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INTRODUCTION

Over the years, people have been intrigued by the mystery of the unknown. Such is the art
of adventure. Here, people play the part of: 1) explorers in search of truth, wisdom, or
material objects, 2) detectives in search of the solution to a murder case, or simply 3) valiant
warriors in search of beloved damsels in distress.

The advent of the personal computer has allowed these real life scenarios to be brought to the
computer screen in the form of adventure games suitable for play by young and old alike.
This book is addressed to the myriad of computer adventurers who, like myself, spend
endless hours in front of the monitor trying to answer such puzzling questions as: where do
I find the golden key that opens the dungeon door, what do I do with the chalice now that
I have found it, how do I pry open the crypt, etc., etc., etc.

No doubt by now all of you adventurers have experienced the frustrating feeling I am trying
to convey yet have been at a loss as to where to look for a clue to get unstuck and go on with
the game. Such is the purpose of this book: a place where you can get maps and hints for
playing currently popular adventure games with emphasis on the word “current”. Most of
us who have been playing adventure games for a while have no doubt solved such classics
as Infocom'’s Zork I, II, Il series. If not, hints for solving these and other popular games of the
past are available in a variety of computer magazines and publications, the most notable
being Volumes I and II of the Book of Adventure Games published by Arrays Inc. Thus,
rather than repeat “ancient history”, this book is devoted to “new” adventure games that
have recently come on the market for which hints and clues are, to a large extent, not readily
available elsewhere in collective form.

Quite often I have found, particularly with the neophyte adventurer, that even a good set of
hints and clues is not sufficient for him or her to completely solve the game. Thus, a book that
contained only such information would not have universal appeal. To service the needs of
adventure players of all skill levels, Keys to Solving Computer Adventure Games also

includes complete step-by-step solutions for many of the adventure games. Thereader of this
book is cautioned, however, to use these complete solutions only as a last resort since a large
part of the fun of playing the game s figuring out the solution to the various puzzles on your
own.
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The complete solutions also serve another purpose. After finishing the game (assuming you
did so using just the hints and maps), perhaps you had some questions as to why certain
actions you took produced the results they did. To help in this regard, the parenthetical
expressions in the commands of the step-by-step solutions attempt to provide a more
complete understanding of the game storyline. Also, in certain games, a specific sequence
is essential to solving a particular puzzle. In these instances, a simple hint may not be
sufficient to provide the answer. Here again the complete solution will prove invaluable.

Historically, the first adventure, an all-text game appropriately titled Adventure, was
developed in the 1960’s on a mainframe. Since its first translation into BASIC language for
the Apple computer in early 1980, there have been at least 5 different versions of this game
that have hit the market (including both commercial and public domain versions). Early
games like Adventure were characterized by a two word (verb-noun) command parser, and
an extremely limited vocabulary (on the order of 50 to 100 words). These limitations made
the game difficult to play since indeed one often had to type in the exact combination of two
words in order to get a favorable response from the computer.

Since that time, adventure games have significantly advanced in two directions. First, theall-
text types published by such notables as Mindscape, Synapse/Broderbund, and Infocom (to
name a few) now recognize full sentences, multiple commands, and have vocabularies on the
order of 1500 to 2000 words! Second, many adventure game manufacturers now offer a
mixture of graphics and textin many different formats which many adventure game players
find a desirable feature. The first such kind of game was On-Line’s (now Sierra On-Line)
Mystery House which appeared inlate 1981. While indeed its graphics were quite elementary
by today’s standards (essentially isometric line drawings with no color, fill, or detail), the
game represented a milestone from which the industry has moved on to an extreme level of
sophistication, e.g., double hi-res graphics with full exploitation of the color capability of the
computer.

Contained within this book are maps, hints, and solutions for twenty-two of the newest
adventure games currently on the market including four different versions of Infocom’s best
selling Moonmist, an intreaguing mystery, in which the solution and hidden treasures found
depend on the color selected for play. Fifteen of the games are of the all-text variety while
the remaining seven are of the graphics/text type. Among the former are adventures based
on: 1) a popular movie (Mindscape’s Goldfinger based on the James Bond thriller), 2) best-
selling books (Mindscape’s High Stakes based on a Stephen King novel and Addison-Wesley’s
Fellowship of the Ring based on the popular childrens” hobbit tales, 3) a space-age experience
aboard the starship Enterprise (Synapse/Broderbund’s Essex), 4) a humorous spoof of the



glitz of Tinseltown (Infocom’s Hollywood Hijinx), and 5) a personal experience of the author
dealing with the inevitable frustration of cutting through red tape (Infocom’s Bureaucracy).
Included in the mixed graphics/text group are: 1) a space-age addition to the very popular
King’s Quest series (Sierra On-Line’s Space Quest), 2) three challenging Macintosh- and
Amiga-specific adventures with superb graphics and sound effects (Mindscape’s Deja Vu,
Uninvited, and Shadowgate), and 3) a wild-west adventure dating back to the life and times
of the Dalton brothers (Datasoft’'s Gunslinger).

All of the games discussed in this collection are available for the Apple Il and /or Macintosh
series of computers and the maps, hints, and complete solves have been compiled by myself
from data obtained by playing each of these games to completion on an Apple Ile or
Macintosh. Thasten toadd, however, thatjust about all of these very same games are playable
and have the identical solution on IBM PC, Commodore 64 /128, Atari 400/800 XL /XE and
520ST, and Amiga computers (a complete tabulation of this availability is given in Table 1).
Thus, the book, is in no way limited only to Apple users.

In principle, the two volumes of Keys to Solving Computer Adventure Games resemble the

two volumes of The Book of Adventure Games published by Arrays, Inc. However, both

volumes of Keys to Solving Computer Adventure Games have all new material and a

somewhat changed format. In particular, the set of clues for each of the games has been
scrambled. This has been done to prevent the player from catching a glimpse of the clue
following the one he or she is currently interested in thus continually spoiling the surprise.
Furthermore, as previously mentioned, a section devoted to complete walk-thru’s has been
included as an added attraction.

xi
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Table 1. Computer Availability of The Adventure Games

Name of Game Computer
Applell IBMPC Macintosh Commodore Amiga Atari Atari DEC TI
Series Series 64/128 XL/XE ST Rainbow Prof

Arazok’s Tomb X X
Breakers X X X X
Bureaucracy = X* X X X# X X
Deja Vu X X
Enchanted

Scepters X
Essex X X X X X X
Fellowship of

the Ring X X X
Goldfinger X X X
Gunslinger X X X
High Stakes X X X
Hollywood

Hijinx X X X X X X X X X
Indiana Jones X X X
Moonmist X X X X X X X X X
Shadowgate X X
Space Quest X X
Stationfall X X X X X X X X X
The Lurking

Horror X X X X X X X X X

xiii



Name of Game Computer

Applell IBMPC Macintosh Commodore Amiga

Series Series 64/128

The Pawn X% X X X

Uninvited X

» Apple Ile/Ilc (w/128k) only
# Commodore 128 only
%  Apple Il version does not contain graphics

Xiv

Atari
XL/XE

X

Atari
ST

X

DEC
Rainbow

TI
Prof
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USER’S GUIDE

The contents of Keys to Solving Computer Adventure Games is divided into three main
sections: Maps and associated Hint Sheets, Master List of Clues and Complete Solutions. The
following are instructions on how to use the information in each of these sections in the most

productive manner.

