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J CKI () 

My name is on the cover, but many other creative people 
worked long and hard to contribute to the final version of the 
masterpiece you now hold in your hands. Since there's just no 
room for more names on the front of the book, I'd like to give 
those other contributors their due right here. 

The core team, purely coincidentally, included two fellow trans­
planted Iowans. Richard Walker, who scarred me for life in eighth 
grade English class with a #2 pencil, is responsible for the book's 
outstanding design. (Fortunately, his pencils are now used only for 
good.) Michael Koch, who came to my alma mater, the University 
of Iowa, by way of Stuttgart, was project editor par excellence. 
(Though he never laughed at my Colonel Klink jokes.) Thanks to 
you both for your ideas, your enthusiasm, and your patience-and 
for never once saying, "How 'bout them Hawkeyes!" 

On the technical side, I• Motion's David Reyes performed 
feats of pure magic to ensure my safe passage through the dark 
and treacherous realms of the evil beta version. Dallas 
Middaugh, Prima's DOS wizard, came to my rescue with elec­
tronic legerdemain that still boggles the mind of this mere mor­
tal. Thanks dudes! 

I would be remiss if I didn't also thank Olivier Masclef, Hubert 
Chardot and the rest of the creative team at Infogrames for devel­
oping Prisoner of Ice. I enjoyed talking with Mr. Masclef about the 
evolution of the Call of Cthulhu Series, and I look forward to the 
next installment of the game. 

I'd also like to thank Prima's Brett Skogen, Hartley Lesser, Roger 
Stewart, Robin Lane, Debbie Parisi, Becky Freeman, Andrew 
Mitchell, and Diane Joens nee Pasquetti, as well as !•Motion's Tiffany 
Bauer, for various and sundry kindnesses and rescues. And last but 
not least, thanks to my old pal, Paula Munier Lee, Prirna's managing 
editor, for the unflagging moral support and that look of utter con­
tempt that I find so motivating. 

John K. Waters 
August, 1995 





Assigned to serve aboard a British submarine as an observer, U.S. 
Army Lieutenant Bruce Ryan is not having a good day. The cap­
tain and a crewman are dead, an alien monster is about to break 
out of the hold, and the only guy on the whole ship who knows 
how to stop the creature is in a coma. (Oh, did I mention the sub 
is also taking on water?) 

Thus begins !•Motion Interactive's latest edition of its highly 
successful Cult of Cthulhu series: Prisoner of Ice. This game has it 
all: international espionage, supernatural horror, high-tech 
weaponry, and bloodthirsty extraterrestrials. There's a mystery 
within a mystery to solve, and a secret doomsday weapon to 
destroy. The hero is a clean-cut, all-American boy with a myste­
rious past; the villain is a psychopathic Nazi who's even giving 
the Third Reich second thoughts. To use a movie metaphor, it's 
The Thing-meets-Crimson Tide, with just a pinch of Indiana Jones 
thrown in to keep things moving. 

For fans of the late H. P. Lovecraft, the fantasy and horror 
writer who created the so-called Cthulhu Mythos in the 1930s, 
Prisoner of Jee delivers an original tale worthy of the man who 
inspired it. Fans of the other games in this series will be delighted 
to see an old friend, the hero of Shadow of the Comet, John Parker. 

This is an irresistible game, like a novel you can't put down. 
But it's no cakewalk. When I first began playing, there were 
times when I would have sold my soul for the power to reach 
into my monitor and strangle something. Since you're reading 
these words, I can only assume you've felt the same way. You're 
stuck. You're frustrated. Your friends are starting to ask whether 
that vein in your head should be throbbing all the time. 

Don't worry. You've come to the right place. If you're stuck, this 
book will get you unstuck. If you're confused about the plot, it'll 
answer your questions and help you make sense of what's happening. 
If you've lost track of who's who, it'll put the names with the faces. 

If you're not stuck, this book will enhance your enjoyment of 
the game. It'll fill in some of the missing pieces of the Cthulhu 
story, and flesh out some of the game's characters. There's even 
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an interview with one of the developers, along with a short his­
tory of H. P. Lovecraft and his work. And if you want to know 
how "Cthulhu" is really pronounced, just read on. 

How to Use This Book 
Prisoner of Jee: The Official Strategy Guide provides three tools to 
help players navigate this very challenging game: 

From the Collected Papers of Colonel 
Bruce Ryan, U.S. Army, Retired 
This section is a narrative version of the events of the game written 
in a style reminiscent of H. P. Lovecraft. (Lovecraft, remember, 
wrote the original Cthulhu stories.) It's a good place to go for 
"soft" hints about the game. Here, Lieutenant Ryan, now an old 
man, recalls his story in entries from his journal. 

The narrative moves Ryan along the most expeditious path 
through the game-though there are, no doubt, others-while 
delaying explicit explanations. Whenever possible, the narrative 
"pauses" and asks, "What should I do next?" This allows you to 
read along a section that's been giving you trouble, but stop 
before you get the entire answer. After all, part of the fun is 
working it out for yourself. Keep in mind that if you read far 
enough, Colonel Ryan will tell you the whole story. 

The Quick Guide 
In this section, you'll find a detailed, step-by-step guide to the suc­
cessful completion of Prisoner of Ice. It's a no-frills, point-A-to-point-B 
jam through the game-no gentle hints, just straight answers. 

This is where you turn when your patience runs out and your 
imagination fails you. This is where you turn when you've just 
plain had it and you want somebody to tell you what to do, 
now! Don't worry, everything you need is right here. 

The Directory of Characters and Objects 
This section includes a complete listing of all the characters and 
objects you will encounter in Prisoner of Ice. Each listing is also 
accompanied by a snapshot description. 

This is where you go when you've lose track of who's who. 
But remember, the descriptions give away secrets you might 
want to discover on your own. 





·'But although They no longer lived, 
They would never really die. They 
all lay in stone houses in Their 
great city of R 1yeh, preserved by 
the spells of mighty Cthulhu for a 
glorious resurrection when the 
stars and the earth might once 
more be ready for Them ... " 

- H.P. Lovecraft, "The Call of Cthulhu" 



<=(>J~(>r IEJ~ I 'i\N's 
.)()lJl\N1\I~ 

/Je followi119 occount co11cer115 little Jnown ond never 

retorted event5. w/Jic/; occurred duri119 o few remorfo/Jle 

dop 5ome two reor5 oefore t/Je 0115e t of World lt'or 11. 

!t5 o 5torr I 5corcelr /Jelieve mpell. even o5 I write t/Je5e word5. 

ond even t/Jou9/J I witne55ed off t/Jot tro1151ired Im o 1rofe5510110! 

5o/dier. /IOW /0119 re tired ond mr 5etVice duri119 t/Jree wor5 /;05 left 

me wit/; 1101otie11ce for foint /Jeort5. Yet. o5 I recoil t/Je event5 

o55ocioted wit/; Oferotion ?o!ori5. Im filled wit/; dreod ror neorl( 

5ixt( reor5 090. w/Jen I wo5 5til/ o rou119 lieute11011t. mr dutr 
/Jrou9/Jt me foce - to-foce wit/; 011 011cie11t horror un/ife onr mo11Ji11d 

/Jod ever Jnown. l/Je of foir wrenched me from o comforto/J!e world 

in w/Jic/; t/Je /Jumon roce /Jod o!wop /Jeen mo5ter 011 t/Je eort/J. It 

5/Jottered mr 5imfle u11der5to11di119 of ordered time ond 51oce. ;t111d 

it 7uite literoll( c/;0119ed w/Jo I wo5. /11 t/Je reor5 5ince, I /Jove not 

f055ed 0 5i119!e eo5r 11i9/Jt 

I/Jere ore t/Jo5e w/Jo would 5Ufpre55 t/Je foct5 I intend to 5e t 

down in t/Je5e 109e5. 8ut I /Jelieve t/Je trut/J mu5t /Je Jnown. //;e 

51( /;05 c/;0119ed 09oi11, t/Je 5tor5 /Jove 5/Jifted ond I feor t/Je 

wor5f Didn 't t/Jot crot( ;t1ro/J write in /Ji5 cur5ed Jlecro11omico11 

t/Jot w/Jen t/Je 5tor5 were ri9/J t. t/Jer would re turn? T/Je demo115 

woit for monhnd to for9e t 09oi11. 

Im Oil old mo11- u11reo50/IOO!( 50, 9ive11 mr frDfe55io11- 011d I 9ue55 

or t/Je time 011ro11e reod5 t/Je5e word5. 111 /Je !0119 9011e. I don't mind 
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reo!!r in 5iX decode5. I /;oven 't 5/e;Jt t/Jrouf/J t/Je nif/Jt !tl! J;e 
food lino/Ir to re5t ;A.nd J;e5ide5. it5 /;if/; time -fQ!! woJe 5udden-
1r in t/Je nif/Jt wonderinf w/Je t/Jer t/Je ?ri5oner5 of Ice /Jove 
e5c0fed 09oin from t/Jeir orctic tom/;5. 

II rou !15ten corelullr in t/Je dorJne55. rou con /Jeor t/Jem t/Jowinf 

rhnuorr 12, 193 7, :5ome.w/Je.re. in t/Je. ;1ntorctic 
;A.5 we 5urloced we could 5ee t/Je 8rit/5/; commondo5 runnin9 /Jord 
ocro55 t/Je ice, drof 9in9 t/Jree mon-5ized crof e5. flow could we 
m155 t/Jem? I/Jere Wo5 no cover out t/Jere on t/Je ice l/oe5. 70 t/Je 
fllot in t/Je /fe55er5c/Jmidt lfe 102 com1n9 in low J;e/;;'nd t/Jem. t/Jo5e 
de51erote men mu5f /Jove fooled liJe llie5 on o 5now cone. 

It Wo5 moddeninf to wotc/J from t/Je 5u/; 5 conn1'nf tower. uno/;/e 

to do onrth'nfl W/Jen we lir5f fided Uf t/Je 50:5. COf toin Llord 
reminded me rot/Jer lorcelu//r t/Jot I Wo5 o/;oord t/Je fi/f5 V!ctorio 
o5 on o/;5erver. In t/Je few weeJ5 5/nce /'d retorted for duff /Je 'cf 

never J;ot/Jered to /;;de /;/5 re5entment of /Jovin9 on ;A.mer/con 50/­
dier o/;oord /;/5 5U/;monne- o ronJ, 05 /Je fUf if. "wit/; fecu/ior 
5Uferlor5. ";A.5 for 05 /;e Wo5 concerned mr jo/; Wo5 to 5it /;od 

wh!e t/Je Roro! !lovr /Jondled OjJerotion ?o!or/5. 
Once we were t/Jrou9/J t/Je ice, 5eomon 0one5 5crom/;/ed out to 

t/Je 5u/;5 onti-oircrolt 9u115 to 9ive cover lire. Lieutenont Oleorf 
5econd 1'n commond of t/Je Victorio. led o 9rou;; of crewmen out to 
/Jeif wit/J t/Je crote5. l/Je fjermon flone 5Wo0fed in liJe o /Ju119rr 
9ul/, rif11n9 t/Je ice wit/; moc/;/ne-9un lire ond 5frolin9 t/Je com­
mondo5 'o!!-terroin ve/Jic!e, w/Jic/; J;ur5t into l!ome5. 0one5 Jett lir­

inf ond lino/Ir found /;/5 morJ, 5/Jotter/119 t/Je oircrolt5 ri9/Jt w1n9. 
//Je flone tw/5ted into o 5feef /;onJ ond 5//ced o !o119 905/; in t/Je 
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ice Wit/; it5 remolni119 Winf /;elore it cro5/Jed ond /;urned /3uf /;( 

t/Jen, mo5f of f/Je commondo5 /Jod f;een 9u1111ed down. 

//;e crew mo1109ed to 9et two of f);e crofe5 o/;oord £oc/J Wo5 

lo/;e/ed in lor9e. red le tfer5: 5treni fje/Jeim. If( fjermon Wo5 o lit­

tle ru5ff /;uf I'd reco911ize "tOf 5ecre f" In Oii( lo119uo9e. /);e men 

0/50 re5cued 8jtfr11 liom5un, f);e 011f/Jr0folo9i5t in c/Jor9e of f);e 

/ir5f f/Jo5e of Ofetofion Polori5. 8ut /Je Wo5 in o /;od Wof 5emi­

co115c1'ou5 ond rovinf liom5un 5 lof/Jer. Pe fer. ond Lieute11011f 

O leorr were mi55i!lf ;A.nd 5o Wo5 t/Je tNrd crote. 

I didn 'f bow w/Jot /Jod hOffened to liom5un 5 lof/Jer. f;uf I 5oW 

W/Jof /Jod /;Offe!led fo 0 leorr- 011d f);e f/;/rd Ctofe. rrom mr VO!l­

fo9e fOinf 011 f);e /;rid9e. I wotc/Jed o5 two commondo5 were 5/Jof 

down out neor t/Je ;A.IV. W/Jen t/Jer le/I. t/Jer drOffed t/Je crote 

ond it 5flit °ten. Oleorr 5,Pofted t/Jem ond ron over. ;A.5 /Je 

orrrooc/Jed 0 );;55i119 5orf of /Jowl i55ued from f);e 5fli11fered crofe 

ond 5f0ffed Nm 5/Jort. I couldn 'f /;e/ieve mr ere5 w/Jen I 5oW w/Jof 

hOffened next. ;A. fenfoc!e reoc/Jed out ond tore Oleorr in /Joi!! 

