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I N 'f ll 0 D U C TI 0 N 

Thank you for your recent purchase of 
Witt's Notes. You have just joined hun
<lredu of fellow adventurers worldwide who 
demand the very best in adventuring. Witt's 
Notes are available for an ever growing num
ber of adventure games. 

This hint book should give you all the 
anowers you need to euccesefully complete 
your adventure. In addition, you should 
find the mope clear and very easy to follow. 

For more information about our hint 
service, software, posters, eave disks and 
more consult our most recent catalog. Also, 
it contains all of the pricing, including 
the quont.Lty discounts. 

Thanks, 

Kyle 

Copyright© 1904 Witt's End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic oc mechanical, without permission 
ih writing from Witt's End Assoc. 
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HOW TO u~m 'l'HIS BOOKLET 

As we advertised, this hint book is 
laid out in such a way that you get the 
clues you need and no unvmnted answers. 
Therefore, many answers are encoded, as 
well as several hidden questions. 
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We have tried to make the uncncodcd 
questions as general as possible, but 
only iou can ensure that the book ir.; used 
properly. That means no translating 
answers randomly and nolookinr, at the 
back of the book untiryou have complet
ed the game. 

We advise that you rend the General 
Hints section before going on to any of 
lhe specific clues. The general hints 
section provides information pertaining 
to backeround, parser, author's style 
and overall purpose. 

Pleaoe decode only one hint nt a 
time. We feel that you can get the moot 
out of your adventure by discovering 
thinga for yourself. The hints should be 
used only when you are completely baffled 
by the situation. 

Do not pay too much attention to the 
questions either. We have thrown in a 
couple of false questions to throw you 
off guard. Also, we have provided a 
complete list of objects which you con 
use, but you may see items there you have 
not yet found • 



1·1m cont~ 

To help ensure secrecy for the por
tions of the game as yet unexplored by 
th~ player, Witts• End provides a code 
quite simple, yc-t cryptic enough to avoid 
p,uinlng the anflwers at a glance. Dasic
nlly each letter of the alphabet in each 
word
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is moved one letter to the right. 

Ex. 
KNNJ TMCDQ SGD QTF 
LOOK UNDER TUE HUG 

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

10 HOME 
20 VTA\3 8: PHINT "EHTER CI,UE BELOW:" 
.30 HHZ = 1. 
40 VTAD 10: HTAD HRZ: GET CHAR~ 
50 IF CHAR~ = CHR -~ ( 3) THEN 180 
60 PHINT CIIAR~ 
70 A = AS~ (CHAR .~) 
80 IF A = 90 'l'llEN A = 64 
90 Ili' A = 13 THEN 10 
100 IF A<>32 THEN A = A + 1 
110 CllAH.$ = CHR){A) 
120 Il~ lJHZ = 39 1rl1EN PRINT c1mJ ( 7) 
1.30 VTAD 1 '"'~ H'rAB IIRZ 
140 PHINT CIIAHS 
150 IF HRZ = 40 THEN 30 
160 IIRZ = HRZ + 1 
170 GOTO 40 
ll30 IlOME:EirD 

Note: Only letters are encoded, numbers 
and symbols remain the same. 
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GENERAL HINTS 

Kabul Spy is an adventure with an 
espionage theme by Tim Wilson f'rom .. Sirius 
Software. Kabul Spy features beautiful 
Hilles color graphics and a hint function. 
In many ways, Kabul Spy is an adventure un
like any other. 

The goal is to find and rescue prof
essor Eisenstadt, who is in a large prison 
outside Kabul. As mentioned before, there 
is a hint function which can somethimes be 
of enormous help to you. Often, however, 
the answer to a problem will totally elude 
you. 

This is because Kabul Spy is not al
ways logical. The answer to a problem will 
be some elusive word or concept which you 
would never guess in a million years. 

Don't let this get to you, when you 
get stuck, look up the question which per
tains to your problem and go on. Do not 
give up and decode every answer. Kabul 
Spy is tough, but it can be solved with a 
lot of effort. 

You must realize that Kabul Spy must 
be played over and over before it can be 
solved. Saving the game will help, but 
sometin,es you will make the wrong moves and 
have to start over. Of course, making sev
eral saves disks will solve this problem. 

Kabul Spy is laid out in a strange 
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pattern in that locations circle back and 
forth. The map .supplied with this booklet 
does not display all of the locations ess
ential to the game. For more inf'ormation 
about this, see about the map. 