A map of an adventure game is, many ways, similar to an ordinary road map. Each
rectangular box on the map represents a key location in the game (as would a city on a road
map)and movement between boxesis typically achieved by typing in a directional command
such as: North, South, Northeast, etc.* For these simple directional commands, the following
notation is applicable. North and South are indicated by a vertical line between the bottom
of the box corresponding to the present location and the top of the box corresponding to the
location to which you are headed. Similarly, East and West are indicated by a horizontal
between the sides of the same boxes. If the game allows for diagonal directional commands
such as Northeast, Southwest, again these directions are indicated by corresponding
diagonal lines between appropriate corners of the two boxes in question.

In contrast toroad maps, adventure game maps typically allow for movement between boxes
with commands such as Up, Down, Climb the ladder, Enter the cage, etc. To avoid confusion
with the conventional directions of the above, it is important to establish and maintain a
consistent notation for these additional possibilities. In this book, Up and Down will be
denoted by adiagonal line between the top of onebox and thebottom of another. Specialized
(non-directional) commands that cause transition from one box to another will be denoted
by a diagonal line from the side of one box to the side of another.

Strange as it may seem, in some cases, the transition from one location (box) to another is not
bi-directional, i.e., one might be required to go North to get from box A to box B but must go
Southwest to get back to box A from box B. In such instances, an arrowhead pointing in the
appropriate direction will be added to the directional line. When no arrowhead exists along
adirectional line, itis assumed that the transition corresponding to that line is bi-directional.

*  Many adventure games accept abbreviations for these commands such as N for
North, NE for Northeast, etc.
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One other type of transition between map locations can occur in adventure games. Quite
often an indirect command such as saying a magic word or casting a magic spell will
“teleport” the player from one location to another which may even be far removed from his
or her present position. To denote this type of movement, I have used a dashed line between
the appropriate boxes.

Finally, it should be noted that, because of limitations on layout, it is sometimes necessary
to break a directional line segment transitioning between two boxes. With regard to the
directions that this line represents, whether or not it is broken is irrelevant. All that matters
is its direction when it leaves or enters the box.

Since many of the adventure game maps are quite complex, itis helpful toidentify the starting
location on the map. To this end, I have used a box with a shaded perimeter to denote this
startinglocation. If the game takes placein several parts, each being described by its own map
drawn on a separate page, then the shaded box notation has been applied to each such page.

Associated with every adventure map is a hint sheet that provides hints and clues for
“breaking through” the key locations. The hints are provided in sequential order, i.e., an
order in which they would be needed to successfully play through the game from beginning
through end. Itis to be emphasized that this ordering is not unique; that is to say, in some
instances, it is possible to traverse through the key locations in a different order and still win
the game. In many cases, however, the solution to the puzzle that allows the player to break
through a particular key location can only be accomplished after having broken through
certain other key locations. The simplest example of this might be the necessity to find a key
(in one key location) that allows opening a door (in another key location). In such cases, the
order of events is important and cannot be reversed,

Each clue on the hint sheet (identified by its location number) has a corresponding circled
number located on one of the boxes of themap. Since,in general, a givenlocationin the game
will be traversed more than one time during play, many of the key locations may have several
hints (circled numbers) associated with it. As such, it should not be surprising to find that
the starting location (the box with the shaded perimeter) may wind up to be a key location
with a clue number other than one, i.e., the puzzle that must be solved in this location only
becomes significant after having played a portion of the game.
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The actual clues themselves are also identified by numbers (clue number) and their content
is obtained by associating these numbers with a scrambled Master List of clues for all of the
games. Each clue number is used once and only once (i.e., it is never repeated in any other
game) and as such corresponds to a unique cluein this Master List. Also, when a player looks
up a particular clue corresponding to a certain key location in the game currently being
played, he or she will obtain only the specificinformation sought after since the adjacent clues
in the Master List will in all probability be from totally different games. The use of such an
unencumbered yet effective scrambling scheme is essential to preserving the challenge.

A simple example serves to illustrate all of the above points. Suppose that, for the fictitious
game entitled The Moldavian Conquest, the first 5 clues of the hint sheet appear as follows:

Location Number Clue Number
1 49
2 358
< 92
4 110
5 2

To use this information, one would begin the game at the starting location (the box with the
shaded perimeter) on the corresponding map and play along until he or she reached the key
location (box) with a circled number “1”. At this point, if a hint was needed to continue the
game, the player would look up clue number 49 in the Master List. Assuming that the player
correctly interpreted and used the clues found there, he or she would proceed with the play
of the game until reaching thebox with a circled number “2”. Thereupon, if help was needed,
the player would look up clue number 358 in the Master List and, after making successful use
of the information found, proceed on to key location #3, etc., etc., etc.

If after using the complete hint sheet, the player is still unable to solve the adventure, Keys

to Solving Computer Adventure Games contains an added bonus not found in other books
of this type. The third and final section of the book is a series of complete step-by-step
solutions (walk-thru’s) for those games where it is possible to define unique solutions and
which, in the author’s opinion, are sufficiently complex as to warrant its inclusion. Starting
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with these solutions rather than the combination of the map and hint sheet is like giving up
on a puzzle before you open the box and remove the pieces. Thus, I strongly urge the player
to use these solutions only after he or she has lost as much sleep as I have in arriving at
them. In writing these solves, I have incorporated many parenthetical expressions which
represent the responses provided by the game to the player’s commands. These
parenthetical expressions are included merely to add to the enjoyment of playing the game
are are not to be typed in as part of any command.

Twenty-five of the twenty-six adventures treated in this book follow a common format, in the
sense that the flow of the game is uniquely defined by a map with movement between
locations to a large extent carried out by explicit or implicit directional commands. For this
type of game, a hint sheet with numbered clues keyed to corresponding map locations is
readily constructed. Nine Princes of Amber by Telarium is the exception to the above. In this
game, directional commands are not used and movement from one location in the game to
another is determined automatically by: 1) execution of the appropriate statement, 2)
winning or losing a battle with an opponent, or 3) successully completing a maze-type game
called The Pattern. Thus, the notion of a map, in the sense of our previous discussions, is
inappropriate to this game. Furthermore, according to the manufacturer there are at least
thirty different complete solutions each yielding some degree of success. Of the thirty,
however, there are only two solutions that yield complete success. Thus, for this adventure,
we have merely provided the two correct step-by-step solutions.

Before closing, Iwould like to point out to the user of this book that every efforthas been made
to assure the accuracy of the information contained within. To this end, I have personally
played every game through to completion twice on an Apple Ile computer or an Apple
Macintosh SE, each time using the map and the step-by-step solution and/or the hint sheet
as guides. Thus, in theory, the user should expect a perfect manuscript.

However, due to the complexnature and potential randomness of some of the games coupled
with the chance of slight variations between versions for different computers* there exists the
possibility of imperfections. Because of these uncontrollable factors, neither the author nor
the publisher can assume responsibility for the fallibility of the maps, hint sheets, or complete

solutions.

% Every adventure game manufacturer that I contacted informed me that no such
variations existed.
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TIPS ON PLAYING ADVENTURE GAMES

Unlike most other types of software on the market, the typical computer adventure game
consists of little else than a disk (or disks) in a box. Although some adventure game
manufacturers are now trying to glorify the package by including such items as comic books,
newspapers, color wheels, etc., which contain key clues for solving the game, the essence of
the matter is that the adventurer is basically left on his or her own to figure out the mysteries
of: 1) how do I start the game, 2) what strategies shall I employ along the way, and, 3) what
is the ultimate purpose of my mission.

