












































































































preparing for an important journey. Go OUT. 

GET ON HORSE, then WEST. You'll see a large tree nearby. GET 

BEHlND THE TREE and WAIT while a band of outlaws, otherwise known 

as Robin Hood and his band of merry men, attack the courier, knock him 

unconscious and steal his money. Go OUT from behind the tree and TAKE 

THE POUCH. SHOW THE POUCH TO THE OUTLAW, and WAIT while 

Friar Tuck alters the letter to state that Otto is refusing to send money. 

WAIT, until the outlaws leave. Before the courier awakens, go NORTH­

WEST. When the courier awakens, he will be totally unaware of the change 

and will continue northwest to Runnymede. When you arrive, WAIT for 

the courier to show up and give King John the letter. King John will sign the 

Magna Carta and leave. 

Return to the Interkron by going SOUTHEAST, EAST. GET OFF 

HORSE, then go NORTHWEST and IN. 

Timeplace Puzzle: The Sultan's Wives 

The Muslim territories of Sultan Harun aI-Rashid were vast, dwarfing 

virhlally all European empires, past or present. The Sultan was a popular 

leader, but his Grand Vizier, Yahya, secretly plotted to overtl1Tow him. The 

Sultan was able to put down the revolt because he learned of it in advance. 

Vettenmyer has persuaded Yallya to accelerate his timetable and strike 

before Harun can discover the treachery. You have to prove the Vizier's 

disloyalty to the Sultan, or the Muslim forces,led by Yahya, will extend 

Arab domination over the rest of Europe. 

Baghdad - 800 

TS BAGHDAD 800. OUT. You are in a cave halfway between Baghdad 

and Babylon. WEST, NORTH and NORTH. You see a beggar sitting 

outside tlle bazaar and GIVE BREAD TO BEGGAR. Actually, the beggar is 

tlle legendary Sultan Hamn al-Rashid in disguise; waiting to see if his 

people will help one so destihlte. WAIT and as a reward you are offered the 

opportunity to prove to the Sultan that one of his wives is cheating on him. 

You NOD and agree to the challenge. The Sultan proposes that you go to 
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the harem and try to get one of the wives to sleep with you. If you succeed, 

the Sultan will kill you since you will have dishonored him. If you fail, you 

will be killed since you did not prove which of the wives is unfaithful. A 

challenge to be sure. 

Once inside the harem, GET FIGS and then LIE ON ON AN. Each of 

the Sultan's wives will give you a massage, concentrating on a specific part 

of your body. As you LOOK AT TIIE WNES you notice that each is 

dressed in a different color. The Vizier wears a multi-colored outfit com­

posed of a combination of the colors the wives are wearing. Now look at 

each of the wives: LOOK AT JAMILA. LOOK AT KALILA. LOOK AT 

AISHA. LOOK AT ULTh1A.. LOOK AT LEILA. LOOK AT FA TTh1A.. In a 

flash of insight, you realize that Jamila, the green wife, has massaged your 

hands and the Vizier is wearing green gloves that match Jamila's gown. 

Jamila must be the guilty wife! WAIT until all the wives leave for the bath, 

then STAND and go into each bedroom (NORTHEAST, EAST, SOUTH­

EAST, SOUTHWEST, WEST, NORTHWEST) until you discover Jamila's 

room. GET VEIL and WEAR IT. Disguised, you go EAST, then SOUTH to 

leave the harem. GIVE FIG TO VIZIER and listen as he promises to meet 

you later that night. Go NORTH then WEST to return to Jamila's room. 

REMOVE VEIL, then HIDE under the bed. WAIT until the Vizier arrives, 

and WAIT until the Sultan approaches. As the Vizier frantically leaves the 

bedroom, GET SLIPPER. You will be apprehended by the Sultan's guards 

as they pull you out from under the bed. SHOW SLIPPER TO SULTAN as 

proof of the Vizier's crimes. 

As a reward, the Sultan gives you the Vizier's turban which is held by 

an impressively large, though worthless, ruby. Return to the Interkron by 

traveling SOUTH, SOUTH, EAST, IN. 