Wilson is influenced greatly by the 
original adventure. Therefore, playing 
that game should aid you in solving this. 
Most importa.nt:.J..y,each time you ple.y the 
game everything along the way should be 
done. For example, a magic word must be 
discovered even though you already know it 
in order for the game to recognize it. 

Finally, there is the parser. Kabul 
Spy's parser contains elusive words but it 
does recognize more than two per line. He
member certain Afghani words are needed, if 
you know where to find them. Good ltick~ 
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AD OUT 'rHE MAP 

Kabul Spy's map is divided into three 
pages . The first page represents the 
bus depot, Bahawalpur, the train station, 
the Northeast Border, Quetta, in short 
ever~thing up the the river. 

The second page contains the heart 
of the game, the forest, Kandahar, every
thing through to Kabul. The third page 
shows the prison, Kabul and the airfield. 
The mine is divided between the second and 
third pages. 

The map can get confusing because Kabul 
Spy is confusing. To alleviate some of 
the confusion, locations in Quetta and the 
Forest (Adventure area) were left out. If 
they were left in, the maze of locations 
and multi-directions would overcrowd the 
map. So we just included, in these areas, 
only those locations or directions that 
are necessary to navigate your way through. 

On the second page of the map is prin
ted a key which should simplify the map 
f or you. Just remember that we cannot 
display all of the items on each map. Only 
those items that are immediately obvious 
are displayed in parentheses. 

DAHJ\WJ\Lrun 

1. What a oes the cir1:i1 cay? 

A. Xnt ldzm figd nmcl r;n [;pl rl/.;rn? 
n. Tidd enq xntqr1lke . Ji'n clzrs . 
C. II s rzxr , B7.tr;hnrn: Irl.r-. Dmfhmn . 
D. Cnm's 1~ s~dqd . 

2. How do I ge t on the bus? 

A. At s z s hbjd s . 
D. Sqx "Fhud [.;hbjds". 

3. Should I f' O to Quetta or I'm Border? 

A. Xnt r r;ntkc sqx ansr:. 
n. Dhc~dq nmd vhkk en~ 
C. Sgd bnqqdbc olcz bcl hr ptd:-::3z . 

4. Must I r:o to pris on? 

A. S~dm xnt r:zud entmc sr:d ldm. 
B. Oqhrnm oqnuhcdr z U7.lctznlc tl blctd. 
C. Xnt r r:ntkc fn s n oqhrrnn. 

5. What is in the prison? 

A. Ildd cnq xntqrdkc . 
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n. Zm nice lzm, z cqzvhmf, 7.ltlC 7. f't zcic . 

6. How can I sec the clr::tw:Lnr:? 



A. Che xnt oqx hs ? 
U. t:x od knnj fqntme. 
C. ~ {'·hr hr zm hlonqfj zms blctd. 

7. How do I get out of -prison? 
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A. Che xnt qdzc sr;d cdrbqhoshnm? 
n. S~dqd hr 7. i·tzqc cdqd. 
C. Che xnt nmshbd xnt rshkk gzud lnmdx? 
D. Ji tzcicr bzm ad aqhadc. 
E. Xnt 1 trs needq z lens. 

QUE 1r 1.rA 

1. What is under the bed? 

A. Gzud xnt lmnjde? 
B. :Jqx "Khes Ade". 
C. Xnt ehme z mdvrozodq. 
D. Qdze hs zmc kdzo,m 7.ef r: zmh vnqer. 

2. What doec the little boy wnnt? 

A. Gd hr z onnq rhbj br.:hkc. 
D. Gd bntkc trd rnld lnmox. 
C. Needq r:hl adm. 

J. How do I r:et to the bar? 

A. Fds s~d ozodq eqnl Sf"d ru1 x ? 
B. Sr:d ozodq rzxr Dr/I]). 
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C. S~zc hr r:nv anx fns rdqd cqnl s r:dq~. 
D. Rn fn vnv. 

4. How do I enter the bar? 

A. Che :>~nt qd7.c sr:cl edrbqhorlmm? 
D. Sc-hr hr z f"dklchr( azq. 
C. Z khnr:kd olczx nm vnqcr hr ridnthcicle. 
D. Hs hr pthr:d nauhntr. · 
E. Sqx "Fn sn e;dkk" 
F. Mns{!hmf oclqrnm7.1-r. 