Thebrief discussion that follows is an attempt at answering these perplexing questions in the
general context of the adventure games that are included in this and other books of this type.

A common thread among all adventure games is the necessity of accumulating an inventory
of items that you, the adventurer, find along the way. These items (some of which may wind
up to be of no value) are used to solve the various puzzles that occur throughout the game.
Thus, the first thing to do when starting an adventure game is to determine what items you
have in your inventory at the outset. This is typically done by typing the command:
INVENTORY (most games accept an abbreviation of this word like “I” or “INV”).

Next, you must begin to explore your surroundings. Before leaving your present location,
however, LOOK at or EXAMINE every object in the “room.” In fact, this is something you
should do every time you move to a new location. When you are convinced you have seen
all there is to see and taken all there is to take, you are ready to move on. Just type in a
directional command such as North, West, etc. (again abbreviations such as “N” and “W” are
accepted by most games) and you will move to the next game location in the chosen direction.

The best way to keep track of your movements is with the use of a map such as those
contained in the first section of this book. When first playing a game, it is wise tomap as much
of itas you can without paying strict attention to what is happening in each room. This gives
you a feel for the geography of the game before you set out to solve the intracacies of its
various puzzles.

Most games only allow for limited inventory, i.e., you can only carry a certain number of
possessions with you at any given time. Thus, you must judiciously DROP items from time
to time when you think you either don’t need them at the present time or have already made
full use of them and won’t need them again. In certain games, you may find a receptacle such
as a sack, a pouch, etc. to carry items in. Putting your inventory items in this receptacle often
allows you to carry more than if you carried these same items individually.
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Quite often the player will encounter a maze within the adventure game itself that must be
negotiated before play can continue. Here again a map is quite helpful. Since typically in a
maze, the descriptions of the locations are identical, the construction of such a map is a bit
more challenging. Here is another use for the inventory items you have collected thus far.
As you move through the maze DROP an item every few maze locations. These then serve
as markers to help you distinguish one location from another and find yor way back in the
same manner that Hansel and Gretel used their bread crumbs to retrace their steps.

Another pointer is to pay careful attention to the description of your inventory items when
you LOOK at them after you have TAKEN them. These descriptions often contain clues as
to how these items should be used. Don’t always expect an item to be used in it’s most
common application. For example, a lock is most often opened with a key; but perhaps a
toothpick might accomplish the same by picking the lock.

Always make full use of the vocabulary allowed by the game. For example, SEARCHing an
object often reveals more than merely LOOKing at it. CAREFULLY EXAMINing it might
even reveal more yet.

Finally, don’t try to accomplish too much in one sitting. Even the most experienced of
adventurers will require many sessions to solve a game. In this regard, SAVE your game
often and in as many locations as the game allows SAVE positions. In this way, you can try
many different strategies to get through the tough spots without having to start from scratch
each time.

Happy adventuring!!

xxii
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Location

Number

=

Location

Number
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471
418
640
419
423
641
507
615
596
672
654
483
607
461
678
444
364
602
414
699
591
733
549
697
592

26.
27
28.
29,
30.
oL
o 4.
33
34.
35.
36.
57
38.
39.
40.
41.
42.
43.
44.
45.
46.
47.
48.
49.
50.

698
714
651
659
512
544
395
394
648
627
605
740
612
759
454
879
737
747
620
744
632
657
533
481
448
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Teller Teller Teller Teller Teller Teller Teller Teller Teller Teller
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(2,1) (2,2) 2,3) (2,4)
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I
I
.
® B—
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2
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X \
4
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—@) \@®@ 40 T43

Grubby Switch-
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Landing
Strip
\ /44)
Alr Persecutioh Persecution | | Persecution Persecution
Shaft Complex Complex Complex Complex

from
Airlock
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Persecution Complex
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BUREAUCRACY

Location

Number

Clue
Number

[0 J 6 S i [ g G oyl W o (o o Y G
DS 0N O e =8

O g0 N Gy U1 abe: ©0 L 15

79
236
103
239
349
295
258

16
353
257
274
272

32
294
351
226
210

28
234
356
321

44

87

16

24.
25,
26.
2
28.
29.
30.
3
7.8
33
34.
9,
36.
37
38.
o9,
40.
41.
42.
43.
44

45.

172
150
336
128

312
281
240
152

46
270

40

37
342

47
221
168
297
223
325
207

144




4L

Y

—=

.

[ ——— o . s .

S 4

Elevator

1o
I—\—. Office
(corpse)

Elevator

Elevator

DEJA VU

)
Weird
Room
Fire
Escape
N
: I
|
I Fire
1 Escape
Y Hidden _.Dlllzly I — Stea
= Room Wine (outside Office
Il Cellar Alley Joe's Bar) (corpse)
Vi
I5d Casino
|
1
N :
S Shaft Shaft
o Under the Under the
\ g Manhole Manhole
g l
Se:ver Sewer Sewer Se!ver
Tunnel Section
Sewer (30)
Section
(in the
sewer)

@ Stto t
- ree
Office o (outside
Hidden Joe's Bar)
I Room /
Hallway [\)ﬁt}ﬁ%
Cellar
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ap | | Wizard's Upward Cliff Valley || Dark Mountain
Quarters Room Sanctum Path Side [ | Vista [ | Grave Woods Spring
Marble | | Banquet [ | || Bridge | Castle Beaten Forest Cave
Hall Hall Courtyard Room Crossroads Road [ | Well [T| Pah [ | Clearing Entrance
® ) ® ® i ©
Throne [ =L South avern Back Troll's
Room Armory Dungeon Cell Road —1 Pool 1 Sa¢ 1 Boom Lair
Well
Tunnel
o ® ®
Desert Boiling . Lonely Mirror | | Music
Vista Pool |1 X" 1 Hall [T Room Room
gg,rrasl —{ Rampart — Camp — Post Pedestal — Lab +—— At —_ G}:&;ﬁt L1 Fountain
l ® ﬁ? et
Cavern Chasm | | Elven
: ¥ | At 1 (snake) [| View [ | ey Throne
ain noa

ENCHANTED
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fo
Corner




to
Altar

Jungle Sevwye Riverside
Clearing Idols Riverside / Avess
@
;Z’;ﬁ J;;tﬁle Slip Pot Piranhas
@
Temple , Magic Quiet
Vista Vines Hut Hut Water
Rocky
Temple Slide Jumping Water
Stairs Dogleg Floor Door
‘ + ; Fast
Priest's Sand Dead Ball
Room Room End o
X:ig? Squasher Web Spikes
\ Shallow
to
Marsh o
Port
Port Stagnant Mellow .
(in canoe) Pool Pond Whirlpool

ENCHANTED
SCEPTERS
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|
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I
|
?
fo Cliff Large Fire i
Ledge Road A0S e Cave Room }
)
®
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Office  |— Strategy Pikes F— Cannon
® @
Weapon
Lobby Bunker |— Center |— Catapult |— Storage
| 1
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I B I‘ Battle
]
[ 1 el
I = |
\ 1 1
— Mud Peak V:/.‘atler - Desert |4+ Mesa |— @9)
iR Volcano
' | = - 1 i
' “® —
Narrow ) .
Il pass Outcrop Flats 44 Tral 4o Drift p—
Snake Devil's
[ I I 1 1 Trail Sanctum
| I I [ 1
Volcano et Sphinx e gl
Vista Vista Cacus |- Oasis
Cliff
——] Path