The Nazi pilot 
was confident, 
but Jones found 
his mark. 
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T/Je n5in7 flome5 from t/Je fJurninr; ,rlTV ofJ5cured t/Je 5cene from 

t/Je re5t of t/;e crew. 8ut t/Je co;Jtoin 5oW it, too. f/i5 looJ told 

me to Jeef mr mout/; 5/;u t. ,rlnd it told me 5ome t/Jinr; e/5e, too: 

COf toin Llofd Jnew more ofJout t/;;5 o;erotion t/Jon /Je Wo5 tellin7. 

T/Je !lozi /;o5e w/Jere flom51Jll ond comfOllf /;od found t/;e crote5 

Wo5 5everol mile5 off. fJut it Wo5 o 5ure fJe t t/Jer 'cf 5oon fJe 5end­

inr; more /fe55et5c/Jmidt5. T/Je crew wonted to 5tor ond 5eorc/; for 

Oleor;: fJut t/Je COftoin r;ove t/;e order. ond t/Je Victorio 5onJ into 

t/Je dod woter fJeneot/; f/;e Ice. 

I d!dn 't Jnow it t/Jen. f;ut mr dor5 05 Oil ofJ5erver were lllJmfJered 





''The Thing of the idols, the green, 
sticky spawn of the stars, had 
awakened to claim its own. The stars 
were right again, and what an age­
old cult had failed to do by design, a 
band of innocent sailors had done by 
accident. After vigintillions of years 
great Cthulhu was loose again ... ,. 

- H.P. Lovecraft, "The Call of Cthulhu" 



s 
//;e Con fro! Room 

e 5oon c!eored t/Je icr ce1!inf, ond COf toin Llo(d rodioed 
in to Commond fleodfuorfer5. fie relored t/Je forticulor5 
of our encoun fer on f/;e 5urfoce, o5 well o5 /Ji5 concern5 

o/Jout flom5un 5 condition. I couldn't /Jeif /Jut over/Jeor f/;e conver5o­
tion in t/Je 5u/J5 cromfed control room. Even over t/Je 5fotic of t/Je 
fron5mi55ion, f/;e urf encr in f/;e voice on f/;e rodio Wo5 o/; VioU5. 

Commond: 7tre t/Je two crofe5 5fill covered wit/; ice ?H 

COf toin Llord: 7tffirmotive. • 
Commond: "Do not exfo5e them to /Jeot under on( circum-

5fonce5. l<.eef on ere on flom5un. fie fnoW5 more r 

Captain Lloyd 
knew more than 
he was telling. 



I suddenly found 
myself promoted 

to second in 
command. 
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//;e cortoin 5i711ed off ond fut 5ome tN117 into /;i5 frivote 
drower. //;en );e turned to me. fie 5/;ifted 5eff-co115ciou5I( for o 
moment. t/;en 5eemed to mole Uf /;i5 mind fie 5fole wit/; re5o/u­
tion in /;;5 voice. 

'lieutenont Rron!" /;e 5oid tjiven Lieutenont Oleor(5 demi5e, 
rou ore now 5econd in commond Oil /;oord f);e Victorio." 

I wo5 5/;ocf ed! Llo(d /;od never even con5idered me to J;e o le7it-
1inote fort of /;i5 crew! £m/;oldened /;( mr fromotion, "I decided to 
051 t);e cortoin 5ome 1ue5tio115 o/;out our mi55ion, our 5tro117e 
cor70. ond our mpteriou5 f055e117er. fie /;oo5ted o/;out t);e Roro! 
!lov(5 role in Oferotion ?olori5, rroi5ed flom5U!l 05 Y/;e 5cie11t1f­
ic communit(5 mo5t J;ri/liont 011t/;roro107i5f. "ond c/;ided me o/;out 
mr :Jecre t .5ervice 5Uferior5 in Wo5N117to11. " fie 5till W05 c/;of­
i117 ot t);e ideo t);ot o mem/;er of /;i5 crew mi7);t /;ove order5 /;e 

lne w no tN117 o/;ou t. 
If /;e 0111r lnew. 



The HMS Victoria 

Divel Divel 
Dr/5coll. the Victorio5 fllot, 5uddenlr lnterru;;ted our conver5o­
tion. fie 'cl flded Uf o ve55ef on );/5 rodor. /);e c°ttoin ordered /;Im 
to rol5e f);e 5uf; to ferl5c0fe deff/;, 5o );e could 5con f);e 5ur­

foce. /);ere, In the ferl5c0fe 5 cro55);01'r5. Wo5 the de5trorer 

drOffliltj deft); c/;ort;e5! /);e c°ttoin 5/ommed f);e ferl5c0fe down 
ond 5/;outed of Drl5co/!: "/M(ve troded u5! Divel Divel" 

But the Nazis 
weren't through 
with us yet! 
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Dri5co// re51onded 7ulcHf Ille t/Je 5eo5oned ve teron /Je Wo5. 
Put t/Je concu551'on from t/Je de5trorer5 ex,plo5ive5 roded t/Je 5UP 
v!'olentlf T/Je COf toin 5ounded red olert ond co/led for o domofe 

retort. 
"T/Jer /;it t/Je 5tern. COf toin!" Dri5coll 5/Jouted 
T/Je COftoin turned to me: "To t/Je /;old Lieutenont/ rollow me!" 

;A...nd we Pot/; c!omPered into t/Je /;old 

Deodl(Corfo 
ln5ide t/Je /;old 5eomon -U0ne5 /or on t/Je floor. d(inf· ond fire /Jod 
kolen out neor t/Je two corfo PO( door5. One of t/Je door5 Wo5 
°ten. -U0ne5 mu5t /Jove fone ln5ide t/Je refriferoted com1ortment 
to c/Jed on one of t/Je crote5. I belt Pe5ide t/Je 5trlclen crew­
mon o5 /Je tried to 51eol 

"T/Je crote5 . .. n /Je f 051ed ~ .. 5ome t/Jinf in5icle t/Jem ... 5ome­
t/Jinf . . . ";A...nd t/Jen /Je Wo5 f one. 

COf toin Llo(d Wo5ted no time mourninf t/Je deod crewmon. ond 

51ronf immediotelr to t/Je °ten corfo Po( door. 
"T/Je flome5 ore foinf to melt t/Je ice coverinf t/Je crote5!" /Je 

5/Jouted 
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f/i5 voice wo5 o!ormed o!mo5t lrlf/Jtened / looJ:ed over /;/5 5/Jou/­
der ond 5ow w/Jot /Jod 5/JoJ:en f/;/5 un5iJoJ:o/)/e old 5olf: T/Je /Jord 
fofino of ice coverinf t/Je crofe5 in5ide wo5 5olteninf ond f)efin­

ninf to run in woterr rivule f5. ?uddle5 o!reodr were lorminf on t/Je 
corfo PO( floor! 

Then 5uddenlr we /Jeord o crodinf 5ound 
T/Je co;toinjumfed of t/Je noi5e ond turned to me. 8ut f)efore 

/Je could move, or even 5,PeoJ:, o tentoc!e- ju5t liJ:e t/Je one t/Jot 
tore into Oleorr on t/Je ice l/oe5- wro;fed it5ell oround /;/5 wo/5t 
ond droffed /;Im into t/Je corfo /)or I'd never 5een onrt/Jillf move 50 
fo5fl 8elore I could reocf, t/Je co;toin wo5 fone! /\II I could do 
wo5 5/om t/Je door ond 5f1'n t/Je lodinf wheel. 

Uneort/J/r /Jowlinf in t/Je corfo /)or rottled t/Je two door5 ond 
5/JooJ: me to mr verr /)one5. T/Je fOWer in5ide mu5t /Jove /)een 
tremendou5! Then I /Jeord on unnoturo! J:eeninf /Jowl I J:new ii I didn't 
fUf out t/Je llre5 immediotelf t/Je f/;/nf t/Jot /Jod fro/)f)ed t/Je 
co; toin would 50011 f)e !oo5e on t/Je 5/Jlf 

Something 
grabbed the 
captain and 
pulled him into 
the cargo bay! 



I managed to put 
out the fir~ but I 
didn't know how 
much damage the 
heat had done to 

the crates. 
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//Jod to oct lost. I cost oPout t/Je /;old for some t/Jinf to smoth­
er t/Je frowlnf l/omes. ;/tnd then I 51otted it on t/Je wolf Pe/Jind 
me: o lire ex tinfuis/Jer. If roPPed t/Je ex tinfuis/Jer ond doused t/Je 
l/omes with C02 . Wit/Jin seconds. t/Je /Jowllnf strfed ond t/Je doors 
frew still 

Tl NeWCOftoio 
I re turned immediotelr to t/Je control room ond Offrooc/Jed Driscoll 
I Jnew w/Jot I /Jod to do, Put I wosn 't sure how /Je would reoct. Life 
t/Je COftoln. /Je W05 Oil old soft wit/; 110 love of londluPPi!lf ronJs. 
"Driscoll!" I soid "L.lord ond 'Uones ore deod! There wos some t/Jinf 
olive in t/Je crotes! I'm 055Uminf commond of t/Je Victorio. n 

fie Porelf turned owor from /Jis controls to re51011d: 11fe ore. 
;jdmiro! We 11 fe tout of it. W/Jot ore rour orders?" 

fiis tone wos sorcostic- ond I didn't Offredote t/Je ?tdmirol"­
Put Peffors con 't Pe choosers. os mr old teoc/Jer used to sor 
uust then. Driscoll noticed some t/Jinf on /Jis trod inf screen. or 
rot/Jer. t/Je /od of some t/Jinf· 

"T/Je enemr vessel /Jos diSOffeored from t/Je rodor. n /Je soid 
"T/Jot's one less worrr onrwor! W/Jot s/Jo// we do OPOUt t/Je creoture ?n 
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Our old filot. it 5eemed wo5 reodr to hep me tome t/Je /Jeo5f. 
I decided to confide in /Jim. 

llord Jnew more t/Jon we did HI 5oid "Did /;e mention onr note5 

on orerotion ?olori5?H 

I don't t/Jinl 5o. fie fo t /Ji5 order5 directlr /Jr rodio from 
£ dword5 /3o5e. H 

I toUed to Dri5coll for 5everol minute5. o5Jinf Nm o/Jout 

flom5un ond w/Je t/Jer t/Jere were onr u5eful weoron5 o/Joord fie 

told me t/Jot flom5un wo5 5till delir1ou5. 5eomon Worne wo5 wotc/J­

inf over /Jim in t/Je 5leerinf 7uorter5. Unfortunotelf t/Jere were no 

weoron5 on t/Je Victorio. Our onl( !JO,Pe, it 5eemed wo5 to rodio for 
hep ond fe t t/Je /Jell off t/Je 5u/J /Jefore one of our "?ri5oner5 • 

e5cored ofoin. 

l/Je Rod!o 
I went to t/Je rod!O ond tried to coll for hep. /Jut I couldn 'f fe t 

t/Je t/Jinf to worl. Domn! If onlr Llord /Jod tru5ted me 5ooner! I 

Driscoll didn't 
object when I took 
command of the 
Victoria. 



I found the code 
book in the 

captain's drawei:; 
along with some 
other items that 

might prove useful. 
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ce7on rummo71il7 oround t/Je COftoln .5 de5f ond found /;/5 drower 
uu!oded I Ofened It. fooled ln5lde, ond found three ltem5: o t°te 
recorder. o fer ond o code cool I bew I could u5e t/Je code cool, 
cut I cou!dn 't 5ee onr lmmedlote U5e for t/;e other two ltem5. Yet. 

I collected oil three onrwor I dldn 't bow /;ow I Wo5 foln7 to fe t U5 
out of t/Jl5 me55. ond I re5o/ved to /Jon7 on to onrt/;;ilf I found t/Jot 
fooled even remote!( u5efu! 

U51ilf t/Je code cool. I fot t/Je rodlo to worl. cut I 5tlll d;dn 't 

bow t/Je fre7uencr t/Je c°tto1il /Jod u5ed flow Wo5 I foln7 to 5end 
out o df5tre55 coll? I o5fed Dr/5coll w/Jo e/5e ml7/Jt bow t/Je rodlo 

fre7uencr fie told me 5tonlef down iii t/Je en7!ile room. would bow. 
Before I went ce!ow. I wonted to mole 5ure t/Jot mr new friend 

Drl5coll. oud I 5tored In cou5tont contoct. Ludllf /Je /;od o wo!h'e­
to!h'e unit. W/Jic/; I frotefull( 5llffed Into mr fOdet. 

I /;od never met 5tonlef 5o I dldn 't bow w/Jot to exfect. I went 
celow oud Offrooc/;ed Nm. cut /Je Wo5 In o fever over /;15 freciou5 
eu7lne5. I left /Jim to /Jl5 worl for now. !force /Je would co!m down 
!oter ond toll to me. 
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//;e :5/ee;in7 O.uorter5 
I could/I 't fe t O!l(f/Jiflf out of .5fo!llef 5o I decided to 5ee ii 

flom5un Wo5 Well enouf/; to toll l'foroe /;e beW 5ome f/;fflf ooout 

f/;e creoture5. ;A.lter oil. f/;/5 Wo5 /;/5 Oferotion. 