Timeplace Puzzle: Charlemagne's Crown 

The rule of Charlemagne, the first Holy Roman Emperor, rescued 

Europe from the Dark Ages. Vettenmyer has persuaded Charlemagne that 

he shouldn't allow himself to be crowned Holy Roman Emperor without a 

sign from God. Charlemagne was a truly devout man who accepted the 
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crown only because he believed it was God's will. Your task is to make it 

appear as if God has mysteriously marked the crown with a sign of His 

favor for Charlemagne. You'll accomplish this by stealing the crown and 

sending it on an extended journey through time. 

Peking - 1940 

TS PEKING 1940. OUT. At the beginning of the Second World War, 

Japan occupied China and set up a puppet government. When you arrive, 

you'll find that the road to Peking is heavily patrolled by Japanese troops. 

You discover that members of the local resistance plan an attack on one of 

these patrols at noon. WAlT UNTIL 11:50. Go NORTH to Tientan Park. 

WAIT and when you witness this minor skirmish, you will see a student 

throw a Molotov cocktail. TAKE THE MOLOTOV COCKTAIL. Return to 

the Interkron by going SOUTH, IN. 

Rome-SOO 

TS ROME 800. OUT. Leave the Cloaca by going UP. Go NORTH­

WEST to the Vatican and IN St. Peter's. Go NORTH into the chapel. You 

will find a priest praying there. 

OPEN THE COCKTAIL: It's composed mainly of ether. What, besides 

its flammability, is ether good for? TAKE THE HANKIE. POUR THE 

ETHER ONTO THE HANKIE. DRUG THE PRIEST WITH THE HANKIE. 

The crown is now unguarded. TAKE THE CROWN and return to the 

Interkron by going SOUTH, OUT, SOUTHEAST, DOWN and IN. 

Cairo -1361 B.C. 

TS CAIRO 1361. OUT. This is the first stop in the crown's journey 

back to Charlemagne. Leave the tomb by going OUT and walk WEST to the 

Royal Compound. Walk NORTH along the river. There you will find King 

Tut and his sister playing along the shore. Go EAST into the river. You will 

find a certain Jewish infant floating there. GIVE MOSES TO SISTER. She 

will take him into the palace, leaving Tut without a playmate (he should 

probably get used to being alone) . WAlT. 

Naturally, Tut focuses on you. He decides that you should playa game 

that involves bringing him a gift worthy of a king. GIVE THE CROWN TO 
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TIIT. When you do so, he hides it in the pyramid and gives you a map that 

shows where he hid the crown, and how to get past the pyramid's booby 

traps. The map also contains a drawing of Tut's ankh, which he left inside 

the pyramid. Return to the Interkron by going EAST, IN the tomb and IN. 

Cairo-12lS 

TS CAIRO 1215. OUT. This is the year when you can retrieve the ankh 

Tut left in the pyramid. Leave the tomb by going OUT and return to the 

Royal Compound by going WEST. Go SOUTH into the pyramid. You'll 

notice that things are a little dark. Lack of electricity will do that. LIGHT 

THE LIGHTER you got from Churchill. Go DOWN into the pit. PUSH 

THE PANEL and go IN the hidden passage. You'll find that this section is 

guarded by a rather malicious set of whirling blades. To deactivate them, 

PUSH the tiles in the order that they are connected on Tut's map. When the 

blades stop, go WEST to the edge of the chasm. You'll see a bridge. CROSS 

THE BRIDGE. You'll see the ankh here. TAKE THE ANKH. 

At this point, you'll be able to see Charlemagne's crown in the next 

room, but you're just a little too big to fit through the crevice to retrieve it. 

The next step is to enlist someone's help, as detailed in the next Timeplace 

puzzle. As you leave the pyramid, the bridge will collapse into the chasm. 

But there's plenty of time to deal with that later. 

Note Of Interest: The map providing the specific sequence of tiles which 

must be pressed in order to get past the whirling blades is randomly set 

during each playthrough. Don't make the mistake of assuming the map of a 

previous game to be identical to the map of the current session. 

Return to the Interkron by going EAST, EAST, EAST, UP, NORTH, 

EAST, IN the tomb and IN. 