Ledge —= Ctl?ﬂ ﬁ@ @
Road Sphinx Osiris Shrine
Lava / =
Path /‘)
She b Sepulchre
I Entrance stone P
Lava
Tunnel
©)
‘ Passage Phoenix Cr:\:r;eber
to
Sea Cliff
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ENCHANTED
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Pool . Salty
i o Drinks —‘ B 1 Dunes
@ — | & — ENCHANTED
Closet — Gambling Dock |— Seaside SL“;&? SCEPTERS
—®
| T(Ij Cl Nept @
Coral ide- ear eptune's
Bow Reef water Water Palace 1 “qprone
Cabin Deck Séi;d —  Deep Seaweed Murals Hatch View — Court Queen
N (B | I
| ' ‘ —® 3 ——@
Hold Wheel — Galleon — Sg:;h Trench f— Shel p— Bend Airlock | Greeting Chl;en?gesr
[
' ‘ ® —
' ea Crawl
Cannon Aft A" 1 poom T T Grate |— Hook
__l_@ to
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Store
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ENCHANTED SCEPTERS

Your inventory can hold just so many items. Thus, you will need to drop objects along the
way to make room for others. Aside from weapons, most items have only a single use.
General hint: Search each room.

a N/
Location Location
Number Number

1. 112 30. 211

s 175 31, 293

3 7 B2 330

4. 48 39 292

5. 167 34. 205

6. 53 35, 227

s 142 36. 278

8. 80 S8 262

9. 13 38. 122
10. 29 39 192
11 216 40. 75
12. 121 41. 286
1155 10 42, 284
14. 171 43. 254
15; 219 44, 215
16. 118 45. 3
i 96 46. 275
18. 174 47. 190
19 5715 48. 277
20. 88 49, 309
il 222 50. 81
22, 133 51 260
23: 106 52. 337
24. 31 53. 129
25. 101 54. 228
26. 20 55, 271
27. 229 56. 99
28. 170 b7 242
29. 220 58. 345
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i Short
Crew's .
Platinum
Quarters Pl
Typical
Corridor
Port- to Scarlet Corridor
Corridor Starboard (Engineering Deck)
Corridor |
<&
Platinum Turbolift
Fore-Aft (Residential
Corridor Deck)
—®
Stor Storeroom B rar;ch
Oreroom Corridor 0
Corridors
e
Locker Amber Waiting to Tiny Room
Room Hallway Room (Computer Deck)
O mk
Straight Intercom
Gymnasium Amber Boonl
Corridor
23 | 2
Turbolift<> Hamgarr>
(Hangar Deck
Deck) Corridor

26

Hangar and
Residential Decks
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Port-Starboard <

Corridor
(Residential Deck)

D
Klangorn | | Security | | Brig
Cell Station Cell to Dusty Hilside
(Barren Planet)
I: 19
Turbolift | !
ooarel | Engineering | | Gallery [ Catwak || Platiorm
Deck) |/
I
I
]
Scaylet it Scaylet Teleporter gfp
Corridor Corridor Room Ladder
Ny O
Engine Chief L\ L’."ms.t
Room {— Engineer's Sk g
(Main Floor) Office (Malphormalleh)
Engineering Deck
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Teleporter Room
(Engineering Deck)

@ —(10
Square Garden (GI:;?]ZIS;CG
(Fountain) Path Deck)
Inside Path L
Hedge (hedge) ol

Greenspace Deck

Dusty

Hilside

—®

Stony
Pocket

Wide
Place on
Ledge

Bottom
of Deep

Quicksand

Ravine

©-—®

Shallow

Ravine

Barren Planet
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Operating Room

(Medical Deck)




Short 65) =

; Jade Guest
Incinerator Grsen. |1 Room
Corridor
Turbolift
(Computer Corridor
Deck)
EndlessC26>
Jade
Green
Corridor
27
End
f
e Computer Deck
Ante- red Ved / blue Ante-
chamber eage / chamber
orange
Ante-
chamber
—(28
Dee's ngt;'” Tiny
Turbolift Roonﬁ Room
Bridge f
i
/I
// Master to Waiting Room
// Control (Hangar Deck)
Room
Turbolift
(Bridge)
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Teleport Room
Castle (Engineering Deck)
d
48 G 3D)—3) @)
Ship Bg?e Sug}mlt  Landing Deep
Hill Hill Site Crater
/ @ 39
L
Field Forest Llnr 8
Field with of Ugly gkge
Debris Trees TI e
| Tree
/
(@)=
>/
Under Rocky gfoéﬁt_
the Waterfall Beach on Lake Lookin
Waterfal Island T"reesg
Cave
44 43 @
Dragon's Treacherous
Hoard Passage Monster
@\ (1) Malphormalleh
Tunnel Bend ey W
Klein's
Under of Cell
Ship Tunnel
Waterfall gi/dse Mysterious
Gate Passage Passage
Hunter's Burrow L Queen's
Room Hall ong Chamber
Tunnel
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Typical Corridor
(Residential Deck)

51 52 ?

Briefing . Rec
RAom Corridor Boom

Turbolift

(Service Corridor Galley
Deck)

Service Deck

Turbolift _
(Medical Operating .
: Sickbay
Corridor Ward
Experimental Fore-Aft Doctor's
Laboratory Corridor Office
Medical Deck
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ESSEX

Location Location
Number Number
j 721 27, S
2. 586 28. 643
3. 600 29. 426
4, 639 30. 564
5. 468 S b 447
6. 543 32 363
7. 715 33. 729
8. 623 34. 528
9. 455 35, 415
10. 494 36. 621
i 618 37. 622
12 637 38. 716
13. 587 39, 581
14. 580 40. 604
15, 599 41. 752
16. 727 42, 635
TZ 513 43. 537
18. 498 44, 499
19 526 45, 670
20. 745 46. 407
21, 556 47. 531
22 583 48. 366
23. 742 49. 679
24. 634 50. 456
25 571 51. 489
26. 385 h2. 664
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FELLOWSHIP
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PART I
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@

to Broad Paved Highway
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Path
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4
»
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Path Path Blue Mountains
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Rocky
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to Grassy Path
| (11> @ (Tower Hills Maze)
«
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I |
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I I
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I I
LY pheimng = - L R = J
from Great

Wooden Gate

Straight
Broad Paved Cave FELLOWSHIP
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Path :
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Path Shaped Hilltop
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FELLOWSHIP OF THE RING: PART I

I shall arbitrarily assume that you ‘a

play the part of Frodo Baggins. Location Hue \
Number Number
General comment: When address- 1. 116
ing characters (hobbits), be careful 2 299
not to put a “comma” between the 3. 282
name of the character and the 4. 36
opening quotation marks, else the a0 304
game will hang and you will have 6. 187
to reboot. This is one of many 7t 314
programming “bugs” I found 8. 117
while playing the game. Also, i 250
quite often you will have to repeat 10. 160
a particular piece of dialogue 11. 6
when addressing the hobbits in 12 110
order to get them to respond prop- 13. 241
erly. I will not include these repe- 14. 89
tititons in the hints since they oc- 1>. 201
cur somewhat randomly. Finally, 16. D27
in order for you and your party to 17, 8
survive, you must gather and 18. 17
carry sufficient food and drink 19. 161
along the way. I'willindicate some 20. 111
of the critical points at which con- 21. 298
sumption of food and beverage is 22. 350
suggested. 23. 324
24. 306
25. 78
26. 173
27. 303
28. 183
29, 300
30. 359
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FELLOWSHIP