I e!lfered t/Je Victorio55/ee,Pinf1uorter5 o!ld 5,Pe!lf o few mifl­

ufe5 /oohflf orou!ld On f/;e wolf i!l5!de f/;e door I fou!ld o /;ofc/;e t. 

O!ld 1u1c11r odded it to mr inventorr Of/Jo 50/d f/;ere were /10 

we°ton5 on f/;/5 tuo.?J U!lder o!le of f/;e ou!l,b, I lou!ld o Ille /od­

e t o!ld o ,Poir of cromf0/15. W/Jot could oe more u5efu/ of 5eo f/;o!l 

o lilej'odet? 8ut cromf0/15? I odded f/;e 5flled over5/Joe5 to mr 

f rowinf oof of tr/d5, onlr oecou5e I /;od re5olved to collect everr­

f/;/n1 0!1 0 oed51de too/e, I 5fOfted 0 .5t C/;rl5f0f/;er l'fedo/ O!ld 

5llffed it i1Jfo mr fOde f C/;r/5 Wo5 f/;e fofron 50/1Jf of trove!­

ef5, o!ld I l!°f ured I could u5e oil f/;e /Jef,P I could fe t 

T/Je!l I turned to .5eomon Wor!le. w/Jo Wo5 ou5il( tendinf flom5un 

w/Jo !or i!l o!le of t/Je ou!lf5. Wor!le told me t/Je o!lf/Jr0folof/5t 

/Jod!l 'f 5f0f,Ped rovinf 5/nce we ,Pided /Jim up Wore o5Jed me 

ooout t/Je red o!ert. 5o I told /Jim ooout Llord o!ld t/Je creoture. 

Stanley was too 
worried about his 
engines to help me. 



I found several 
items in the 

sleeping quarters 
that might be 

useful later. 

Prisoner of Ice: The OfficiaJ Strategy Guide 

LIJ:e );/5 5/;/fmote. Dr/5co!!, /Je Wo5 reodr to cli9 ill olld /Jelp 

"fie/Ir /Je 5o/d I'm comilltj Uf to t/Je Pnd9e r 
I decided t/Jot Dr/5co!! could tJ5e oil ex fro /;ond 5o I let Worlle 

9 o to t/Je P!id9 e. 

//;e l'f (5feriou5 Dr. flom5un 
No 5ooller /Jod Worlle deforted t/Jon flom5ull Pe9oll PoPPiilltj in w/Jot 

I tooJ: to Pe Norwe9ion. w/Jic/;, to mr eors. mode /Jim 5eem oil t/Je 

more inco/;erellf :5torJ: terror filled );/5 eres. flow Wo5 I 9oill9 to 

tje f Oil( illformofioll ou t of f);/5 tjU(? fie Wo5 );off crot(f V/it);ouf 

);/5 J:now!ed9e. we mi9/Jt oil verr well die ot t/Je /;ond5 of f);e 
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?r15oner5 pefore /;elf ever orrlved Could I U5e onrt/;inf In mr lnven­

torr to f et t/Jrouf /J to /Jim? 
I/Jen o t/Jouf/Jt occurred to me: Durinf mr 5econd reor In t/Je 

5ervice, I fulled o tour In t/Je £05f. I dldn 't 5tor there lonf. Put 
wh!e I l'/05 on leove In Indio. I leorned 0 few tric.b from 0 mr5tic­
on exferlence, I reo!lzed loter. t/Jot troPoPI( led me to Pe c/;05en 
for t/J/5 m/55/on. One trld t/Je old /;olr mon touf /; t me wo5 /J.ff no­
tl5m. I wo5n 't on exferf. ond It wo5 o lonf 5/;o t, PU t w/Jot did I /Jove 
to lo5e? 

I tool out t/Je 5t. C/Jrl5to;/Jer /fedol ond 5WUnf It 5lowlr 1'efore 
flom5un 5 wide ere5. Tiiter o moment. /Je 5llffed Into o Jind of 

f5eudo-tronce ond 5/Jortlr Pefon to 5feol ofoin. 
J(;A.;A. N;A.;A./f;A. r7Ttfl'JI C!f!Ulf!U!" 

W/Jot t/;e 5om/;/I/. .. ?! f/;/5 W05 not #orwef ion- nor onr lonf UOf e 
I /;od ever /;eord for t/Jot motter. I didn't Jnow It ot t/Je time. Put 
no one /;od /Jeord t/Jot lonfUOfe onrw/Jere on t/Je eort/; for mfllenn/o. 

flom5un refeoted t/Je fhro5e over ond over ofoln. life on incon-
totion. ;A.nd /;/5 voice 5ounded de51erote. o5 If /;e octuoll( were 
trrlnf to communicote 5ome thnf. I /;od o 5tronf fee/Inf t/Je5e 

It was time to look 
in on our comatose 
passenger. 



I knew an old 
trick that might 
get Hamsun to 

give me new 
information. 
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word5 mi7/Jt !Je imtortont 8ut I /Jod neit/Jer 1encil nor f°ter to 
record f/;em. flow would I remem!Jer t/;/5 orcone f/;ro5e? 

//;e t°te recorder! Of cour5el I 7ro!J!Jed t/Je moc/Jine. /Je!d it 
clo5e to t/Je rovinf onf/;r0folofi5f. ond /;it t/Je record 5witc/;. 

Tl ?ri501Jer £5core5 
I fini5/Jed wit/; flom5un ond re turned to t/Je !Jridfe· 8ut I /;od no 

time to COnfrofu/ote mr5e/f on mr in7enuitr //;e /;eovr 5tee/ door 
to t/Je /;old 5uddenlr !Jur5f °ten wit/; o terri!Jle cro5/J. It flew 
ocro55 t/Je control room life o lite in on Ufdroft. 5mo5/Jed into 
Worne, ond Jnoded /Jim to t/Je floor. I could 5ee /Je wo5 !Jodi( /Jurt 
ond I wonted to /Jeif /Jim. !Jut o5 I fooled to t/Je °ten doorwor I 
reo!iz.ed I /;od o muc/; more fre55Jn7 worrr 

I/Jere, r/5in7 from on ooz.inf mo55 of freen/5/; 5/ime. wo5 t/;e 
creoture I /;od onlr flimf5ed eor!ier. It o55umed o ref ti/ion !Jut 
rouf/;/( /;umono1d form ond wolfed- or rot/Jer. !um!Jered- Ufrlf/Jt One 
"orm ·ended in evil. rot.or tolon5: t/Je ot/Jer wo5 t/Je tentocle w/Jo5e 
deod/r worf //;od twice o!J5erved //;e /Jf551'nf /Jowl t/Jot 155ued from 
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if5 frofe51ue /Jeod Wo5 t/Je 5ound I /Jod /Jeord out on t/Je ice f/oe5 

ju5t oefore Oleorr died ond OfOi!I oe/;/nd t/Je corfo oor door5 in 

t/Je /Jold I Wo5 ofroid it Wo5 t/Je lo5f 5ound I would ever /Jeor. 

I /Jod 5een ffr5f/Jond /Jow fo5f t/Je creoture could 5frfl:e, 50 I 

/:new I /Jod onl( moment5 to oct. Unfortunotelf t/Je onl( f/;/nf in mr 
f055e55ion t/Jot even remote!( re5em0/ed o weo;on Wo5 t/Je /Jotc/J­

e t I'd ficl:ed Uf in t/Je 5leefi!lf 1uorter5. Of w/Jot eortNr food 
would it oe ofo1n5f 5uc/J on uneort/JI( mon5fer? 

I/Jen I t/Jouf/Jt of flom5un 5 incontotion. for t/Jot.5 5urelr w/Jot 
it Wo5. I reolized o;erotion ?olor/5 Wo5 o5 muc/; ooout motfic o5 it 
Wo5 ooout 5cience. If ever I needed mofic word5. it Wo5 now. I fro­

duced t/Je to;e recorder: /;if t/Je flor outton, ond refeoted t/Je 
word5 flom5un /Jod 5fol:en 10 /;/5 tronce. 

Disaster on the 
bridge! Only 
Hamsun's 
incantation 
could save us! 
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~TIT\ NTITllfTI r711fl'll C!flULflU/" 

/);e 5fronfe word5 filled me wit/; fOWer. I roi5ed mr orm5 ond 

orc5 of lif/Jfninf-liJe enerfr donced oround me ond 5urfed into f/;e 

5u!frl5ed creoture. It /Jowled ofoin, onlr f/;15 time in feor ond foin. 

It 5fruffled wit/; t/Je /;olf5 of enerfr for o moment. ond t/Jen 5/Jrfv­

eled into o writ/Jinf lumf of woilinf 5lime. Tiii of once it voni5/Jed 
from f /;e kidf e. 

I ru5/Jed immediotelr to Worne. fie fooled /;od I tried to reo5-

5ure /;Im, /;uf );e Jnew /;e tter. /);ere W05 no f);/nf onrone could do. 

fie eroded Wi5e for o moment. ond t/Jen /;e Wo5 fone. T\not/Jer food 
mon deod! I Wo5 determined f/;of /Je would /;e f/;e /o5f. I Wo5 foinf 

Another good to f et /Jeif. now . 
man down. 

5opofofel 
I /;orelr /Jod time to form f);e5e t/Jouf/Jf5 /;efore onot/Jer jolt 

roded t/Je Victorio. 
"Bow );ff to f/;e Victorio. T\dmirol/" Dr/5co/I 5/;outed, ond I reol­

ized /Je 'd never left );!5 f05f t/Jrouf/;out t/Je encounter wit/; f);e 
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mo115ter. 7'15 for o5 I wo5 concerned t);e old 5eo dor; could coll me 

011rtN11r; he filed! 

"lfo5 t);e enemr ve55ef come ood?" I o5fed /5 it o reef? " 

I've r;o t 110 tNnr; 011 rodo;; 7'\dmiro!. It come from wit/;in t);e 

Victoria· 

rrom wit/;in t);e Victorio? TJ;ot could meon 011/r one tNnr;: We 

/;od o 5oooteur oooord 8ut t);ere weren't t);ot monr of U5 left/ 

I o5fed Dri5co!! to o55e55 t);e domor;e. lie retorted !eofor;e in 

t);e to7edo room. #ow we were tofinr; 011 woter! 

We needed to 5end out f/;ot 505 more t/;011 ever. ond I bew 

ju5t t);e mon to hep me. 

Di5o5fer in f/;e £nfine Room 
I /;urried oelow ded5 to t/;e e11r;i11e room. determined to r;e t 

5ton!er to r;ive me t);ot rodio fre7ue11cr 8ut o5 50011 o5 I 5crom­

o!ed down t);e !odder, I /;eord t);e enr;illeer (ellinr; for hep. I ru5/;ed 

over ond found /;im fl'nned under o 5teel oeom. It mu5t /;ove fol/en 

durinr; our /o5t );if. I to/Jed to /;im ond /;e confirmed mr r;ue5s. I 

o5fed /;im /;ow I could hep ond /;e told me ooout the wine/;. 

We had more 



We could only 
save Stanley if we 

worked together 
as a team. 

A wrench just 
might come in 

handy. 
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I went to t/Je wlnc/J ond lliffed t/Je 5Wltc/J to on. ·cut 11ot/Jl117 /JOf­
fened If orce t/Je lmroct /Jod domo7 ed It; too. I tried to to& to 
5tonlef cut /Je couldn't tell me 011rt/Jln7 more. I/Jere Wo5 onlr one ot/Jer 
fer5on on t/Je Vlctorlo I could o5J. I 7ro/;/;ed t/Je wolf le-to/fie ond co/led 
t/Je /;rld7 e. We were In /ud Drl5coll told me /Je could wod t/Je wine/; 
from t/Je f;rld7e. ro7e t/Jer we rol5ed t/Je /;eom ond freed 5tonler 

//Je e117lneer Wo5 7roteful. f;ut o5 50011 o5 /Je t/Jonied me, /Je 
went rl7/Jt /;od to frettl117 o/;out /J/5 e117l11e5f I tried to o5f /Jim 
o/;out t/Je rodlo, f;ut /Je wouldn't 115ten to me. //Jen I reollt.ed /Je 

ml7/J t not bow w/Jot /Jod hOf fened ond /Jow 5erlou5 our 5ltuotlon 
reollf Wo5. .50 I told /Jim o/;out COftoln Llofd ond I Wo5n 't 7entle 
o/;out It l/Je neW5 /Jlt /Jim /Jord f;ut It 5eemed to 5110f /Jim out of 

/J/5 o/;5e55lon. ond /Je 7 ove me t/Je rodlo fre7uencr I needed 
;15 I 5torted cod toword t/Je f;rld7e. I 5fotted o monier wrenc/J­

w/Jot t/Je 8r/t5 coll on ocfu5tof;le 5f0!111er- l[1117 on t/Je floor. I flded 
It Uf ond 5liffed It Into mr /;od fOde t ( You never b ow.) 
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/l;e Curren t Di/em mo 
8od on tile .brldfe, I went 5tro1f/Jt to t/Je rodio. 5tonle(5 fre -

1uencr worfedl ;1 f055lflf 8rit/5/J cru/5er flded l1f t/Je dl5tre55 
coll I 5ent I turned to Drl5coll ond /;/5 fflm exrre55/on 5ut;Prl5ed 
me. I o5Jed /;Im w/Jot wo5 wronf· 

l'lt t/Je rote we 're toh'llf Oil woter. H /;e exrlolned. "we 11 11ever 
.be o.ble to 5urfoce t/Je Vlctorlo. ;"\dmlro!. !lo ollled ve55e/ will .be 
o.ble to locote U5. We 11eed to 5e11d 5ome t/;/11f l1f to t/Je 5urfoce. 
We could mor.be fire o to7edo?" 

