Pick up the newspaper on the table. Now open the
door to go to the Fr