OF THE RING:
PART II
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Room
1
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Room C Room
2 5
1 \
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Room
3
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<4— Room |—=— Room
& 6
Bare

Corridor

to
— Stone Block
Corridor
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fo
Corridor

12
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. : >
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9 12 14
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10 Room
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. g
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FELLOWSHIP Room
OF THE RING: -y
PART II
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Stone
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A \
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Hall Hall
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—
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Glacier EAS - Path
Pathway
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—(15)
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to . Inside Foot of Narrow Stair Long S e
Huge «—  Huge |— Narrow Stone |— Leading —{ Stone —ThMrggﬁc; - o %T:Ig”
Hall Hal Bridge Bridge Upward Corridor
X
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Great
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to
Dimrill
Dale

N
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the Swift
Stream
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Path
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Tall
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FELLOWSHIP

OF THE RING:
PART II

Eastern
Bank of
River

re——h e
Western Great "
White Hill Forest
@ Bridge -
Wall with 18
Filigree Metal Fragrant O
Edge of Gates Grove in
Round - Lorien
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Shore
of Wide
River
21
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to
Western
Edge of
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Base of

@
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FELLOWSHIP OF THE RING: PART II

Asin Part 1, I shall arbitrarily assume that you play the part of Frodo Baggins. Also, I shall
assume that you do not carry over a saved game from Part 1.

r )
Location
Number
1. 630
2. 718
3. 725
4. 506
5 420
6. 369
7. 577
8. 642
9, 404
10. 578
13 706
12, 368
13, 409
14. 707
15. 392
16. 749
j L 491
18. 457
19. 504
20. 381
21. 449
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® X
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Location

Number

Clue
Number

\
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155
57
246
82
42
310
147
164
181
83
61
94
104
182
162
34
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GUNSLINGER

Location

Number

( Location

Number

O 0o N o O e g

ek e BREGE e SREEY e SREAS g SR
CIESE CNRTEICORRE STy S

574
525
474
373
398
514
538
516
709
688
743
613
736
497
705
751
724
756

19.
20.
21,
22,
23,
24,
2
26.
27
28.
29,
30.
31.
32
33.
34.
39,
36.

668
761
465
401
443
696
730
441
710
519
598
750
391
439
496
542
411
511
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Location

Number

Clue
Number
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193
320
179
166

97

77
322
289
305
273
291
301
130
136

69
203
311
163

71
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235
132
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HOLLYWOOD HIJINX

Location Clue ( Location
Number Number Number

1 663 24. 565
2. 561 29 521
51 428 26. 460
4. 628 27 712
5 b57: 28. DIl
6. 539 29, 413
Z 524 30. 674
8. 7l 31. 536
9. 421 500 412
10. 652 33. 425
1% 728 34. 755
12: 686 35 383
13. 683 36. 472
14. 572 37. 502
15: 644 38. 527
16. 377 39, 534
17 722 40. 403
18. 703 41. 568
19: 372 42. 416
20. 427 43. 386
21 765 44, 666
22. 753 45, 501
23, 475
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INDIANA JONES

/

Location

Number
1. 354
2. 124
3. 146
4, 355
5 158
6. 341
7. 45
8. 15
9, 191
10. 18
168 230
12: 143
13 156
14. 73
15, 176
16. 58
17. 35
18. 67
19. 251
20. 95
4 1 62
22 9
23. 63
24. 184
25, 52
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MOONMIST

(Green Variation)

r 3
Location Clue
Number Number

11 76
2. 214
3 178
4. 14
5, 66
6. 123
7 766
8. 202
9. 86
10. 288
il 269
12. 131
13. 245
14. 357
15. 56
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MOONMIST

(Red Variation)
e N\
Location Clue
Number Number
1. 429
2. 616
o 8 762
4, 708
5. 590
6. 551
7. 486
8. 661
9. 655
10. 478
13 682
12 689
13, 704
14. 446
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MOONMIST

(Yellow Variation)
Location Clue
Number Number

1. 480
2 625
3. 611
4, 713
5. 432
6. 400
- 445
8. 624
9. 402
10. 677
j 1 636
12. 508
13 726
14. 631
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SHADOWGATE

General Hint: In this game, you must always carry a lit torch with you. Thus, whenever the
lit torch you are carrying flickers, OPERATE the lit torch on an unlit torch in your inventory.
Also, keep a good supply of unlit torches with you by taking unlit torches whenever you see
them on the walls of the rooms you travel through. Similarly, dispose of burned out torches
to allow for more room in your inventory.

Location w Location
Number Number
1. 452 24. 492
2. 739 25 510
3. 430 26. 608
4. 523 27. 701
5. 645 28. 370
6. 547 29 495
7 417 30. 203
8. 406 31, 548
9. 405 32. 393
10. 484 33. 671
11. 500 34. 467
12; 371 35. 540
15 656 36. 617
14. 619 37, 673
15. 650 38. 667
16. 649 39 638
17. 684 40. 437
18. 477 41. 554
19. 473 42. 741
20. 610 43. 738
21. 522 44. 462
22 579 45. 676
23. 555
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SPACE QUEST

Aboard the Spaceship Arcada
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SPACE QUEST

r N
Location Clue pcatia
Number Number be be
1. 217 18. 139
2. 138 19. 255
3 137 20. 224
4. 108 21 253
5. 189 22. 4
6. 72 23 134
7 41 24. 334
8. 195 25 264
9. 21 26. 328
10. 249 27 332
1) 2 28. 154
12, 145 29. 247
1155 232 30. 193
14. 60 31 12
15. 185 32, 157
16. 276 33. 120
17 127 34. 346
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STATIONFALL

Location
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Clue
Number

\

a

Location

Number
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N N R N IRIE DN AN N RS = G et e el et el e e e
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746
690
482
569
720
380
505
529
658
680
374
459
603
541
464
685
530
593
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485
376
487
559
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466
609
493
626

29.
30.
31.
32,
33
34.
35.
36.
3,
38.
39,
40.
41.
42,
43.
44
45.
46.
47.
48.
49.
50.
51.
92,
23.
54.
0.

695
362
589
384
458
633
566
509
424
532
433
442
669
681
563
490
737
582
387
691
576
546
694
436
434
520
479
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THE LURKING HORROR

a
Location ocatio
Number be be
ik 296 21. ' 102
2. 159 27 268
3. 225 23. 126
4. 92 24. 308
S. 119 25. 352
6. 74 26. 256
7 235 27. 49
8. 212 28. 148
9. 54 29. 266
10. 98 30. 93
100, 348 31. 30
12, 339 32 90
13. 100 33. 263
15 204 34. 237
15. 261 35. 115
16. 51 36. 231
17 206 37. 180
18. 343 38. 265
19. 26 39. 23
20. 91
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THE PAWN

Location

Number

\

>

Location

Number

Clue
Number

O N O Ol 00

s SR e
L Bl

15.
16.
17
18.
19.
20.
215

758
397
545
535
438
550
614
470
570
463
558
588
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573
754
378
662
675
660
440

22,
23.
24.
9.
26.
27.
28.
29
30.
31
32,
33,
34.
35.
36.
3
38.
39.
40.
41.