8ut o to7edo wouldn't worl !lo 011e would bow w/Jo 5e11t It We 
/;od to 5e11d o mon to t/Je 5urfoce. We orfued o.bout w/Jo would tole 
t/Je r/51, .but In t/Je e11d. we .bo t/J bew It /Jod to .be me. 

;1cce55 to t/Je to7edo room wo5 t/Jrouf/; t/Je 5leeflflf 1uor­
ter5. 8ut w/Je11 I tried t/Je /Jotc/;, I found t/Je electrlcol Ofe111'tlf 
5(5tem wo5 octlvoted It wouldn 't .budfe! /lot/;/11f In mr l11ve11torr 

"Mayday! Mayday!" 



What a mess! If I 
couldn't find a 

way to reroute the 
current, I'd never 

get into the 
torpedo room. 
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would /Jeif me, 5o I fooled oround t/Je room. I found not/Jin9 t/Jot would 
ry;en t/Je /Jotc/J, J;ut I noticed flom5un Wo5 no !on9er In /J/5 J;unl 

8od on t/Je J;rid9e. I found on e!ectrico/ junction /;ox, J;ut I 
cou!dn 't ry;en it. W/Jot could I u5e to 9e t t/Je cover of I f/Ji5 t/Jin9? 
I dido 't /Jove time to loo! oround 5o I tool out m( /Jotc/Je t ond 
lnoded t/Je cover olf 

/n5ide, t/Je /;ox Wo5 o me55- /;rofen, eXf05ed Wire5 everrw/Jere! 
Our /05f /Jit or t/Je 50/;o teur mu5t /Jove domo9ed t/Je /;ox, olt/Jou9/J 

I cou!dn 't imo9ine onrone 9e ttin9 fo5t Dri5co!! £it/Jer Wof I could 
5ee I would never 9e t into t/Jot to7edo room ii I dido 't correct!( 
reroute t/Je drcuit5. rortunotelf eoc/J wire /Jod on o!ternote 
route. I on!( /Jod to !!if t/Je 5Witc/Je5 o!on9 eoc/J colored wire to 
direct t/Je current Uf t/Je ri9/Jt fof/J ond t/Jrou9/J t/Je junction /Jox. 

I 1uidl( comfle fed t/Je re101'r5 ond ru5/Jed to t/Je to7edo room. 

//;e !o7edo Room 
8e!ow ded5. t/Je to7edo room Wo5 lillln9 Uf lo5t. I 5fo5/Jed t/Jrou9/J 
t/Je o!reodr wo/5t-deef woter. !oofin9 !or 5ome t/Jln9 to 5f0f t/Je 
lloodin9. ;111 I found Wo5 o !lore. W/Jic/J I 5liffed into mr fode t. /Jut 
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I dido 'f Jnow /;ow I would fire it I/Jen. in t/Je for wolf. omon9 t/Je 
9ou9e5 ond diol5. I noticed o /;ole - o /Joie t/Jot 5/;ouldn 'f /Jove oeen 
t/Jere. W/Jotever /;od oeen t/Jere mu5t /Jove come loo5e wit/; t/Je lo5t 

imroct .5ome tNn9 5/Jould fill t/Jot 510 t, out w/Jot? 

The torpedo room 
I tried Dri5col/ O!I t/;e Wolfie-to/he, out /;e W05 no /Jelp .50, I was flooded! 

re turned to t/Je 5/eer1n9 fuorter5 to fool for 5ome tNn9 t/Jot 
mi9/J t worl I found no t/;/nf 

/'lex t, I tried t/Je or1'd9e. I 510 tted 5ome tNn9 I /;odn 'f noticed 
oefore: t/Je w/Jee/ lod on t/Je door t/Je Pr/5oner /Jod de5trored I tried 
to remove it from t/Je door. out it wou!dn 'f oud9e. Ooviou5f( I cou!dn 't 
di5CO!l!lect t/;e t/JliJ9 Wit/; mr /;ore /;ond5. W/Jot Wo5 I t/J1iJhiJ9? W/Jot 
/;od I fided Uf t/Jot would worf? Of cour5e, t/Je ":ponner. "I u5ed t/Je 
wrenc/; from t/Je en9ine room, ond t/Je w/Jee/ come owor eo51/r 

I re turned to t/Je to7edo room ond tried t/Je w/Jee/ 1iJ t/Je /Joie. 
It fit ferfectl(I It/Jen turned it, ond t/Je woter immediotelr oe9on 
to dro1iJ from t/Je room. 

I 5eorc/Jed t/Je room O!ld found O!I emr tr to7edo. I rened t/Je 
Offr°,Priote to7edo /Jotc/;, ond co/led Dri5co!I on t/Je wo!he- to!he 
to tell /;Im I Wo5 frerored to tr( our exferiment 



Damn! I still 
needed something 

to fire that flare! 
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#Do rou /;ove everrtN119 rou need to 5end o 5urloce 51f!lof?" /;e 
o5fed 

Domn! I /;od t);e I/ore. cut 11ot/Jin9 wit/J wNc/J to lire it I 

5eorc/Jed t/Je room 09oin. ju5t to mole certoin I /;odn 't mi55ed 011r­
tN119, t/Jen re turned to t/Je 5/ee11n9 fuorter5. / /Jod o!reodr 
5eorc/Jed t/Jere. o5 well o5 t/Je cnd9e ond t);e e119ine room. I /Jod 
011/r one floce left to fool 

/! cold l;/o5t of oir 5trud me o5 I entered t/Je /Jo!d l/Je cor90 
cor door5 were °ten. ond o 5/Jee t of imfo55o/;Je ice covered t/Je 
floor. (//Jot ?ri5oner mu5t /Jove ceen roi5ed in o corn.I) I tried to 

cro55 t/Je ice cut couldn't feet mr footi119. I/Jen I rememl;ered t);e 
cromf0!15. I fUidlr 5liffed t);e 5fil:e5 over mr 5/Joe5 ond found I 
could eo5ilr 11e9otiote t/Je icr floor. 

I fooled oround t);e room ond 50011 found o c/Je5f mounted on t/Je 

wolf ce tween t/Je cor90 /;or door5. 8ut it Wo5 /oded I tried t);e 
fe(5 I /Jod found in t);e crtoin 5 drower. ond it Ofened eo5il( ln5ide 
I found t);e I/ore 9u11. I collected t/Je 9un, 5liffed off mr cromfoll5. 
ond /Jurried cod to t/Je to7edo room. 



The HMS Victoria 

Tl De51erote ?Ion 
I re turned to t/Je °ten torredo ond 1re1ored for o trif t/Jot would 
tro.bo.bl( bl! me. 8ut I fut on t/Je life jode t, jc15t in co5e I mode 
it to the 5urfoce in one fiece. 

I co/led Dri5co!! on t/Je wo/Jie- to!Jie ond told /Jim I would fO into 
Tu.be !lo. 26 in ten 5econd5. 

"/!Jere 5 o ve55ef on t/Je 5urfoce, • /Je 5oid "it'lt/J o .bit of Jud 

(OU Won't /Jove to 5Wim too lonf· ;111 rif/;t, ;4.dmirof. le t.5 for 
I 57uee zed into the torredo, 5ecured t/Je /Jotc/J. ond woited for 

Dri5co!! to fU5/J t/Je !ounc/J .ler I didn't /Jove to woit Joni; l/Je 
tre55ure of t/Je /ounc/J cru5/Jed t/Je .breot/J out of me! I mu5t /Jove 

f055ed out, for t/Je next t/Jinf I fnew. I Wo5 5Wol!owinf 5eo woter. 

With the flare 
gun, I would now 
be able to signal 
for help. 



Rescued at last! But 
my adventure was 

far from over. 
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j\5 I recovered con5c1ou5ne55. I could feel the to7edo hod 5lowed 

ond Wo5 befinninf to 5inl. 50 I 5fuirmed out ond fulled de51erote-
1r for the 5urfoce. 

7'\5 mr heod brole throufh into 5unlifhf. I fuifed oir de51er­
otel( /he life jode t left me of loot ond I could 5ee the /3riti5h 

cru15er. /3ut I Jnew ther would never 5ee me without the !lore. I 
fired the !lore fun into thot beout1ful 5lf ond wit/Jin minute5. I 
Wo5 houled out of the 5eo. 





'·We live on a placid island of ignorance 
in the midst of black seas of infinity, 
and it was n ot meant that we should 
voyage far. The sciences, each straining 
in its own direction, have hitherto 
harmed us little: but some day the 
piecing together of dissociated 
knowledge will open up such terrifying 
vistas of reality, and of our frightful 
position therein, that 
we shall either go mad 
from the revelation 
or flee from the 
deadly light into the 
piece and safety of a 
new dark age." 

- H. P. Lovecraft, 
"The Call of Cthulhu" 



EllWAl\llS I J\SE 

/3f/; Of UoDUO!f /.93 7 
);e re5cue went 5moof);lf ond of! /;ond5- f/;o5e w/;o /;od 

not met l1f wit); our ?rl5oner- were delivered to f);e 

8rif/5); cru15er. Loncelo t It wo5 /;;'ff er re/le f. wit); f);e 

/055 of f);e cortoin, '[fone5. ond Worne wei7Nn7 J;eov1!( on mr mind 

8ut I wo5 7lod to 5ee f);e re5f of f);e men would mole It 5ofel( 

/;ome. T);e men jurr-r177ed retoir5 on f);e Victorio, ond Drl5coll. 

ever f);e 5fofworf. 7uided f);e wounded 7irl /;od to );er f;erf); of 

commond /;eod~uorfer5. never once !eovin7 /;;5 to5t 

£dword5 8o5e wo5 on f);e Fo!J!ond /5/ond5. one of o rOfldl( 

dlmln15);fn7 num/;er of 8rif/5); Co!onle5 5f/// under Crown rule. TJ;e 

commonder wo5 o COf toin 5eor5. o/;out w);om I Jnew little. I filed 

mr field retort u;on our orrivol. ond f);en, ofter 0 !l/f);f5 re5f, 

retorted to );15 office for deklefln7 ond new order5. The Falkland 
Islands and 
Edwards Base were 
sights for sore eyes. 



I reported to 
Captain Sears, 

who seemed like 
a good officer. 
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COf toin :5eor5 .5 Office 
5eor5 Wo5 cord/of. l;uf olllclou5 In f/;of 8rlf/5/; WO( ;A.nd /;e 

5eemecf Verr O!lXfoU5 fo d!5e!lfOfe me from Oferof/on ?o/or/5. J\5 

for o5 rou 're concerned Rron. "/Je 5old "Oterotion ?o!or/5 15 over. 

8ut wN!e rou owoif rour rerotriotion to Wo5Nnf ton. rou 11 contin­

ue to /;old f/;e ronf of !ieutenonf in f/;e Roro! !lovr" 

8uf I 5f/// /;od fUe5flon5 o/;ouf f/;e oreroflon. one! in rorficu­

lor. f/;e lofe of 8jO'rn flom5fJ!l. :5eor5 informed me f/;of f/om5un 

/;od !;een lound ex/Jou5fed o/;oord f/;e Vicforio /115/cfe o me fol !od­

er. fie 'cf l;een fofen lmmediofe/r to f/;e medico! w/117 5eor5 d!d not 

e/o/;orofe on f/;e onf/;rorolofl5f5 f/;f5ico! or menfo! condition. 

I Wo5 0/50 verr concerned o/;ouf f/;e· W/Jereo/;ouf5 of f/;of 5econd 

crofe. 5eor5 fold me If Wo5 l;einf fef funder do5e wotc/;. "J/of/;/nf 

con /;Offen to If. "/;e o55ured me. 8uf I worried ju5f f/;e 5ome. 

'[J[;5f f/;en. f/;ere Wo5 o fnocf of f/;e door. ;A. 50/d!'er entered 

one! 0/1/IOU/ICed f/;of 0 film 5enf er 0 /'fi55 /'foll( /;od orrlved If 

/;od l;een /elf wit/; f/;e fUord In f/;e corridor until f/;e cortoin 

Wo5 reodr for It I Wo5 5Ul'fr/5ed to /eorn f/;e /;o5e /Joe/ o rro-

jecfion room. 
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"Ye.5. H 5e.or5 told me, out the rro/e.ction/5t /;05 /Je.e.n confined 
to /Jorrocf 5 P( {)uortermo5ter {)uincr " 

I couldn 'f helf /Jut 051 o/Jout the ide.ntitr of t/;/5 "/f/55 l'{ollf • 
The cortoin e.xffoine.d t/Jot t/Je. Offelfotion Wo5 re.off( o code nome. 

for 0 !3rit/5/J ore.rotive. worlinf under de.er cover in rermonr 
~t/J t/Jof, cortoin 5e.or5 de.rorte.d !e.ovinf me o!one. in /;/5 

of flee to wolf for t/Je. 1uorter-mo5te.r. w/Jo would orrive. 5oon. 
The moment 5e.or5 clo5e.d the door. I /Je.fon 5e.orc/;inf /;15 

office. I Jne.w it would fool /Jod Jf I we.re COUf/Jf, /Jut ofter mr e.xre. ­
rie.nce. o/Joord the Victorio. I Wo5 in no mood to tru5t onrone.. ;A.fter 
off. we never found our 5o/Jo te. ur. I /;od the fee/inf I 5/;ou/d fool out 

for mr5e./f, even /Jere. ;A.nd I lne.W it Wo5 on!( frude.nt to fot/Jer off 
t/Je. informotion ond re.5ource.5 I could 

lf0f5 cove.red t/Je. of flee wol/5 ond o fOintinf /Junf /Je./;/nd the 
cortoin 5 de.51. The flcture. Wo5 o5hW. 5o I moved it ond found o 
/oded 5ofe. /Je./;/nd it I didn 'f /Jove the com/Jinotion, ond I'm no 5ofe. 
crode.r. 5o I turned to t/Je. cortoin 5 de.51. I found not/;/nf muc/J 
the.re. e.it/Je.r. /u5t on incomffe. te. form. 