Timeplace Puzzle: Napoleon's Invasion Plans 

At this point, the Charlemagne puzzle becomes inextricably entwined 

with Napoleon's quest to conquer England. In this section you will recover 

the crown and return it to Charlemagne. 
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Rome-1798 

TS ROME 1798. OUT. In this year, Vettenmyer has persuaded Napo­

leon to attack England directly, instead of taking Egypt in order to cut off 

Britain's trade routes to India. Should Napoleon attack England directly, 

tlle island nation would surely become another province of France. You 

have to convince Napoleon to attack Egypt as previously planned. What 

better incentive than the possibility of recovering the fabled crown of 

Charlemagne! 

Leave the Cloaca by going UP. You'll see a rock nearby. TAKE THE 

ROCK. GO SOUTHEAST. THROW THE ROCK THROUGH THE WIN­

DOW. The guards will take you in to see Napoleon. Once inside the 

Palazzo, WAIT until Napoleon is finished talking with his aide. SHOW 

NAPOLEON THE MAP. He will understand that the map indicates the 

location of Charlemagne's crown, but he will ask if you can back up your 

claim. Say YES. He will then ask for proof of the accuracy of your claim. 

SHOW NAPOLEON THE ANKH. This will convince him that you speak 

the truth. Napoleon will give you a pass that will admit you to his head­

quarters in Cairo in the fall. Return to the Interkron by going NORTH- ..... 

WEST, DOWN and IN. 

Dover-1798 

TS DOVER 1798. OUT. Admiral Lord Nelson knows Napoleon intends 

to attack either England or Egypt, but until he discovers which, he doesn't 

dare leave England's coast undefended. The pass Napoleon gave you 

shows that Napoleon definitely plans to invade Egypt. You must show iliis 

pass to Nelson. 

Go SOUTHEAST and NORTH into the tavern, where you'll find 

Nelson. SHOW THE PASS TO NELSON. The Admiral will immediately 

race out of the tavern and set sail for the Mediterranean. He will leave 

behind a boarding hook that you will find particularly useful. TAKE THE 

HOOK. Return to the Interkron by going OUT, NORTHWEST and IN. 

Cairo-1798 

TS CAIRO 1798. OUT. Napoleon is now camped outside the Great 
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Pyramid, but he has been unable to retrieve the crown from inside. Go to 

the Royal Compound (OUT, WEST) and SHOW THE PASS TO THE 

SOLDIERS. They will bring out Napoleon, who will accompany you 

SOUTH to the pyramid. Go DOWN into the pit, go WEST into the hidden 

passage. PRESS the tiles in the order indicated on Tut's map. Go WEST to 

the edge of the chasm. 

Where there was once a convenient bridge there is now an intimidating 

chasm. You'll need a way to cross the gap. REMOVE THE PIN FROM THE 

TURBAN. It will become unravelled. TIE THE TURBAN TO THE 

BOARDING HOOK. THROW THE HOOK OVER THE STRUT that used 

to hold up the bridge. In the great tradition of any Harrison Ford movie, 

SWING ACROSS THE CHASM. Napoleon will follow you across, and will 

squeeze his notoriously small body through the crack, retrieve the crown, 

and both of you swing back. 

Leave the pyramid by going EAST, EAST, UP and NORTH. When you 

emerge from the pyramid, Napoleon will make a speech about how he will 

have the crown engraved for all to see. Then he will disappear with it­

leaving you crown-less! Return to the Interkron by going EAST, IN the tomb 

and IN. 

Rome - 1940 

TS ROME 1940. OUT. This is your opportunity to rescue the crown 

from its 3,OOO-year journey. Go UP, SOUTHEAST and NORTH to the 

Napoleon Museum on the first floor of the Palazzo. You'll find the crown 

sitting in the display case. TAKE THE CROWN. True to his words, 

Napoleon had the crown inscribed, in Latin no less. READ THE CROWN. 

It says: "This is the crown of Charlemagne, who was anointed the first Holy 

Roman Emperor in the year of our Lord 800./1 Return to the Interkron by 

going OUT, NORTHWEST, DOWN and IN. 

Rome-800 

TS ROME 800. OUT. It's time to bring the Charlemagne puzzle to an 

end. Return to the chapel by going UP, NORTHWEST, WEST and NORTH. 