601
389
469
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700
646
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764
390
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410
594
450
575
763
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/
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19.
20.
21.
22.
23,
24,
25,
26.
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32,
33,
34.
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302
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10.

11.

12.

MASTER LIST OF CLUES
Pull the wires. Connect the red wire to the black wire.
Go between the rock arches.

Take the pearl.

Gototherightend of the bar (wherenooneelseis seated) and wait for the bartender
to take your order. Give coupon. Drink beer. Buy beer. Drink beer. Buy beer.
Drink beer. (You will overhear a story about sector HH and the spaceship
Deltaur). Wait for the guy at the slot machine to lose and the sweeper to come and
take him away. Approach the slot machine from the left and then proceed to play
it. You must win 250 buckazoids (you will need to purchase a droid and a
spaceship). Hint: Save your game every time you win big buckazoids.

Take the power pack.

You learn of your quest from the monk of the monastery. Nothing else to do here.
Take the shield. Search. Take the helmet.

Eat the food. Open the matchbox. Light the match.

Feel around. Take the snake (if you did not ask Don Pedro to help you earlier, the
snake would not appear here). Feel around. Take the totem. Put the totem in the

niche. Take the goggles. Wear the goggles. Take the bullets. Take the knife.

Search. Take the flute.

Wave the wand. Drop the wand. Take the box. Say Nepo. Take the statue. Say
Tnahcne. Drop the statue. Pour the powder on the power pack. Take the key.

You slip and fall causing your helmet to fly away into the elevator. Since your
identity is now revealed, from now on when you meet a Sarien guard, shoot at him
(press space bar) with your pulseray unit. (You must be in “slow” or “normal”
animation speed in order to be fast enough on the draw).

110



13.

14.

15.

16.

17.

18.

19.

20.

21,

23

24.

25.

26.

27,

Search. Take the lock pick.

Open the luggage. Remove the tweed outfit. Take the dinner outfit then wear it.
Wait 10 minutes (repeat until the dinner bell sounds).

Give the totem to Marion. Marion, hide the totem.
Ring the doorbell.
Light the match. (To conserve matches, you could also have lit the candle with the

first match at the entrance to the dark tunnel. Occasionally, however, Ifound that
this did not work).

Jump up.

Drop all. Take the sword. (If you are getting hungry, eat the tostins).

Search. (The writing on the wall says, “Pray to the Air Demon at the High Altar”).
Examine pod. (You must be in front of pod). Get glass.

HIT your brother. OPERATE the cross on the creature.

Open thebox. Unplug the coaxial cable from the socket. Reach into the pool. Take
the line. Cut theline with the axe (repeat until itis severed in two parts). Take the
line than plug itinto the socket. Wait. Throw the stone at the being. Take the stone.
Kill Zud with the sword. Take the pouch.

Take prism. Throw prism.

Lower the ladder then climb down.

OPEN the safe. 79-47-80 (these are the atomic numbers on the note cards in the
desk of the study for Gold, Silver, and Mercury — remember the message on the

scroll in the cabinet of the master bedroom). OPERATE the axe on the cookie jar
and take the cookie.
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28.

29.

30.

31.

32.

33.

34.

35.

36.

37.

38.

39.

40.

41.

42.

43.

Wait (twice — until the weirdo goes upstairs).
Cast the freeze spell.

Show the hand to the urchin. (If the urchin is not here, go up and move around a
bit; then come back down — it should appear). Take the bolt cutter.

Keep pressing the button as sand fills the room until it stops and disappears. The
wall to the north will open up.

Wait. (The paranoid man will issue a statement through the intercom. Remember
it!)

Wash up.
Open the device. Put the badge in the device.

Take the totem. Put the totem in the pocket. Take the goggles. Put the goggles in
the pocket.

Merry “Swim lake”. Merry “Get out of the lake”. Examine Merry. (Merry has 2
pale green jewels).

Lift the handle then pullit. Jump (repeat twomore times — you will be sucked out
of the plane).

Open the east door.
A voice cries out, “Who goes there?” Answer: Saber.
Ask the attendant for stinglai ka’abi (i.e., a parachute).

Close door. Look at panel. Buckle seat belt. Push power. Look at screen. Push
autonav. Pull throttle.

Open the trap door. Look inside the trap door.

Take the bouquet of flowers (on the table).
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45.

46.

47.

48.

49.

50.

51.

2.

B3,

54.

55.

56.

7

58.

59,

Ask the teller for a withdrawal slip. Fill out the withdrawal slip. (Fill in $75 to be
used for legal purposes). Give the slip to the teller. Show the beezer card to the
teller.

Get on the motorcycle. Take the totem.

Take the piece of laminated card then read it.

Remove the parachute.

Take the key ring.

Examine the computer. Examine thebench. (The professor enters his pentagram).
Cut the pentagram with the knife. Leave the pentagram. Move the bench. Open
the trapdoor.

Take the wand.

Cut the cord with the axe. Wait (repeat until the maintenance man is nearly upon
you). Pour the wax on the floor. Drop the container.

Take the knife. Cut Marion down with the knife. Swing on the vines.
Take the lantern.
Open the manhole cover with the crowbar.

OPEN both taps in the bathtub. Wait until the water overflows to a level where
you can reach the light on the ceiling. OPEN the light.

Examine the inkwell. (You have found the hidden treasure).
Push the white button.
Take the bullwhip. Wear the bullwhip.

Look inside the suit of armor. Take the third clue then read it. Search the floor. Yes.
Take the lens. Drop the third clue.
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60.

61.

62.

63.

64.

65.

66.

67.

68.

69.

70.

1 8

72.

76

74.

Put glass in beams.

Carefully examine the device. Open the device (you can’t). Getout (you encounter
Pussy Galore).

Carefully examine the slab. Take the jewel. Put the jewel in the slab.
Throw the bullets in the fire.
Take the box of matches (on the third shelf to the right).

Open the luggage. Remove the tweed outfit. Take the dinner outfit then wear it.
Wait 10 minutes (repeat until the dinner bell sounds).

AskJack for thenote thenread it. Listen to Lionel (repeat a few times). Look under
the punchbowl. Take the card. Read the first clue. Ask Jack for the second clue
then read it. Drop the first clue and the second clue.

Swim north.

OPERATE the key (from the demon) on the door.

Open the door. Untie the black horse. Get out.

Shoot Zud with therifle. Drink water. Take the chips. Take the projector. Wear
the cloak. Say Eee (you fly to the Edge of Cliff).

Tie the black horse to the ring (you have just performed another horse swapping).
Go south, untie Energise, and proceed to put the horse in the van.

Look at panel. (You must be in front of it to do this). Push platform button. Enter
pod (from the left side of it).

Wait (repeat until a snake moves toward you). Examine the snake. Hiss at the
snake. Drop the totem.

Take the gloves and the crowbar.
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9

76.

78.

79,

80.

81.

82.

83.

85.

86.

87.

88.

Take the Fire Scepter. (This is the third of the four scepters you must find).
Push the eye. Choose green as your color.

Get the letter. Put the letter in your pocket. Get the carrousel.

Wait (for the Barrow-wight to shout, “None shall pass!!”). Throw the clay pot at
the Barrow-wight. Eat the food. Give the ring to Sam. Sam “Put the ring in the

backpack”.