On o de.51 in t/;e. for corner. I found o fOd of cif ore. tte.5 ond mr 
ide.ntif( cord I 5lpfe.d /Jot/J of t/Je5e. into mr fOde.t5. I then c/Je.de.d 
the drowe.r5 in the de.51. ln5k/e. one, I found o 5/Je.e. t of f°te.r wit/J 
num/Je.r5 written on it. It fooled file 5ome. Jind 
of code. /Jut rort of the 5/Je.e. t /Jod /Je.e.n 
torn owor T/;15, too, Ile.ff. 

7JU5f o5 I clo5e.d the drowe.r. {)uincr 
entered t/Je. office. fie ifnore.d mr 
friend!( f re.e. tinf ond 5ot down ot 
t/Je. corner de.51. (I hOfe.d /Je. wouldn't 
m/55 the c1°fore. tte.5.) T/Je.n /Je. /Jonde.d 

me mr dutr ro5te.r ond /Jorle.d ot me 
to fe. tout. 

I found several 
items on the other 
desk, and a torn 
scrap of paper in 
a drawer. 
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Quincy was one of the rudest 
officers I had ever met. 

If I'd only known the 
danger we were still in. 

lieute!lo!lf. "/;e 5old. rou /Jove 

!IO t/;/!lf more to do /Jere I I /Jove 

o!reodr Wo5ted e!louf/; time droWillf 

Uf rour dutr ro5ter! 5ome ellect5 
/Jelollfiflf to flom5u!I /Jove dl50ffeored! I 

!leed to /!!Id t/Jem!" 

I tried to 51eof to /;Im, /Jut /;e ju5t 

5!10ffed ot me ofo/11. 50 I left t/Je office. 
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l'fi55 l'f oll( 5 De/iv err 
Ill t/Je corridor ouf5ide 5eor5 5 office I ellCOUllfered o 1uord 5it­

fillf of 0 de5l lie o5fed for mr dutr ro5fe;; Olld ! /Jollded it to /Jim 

5uddelllf oil o!orm 5ounded co!lillf oil 1uord5 to t/Je Po5emellf. 

l/Je corridor 1uord roll doWll t/Je /Jo!!wor 

Left ololle 01oin. I 5eorc/Jed t/Je 1uord.5 de5l //Jere I loulld o 

reel of film in o colli5fer. It Wo5 5urelr /fi55 /foll(.5 deliverr 

W/Jotever COftOill 5eor55 °,Pinion. I lllew mr mi55iofl. Olld it W05 for 

from over. I /Jod to 5ee w/Jot Wo5 Oil t/Jot film 5o, If fOPPed t/Je 

colli5fer olld 5e t off to find t/Je fnyecfioll room 

//;e ?rojection l(oom 
I /Jod to 5eorc/J for o w/Jile. Put I evellfuo!I( loulld t/Je fnyectioll 

room Olld muc/; to mr 5u7ri5e, /fcL01lell, t/Je tro,Jectiolll5f. W05 

there. lie 5eemed o decellf Put 5ullell le/low. re5ellflul oPout Peillf 

colllined to Porrocl5. l'lfforellflf Quine( /Jod cou1/Jt t/Je old Pird 

trolliclillf ci1ore tfe5. lleed!e55 to 5of /fcL01lell de51i5ed Quiller 

olld Wo5 5U5fidou5 of me. 

"/ /Jovell 't Peell 5ellf Pf Quiller" I told Nm. "/ fe t t/Je imtre55ioll 

lie i51l 't too leell Oil me either. " 

I had to see what 



McLaglen, the 
projectionist, 

was cooperative, 
once I found 
his weakness. 
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"//Jot5 more life it." lfcloflen 501d We 5 odded onot/Jer line 

in red to mr file rou fnow!" 

Yet w/Jen I o5f ed 1f /Je would 5creen t/Je f!lm for me, If cl of fen 

Wo5 5f1!! 5u51iciou5. flow could I foin f/Ji5 mon 5 confidence? I need­

ed /Jim if I Wo5 fOlilf to fe to !oof of f/Ji5 film oefore t/Jot corri­

dor f uord re turned W/Jot could I u5e to fe t /Jim to tru5f me? 

I/Jen I /;it on if: t/Je dfore tfe5/ I offered /Jim t/Je w/Jo!e fod, 

ond /;e occeffed it frotefullf 

"/ fnow now it5 not one of Quincr5 trid5. • /Je 5oid 'l3ut 111 

occeff onlr If I CO// l;e of 5ervice to rou. fjive me rour film. 111 run 

it for rou .• 

I /Jonded /Jim t/Je coni5fer ond woited for t/Je 5/Jow to 5fort. 

:5tronfe /'fofinee 
l/Je film Wo5 5/Jort. /u5f o clip reollf It con515ted of on!r two 

5/Jof5. wit/; no 5ound recordinf l/Je f!r5f 5/Jowed o mo55ive crone 

/Jou/inf o wooden crote out of o wide c/Jo5m in t/Je ice for out on 
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on arctic ice l!oe. //;e 5/Jot Wo5 toJen from o dl5tonce. /Jut I 5til/ 

reco711ized t/Jot /Jox: it wo5 neor!r identico/ to t/Je one5 we'd 

loaded onto t/;e Victoria. ?er/JOf5 it Wo5 t/;e verr crate under 

7 uord /Jere on t/Je /Jo5e. 

//;e 5econd 5/Jot 5ent on icr 5/;udder t/Jrou7/J me: /\ !lozi 5o/­

dier 5tood over t/Je 1ro5trote form of o 8rit/5/; 5eomon. fie mu5t 

/Jove /Jeen frozen /Jr terror. for /;e ju5t 5tood there o5 5ome t/Ji117 

unreco711izo/Jle oozed out of t/Je 5eomon 5 /Jodr and 7uidl( formed 

it5ell into t/Je twin of our ?rl5oner/ //;e mon5ter ottoded and 

t/Je 5okfier 5 5ile n t 5cre om Wo5 t/Je /Jim 5 lino! imo7e. 

5o t/Je cu1111i117 creoture could /Jide it5ell in51de /;umon /Jodie5! 

It could /Je onrw/Jere- onr/Jod(I W/Jot find of /Je!l51ow11 /Joel t/Je5e 

madmen re5urrected? 

ifcL07le11 re turned ond tried to mofe conver5otion. fie o5fed 

o/Jout t/Je /Jim, /Jut I Jnew I could tell /Jim 11ot/Jin7. 

"50, mr lriend"/;e 05fed "did rou en/or t/;e film?" 

·verr ed!l[in7. ifcL07!e11. • 
"W/Jot find of film Wo5 it?" 

·verr tec/;nicol. if cL07!e11, verr tec/;nico!." 

ifcL07le11 5eemed 5otl51ied wit/; t/Ji5 ond 5ot down. I 51ent o 

few moment5 looH117 oround t/Je 1ro;ectio11 room. On t/Je /JooJ5/JeJI I 

cfi5COVetecf 0 /JooJ, Oil encrc/Ofedio, ill focf 

5omet/Jin7 o/Jout it cou7/Jt mr ottention. ,------.....­

one! I 01ened it ond /Je7011 t/Jum/Ji117 

t/Jrou7/J it5 107e5. One of t/Je 107e5 
wo5 torn ond /;od three num/Jer5 writ-

ten on it Where /;od I 5een num/Jer5 

life t/Je5e /Jelore? 

I tool out t/Je f°ter I found on 

Quincr 5 de5f ond !o1d it next to t/Je 

torn 107e: o ferlect mote/JI !low I 

496 

Aha! The rest of 
the code! 



While l searched 
for dues, the beast 

continued its 
slaughter. 
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/Jod the re5t of the code. I even /Jodon 1deo /Jow it could Pe u5ed I 

couldn 't tole t/Je Poof wit/J I'{ cl of !en 5ittinf there. 50 I committed 
t/Je code to memorr ond re turned the Poof to it5 f !oce Oil t/Je 5/Jeff 

! /Jod develo;ed 7uite o ro;;ort wit/; t/Ji5 old 50/dier. 50 I decided 
to 5ee w/Jot e/5e /Je would tell me. I wo5 ;orticu!or!r intere5ted in 
loohnf ot t/Je oo5e 5 ;er5onnel file5. out he could onlr direct me 
to 5omeone nomed :5/;ow. I t/Jonfed /Jim for /Ji5 help ond couldn 't 

re5i5t o ;ortinf foe. 
"/'{cloflen? ff 
"Ye5. !od?ff 

"You 5/Jou!dn 't 5mof e 5o muc/J. 8od for rour heo!t/J. rou bow. ff 
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Dr. !revor 5 Worninf 
In t/Je entronce /Jo/Nor I met o hf/JI( of/toted mon In o w/Jlte 
coot. He Wo5 ,Pro/;o/;I( t/Je /;o5e ,P!Jplclon, f;ut /Je didn't /;of/Jer to 
Introduce /Jlm5e/f ;/titer o5hnf mr nome, /Je flunfed o/Jeod wlt/J 
/J/5 5forr 

"Hom5un /Jo5 di50ffeored!" /Je 5old I di5covered o 5fronfe 
feen 5//me of t/Je foot of /J/5 J;unf! Hove rou noticed onrt/Jlnf 
5/m1!or on /;oord t/Je Victorio?" 

5tll/ not certoin w/Jom I could tru5t. I fOYe /Jim verr little 
lnformotion. 

/Yo, "I 501d not t/Jot I con rememf;er. • 
He 5eemed to occe,Pf mr on5Wer. t/Jouf/J I don't t/Jlnf /Je 

/;e/ieved me. He 5uddenlr /Jurn'ed In to t/Je elevotor. ond Wo5 f one. 

Tl /'fe55ofe From Wo5/Jinf ton 
8od In t/Je moin corridor. I !ocoted t/Je door to t/Je communico­
tion5 room. T/Je fUord /Jod not re t re turned to /J/5 de5f, 50 I o;ened 
t/Je door ond 511,P,Ped ln51de. 

Dr. Trevor was 
quite alarmed 
when he stopped 
me by the elevator. 



Shaw, the radio 
man, had a 

message, but he 
was reluctant to 

tell me about the 
personnel files. 
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l/Je room Wo5 llo/5r wit/J 5totic olld t/Je w/J15tlillf of o teo let­

t!e ill t/Je corller. ( //Je 8rit5 olld t/Jeir teol) I 51ole to 5/Jow olld 

/Je told me /Je /Jod ju5t decif/Jered o rodio me5507e for me. 

"fief· /Je 5oid, (our frielld5 in Wo5/Jillf toll ore off forolloidl" 

8ut t/Jer /Jod 7ood reo5oll, o5 I leorlled w/Jell I reod t/Je 

commulli7ut: 

"f/ove illtercefted coded me5507e on~illotillf from £dword5 

8o5e olld de5tined for 9ermollf Tl troitor i5 o;erotin7 from wit/J­

ill t/Je bo5e. lfole 5Ure rou ide1lt11r /Jim. Lod Uf t/Je fet501lllef file5 

Olld f eef Oil ere Oil flom5Ull. " 

T\llot/Jer troitor! Or Wo5 it t/Je 5ome 5oboteur w/Jo lleor!r 5ollf 

t/Je 'llctorio? I /;od to fool ill Oil f/om5Ull, 5001l, but fir5t I Wollted 

to 7e to fool ot t/Jo5e fet50llllel f1/e5. I o5fed 5/Jow obout t/Jem. 

but /Je tried to dod7e mr 7ue5tfoll b( 5elldin7 me bod to /'fclo7!en. 

8u t I Wo51l 't oil e o5( Olle to dod7e. 

i 51ole to /Jim, " I 5oid "fie 5oid rou could /Jeif me. " 

7111 n~/Jt. Lieutellollt. • 5oid t/Je rodio moll, reluctolltlf "//Je 

f;/e 5 ore lleX t to t/Je ormorr • 
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T/Je ormorr? W/Jere W05 t/Jot? ;4.nd /Jow W05 I f!Oinf! to fie t f05t 
t/Je f!uord5 without o trrer f055? I/one of t/Je t/Jinf!5 I'd fided 
'1f 50 for could /Jeif me- not Of/ t/Jeir own. onrwor 8ut mop5e if I 
fUt 5ome t!Ji!lfj5 tof/e t/Jer Wit/J 5ome t/Jinfl I left oe/Jind . . . 