PUT THE CROWN ON THE ALTAR. WAIT until the priest wakes up. 
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When he does, he thinks that God smote him down and performed a 

miracle. When he sees the engraving that has miraculously appeared on the 

crown, he grabs the crown and rushes out, convinced that God has indeed 

shown his favor for Charlemagne's rule. 

Go OUT into St. Peter's and watch the coronation. Return to the 

Interkron by going OUT, SOUTHEAST, DOWN, IN. 

Zeke's Messages 

Throughout the course of the game you will read various messages left 

behind by Zeke Vettenmyer, a total of 19. Each message contains a number. 

Arrange the messages numerically, according to the numbers they contain. 

The first letters of each sentence combine to spell out the following message: 

"Zeke in tower. Say east". Most of the messages are relatively easy to 

locate, but two require you to solve mini-puzzles. These are 

described below: 

TS DOVER 44. OUT. Go SOUTHEAST and SOUTH to the cliffs. You 

will see a piece of chalk. PICK UP CHALK. Return to the Interkron by 

going NORTH, NORTHWEST and IN. 

TS CAIRO 800. OUT. Go NORTH. You will encounter a deaf man 

with a slate in his hands. GIVE THE CHALK TO THE DEAF MAN. He 

will write a message for you on the slate. READ THE SLATE. It will be a 

message from Vettenmyer. Return to the Interkron by going SOUTH and 

IN. 

For this next message, remember that you retrieved a conch shell from 

the Rocky Shore near Dover in 1361. That shell will come in handy. 

TS PEKING 44. OUT. Go NORTH, EAST, and NORTH. You will be at 

one of the guard outposts of the Great Wall of China. Barbarian forces have 

already taken out the sentries and are preparing to invade. You must alert 

the Emperor's army. BLOW ON THE CONCH SHELL. This will summon 

the Imperial forces and repel the invasion attempt. In gratitude, the Em­

peror will give you a seal. Return to the Interkron by going SOUTH, WEST, 
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SOUTH and IN. 

TS PEKING 1798. OUT. Go to the Forbidden City by traveling 

NORTH, NORTH and NORTH. A eunuch will deny you further passage 

north. SHOW THE SEAL TO THE EUNUCH. You will be escorted in to 

meet the Emperor, who recognizes the seal as a sign that his ancestors were 

in debt to yours. To repay the debt, the Emperor gives you a box. OPEN 

THE BOX. You will find a smaller box inside. OPEN THE BOX again. 

Repeat this command until you arrive at the true treasure: a small jade bar. 

It has an inscription on it. READ JADE BAR. It is another message from 

Vettenmyer. Return to the Interkron by going SOUTH, SOUTH, SOUTH 

and IN. 

Here are the locations of all 19 messages from Zeke. 

Message number 1 is spelled out in the vines in the courtyard of the 

Hanging Gardens of Babylon in Baghdad 1361 B.C. To read the message, 

climb to the top of the gardens and look over the parapet. 

Message number 2 is written on the wall of the cave in Baghdad 44. 

Message number 3 is woven into the carpet in Baghdad's bazaar in 

1798. 

Message number 4 can be learned by listening to the chanting priest in 

the Buddhist temple in Peking 1588. 

Message number 5 is announced by Pope Innocent III on the steps of St. 

Peter's in Rome 1215. 

Message number 6 is scrawled in blood on the wall of the tomb in Cairo 

1519. 

Message number 7 is inside the fortune cookie that lands at your feet in 

the marketplace in Peking 1519. 

Message number 8 is painted on the wall of the tavern in Dover 800. 

Message number 9 is at the bottom of the leaflet that the soothsayer 

hands you in Rome 1588. 

Message number 10 is inscribed on King Arthur's sword in Dover 452. 

Message number 11 is stamped on the jug in the ruins of Babylon in 

Baghdad 452. 
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Message number 12 is scrawled on the base of the pyramid in Cairo 

1588. 

Message number 13 is carved onto a block in the Royal Compound in 

Cairo 452. 

Message number 14 is in the closet at the end of the maze in Mexico 452. 