Take the wallet then look inside it. Take the beezer card then give it to the delivery
man. Take the bag.

Take the crossbow.

Throw trident.

Get out. Carefully examine the guardrail. Pull the cable.

Do you have an ingot?

Look in the wooden box. Take the small box then openit. Look in the wooden box.
Take the diary then read it. Apologize to Vivien. Look inside the wooden box.
Examine the costume. Show the lens to Vivien. Show the small box to Vivien.
Show the diary to Vivien. Spray Vivien with the aerosol device. Arrest Vivien.

Tie Energise to the ring.

Take the lantern then light it.

Drop the deposit slip and the painting and the magazine and the case and the
hacksaw. Dial xxx-xxxx (where xxx-xxxx stands for the telephone number of the

Getlost Airport Cab). When asked where you want to go, tell him the airport.

Drop thelock pick. Take the Earth Scepter. (This is the first of the four scepters that
the wizard Elron said you must find).
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89.

90.

91.

92,

43.

94.

95.

96.

97.

98.

99.

100.

101.

102.

103.

104.

105.

Eat the meal. Knock on the door. Wait (repeat until Radagast invites you up).
Push the up-arrow. Wait (repeat until the elevator has stopped on this floor).
Take the boots then wear them.

Give the Chinese food to the hacker. Ask the hacker for the master key.
Drop the knife. Take the flask.

Flip Pussy Galore. Kick Pussy Galore. Flip Pussy Galore, Kiss Pussy Galore.
Wear the uniform.

Play the flute (the snake is charmed to sleep).

Get the towel.

Take the knife.

Enter the circle.

Hit the wall with the crowbar. Pry the brick with the crowbar (twice). Drop the
crowbar.

Click on the center tile on the floor. A crawl space develops allowing you to go
west.

Unlock the door with the master key.

Open the mailbox. Take the leaflet then read it. Examine the postage stamp.
Wait (repeat until Goldfinger finishes his speech).

OPEN thenightstand. OPEN the scroll and EXAMINE it (for the translation, recall

the definitions of the words in the open book found in the library). OPEN the book
(on the nightstand) and EXAMINE it.
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106.

107.

108.

109.

110.

111.

112,

113.

114.

115.

116.

117

118.

18522

120.

121,

If you meet the Priest here and you fight and defeat him, he will offer you a fireball
spell.

Take the remote control. Push the button. Drop the remote control. Say light.
Enter the car.

Look at panel (to the left of the elevator). Insert keycard.
Take the tostins.

Fight the Green Knight (repeat until he disappears and drops a broken medallion.
You may have to “eat the meal” in between attacks). Take the medallion.

(Assuming Sam climbs the tree). Sam “Put the jewel in thebackpack”. Sam “Climb
down”.

Answer yes to the King’s questions. Take the sword.
Drop grenade (on the Sarien guard below).

Examine the bell. (You have found the hidden treasure).
Tie the chain to the hook. Take the axe.

Sam “Take the matchbox”. Take the backpack. Take the food. Put the food in the
backpack.

Merry “Go s”.
Fight and defeat the alchemist. Take the dagger, heal spell, and lightning spell.
Open the panel. Take the flashlight. Push B.

Enter the broken elevator (the one on the right). It works now that the Star
Generator has been set to self-destruct.

Take the pillow.
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122.

123.

124.

125.

126.

127.

128.

129,

130.

131.

132.

133.

134.

135.

Click on the sarcophagus. Click on the mummy.

Take the maid’s note then read it. (Pay particular attention to the last paragraph
— you are looking for something written). Drop the maid’s note.

Examine the panel. Examine the jaw. Take the bullwhip. Open the jaw. Push the
button with the hand. Snap the bullwhip.

Drop the cage and the candelabra and take what inventory (if any) you dropped
here before entering the maze. Take the cross.

Throw the stone at the creature.

Drink water (before entering cave). When Orat approaches you, then: Throw
cylinder (of water). Get chunk.

Controllers, “Stop flight 42”.
Close (before entering Control) and Open (on the way out).

Open the van door. Go van. Put the key in the ignition. Tie Black Fire to the ring.
Close the door.

Search the wall. Look through the peephole.
Trip Jody. Tackle Jody. Duck. Sit on Jody.

Take the blowgun. If the Witch Doctor appears and you fight and defeat him, he
will leave a voodoo spell and an amulet. Take them. To make room in your
inventory, you can drop the flute and the magic wand.

Follow the salesman up the stairs and approach the droid (the one to the right at
the top of the stairs). Give coupon. Buy droid (for 36 buckazoids).

A spider will cross the railing. After it goes by, OPERATE the aerosol spray can
on therailing. Come back here in a few moves. This time when the spider tries to
cross the railing he will become paralyzed by the contents of the spray can. Take
the spider.
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136.

137,

138.

139.

140.

141.

142.

143.

144.

145.

146.

147.

148.

149.

(The stable lad should not be here now). Tie Black Fire to the ring. Get the sugar.
Give the sugar to the black horse. Untie the black horse (you have just performed
a horse swapping).

(Approach the buttons on the console). Look at panel. Push open bay door.
(Wait for the eastern door to open and a lab scientist will enter and then slump to
the floor). Look at man. Look at screen. (When asked for a cartridge title type:
Astral Body). Get cartridge.

Drop chunk.

Take the cage.

EXAMINE the paintings. OPERATE self on the left chair. OPERATE the axe on
the left chair. Take the golden key.

Search. (A little birdy says, “Religious places are for saying your prayers”).
Wait (twice).

Take the new letter.

Get rock.

Take the totem. Put the totem in the pocket. Take the cylinder. Lasso the rock with
the bullwhip. Climb up.

Close the bunker door. Turn off the lighter. Carefully examine the photos.
Carefully examine the table. Type golden girls. Take the chart. Put the chart in
the safe. Take the letter. Read theletter. Put the letter in the safe. Close the safe.
Type open the steel door.

Turn on the flashlight. Open the trapdoor.
Take the maid’s note then read it. (Pay particular attention to the last paragraph

— you are looking for something written). Drop the maid’s note. Examine the
piano. Take the music then read it.
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150.

151,

152.

153,

154.

155.

156.

157.

158.

159.

160.

161.

162.

Just follow directions and proceed to the Air Zalagasa desk. To find it, go back to
theairportentrance and go east or west until Air Zalagasaisnolonger listed. Then,
go north twice.

Immediately drag the robed man into the pit.

Sit down in seat D (your seat).

Say unlight. Take the pouch.

Immediately go north to the washing machine. Open door. Enter machine. Wait
for the Sarien to leave; then: Open door. Examine uniform. (YourID card identifies
you as a Sarien with the name Butston Freem). As you travel on, when you meet
a Sarien guard, try to kiss him (it's worth a point).

Open the armrest. Push the black button.

Take the key. Carefully examine the skin. Take the jewel. Put the jewel in the
pocket.

Search guard. (You get a remote control device). Push button. Go up the steps
and: Look at panel. Enter 6858. (Move arrow to digit (by clicking mouse on that
digit) then hit space bar). Move arrow to ENTER then hit space bar. Now, it’s time
to split.

SAVE THE GAME HERE. Examine the snakes. Examine Don Pedro. Don Pedro,
can you help me? (this is a crucial command in order for him to help you later on
in the game). Talk to Don Pedro (repeat until you can hear the roar of the airplane
engine bouncing off the cliffs).