T/Je no/5e from t/Je teo le ttle intruded on mr reverie ond f!OVe 
me Of/ ideo. W/Jen 5/Jow Wo5n 't looh'!lf!· I /Je/d mr identificotion cord 
over t/Je teo fettle. T/Je 5teom melted t/Je f!lue /Jo!dinfj mr fhoto 
to t/Je cord. ond It 5lljped off eo51/r I fuicH( left t/Je rodio room 
ond /Jeoded for 5eor5 5 office. 

!wo Com/Jinotion5 
I cou!dn 't oe!ieve mr !ud. I found 5eor5 5 office emf tr ond went 

5troif!/Jt to t/Je fointinf! oe/Jind /J/5 de5l I moved t/Je fointinf! o5ide 
ond fooled clo5el( ot t/Je 5ofe. If I Wo5 rlf!/Jt. I'd 5oon /Jove t/Jot 

me to! door ren. 
U5inf! t/Je comoinotion I'd fut tof!e t/Jer in t/Je frojection room. I 

ocfu5ted t/Je mec/Jon/5m on t/Je loce of t/Je 5ofe. ond t/Je door 

5WU!lf! ren. ln5ide I found 0 ruooer 5tomf ond lep t/Jot mu5t /Jove 

An old trick 
with the tea 
kettle worked 
well on my ID 



The number 
code was the 

combination, all 
right. And now, 
a little cut-and-

paste, and T'd 
have tl1e run of 

the base. 
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/;e/onfed to .5eor5. I frof;f;ed t/Jem /;of/;, c/o5ed t/Je 5ofe. ond 

moved f/;e fointinf cod into floce. 

I /Jod no ideo w/Jen Quincr or .5eor5 mif/Jf re turn. 5o I fuidl( 
turned to t/Je incomflete form on .5eor55 de5l I tool out mr f/Joto 
ond of fixed it to o corner of f/;e document I/Jen I u5ed t/Je ru/;­

f;er 5fomf to mole f/;e t/Jinf officio!. J/ow I /Jod o f055 t/Jot would 

o!!ow me to move free!( o/;ou t t/Je co5e. I 5lif fed t/Je 51°f ned f055 
info mr fOde fond /Jurr/ed info f/;e corr;dor. 

I /;od no reo/ flon. I fnew I wonted to fool of t/Je fer5onnel f!/e5, 
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ond I Jnew t/Je( were neor t/Je ormorr 8ut I didn't Jnow w/Jere t/Je 
ormorr wo5 or /Jow I would fe t t/Jere. I'd o!reod( 5eorc/Jed ever( room 
on t/JJ5 level of t/Je /;o5e. ?er/Jc!f 5 I 5/Jou!d 5ee w/Jere t/Jot elevo­
tor would tole me. 

I went to t/Je entronce /Joi!. fU5/Jed t/Je J;utton on t/Je wolf J;( 
t/Je elevotor. ond c!imJ;ed o/;oord 

//;e l3o5emen t 
T/Je e/evotor door5 Ofened ond I emer7ed into t/Je /;o5ement fuord 

room. /It t/Je /;orred fotewor o 5Url( fuord demonded mr f055. I 

/Jonded /Jim mr for7ed f055 ond /Je /;oded owor from t/Je f ote. My makeshift pass 
did the trick. 

Two fuord5 were on dutr in5ide. I over/Jeord t/Jem f055ifinf 
"//Je nur5e i5 fe ttin7 en707ed to t/Jot little 5c/Jemer 5/Jow. " 
"You 're john7!" 
"/never jof e /" 
T/Jree unmoded door5 5tood /;e/Jind t/Jem. I tried one ond o fuord 

refrimonded me. lieu tenon ti You con 't fO neor t/Je ormorr!" 



The guards told 
me what I needed 

to know. 
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5o. t/Jere. It lt'o5. #ow. /Jolt' to f e. t ln51de. . .. 

I couldn 'f do onrt/Jlnf e./5e. l;uf e.x11ore. ond foll to t/Je. fUord5. 
I told t/Je.m Quiller 5e.nt me. to /Jeff 5e.orc/J for flom5un 5 J;efonflDf5. 

ond t/Je.r dlre.cte.d me. to o cfo5e. t door. 
tjood Jud. Lle.ute.nont. ~ t/Je.r worne.d "//J/5 clo5e. f /5 o re.of 

junf /Je.op • 

Tl :5ur;ri5e in t/Je C!o5e t 
l/Je. 5forofe. clo5e. t lt'o5, lnde.e.d. o me.55. I fove. It o 7uld fo55, 

J;uf found onlr o tin. o5 t/Je. 8rlf/5/J 5of of 510!/e.d 5e.o rotlon5. 
8ut t/Je.n I 51otte.d o trunf. I Ofe.ne.d f/Je. lid ond lt'o5 /Jorrlfle.d of 

w/Jot I 5olt'. 7'I .bodr for ln5/de. I l/Je. mon 5 foce. lt'o5 fro ie.n In o rlc­
fu5 of le.or. 

I 7uldlr le.ft t/Je. room wlt/J onlr f/Je. fin for mr frou/;/e.. 

l/Je lnfirmorr 
I tolled wlt/J t/Je. fuord5 o J;lf more.. ond f/Je.r dlre.cte.d me. to t/Je. 
next door. t/Je. lnflrmorr I fried to continue. f/Je. conver5oflon . .but 

e.nf/5fe.d men /Jove. ve.rr little. to 5or to of fleer.?. 
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In t/Je inlirmorr I met lfi55 Trent. t/Je nur5e t/Je fuord5 were 

tolfinf o./Jout (I /Jod to 09ree t/Jot 5/Je Wo5 Wo5ted on :5/Jow.) :5/Je 

Wo5 friend!{ ond 5/Jored o /;It of f055f /Jer5elf. Lile everrone ef5e 

I'd met on t/J/5 ./Jo5e, 5/Je /Joted t/Je 7uorter-mo5ter. 

In live reor5 of coreer wit/J t/Je ormr H 5/Je 5oid I've never come 

ocro55 5uc/J on U!1fleo5ont c/Jorocter! fie 5 onlr ju5t orrived /Jere 

ond olreodr /Je 5 mono9ed to . .. O/J, /Je 5 /Jorri./Jlel" 

Onlr ju5t arrived? lforoe !fr. Quincr 5/Jould fe t o little more of 

mr attention. 

I told /Jer I /Jod to 5ee t/Je doctor on o motter of ur9encr :5/Je 

left me o!one to o5f 11 /Je Wo5 free. 

I searched the 
storage closet 
and discovered 
the monster's 
handiwork. 



Nurse Trent 
seemed to hate 

Quincy as much as 
everybody else at 

the base. 

Dr: Trevor's 
bedside manner 
left much to be 

desired. 
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I tool t/Je rpfortunltr to 5eorc/J t/Je woitillf room. I found more 

mOf 5. o fOill tillf, o trove! mof otine for Tirf en fino. cut no t/Jillf I 

could u5e. I lin/5/Jed J;e/ore /'f/55 !rent re turned to u5/Jer me into 

t/Je doctor5 ollice. 

l/Je doctor5 J;ed5/de monner /elf muc/J to J;e de5ired In o voice 

f/Jof /;e fro red /J/5 /;oredom. /Je 5o/d ".50 W/Jof 5 (OUr fro/;/em? 

?/J/e/;/f/5? DljJ/Jf/Jerio? Ti /;out of mo!orio?" 
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If o!orio? //;i5 Wo5!1 't ;A.lrico! 

I W05 t/Ji11fl119 Oil mr lee t whe11 I told /Jim I /;od 5tomoc/; trouo/e. 

fie wo11ted to 5ee whot /'d eote11. 5o I 5/Jowed /Jim the t/11 I'd lou11d 

in the c/o5e t. 

"You reo!I( ote thot?" he 501d wit/; 5udde11 reo! co11cern. "Do11 't 

move, 111 9e t the medicine rou 11eed!" ;A.11d /;e roll out. !eov/119 me 

free to 5eorc/; /;i5 office. 

I lou11d o mlcro5c0fe 011d the U5Uo! medico! e~uifme11t 8ut 011 o 

de5f I lou11d 5ome thin9 t/Jot fooled out of ;ioce: 011 o55emolr mo11uo! 

I Wo511 't 5ure II it would oe lm;orto11t. out I 511otc/;ed it 011d 5/ijped 

It u11der mr tu11ic. ju5t o5 the doctor re turned with mr medici11e. 

"/oh t/Ji5 too!e t. Do11 't /;e5/f ote to come ood ;f rou do11 't 
lee! oe tter. " 

I tho11fed /;Im 011d felt. 

!/Je ,tirmorr 
I emer9ed from the l11lirmo7 ju5t /11 time to 5ee the c/Jo119in9 of 

the 9uord 011d /;eor 0 little f055f ooout 5omeo11e 11omed fi1111/or5o/l. 

/he 11ew 9uord5 oorel( 11oticed me o5 I wolfed over to the ormorr 

door. I fl/oded 011d o ;ortho!e Ofe11ed ;A. voice from /115/de o5fed 

"Whot 5 It of! ooou t?" 

FinnJayson 
wouldn't let me 
into the armory 
without the 



A little fin; a little 
smoke, a little C02. 
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Whot could I of fer tN5 9ur 5o he'd let me in5ide the domned 
ormorr? I hod to 5ee tho5e fer5onne! flfe5/ /he onlf thin9 I hod 
to offer Wo5 the o55emolr monuo/ I furloined from the 9ood doctor. 

5o I held it Uf to the 1orthole. 
"flerr 5oid the mon 1iJ5icfe. ;v lo5t 5omeone who Offreciote5 

the finer tNn95 1iJ life. Come 1iJ Lieutenont! Come in/" 

To mr 5u7r15e. the door Ofened ond I woUed In. 
ln5kle. f'liJnlor5on- I could reod the mon 5 nome to9 now- ou5ied 

Nm5elf 5ortin9 ommo. fie Wo5 friend!r enou9h. out not toUotive. 
;'1nd I .Knew he would never let me 5ee tho5e file5. I couldn't even 
loof for them with Nm 5tond!n9 there. I hod to 9e t him out of the 
ormorr for ju5t 0 few minute5. 
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! noticed o 5/ow1r oumithJ ci7orette in on o5/Jtror neor o Wo5fe 

oin lull of crumfled f0fer5. If 5eemed liJ:e o ferlecf comoinofion 

to creofe o diver5ion. 8ut lir5f. I removed f/;e lire ex fin7ui5/Jer 

mounted on f/;e Woll or f/;e door. ,7'\5 I drOffed f/;e c19oreffe info 

f/;e oin ond 5moJ:e oe7on to Offeor. I 7u1dl( /;;din o dorJ: comer. 

Tinn!opon no ficed f/;e lire o/mo5f immediofelf fie Wo5 cool o5 

/Je reoc/;ed !or f/;e lire ex fin7ui5/Jer. 8uf w/Jen /;e di5covered if 

W05 mi55in7. /;e oe7on 5creominf 

"Wt;ere 5 f/Je lire ex fin7ui5/Jer? If or5/J! If ,7'\,7'\7'\7'\R 5fl/" 

lfor5/;, f/;e 11/e clerJ:. ru5/Jed out of f/;e file room ond f/;e two 

ron out 

/, of cour5e, /Jod f/Je l1r5f ex tin7ui5/Jer. w/Jic/; I 7u1dl( u5ed to 

fUf out f/;e lire. lt'i'f/J Tinnlopon ond /'for5/J out of f/Je Wof I Wo5 

free to 5eorc/; f/;e Ille room. 

8uf once in51de, I found f/;e li/e5 /Jod hen cleaned out 

5omeoodr Wo5 /Jidin7 5ome t/Jin7. I o!mo5f 7ove Uf ond !elf t/Je 11/e 

room, out ju5f oelore I clo5ed f/;e drawer. I noticed one file cord 

f/;of /Jod oeen !elf oe/Jind If Wo5 !or 5omeone co/led ?orJ:er. I 

7uidl( 5conned f/;e cord f/Jen !elf f/Je file room. 

The personnel files 
were gone' 



Sears questioned 
me and then 

ordered me to 
search the Victoria. 
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,?15 I Ofened t/Je ormorr door. Cortoin 5eor5 free fed me. 

"Conf rotulofion5. Rron. You 're olwor5 in t/Je rif /J t floce of t/Je 

rif/Jt time. Come wit/J me to mr office. I /Jove 5ome t/Jinf to tell rou. " 

fie Wo5 cordio!, out 5ome t/Jinf in /Ji5 voice mode me uneo5( 

Tl ?ri5oner on f/;e Loo5e 
Once we were olone in /Ji5 office. 5eor5 5 monner c/Jonfed o5 /Je 

fove me 5ome di5fule tinf neW5. 

"T/Je lo5f ?o!ori5 crote /Jo5 ,been found in fiece5! 7{nd t/Je oodr 

of one of mr men /Jo5 ,been found in t/Je clo5e ti You Will not /eove 

f/Ji5 office until I /Jove found out w/Jot hOffened on ,boord t/Je 

Victoria! I wont to Jnow more. Lieutenont! T/Jere 5 o creature room­

inf o,bout t/Je 8o5e! flow did rou fe t rid of t/Je one Oil t/Je Victoria? 