Message number 15 is carved on the jade bar that's inside the box you 

get in the Forbidden City in 1798. 

Message number 16 is in the alley in Baghdad 1588. 

Message number 17 can be seen on the altar after you free the Aztec 

sacrificial victim in Mexico 1215. 

Message number 18 can be learned by giving the deaf man something 

to write with in Cairo 800. 

Message number 19 is written on the wall of the Palazzo Venezia in 

Rome 1940. 

The OldMan 

In Rome 1361 B.C., you will find an old man sitting on a log in the 

Academy. This philosopher runs a school dedicated to the search for the 

truth. He and his descendants will only maintain the Academy, however, 

as long as there are pupils interested in learning. 

To keep the Academy alive you must - starting in 1361 B.C. and in 

each subsequent year - go to the Academy and sit down with the philoso­

pher. This will convince him that there are still students interested in 

learning. 

When you visit him in 1940, the philosopher will be wearing a key 

around his neck given to him for safekeeping by one of his students. 

To ask the philosopher a question: leave the Cloaca by going UP (except 

in 1361 B.C. , when this is not necessary), go SOUTH, SIT, STAND, go 

NORTH and DOWN (not necessary in 1361). 

To obtain the key: leave the Cloaca by going UP, go SOUTH, SIT, ASK 

THE OLD MAN FOR THE KEY, STAND, go NORTH and DOWN. 
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The Tower Endgame 

Once you've solved all the major puzzles, deciphered Vettenmyer's 

messages, and acquired the key from the old man, you're ready for the 

endgame. TS BAGHDAD 1361. OUT. 

Go to the square in Babylon. Leave the cave by going OUT and GO 

SOUTH to the square. SAY EAST (as per Vettenmyer's instructions). This 

password will get you into a gallery on the ground floor of the Tower of 

Babel. If you go through the door, you will GO UP the stairs, stumble on 

the top step, and then enter Vettenmyer's lair. 

Once inside, you realize you are in a place that exists outside of time. 

No matter what time it was when you left the gallery, it will be 8:00 when 

you enter the room. When you enter, you see another version of yourself 

stepping onto a time travel platform while pointing urgently to a similar 

platform that stands nearby. STEP ON THE RIGHT PLATFORM. 

You have been transported back in time 57 minutes. Now that you 

have time to look around the room, you discover that the two platforms are 

prototype time machines built by Vettenmyer. One goes forward in time 62 

minutes, the other backward 57 minutes. Also in the room is a curious 

Doomsday Device (you didn't think we'd leave one of tllose out of the 

game, did you?). 

WAIT UNTIL 7:59. You hear someone stumble outside the door. 

Sound familiar? Recalling that you stumbled just prior to entering the lair, 

you realize that another version of you is about to enter the room. STEP ON 

THE LEFT PLATFORM before that version of you enters the room. This re­

creates the situation that existed when you first entered the room. 

When you re-materialize, you see yet another version of yourself 

strapped in a chair, wIllie Vettenmyer is sprawled out on the floor. The 

other version of you steps on a remote control device and the case covering 

the Doomsday Device pops open. DISABLE THE DEVICE WITH THE KEY 

you got from the old man. When you do, Vettenmyer leaps to his feet, 

grabs a laser, and aims it at you. STEP ON THE RIGHT PLATFORM and 

the figure in the chair will shout out a number. You will dematerialize 
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before Vettenmyer can shoot you. 

When you rematerialize, it seems as if you've gone from the frying pan 

into the fire. Vettenmyer is waiting for you, and he seizes you and straps 

you in a chair. He taunts you by explaining that he has built a Doomsday 

Device that can only be disabled with a key that is issued to full-fledged 

members of the Temporal Corps. WAlT. Some time passes, until 

Vettenmyer asks you to pick a number between 1 and 100. SAY the number 

learned from the other version of you. 

WAlT. A little more time passes until Vettenmyer turns his back on 

you, preparing to shoot the other version of you that is about to materialize 

on the left platform. When he does so, KICK VETTENMYER. This sends 

him sprawling. As the figure materializes on the platform, STEP ON THE 

REMOTE CONTROL Vettenmyer has dropped. The case springs open, the 

figure disables the Doomsday Device, and leaps back onto the platform. As 

he disappears, SAY the number you've learned from the other version of 

yourself. Vettenmyer will leap to his feet and fire at the figure, but will be 

too late. 