Take the stone.

Pippin “Gon”.

E,Wait (repeat this pair of commands until you are successful).

Take the badge.
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163.

164.

165.

166.

167.

168.

169.

170.

171.

172

173.

174.

175.

Untie the black horse.
Open the manhole cover.

Drop the cookie on the tiled floor. Wait for the little demon to appear. It will take
the cookie and leave you a key in exchange for it. Take the key.

Open the door. Get in. Close the door. Get the key. Put the key in the ignition.
Open the door.

Read the sign. (The four groups of three digits are the binary (0,1) representation
of the numbers 2,4,1,7. Letting “0” represent a handle in the UP position and “1”
a handlein the DOWN position, then to unlock the door proceed as follows). Turn
the lefthandle and the middle handle (changes 010 to 100, i.e., 2 to4). Turn the left
handle and the right handle (changes 100 to 001, i.e., 4 to 1). Turn the left handle
and the middle handle (changes 001 to 111, i.e., 1 to 7).

OPERATE the golden key on the cabinet. OPEN the cabinet and then OPEN and
EXAMINE each of the two scrolls. Take the wooden box (containing Dracan’s
star).

Click on the wall above the door. A secret button opens the door.

To return to the Music Room, you must: Break the mirror. You can only do this
when the Black Knight is here.

Show the beezer card to the driver. Give $17.50 to the driver. (Don’t worry about
losing your address book. You'll get it back later).

Knock on the gate. Gatekeeper “I am Frodo”. Sam “Go ne”.
Pray. Take the wand.

Click on the skull (a few times). Read the book. Swing the sword. Take the freeze
spell.
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176.

177,

178.

179,

180.

181.

182.

183.

184.

185.

186.

187.

188.

Benito, trade the hat for the knife. Wear the knife. Benito, giveme thebullets. Wear
the bullets.

Take the card. Put the card in the slot. Take the card.
Wash up.

Bert, give me the calendar. Bert, give me the sandwich. Put the sandwich in your
pocket.

Cut the ropes with the bolt cutter. Put the hyrax on the hand. (This will get you
through the Wet Tunnel “Maze”).

Get in.
Duck. Flip the black switch.

Barliman “I am Frodo”. Examine the stranger. Stranger “I am Frodo”. Wait.
(Follow Strider — he will lead you through the country of marshes and bogs).

Throw the knife at Plebinheim. Take the bullwhip. Snap the bullwhip at the vines.
Take the cylinder. Swing on the vines.

Go through the acid drops. (Being in “slow” animation speed helps).
Put the card in the slot.

Read the book. Take the candle.

SPEAK to thestatue head. Specan heafod abraxas (remember the message written
on thescroll in thenightstand.) Take the candelabra. (Youmay have to drop some
inventory to make it fit. Just make sure you hold on to the amulet, the golden key,
the bouquet of flowers, and the cage). OPEN the matchbox and take a match from
it. OPERATE the match on the matchbox. OPERATE the lit match on the
candelabra.
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189.

190.

191.

192.

193,

194.

195.

196.

197.

198.

199,

200.

201.

202.

203.

Look at door. Push left button. Look closet. Get gadget. Push right button. Look
closet. Get suit. (Note that it is not in your inventory since your are wearing it).
(Go around the railing to the console). Look at console. Push airlock button.
Search. Take the trident.

Say viva la revolucion.

Tie the rope.

Close the gate. Wait (until the trailer plows into the fence). Go trailer. Calm horse

(twice). Pet horse. Take the tire iron. Wait (until you are knocked on the head —
you lose the tire iron and are face to face with the bull in the cow pasture).

Take the cloak.

Look pod. Getkit. Open kit. Unbuckle seat belt. Exit pod.
Take the book. Read the book (twice). Drop the book.
Examine the tapestry.

OPERATE thebrass pentagram on the ice (remember what the diary said about the
effect of ice on Dracan’s star).

OPERATE the lamp on the lamp (i.e., turn it on — the picture on the wall slides to
the left and a ghostly figure appears before you). OPERATE the spider on the
ghost. Take the diary (from behind the painting). OPEN the diary.

OPEN the lab journal (on the table) and EXAMINE it.

Say “Hello”. Wait. Read the scroll. Wait (Radagast will tell you about the use of
Elfstones and then give you a pale green jewel).

Take the lab notebook then read it.

Tie the black horse to the ring. Open the stall door.
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204.

205.

206.

207.

208.

209.

210.

211,

212,

213,

214.

Wear the gloves. Take the container. Open the container.
Take the diamond.
Climb the rope.

Plug themodular pluginto the computer. Random-Q-Hacker (your ID). Rainbow-
turtle (your password). Typ (return) DVH2.HAK. Run (return) PLANE.EXE. Run
(return) HAK.EXE. (You will always get an error message indicating that this file
is busy being used by RQH — presumably the nerd is using it to activate his. HAK
files. You want to shut him down). Keep executing commands until you are
interrupted and told the name of the next file the nerd is about to execute, e.g.,
[name]. HAK. Cop (return) DVH2.HAK to [name]. HAK. Y (when asked if you
want to overwrite). Keep issuing commands until the nerd tries to execute
[name].HAK and shuts himself down.

Take the prism.
Take the whistle.

Cut the door with the hacksaw. Push the power saw button. Pull the generator
lever. Connect the power saw to the generator. Ride the generator. Take the power
saw then give it to the weirdo.

If the Air Demon gets your Air Scepter, you will find it here.
Move the junk.

If you encounter a zombie, just OPERATE the amulet on the zombie. If you
encounter a band of zombies, the amulet does not have sufficient power to deal
with them. Just back up and go a different way.

Ask Bolitho to describe the ghost. Ask Bolitho about the ghost. Yes. (He tells how
the ghost was groping for something on the marble floor of the new great hall.
Keep asking Bolitho questions until he asks if you are the well-known American
detective). Yes (three times — he offers you a small aerosol device to be used on
ghosts).
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215.

216.

217.

218.

219.

220.

221

222,

223,

224.

225.

Search. Take the spear gun.

Click on the rectangular panel on the wall (a keyhole appears). Click on it again.
(If you have the lock pick from the Back Room, then it will open). Take the coins.

Search body. Get keycard.
Take the plant.
Drop the pillow. Push the knob. (You learn a clue to the answer to the riddle).

Pray to the Air Demon. Drop the key ring. Take the Air Scepter. (This is the second
of the four scepters you must find).

Put the recipe cartridge in the computer. (You get your address book back). Read
the first page of the address book. (Note that your name and former address have
been changed).

You will get stuck here and not be able to move. Eventually, the natives will cut
you out and put you in the pot.

Put the unlabelled cartridge in the computer. (Recall that on four of the items you
picked up there were postal stickers that had letters of the alphabet on them, i.e.,
magazine (E), flyer (D), coupon booklet (C), envelope (B). Assuming that you took
them in this order, then proceed as follows). Print E. Print D. Print C. Print B.
(Now read the display on the screen vertically (top to bottom) starting in the
leftmost column and follow the directions to get through the switchgear maze).

Get key. Exit skimmer. (Alien will appear and offer to buy your skimmer for 30
buckazoids). No. (Move around and wait for the alien to return. He now offers
you a jetpack in addition to the 30 buckazoids). Yes.

Open therefrigerator. Take the bottle and the ca<ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>