5. Where io Hir:ri n, the ru :i.c1e? 



A. Gel hr hin S/!d azC]. 
n. Zrj r;Fd azqsamcdq. 
C. r.111 mnd {"dq q d rodz j r dmflchrg. 
D. Che xnt chmc G~d mdvrozodq? 
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E. Vrr7.r; hr sr;d ze1pzmh vnqc enq vr-dqd? 
li'. ~;qx "Hzx Jniz Ghrqhm". 

G. ~a10uld I buy a beer? 

/\.. n zl rtqd nr;d ztnrnq vntkc zooqnud. 
D. II ::: lhfvc lzjd sgd azqocl1ncdq gzoox. 
C. Xdr, h vntlcc. 
D. lls cnur jhlclc rktfr. 
~. 11hr11bd sgdqd zqd rnn rlct1'r, vgx nnsgdq. 

7. What should I do with the priest? 

A. Gd rddlr snn vskk-edc enq sghr bnll-
tmhcx. 

B. lle Ptdssz rn onnq vgx hr bftqbg 
kzuhrf? 

C. Gzud xnt dudq bqnrrdc qhudq vhsg 
Ghrq hrn? 

D. Oqhclrsr zqd jmnvm zr ezsr-dqr onn. 
E. Gd hr udq x rtrohbhntr lrnnjhm·J • 
F . Gd ltrs ad rgns. 
G. Srrhr vzx xnt zqd mnc qnaadc. 

8. Is the art important? 

A. II s hr udqx mhbd sn knnj zs. 
B. Ad xnmc s gzs hs hr tmhlonqazms. 
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NOTITIIEAS'f DOTIDER 

From Train 

1. What is under the bed? 

A. Rdd cnq xntqrdke. 
B. ~qx "Khes J\dr.". 
c. Xnt ehmc z lzfzyhmc1. 
D. Qdzc hr zmc kdzqm ~e1 ·r;zmh vnqcr. 

2. How do I use the loR? 

A. Trd hs zr z qzes. 
D. Sgd knf bntkc eknzs. 
C. TmenqstmzEd Jex hs hr trdkd.rr. 

3. Can I cross the river without losinr; 
my stuff? 

A. Mns rrclq rt • 
B. Sr;d btqqdms hr snn rf:qnm ('. 

4. How cr-i.n I r:et back to the trn.in staion? 

A. JdrJo fnhmf rntr;rr. 
B. Xnt bzmmns qd'-"tqm. 

5. Should I have ~one to Quettn r·irst? 

A. Xdr. 
Il. Xntq hmrnq tbshnmr vrlri a sn ltlrl s ••• 
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C. Chrrilun chrirs hm Ptd;.sz. Xnt bzm ••• 
ll. rnciudq lmlob1r:d sr;d J'zld strhr vzx. 

Ji'rorn < ~ uc ttn. 

G. Where i s the lor;? 

/\.. :)c·d knf hr zs sc;d nsgdq bqnrrhmf. 
B. ~;rhr hr z rhfm ~wzs C['"hr hr sr:d ••• 
C. qhl'trs olczbd sn hqnrr. 

7. llow cJo I keep my equipment dry? 

A. Xnt qdzkkx bzm•s. 
D. T,zsbgdr vhklc zlcvzxr ad qthmdc. 
c. Dhfzqdssdr en rszx lchs. 

8. Ilow can avoid the thieves? 

A. Spd sp-hdudr zqd udqx ctshetlc. 
D. f.igdx qdzlclcx Jmucl sr:dhq ezsgdq. 
C. Ezs g dq hzm zlcrn ldzm oqhds. 
D. SFd oqhdro hr z bnlltmhra. 
E. l1/i rlvvs chJ_d jhlcJc ogd oqhdrs. 

I 

G 
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1. What is the importance ol" tllc ".:ir:n? 

A. Z mncd eqnl r1njdx rwtl arl:t.q'l 
B. Knnj nts enq r;rrd Z<Jrrn1il1J';:. 
C. Vgdqd Sfdqd'r ehqd S{'"dq<l'r vzq. 
D. Zs lcdzrs hm Zef'r:zmhrc:r.111. 

2. This place looks familiar. lh vc I been 
here before? 

A. Hs'r udqx onrrhalcd. 
B. Gzud xnt okzxdc lzmx Y.cud111stqdr'l 
C. Sghr vr111kd zqdz hr sz.id111 cqnl Zc

udmstqd. 
D. Mhbd sn jmnv vgzs hs lmn.ir khjcl. 