Enraged that you have outsmarted him, Vettenmyer realizes that the 

only place you could have obtained the key was from the Academy, which 

is where the secret of time travel was first discovered. He decides to return 

there with you to prevent the founding of the Temporal Corps. 

The Academy Endgame 

When you arrive in the Academy endgame, you are tied up and there is 

nothing you can do to alter the course of events. Vettenmyer and the old 

man will struggle for the laser and Vettemnyer will be shot. As he dies, he 

will bring up the gun for one last attempt to kill you, but the old man will 

fling himself in harm's way, and he will be shot instead. 

As the old man dies, he urges you to take his cloak and to continue the 

tradition of the Academy. WAlT until he dies, then TAKE THE CLOAK. 

As you do, you discover the secret of time travel and realize that Drexler 

chose you for this mission because it was you who invented time travel and 

eventually founded the Temporal Corps. 
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75 Fun Things To Try 
Some of these activities will get you killed. Be sure to save the game first. 

Babylon/Baghdad 
1. Jump off the top of the Hanging Gardens of Babylon. 

2. Kiss the Sultan and the Vizier while wearing a veil. 

3. Look at the door in the harem. 

4. Listen to the grape vines in the courtyard outside the Hanging 

Gardens. 

5. Hit the other version of you that's strapped in the chair in the 

endgame. 

Cairo 
6. Eat the rhino horn, with and without someone else present. 

7. In Cleopatra's boudoir, ask her about something irrelevant such as 

Napoleon or Stonehenge. 

8. Ask the soldiers about the pyramid. 

9. Jump over the chasm inside the pyramid. 

10. Blow the conch shell while standing next to the deaf man. 

Dover 
11. Kiss Shakespeare. 

12. Kiss Drake. 

13. Hit Elizabeth. 

14. Kiss Nelson. 

15. Make an amorous advance to the horse in 1215. 

16. Look at the innkeeper's tankard in every year beginning in 1361 B.C. 

17. Ask the friar about himself and yourself. 

18. Ask the innkeeper about Henry VIII, Shakespeare and Nelson. 

19. Ask Shakespeare about Anne Hathaway. 

20. Ask the strumpet about Vettenmyer. 

21. Enter the strumpet's bedroom after Drake has gone inside. 

22. Tell the innkeeper about the floorboard. 

65 -



23. Put the mask in the fire in the tavern. 

24. Kiss Churchill and King Arthur. 

25. Examine the bush on the path down the cliff. 

Mexico 
26. Return to Mexico 1361 after the Olmec has thrown the spear at you. 

27. Kiss Montezuma. 

28. Ask the Aztec messenger in 1519 about himself. 

29. Ask the sacrificial victim about the priest. 

30. Kiss the Aztec sacrificial priest. Attack him. 

Peking 
31. Ask the Emperor Quinlong about himself, then trifle with him. 

32. Ask the official outside the burial cave about the dead emperor and 

the cave. 

33. Ask the mourners about the statue and the poison. 

34. Follow the dead mourners. 

35. Lead the courtesans into the Buddhist temple. 

36. Give the courtesans to the Buddhist priest. 

37. Give the basin to the mourners after they've all died. 

Rome 
38. Look at the sludge in the Cloaca Maxima. 

39. Take the sludge. Drink it. 

40. Attack Calpurnia. 

41. Kiss Caesar. 

42. Kill Caesar. 

43. Ask Calpurnia and Cleopatra about each other. 

44. Ask Cleopatra about Caesar. 

45. Ask Caesar about Cleopatra and Calpurnia. 

46. Ask Caesar for himself. 

47. Kiss Cleopatra both before and after asking Caesar for her. 

48. Kiss the charioteer in the gladitorium. 

49. Pour oil on yourself. Pour the oil on somebody else. Pour the oil 

on the ground. 
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50. Take the sword from the Praetorian guard before the lion breaks 

away. 