I told /Jim o,bout t/Je incontotion flom5un /Jod 5creomed: out I 

couldn't recoil it ond t/Je tore recorder /Jod ,been /05f in t/Je tor­

fedo. fie Wo5 5feffico! 

"T/Je novr doe5 not ,believe in i11co11tot10115/ tjo ,bod Oil ,boord 

f/Je Vicforio. /f5 docfed of f/Je 8o5e /Jor/;or: 5ee if (OU COil for 

rour /Jond5 Oil 5ome of flom5un 5 /;e/onfillf5. I om 5Ure t/Je O!l5Wer 

i5 to ,be found on ,boord t/Je 5u,bmori11e. • 
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R.e. turn to t/Je. Victorio 
I found f/;e Vicforio w/Jere 5eor5 501d 5/;e would .Oe. 8uf offer o 

dor ond o n1~/; f In f/;e /;or.Oor. 5/Je '.'f05 covered wit/; imfo55o0/e 

5/;ee f5 of ice. ;4.nd f/;e /;ofc/; to f/;e oir!od Wo5 cronf ed down 

fif'/;f! How Wo5 I 5Uff05ed to f'e f 1fl5/de? I fooled oround f/;e lmme­

diofe oreo ond found nof/;/nf' .Out 5ome co.Ole. 5ome/Jow //;od to f'ef 

ocro55 f/;of ice to f/;e fool !oder of f/;e front of f/;e 5Uo. 

Ice had formed on 
the deck, but an 
old cable made it 
passable. 



This wasn't exactly 
what I was looking 

foi; but it would 
have to do. 
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I 5ecured t/Je co.Ne to 5ome iron cor5 ond u5ed it o5 o /Jond roil 
to /Jelf me cro55 t/Je ice. I found t/Je tool c/Je5t ond orened it 
/n51de Were two fiece5 of me to/ t/Jof, P( t/Jem5e/Ve5. Were U5e ­
/e55. 8ut w/Jen I fut t/Jem tofe t/Je;; t/Je( mode o fine morine lef" 

I corefull( moved cod ocro55 t/Je ice to t/Je kidfe oir!od 
entronce. If( morine le( woded ferfectl( ond I entered t/Je 
Victoria, 
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I odmit I felt uneo5( o5 I de5cended the !odder to the /Jrkl9e. 
I 5Uff05e the 5/Ji,P 5eemed /Jounted to me. Re9ord/e55 of mr fee!­
i1195. I intended to Wo5te no time on t/Jot 5/Jif I went 5tro1f/Jt to 

the 5/eer i119 1uorter5. 
71 fUid 5eorc/; of the room /eod me to the wordrope neor 

flom5un .5 junl /n5ide I found o 5/;eof of note f0fer5 covered with 
m(5tico/ writi1195 ond incontotion5. I 5notc/;ed them Uf ond /Jeod­
ed for the /Jrid9e. 

!3ut o5 I 5terred t/Jrou9/J the hotel;, o cloud of inde5criPoPle 5/ime 
rolled down the !odder from the co1111i119 tower ond o55emj/ed it5e/f into 
o ?ri5onerl Io hOfed I /;eord the /o5t oft/Jot jeo5t.5 leeni119 /Jowl/ 

I Wo5 utter!( unormedl I couldn 'f reod the incontotion5. ond the 

on!( t/Ji119 I /;od in mr fOde t5 Wo5 the le( from COf toin 5eor5 .5 
5ofe. 7\5 the creoture lumPered toword me. I 5eorc/Jed de51erotelr 

for 011rt/Ji119 on the /Jrid9e t/Jot mi9/Jt 5ove me. 
There/ On the wo!I/ //;e red o!ert 5Witc/Jl ?erh0f5 it would di5-

troct the Peo5t !0119 enou9/J for me to run. jut on!( o cortoin .5 
h( . . . Of cour5e / 

My search 
uncovered some 
papers hidden in 
the sleeping 
quarters. 



Facing these 
monsters was 

becoming a habit! 
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I fro/J/Jed t/Je ief jommed it into t/Je !od, ond 5e t off t/Je 
o!orm. /);e noi5e ond red li7/Jt5 momentorilf foro!ried t/Je mon5ter. 
ond I fled Uf t);e !odder. 



Edwards Base 

7'\5 I neored t/;e .bo5e, I /;eord on exflo5ion .be/;ind me in t/Je /;or­
.bor. I turned in time to 5ee flome5 ri5inf from the Victoria 

Tl De51erote .5/tuotion 
j\5 I reentered t/Je .bo5e, I could 5ee t/Jot of/ /Jell /;od .broien /oo5e. 

j\ fon1'ded fuord confronted me . .bo.b.blinf 5ome tNnf o.bout t/;e 
rodio °,Perotor .beinf deod ond of! communicotion5 .beinf cut off. 
COf toin .5eor5. /;e 5oid. /;od di50ffeored. 

I jammed the key 
into the lock and 
set off the alarm. 

Explosion on the 
Victoria! 



Back at the base, 
all hell had 

broken loose. 

The doctor had 
found something 

inhuman in 
Hamsun's blood. 
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:/tnot/Jer fuord ru5/Jed into t/Je room ond confirmed w/Jot I /;od 

5ee11 011/r moment5 f;efore: the Victoria /;odjr15t exrloded 
Dr. Trevor 5uddenlr emerfed from the elevator ond /;eroted the 

fuord5 for de toi11i11f me. "If (office, Lieute11011t!, H /;e 5/;outed, foir-

1( drof f inf me olonf to word the elevator. "On the douNe r 

/11 /;i5 office, tl;e doctor told me o/;out 0 te5t /;e 'd rerformed 
011 flom5un 5 /;/ood fie /;anded me o viol ond fU5/Jed me toward /;i5 

micro5c0fe. I wotc/Jed o5 the 5omrle /;food cel/5 moved o!mo5t o5 

5entient f;einf5. f055e55ed /oi11i11f tofe t/Jer to form 011 un/Jolr foot 
of /;/ood-red menace. 
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"//Jere 5 5ome t/Jinf t/Jot 15n 't /Jumon In /J/5 ce/15/" lrevor 5old I 

COU/d 5ee /Je W05 Verr neor ron/c /Jim5eff. If/Jot /Jod /JOffe!led /Jere 
w/JJ!e I Wo5 on t/Je Vlctorlo? 

//Jen t/Je doctor froduced o /Jool ond t/Jru5t It Into mr /Jond5. 
"If/Jen t/Jer kouf/Jt me liom5un. /Je Wo5 /Jokilnf o 5tronfe little 
.bool! Here!" I reod o f055ofe: 71 ?n5oner of Ice connot cro55 o 
doorwor unle55 o line /Jo5 f;een drown ocro55 lt5 t/Jre5/Jo!d wlt/J t/Je 
.blood of 5omeone f055e55ed . .. /I 
5tone olloW5 rou to 5end t/Je 
?r/5oner of Ice /Joel Into t/Je 
void //J/5 5tone 15 co/led t/Je 

Hamsun's journal 
provided vital 
information about 
the creatures . 

/'f 'nor .5tone . .. "8e5/de t/Je 

morled f055ofe Wo5 t/Je flc­
ture of o flve -5/ded flf ure: o 

rentofrom a!!l!!!!l:!5'1!~1!!11i!!iill!!!!illl .. ~~~~~~ 
.5uddenlr t/Je nur5e f;ur5t In 

from t/Je lnflrmorf 5creomlnf ond 

crrlnf .5/Je f lonced over /Jer 
5/Jou!der ond fled t/Je of flee. I 

ron In to t/Je lnflrmorr ond 
dl5covered w/Jot /Jod terri­
fied /Jer. 

/I ?n5oner loomed over 

Quiller w/Jo tried de5rer­

ote1r to crow! owor 
5/Jou tlnf: "//Je 5 tone I 
//Je 5tone .be/Jind t/Je mOfl" 8efore I could move. t/Je creoture 

devoured Nm. /\5 t/Je mon5ter turned to me. I lnelt 1uldl( ond 
U5ed t/Je .blood from t/Je doctor 5 viol to drow t/Je ren tof rom 05 I 
rememf;ered It from liom5un 5 /;ool. /\5 t/Je creoture 5terred Into 

t/Je flfure. It /Jecome trorred 

I had to find out 
what had terrified 
Nurse Trent. 



I was too late to 
help Quincy, 

but Hamsun's 
possessed blood 

bought me 
some time. 
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8ut I dido 't Jnow /Jow lonf t/Je 51ell would /;old t/Je creoture. I 

roced out of t/Je inflrmo7 ond 5t0ffed in t/Je doctor'5 office onlr 
lonf enouf/; to f roP o hf?odermic needle from /Ji5 de5J. I/Jen I 

ru5/Jed to .5eor5 5 office. //Je trif 5eemed to tole forever: 
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In .5eor55 office, I went dlrecfl( to t/Je lorfe5f mop t/Je one 

I'd odmlred w/Jen I flr5f orrived I moded t/Je f05lfion of t/Je /;o5e 

wlt/J f/Je needle, ond t/Je m°t rofofed reveolinf o 5ecre t 5/Jeff 

I found o 5ecre f reforf on f/Je 5/Jelf. l;uf I didn 'f Wo5fe onr time 

reodinf It ror f/Jere, on f/Je 5/Jelf o/;ove If. Wo5 t/Je If 'nor .5fone. 

//J/5 mu5f /Jove l;een t/Je 5fone Quin er Wo5 rovlnf o/;out! If rol;/;ed 

f/Je retort ond f/Je rod ond ron o5 fo5f o5 I could to t/Je lnflrmorr 

T/Je ?rl5oner Wo5 wolflnf for me, 5frufflln~ In t/Je 1enfo­

from. I /Jlfed f/Je If 'nor .5tone ond orc5 of fOWer 5Wormed oround 

I found what I 
needed behind 
the big map in 
Sears' office. 



The stone did 
the trick and I 

sent the creature 
back to hell. 

With new orders, I 
bid farewell to 
Edwards Base. 
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f/;e mon5fer. It 5creomed /f5 uneorf/;/( 5creom ond von/5/;ed, I 

);Of e cl, in to /;e//. 

8efore leovlnf! f/;e infirmorr: I fided Uf f/;e f0fer51oor QU1ncr 

/;od drOffed w/;en f/;e creoture ottoded 

Loter. I tolled wit/; Dr. Trevor. fie told me 5eor5 /;od von/5/;ed 

wit/Jout o troce. 8ut f);e 5ecre t retort I'd found in /Ji5 office 

orlf11"noted of t/Je 5c/;/o55 ;4.d!er I/oil /Jo5e in t/Je ;4.ntorctic. 

5eor5. it 5eem5. wo5 our fro/for. 



Edwards Base 

We /;od oil m/5/udfed Quincr fie /;od Peen i11ve5tifoti11f 5ince /Je 

orrived ot t/Je Po5e. ond /;e 'cl d!5covered off of it Pe fore t/Je re5t 

of U5. T/Je doctor wi5/;ed me Jud, ond I went to 5e11d t/Je .5c/;/o55 

;A.d!er re;ort in to Pe decoded ;A. few /;our5 !oter. I /Jeord from m( 

5Uf e!!Or5: 

"Co11frotu!otio115 Rron. T/Je coded document5 e110Pled u5 to 

recover t/Je troi! of o certoin "Uo/;11 Porler. T/J/5 mon 15 011 ex;ert 

in mofic riff; t5 ond 011 old friend of flom5u115. /11 o letter oddre55ed 

to 8jifm flom5u11, Potier me11tio115 o Poof from t/Je Likorr ot 

8ue1105 ;A.ire5. reference numPer OTR 2832. 

rind ?orler or t/Je Poof/" 



"They worshipped, so they said, the 
Great Old Ones who lived ages before 
there were any men, and who came to 
the young world out of the sky. These 
Old Ones were gone now, inside the 
earth and under the sea; but their 
dead bodies had told their secrets in 
dreams to the first man., who formed 
a cult which had never died." 

- H. P. Lovecraft, ·The Call of Cthulhu., 



JEI I()S /\11\ES 

lot/; of UO/IUO!f 1.93 7 
It/; o fOf on t/Je cod ond new order5 from Wo5Nn9 ton, 

I foded o co9 ond 7uldlf tied Uf loo5e end5 of 
£dword5 8o5e. I /;;d forewell to mr old friend Drl5co/I. 

O!ld mr new friend Dr. !revor. 8ecou5e of /;/5 re5eorc/; Oil flom5U/l 5 
/;/ood /revor more f/;on onrone e/5e lllew w/Jot Wo5 ot 5foJe- ond 
w/Jot I wo5 Uf 090/n5f. fl/5 foce wo5 50/emn o5 /;e offered o /Jeort­

felt food /ud. "I Wo5 oc/e to /;/tel; o nde on o cor9 of lone re tum­

ln9 to t/Je 5out/J ;/tmerlcon molnlond t/Jot verr do( T/Je 019-oe!­
lled olrcroft touc/;ed down o few /;our5 /oter. ond I found mpelf In 

t/Je /tr9entlne ccplto/. 