3. How do I light the lamp? 

A. Sghr hr z lnrs cheehbtk::: otyylcd. 
B. flnld lzsbr;dr lhfr.s gd I: o. 
C. Xnt rgntkc r;zud rnldsglu11f sr;zs atqmr. 
D. Khs bhfzqdssdr cnm's 1\1:; vdn. 
E. Xnt rrntkc khfgs nmd nd1:nq<l bqnrrhmf. 
F. Sgdm fn M D R V zmc drn~:dq. 

4. What does sayine Plu[;h do? 

A. Cndrm's gtqs sn sqx. 
D. S[:zs ozqs ne sgd bzud ltr hknrdc. 

5. How do I open the erate? 



A. Ve:dqn hr ;.t;d l::nbjohbj'? 
B. Nq xnt h7.111 akzrs vlrn g cxmzlhcd. 
C. Itrs trd s~d jdxr, Fddy. 

6 . What is the necklace for? 

A. Chzlnmcr lizm bts fkzrr. 
D. IlzucJ ll;.. 
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C. IIs hr z Sfldzrtcid. Fhudr lnqd onhmflr. 

7. How do I un c lo~ the debris? 

A. Chudq f: r.rcl rsqd7.l. 
D. Lzxnd r7.;{hrnf wxyyx vhkk ,r:dko . 
C. Enqfu;. }l;,, hs vnm' s vnq j. 

KANDf\.fIAR 

1. Where is the nta.ff? 

A. Qclzc cclrbqhoshnmr. 
D •. Nice J 7.m v ;' ·n rdlckr O('J1cnr r;zr hs. 
C. Necdq rill rnld lnmdx. 

~.How cJo J ldll the Grud? 

A. Hrrrmr~l1m l' <'ndrm'o vnqj. 
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B. Muhr:{':dq cndr rr;zuo.h1111· vl1:; {r ,i1nhcd. 
C. Sc;d fqtc hr udqx onvdq< ! L!~. 
D. Sr;hr hr sr··d nmkx <]ni1 ·1 Inn Cf'U b~mc1. 
.E. Gd cndrm' s f'ZUd sn :1d ;ihld -dc. 
F'. Itrs szjd Gf"d J'nkc '.1.11 11: l; d7.ud. 

3. What a ocs the wall say i I) 'L lw Grudt c 
Den? 

A. Vdkbnld? 
B. nzx rthqhr zmc oznr 1wd111 ac'lcnqd xnt. 
C. Ils cndr mns vnqj hm ::; ln· b~md. 

4. How can I be friend the I rn11 i_anr;? 

A. Xnt cnm's f'ZUd on 1'11 ! dqd . 
B. Gnvdudq sp:dqd hr z v:~,: :.:11 acJcqhd111c 

S[~d 1. 
C. Xnt rgntkc qdzc cdrl1ql1o: :l111rnr. 
D. Sgd lzm hr jzmczr~ zq 1·dl : l : t~ j g nld.rnh 

O{"nsnr. 

5. What rlo the markin1n-s i11 t.lw cave mean? 

A. Gzud xnt knnjdc zs 11: · '~' 
D. Sqx ' Knnj Vzkk'. 
C. Sr;hr CC]ZVhmf hr z U:'. i· L~·.n l \ d hktll. 
D. Hs rr"nVr z rdbqds OY. 1·1·:1.! 'd trncrlq 

oq hrnm. 

G. Can I save the soldierY 

A. Gd hr cxhmf . 
D. f,1n ats xnt bntkc szl; .i ~ : n r hl. 



C. iiqx ' f.r, j l:;;m'. 
D. Ghr vr1qc:1~ :.-:qd fzqalcdc nts p:dlcoetlr. 
11

; . Gd r?;y1· ~ ~ r1 zrj zs A.7-<J 11JT1 jzatlc. 
P. Gd fltvrlr ! ' 1(Td vnqc szqr ••••••• 
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7. Whnt i.R tl1r r:o rlc T::irn •••• ? 