51. Buy the bread from the focaccia man. 

52. Smell Attila. 

53. Kiss Napoleon. 

54. Throw the rock through the window in 1940. 

55. Go up to Mussolini's room more than 4 times. 

56. Attack Mussolini. 

57. Get on Mussolini's desk. 

Future 
58. Kiss and attack Drexler. 

General 
59. Go to each of the eras of the major puzzles and simply wait until 

it's too late to solve them. Then get back into the Interkron and 

learn how the world would change if you didn't solve the puzzle. 

60. Attempt to have an amorous encounter with yourself or with 

inanimate objects. 

61. Cheer in each of the cities (especially in Mexico) as well as the 

future. 

62. Mount a person. 

63. Climb the walls. 

64. Knock up a character. 

65. Make love to yourself. 

66. Put something under something else. 

67. Shake. 

68. Suck an object and then answer the question yes. 

69. Turn on one of the males in the game. 

70. Scream. 

71. Talk to yourself. 

72. Give yourself a command. 

73. Greet an inanimate object. 

74. Kill me. 

75. Turn on me. 
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Author's Development Grid 
After many hours of entanglement with Charlemagne's crown, Attila the Hun and Ghengis Khan, you 

are probably wondering how Bob Bates ever planned this game. Well, we wondered the same thing, but after 
ransacking Bob' s office (he never noticed) we found Bob's personal game development grid which we have 
reproduced here in its original form! 
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How All Points Are Scored 
The points for picking up objects are listed alphabetically according 

to the name of the object. All other points are listed in the order in which 
the relevant activities are covered in the walkthrough. 

Scores for Picking up Objects 

5 Ankh 
5 Boarding Hook 
5 Book (belonging to Pope Leo) 
5 Chalk 

75 Cloak 
5 Conch Shell 
5 Costume 
5 Crown 
5 Emerald 
5 Figbowl 
5 Flint Knife 
5 Floorboard in 1519 
5 Jar 
5 Key Card 
5 Lighter 
5 Mask 
5 Molotov Cocktail 
5 Peg 
5 Rock 
5 Stopper (remove from bottle) 
5 Sword 

Scores for Activities 

5 Asking Caesar for laurel wreath 
5 Taking focaccia 
5 Kissing Cleopatra 

10 Selling vial to Chinese merchant 
5 Whispering to mule the first time 
5 Buying urn 

10 Saving daughter in Baghdad in 1519 
5 Entering bazaar after receiving badge 
5 Taking cigar 
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20 Pouring water in statue's mouth 
20 Leaving cave carried by gushing water 
5 Giving emerald to priest 
5 Giving book to Leo 
5 Giving indulgence to vendor 

10 Showing plaque to Elizabeth 
5 Giving parchment to Shakespeare 
5 Sitting on stone at sunrise 

10 Freeing victim in Mexico 
10 Putting helmet on cushion 
5 Showing pouch to outlaws 
5 Giving Moses to Tut's sister 
5 Giving crown to Tut 
5 Throwing rock the first time 
5 Showing map to Napoleon 

20 Swinging over the chasm 
25 Napoleon gets crown from pyramid 
5 Blowing conch shell 

20 Asking for Vettenmyer's key 
30 Arriving at the Academy endgame 
50 Putting key in hole 
25 Getting strapped in chair 
15 Saying the right number 

Scores for Entering Rooms (first time only) 

10 Interkron 
20 Imperial Box 
10 Burial Cave 
10 Sanctuary 
10 Sultan's Palace 
10 Hidden Passageway in Pyramid 
10 Ledge in Pyramid 
10 Forbidden City 
20 Tower of Babel 
30 Tower Room 

Scores for Reading Vettenmyer's Messages 

1 each Messages 1 through 18 
2 Message 19 
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Scores for Completing Major Missions 

30 Killing lion 
30 Opening the Peking Gate 
30 Fooling Hitler 
30 Burning mask for Attila 
30 Arranging the meeting between Drake and Queen Elizabeth 
30 Convincing Montezuma to accept defeat 
30 Forcing King John to sign the Magna Carta 
30 Showing slipper to Sultan 
30 Convincing Napoleon to invade Egypt 
30 Crowning Charlemagne 

1,000 

( 
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