/\. G7.ud Yn I. n1lrlm rm i· zhlr h I ' m :J.Z(':ZV7. rnt<i? 
f3 • Knn j ~-. r : : ·,1 ' rl 11kc lzm' r cq zvhmf. . 
C • Ho hr ~ ; ,r-d 111zld ne R{'d ahf oo,hrnm. 
IJ r• d J ... Jr; v11qc it· s7.qrhczm. 

e. How rl Q J .~ ·· n t; in the tank? 

f\ • Xnt in cl 11 c .. jdx. . ' n. 0gd ,i cl :: r ~ ~ (t d hm p,,r;d vdkk'{mtrd. c. Xnt vhkk :' '" ~Ud nn f n azbj. 

9. Where do T r'IJ·i.ve the tank? 

A. °l':hrin~ lw l l.rr, ad ehwdc. 
13 • x 11 t Ill il d c : : :" rl v q am b {" • 
C. ~krn :: 1lf; 11.r;. ot0 r-wcl nhlc hin. 
IJ • Ccihud llr: r·,, ·qntfr: r.rcl lhmdchdkc. 
l·; • l?nqq:x : ~ ,"" " r:zmj hzmmnr. · ad ehwdc. 

10. What does the rebel wnnL':' 

A. ~ic;d qdadlc vzmsr fin Jllld: xnt . 
n. nn jhlck r;hl ehqrn. 
C. ~gdm Bzjd Sf'd rhkudq. 

THE MINE 

1. How do I escape from th1 · 1n i r10? 

A. S[~dqd zqd ovn vzxr. 
B. Nmd vzx hr an chf xnLq v ~x nto. 
C. Xnt rr,zkk mddc nr-d rr 111ul l{ . 
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D. Sgd nsp:dq vzx hr sn 1101l111 nr:;d cnnq. 

2. Ilow can I open the iron d1rn1 ·? 

A. I-Is hr hlodquhntr on <tudq ;: DrhmJ'. 
B. Lzxad hs hr qtrsx • 
c. Sqx nhkhmf hs. 
D. Sf"d cnnq 1 trs ad norl111dc 11x lzfhb. 
E • V d q d xn t hm sf-" d f' q t c ' i· c d rn? 
F. Rzx rthqhr (rhqhtr rudl ; l<dc azbjvzqc). 

3. What is the emerald f 01 ··:· 

A. Hs hr z sqdzrtqd . 
B . Sf"d rzld sp:hmf sp-d :rl ii i u d q hr enq. 
C. Vnqs g lnqd onhrnsr nrn LJ11lokdohnm. 



11. IT ow do I 011<>11 the trap door? 

/\.. Jd xr? 
n. Gnv z:111l.r · l 'ZXhmf "fizrirhczm". 
C. Che _;.: 11"1, ii Vi7. lhmd sp-d cnnq • 
D. r.lf';d Cl ll"lfl l1r Udqx qtrox. 
E. Otr. n1lJI 11hk nm srrd cnnq. 

~. V/herc if~ tl1 r! :-:hovel? 

A. Ilr:: hr udq ): cheehbtkc rm chmc. 
B. Z nqlwf1l r;nn ezq ••• 
C. Hs hr o/;n: sr·d ahf r-nlcCI. 
I) • I< nn j '.;; r: ~ · t · d 1 z o • 

J.. Ilow do J i' .. "'I. over the hridp-e? 

f\. ~~,n:zn l>q11rrdr s p-d qzuhmd? 
n. S{Td 7.11n·v1lq hr qhchbtlcntr. 
G. Xnt v 11 l, I: <' rndudq ftdrr hm z lhklchnm 

xdzCJr. 
D. HnlcJ11tn1l ,• · ~; r cq zvm z aqhcfd . 
E. Sr-d;~ .id :· vnqc hr cqlv. 
P. Vr,zr; 111· ( ' <1 7. Vm hzm ac clqzrdc. 
G. ~:x oc1 'dq: ·. 1·rl o.qhcfd'. 

? . !Jor,• cm1 l, IH · :' :li;e be opcn0<l? 

19 

A. Zs srrtl zhqeh~kc. 
fl. Zmnsr-dq r;ntfr:hd. 
C. Svn uclqnr vhlck vnqj. 
D. VFZS ~zr adrlm rds ••• 
E. Dzm ad qdr<l::;. 
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F. ~j qx clhnr~dq rsqnac1 f:~: : d nq qdrclr. 1 · z~_ : cl. 

3. Where is the tunnel undt~ 1 · 'Llw wall? 

A. Xnt rzud fns sr-d vqm1 1' o!rnbd. 
B. Sehr hr Sf.'d zhqehdkc lllll fi or·d oqhrnrn. 

4. How can I get in the pl i 1t1e? 

A. Srrd olczmd hr lo~bjdc. 
B. Sgdqd hr z r-nkd hm l1 ~ ; r riled. 
C. Rnldsp,hmf' ehsr hm {"llqd. 
D. Xnt mddc cduhbd sn llllcl 111 lmbjohs. 
E . Ots sgd cduhbd hrn G{ ·d ol\ ~~1nd. 

5. How do I see the object 111orc clearly? 

A. Xnt ldzm vdrs ne Sf' d l d 7.t~n v? 
B. Zmx bzqqnsr zqntmc? 
c. Rnldsrhmf Z"" sghr lnil>:1.:_; l111111 r:nkor. 
D. Vuzo hr hm ldzcnvr~ 
E. L~xad xnt r:zud fkzb11 t -1 :t. ( 11'nc Enqahc). 
F. Sqx "Rlnjd rnld fqzi.T" . 
G. Z ~ zt 

6. Where are the bomb she ·1 Lt!n:? 

A. Sgd cqdd nmdr? 
D. Sqx r;rrd bnlqzcd hmm. 
C. Hi:; hr svn almbjr cnv111 ;jqdlkhm zud. 



'l. Wh a t do J d n in the tavern? 

A. Il::;qh ;jrl ~n ~; bnmudqrz s hnm. 
13. 6r A.:?.Cl ~·ii 111 f' tl q zants knbzk znsq zbs-

hnmr. 
C. Zrj r h .1 ~·. :111 ts sri;d oqhrnm. 
l). Gd rod 7, j r· 111n drnfkhrc: . 
J1
:. Ehmc nl. f: ~·.· · d m7.lcl no oqhrnm. 

JI'. ~jq x n :, ~: .in i z s zqrhc zm. 
G. Hnqq::-~ , i1 111 :inla r ,r:clks rlqr. 

n. !Iow do J. ,' 1:nl. in the helicopter? 

A. Xnt 111 ~ ·o1 11 !11 11 j 7.atk. 
n. Vrrx mn'. : r ·q ': hr;'l 
C. Fr1!1 r:rd n :..: tT cqnl s r:d nkc lzrn. 
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11. Ji:nCJl'll ;. lw. ~ ' f°dqd hr mno r:hmf hlonqo zms. 

<) . Wh n t 1locr· 1.111 · T.nkccpcr r.ay? 

f\. Gel hr 1 1111J iri1 r· .xnt chqd.hr. hnmr. 
n. ~;q~~ J ; cl:-~1Jli 1n f · :.:;r:d hmm. 
r, • Fn vcl r: · • 
lJ. r;rrhr h r· : ; 111 1]v lrnb7.shmn. 
E. Gc.1 r 7.x r r 11 vcJrr.; sr-tlm mng r. ('". 
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10. How do I r ot acro s ::: tli .: l1 n I<' ? 

A. I tl ohrn f ? 
H. ~ ; {' cl p1!cd hr U<1rpc c dd< >. 

C. Xnt mrlc1 c z uqhcJd. 
]). I,zxo.d rnlc.l r;ghrn f lmt l· •. i 1d otn nur1q 

h s ? 
h. Dudq okzx z cucJmntqd':· 
P. Vr.-rz r-; lzcd z aqhcJ\1 11 11 : ·. 1 · uil mt~:c1? 
G. Sqx vzuhmf z qnc. 
H. Otn ogd qnc hm ~~ ea r 11 1: d . 

PHi f: ON 

1. now can J c r o :=: ; . the mj n1 · 1 i t ~ l rl? 

A. Sgc.lqd hr z 1 z o ne h ::: . . 
D . St :drtd hr z V:6 Y. ~ n 11rd l1 ,1 u1q lhmdr. 
C . Xnt rnddc sp·d jmhecl. 
1J. S q x rdzqbr h inf nq o rin- 1l1 !1il". 
E. rrrcl z chq fl 1rn hnm lchjd ( 1(1 1« 1d d z r fi . 

2. \'Jho.t do I do to r et tJn ·111 1, .. 11 L1i e fenc e? 

A. Qdzc c ll rbqhoclm rnr. 
D. ~>,r;d hr z f' t zqc hm :-:c ,1 : 11•.i •lCJ . 
c.: . :..: cp: r r:nn c h mJ' J' t z qc vii: :;.• 11 l1 rGn k . 
u. 'rrd. s['d qhe kd . 
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E . Titr::-; r' :'. t1rl !:pcl at!ckdr: eqnl indo. 
F. Bts r::· (1 1·dll! bd vhc:c: r:pcl vhq rlhtc.sdqr. 

3 . rnun t I {'C l Lli l 'flU{''h the minefield? 

A. Til n, ~:11L 1· 111 11 ';. r:zud sn . 
D . ~-:r:oqrJ l1r ?. lnqd rto.s k c1 v zx . 
C. Gzud ;: J1 I. ilttdq o.ddm hm S(d rlzkk bzu<J. 
n. f.i 1n:clq r1 llr :-. cq zvhmf nm ~rd v zl :: k. 
lL IIr: rr11 v 1· :·. ~~ tmmc'lk tmcclq "['d oqhrnm. 
F. fi p d : : l.111 ir1r ll: kdzcr hmsn sr:d oqhrnrn. 
G. TI ::; d\'1 11~ · 1· l ':'' qntfr; z f:qzo cnnq. 

/I. IIow do I i . ! ~ 1 : flD.Rt "f:1omcthinr: hnrrinr: my 
v1ny"? 

A. Xnt rt 11 l .l~c jmnv f.11V sphr f zld vnqj r 
nmv. 

D. Ils hr :·, nl :::; x nm vnqcr. 
c. S{;d j cl :-· v11qc hr azqqhm f'. 
D. !'..iqx Id:· :1::qr. 

) • Whnt do J ii <1 n i. th the Profecnor? 

/\. Bnmf<i: . : : l.l :: ::~ ·hnmr~ 
B. Ji'd;. r ·l1l 11L:· nc pdqd. 
C. Xnt h11 l:l:r· <' <lde p:hl. 
D. Nq r·h1 1 d ,. · 111 rnld V7.od q. 
Jo:. 87. jd i' 111 ~ · 11 G{>:cl zhqehdkc. 
Ji'. l~lcx :-;v:: :·: 11111 r:r:d Jillfi'. 
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COMPLETE LIST OF ITEMS 

This list contains only those items 
that can be picked up and carried. It 
is intended as an aid for the player who 
needs to know what he is mi s~dng. It 
should not be studied too closely by those 
who have not yet solved the ~aino. 

Money Belt 
Rubles 
Pistol 
Kni f e 
Cyanide 
Bus Ticket 
Train Ticket 
Newspaper 
Magazine 
Log 
Cage 
Rod 
Necklace 
Keys 
Lamp 
Food 
Water 
Cigarettes 
Gold 
Photo of Khomeni 
Staff 
Rifle 
Diamonds 
Silver Bar 
Wirecutters 

Oil 
Emc1-ald 
Deer 
Rifle Bullet 
Device 
Piece of Paper 
Shovel 
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JUST FOR FUN 

Each ?f the~e suggestions should really 
only be tried after one has solved the game. 
I~ fact, jus t looking at some of them might 
give away problems. Also, many of them 
result in death, and unless you have just 
saved .the eame, you may not want to risk it. 
But anyway ••• 

Have you ever tried ••• 

Saying "Hello" to Sally Struthers ••• 

Typing Probe north etc. (While not in the 
mine field) ••• 

Killing the old man ••• 

Crossing the river {without shooting Father) 
Offering the boy less than 10 rubles ••• 
Walking into the Iranian camp (without 
Photo) ••• 

Reading the sip,n (in awkward canyon) ••• 
Shootine the ooldier ••• 

Eatine the cyanide pill ••• 
Smoking a cjp,arette ••• 

We hope that you have enjoyed the 
use of this booklet, and that you have 
received the maximum bcneflt poReible. 
If you should still be having nny tHobleme 
with this game, feel free to send in your 
queries. We will try to anewer your letter 
ae soon as possible, providing you with per 
sonal service. 

Aleo, should you have any complaints 
or suggestions about this, or any other of 
our products, feel free to ' \'{rite us. 

Yo~r purchase aesures you a free 
catalog with your order and quarterly up
dates. Anyone can order another even if 
they have not purchased any of our products 

llappy Adventuringll 

Witt's End Assoc. 
42 Morehouse Rd. 
Easton, CT 06612 
(203) 254-0728 