!/Je Lijrorr in 8ueno5 J'{ire.5 
T/Je c/;on9e from winter In f/;e ro!Jlond5 to t/Je trOflcol cl/mote 
of o !;u5f/lll9 8ueno5 /tlre5 W05 o /;It of o 5/;od, out I cou/dn 't 

wolf to occllmote. I 9 ro/;/;ed o toxl ot t/Je ol7ort ond /Jeoded 

5fro191; t for t/Je Lltirorr 

It Wo5 o mo9nlflcen t old oulldlnf wit/; lt5 wide, 57uore column5 
ond 9!055 dome- o 51/endld exomfle of eorlr 5fon/5/; orc/;ltecture. 
;/tt t/Je front entronce, I f055ed on ornote fountoln ond o folr of 
loco/ 5free t mu5/clon5. t/Jou9/J one of t/Jem 5eemed o !;It well­
dre55ed for 1;;5 occUfotlon. 

/n5/de. t/Je moln /oocr wo5 more Ille o mu5eum t/Jon o lltirorr 
5totuorr dotln9 cod to eorlr lnco ond lforon clvlllzotlon5 crowd-
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I passed some street musicians, but one of them didn't look right. 
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ed f/;e room. ;111 f/;o5e ort1focf5 o!ld imofe5 of old f Od5 fof/;ered 

from deod dvillz.ofio!l5 fove f/;e room o l oref;odinf otmo51/Jere. 

Ill t/Je middle of f/;e room. I 1Joticed o ;orticu!or!r 5friiillf di5-

;1or ;ede5fol. of;v1ou5f( de5171Jed to /;old f/;e ce1Jter ;iece of f/;i5 

ex/Jif;it. 8ut I lou1Jd it em; tr 01Jd I wo1Jdered w/Jr 

I 0/50 1Joticed 5omef/;inf el5e: O!le of f/;e 5freet mu5icio!l5 wo5 

5/Jodowillf me. fie /Jod followed me i1Jto t/Je Lof;f;r o!ld wo5 fr(inf 

to loo): /i):e o ;otro!I. 8ut /;e ):e;t movillf f;od o!ld fort/; f;efwee!I 

f/;e 5ome two 5fotue5, O!ld I COUf/;f /Jim flo!ld!lf mr wor 5evero! 

time5. 5o I wo!):ed 5froif/;f Uf to /Jim. fie W05 verr cool O!ld 

leif!led oil inof;ifit( to 5feo): Ellfli5/J. 8ut t/Jere wo5 5ome t/Jinf 

of;ou t /;i5 occe!I t . . . 

I d!d!I 't wo5fe muc/; time wit/; /Jim. I wo5 t/Jere to loo): of o f;oo): 

rfo/;!I ?oder /;od me1Jfio1Jed ill /;;5 letter to 8jiir!I flom5u!I. 5o I 

5,PO):e fo f/;e rece; fio1Ji5f. W/JO COUrfeOU5f( OIJ5Wered off mr 1ue5-

fiOIJ5 ill /;eovil( occe1Jted f;ut c!eor Ellfli5/J. I me1Jfio1Jed t/Je em; tr 

;ede5fol. 01Jd /;e ex;loined t/Jot f/;e Likorr /;od f;ee!I rof;f;ed oil!( 

re5ferdor ;4. 5fo1Je di5c off reot vo!ue. w/Jic/; /;od /;eel/ di5flored 

t/Jere. wo5 fo):e!J, /Je 501d 

8ut w/Je!I I o5):ed to 5ee f/;e f;oo):. relere!lce 1Jumf;er 

OIR 2832, /;e f;ecome o;;re/Je!15ive. fie mi51ro1JOUl/Ced mr /Jome, 

t/Je!I 05):ed me to 51e11 it for /Jim. 8ut /Je lino!!( fided Uf f/;e 

;/Jo/le o!ld co/led f/;e Lif;ror(5 curotor. o 5effor rforfe· 

":Jefforito ?oder i5 /Jere o/5o. • W/Jile /;e 5fo):e illfo f/;e 

f/;O!le. /;e !lever too): /;i5 ere5 of I me. ·verr well I will 5e!ld f/;em 

over.· fie /;U!lf Uf o!ld !oo):ed of me corelullf //;ell /;e 501d: 

"//;e curotor of t/Je Liko7 i5 5fud(illf o 1Jumf;er of c/Jo;ter5 

from f/;e /;oo): rou ore i1Jtere5fed ill. fie i1Jvife5 rou t o j'oill /Jim 

ill /;i5 0 I lice. n 



What luck to find 
Professor Parker's 

daughter right 
there in the lobby! 
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?orfe.r5 Dou~/Jte.r 
I t/Jonled /Jim ond /Jeoded for t/Je curotor 5 office. :5tondin9 or t/Je 

door Wo5 o verr ottroctive roun9 womon dre55ed 05 f/;ou9/J 5/;e /;od 

ju5f come in from /Jlhn9 in t/Je mountoin5. ( Trut/J oe told I wo5n 't 

u5ed to 5eein9 o womon in fODf5. ) 5/Je fooled worried o5 I 5f0ffed 

to 51eol to /;er. lier nome, 5/Je 5oid Wo5 Dione ?oder. ond 5/Je 

told me 5/Je Wo5 UiJ/Jn ?orler 5 dou9/J fer. 

"If( fof/Jer U5ed fo Worf /Jere, "5/Je eXffoined PUf /Je /;o5 di5-

0ffeored ond on ex/Jloit from t/Je collection /Jo5 oeen 5folen! I 

om worried· 

I told /Jer I Wo5 t/Jere to find /;er fot/Jer. ond 5/Je offered to 

/Jelp We 5/Jool /;ond5 ond entered t/Je curotor 5 office. 

7/Je. Curotor 
T/Je curotor 5 office Wo5 wide ond /J/9/J cei!in9ed wit/; flle5 of 

ont17ue5 ond curio5 in everr corner. t1 /Ju9e fCJfe5trr neor!r cov­

ered one wolf. It deficfed t/Je Con~ui5fodor5 ' orrivo! in 5out/J 

;1merico. T/Je !ooel on t/Je wolf reod: HT/Je !li9/Jt of 5odne55. • 
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Of/;er ort1locf5 from f/;e 5foni5/; co117ue5f littered t/Je room: 

ormor: /;e/me f5. !011ce5. ond 5word5. T/Jere were l;oof 5 o5 well. ond 

o reor wolf of 5fo11e corvi!lf 5. 

Jleor f/;e center of f/;e room, o 5mo!!, elefont mon 5of of 011 011t1fue 

tol;/e filed Wit/; /;oof 5 ond fOfU5. 71 toll mon 5f 011di11f next to o 

corved lectern neor t/Je to;;e5trr wotc/Jed u5 5ile11t1r //;e mon of t/Je 

fo/)/e free fed U5 ill fUfecf; U/IOCCe/lfed £11!(//i5/; O!ld invited U5 fo 

come in. fie recOfllized Dione, w/Jo 5m!led ond orrrooc/;ed /;i5 de51. 

"fie/lo. Uorfe, "5/;e 5oid "Do (OU /Jove Oil( !leW5 of mr fof/;er?" 

"U11fortu11ofe!( not;" /;e 5oid 73ut floill-c!ot/Je5 folicemen /Jove 

l;een wotc/Jinf t/Je Likorr oil mor11i11f· • T/Jen /Je turned to me. I 

noticed f/;of f/;ere W05 5omef/Jillf 5fro11fe o/)out /;i5 ere5. "W/;r do 

rou Wi5/J to fool Uf reference OTR 2832 ?" 

"0/1(2832 i5 o f055word !!°f/Jt?" I 5oid 

"Rif/;f I om rrerored to Oll5Wer oil rour 7ue5fioll5. Rron." 

fir5f. I wonted to fnow w/Jot f/Ji5 mpteriou5 l;ool Wo5 o/;out 

Uorfe fold me it W05 Oil 011cie11f Worf. f/;e /o5f COf( left ill f/;e 

world lfifuel. o5 /Je identified t/Je mon 5fo11dinf neor f/;e to;;e5-

trr W05 /;ofc/illi(j if f/;of verr moment fie We/If Oil fo fe// me o/)ouf 

f/;e fro,jecf ?offer /;od /)eel/ worfilli(j Oil /)efore /;e d!50ffeored 

Jorge, the curat01; 
and Diane were 
old friends. He had 
a lot to say about 
Parker's work. 



Jorge's assistant, 
Miguel, read a 

story that took us 
to a different time 

and place. 
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"fie /Jod Peen fOCU5illf of/ /J/5 efforf5 Oil 5fud(illf f/Je 50/or d/5c 

t/Jot W05 5folen from U5 re5ferdor T/Je fOlice 5u51ect /Jim of /Jov­

in9 committed t/Je t/Jeft. out fer5onollf I 5fron9I( douot it. I /Jove 

fnown /fr. ?oder for o !on9 time. T/Je di5c wo5 of /J/5 di5fo5ol I 

rot/Jer t/Jinf /Je /Jo5 /Jidden it 5omew/Jere for o reo5on I do not re t 

fnow. " T/Jen /Je turned to t/Je toll mon. "If if uel. re5ume rour reod­

inf ·fie 5m1!ed 'lforoe it will enli9/Jten /fr. Rron. • 

j\5 /flfue/ oefoll to reod I wo5 tron51orted too c/Jlferent time 

ond floce. 
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Tl :5tronfe 70/e 
It !onf time ofo, under t/Je reif n of Xic!itc/J/i. t/Je ;1rmoro5 lived 
in reoce in Ti/Jonoco, until t/Je dor t/Je foir-/Joired mon orreored 
fie wore o me to! mo5J ond controlled t/Je fire of t/Je fod5: t/Je 
5olor di5c. fie overthrew t/Je finf of t/Je ;1rmoro5 ond f;ecome t/Je 
fod of fOd5. llror!ot/Jotep t/Je Romront C/;005. T/Jonf5 to t/Je 
50/or cfi5c, llror!ot/Jo tef touf /J t t/Je ;1rmoro5 to f o /;od in time 
to t/Je reifn of t/Je tjreot Old One5. well f;efore t/Je /;irt/J of mon. 

"T/Je fower of t/Je fjreot Old One5 wo5 mote/Jed onl( P( t/Jeir 
crueltr ;15 t/Jeir 5/ove5 revolted t/Je tjreot Old One5 were out­
rofed f;erond of! meo5ure ond entrorred t/Je ref;e/5 wit/Jin t/Je 
e terno! ice of t/Je 5out/J Pole. 

"llror!ot/Jo tef told t/Je ;1rmoro5 t/Jot /Je w/Jo freed t/Je 
?ri5oner5 of Ice would f;ecome f055e55ed P( t/Je 51irit of t/Jeir 
mo5ter5 ond /;e o/;/e to recoil t/Je fj'reot Old One5 to eort/J /;erond 
t/Je /;oundorie5 of time. T/Jer would /Jove to owoit o fovoro/;le o5tro 
con5tel/otion ond utter t/Je occur5ed incontotion on o mofico/ 
nif /; t. T/Ju5. w/Jot /;od f reviou5/r Peen would re turn re t Of oin .. . n 

"The Aymaras lived . . 
111 peace 111 

Tihanacq until the 
day the fair-haired 
man appeared." 



"They were 
entrapped within 
the eternal ice of 

the South Pole." 

I was right about 
that musician, but 

I couldn't have 
guessed how we 

would escape. 
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fie.Id of run ?oin t 
l'fir;uel fini5/Jed ond we oil 5food in 5i/ence for o moment W/Jot did it 

meon? W/Jo Wo5 f/;J5 mon in f/;e meto! mo5I? W/Jo were t/Je5e fjreot 

Old One5? Could t/Je 1'ri5oner5 mentioned in f/;e monu5crijJf Pe f/;e 

5ome !rot.en mon5fer5 f/;e J/ot.15 5eemed /Jell-Pent on t/Jowinr;? 

8efore I could 051 onr of t/Je5e fUe5fion5. 0 mon PUr5f into 

t/Je room ond leveled on ev1!-!oolinr; Lur;or of u5! I immediofel( rec­

or;nit.ed t/Je 5tree t mu51'don • w/Jo /Jod 5/Jodowed me in t/Je likorr 5 

moin !oPP( Onlr f/Ji5 time when /Je 51ole to t/Je liProrr 5 curotor. 

/Ji5 occent Wo5 c!eor!r fjermon. 
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"fjive me t/Je 5o/or di5c. :5c/Jnell!" 

'Uorfe Wo5 1uite cool for o mon wit/; t/Je ou5ille55 end of o fi5-

to! 5forinf /Jim in t/Je foce. "Unfortunofel( deor 5il; • /Je 501d. It 

W05 5fo/en from U5 re5ferdo( 

fli5 on5Wer on!r infurioted t/Je funmon. "Verdommt! !lo funnr 

ou5ille55! //;e di5cf" 

//;e recef tioni5f c/;o5e t/Jot verr moment to intervene. Tl 
/;rove out fooli5/J mon. /Je come to t/Je doorwor ond 5/Jouted of t/Je 

fUllmon. ":5eiiorf //;i5 office !5 llOf Ofell fo f/;e fUNicf" //;e 

5coundrel 5/Jo t /Jim w/Jere /Je 5food ond /Je fell ood word in to t/Je 

moin !ooor l/Je funmon turned to 'Uorfe ond 5miled 

"W/Jere 15 t/Je 50/or d!5c? I om not in t/Je mood for jole5. flerr 

Doi tor. 05 rou COil 5ee. " 

'Uorfe 5mi!ed ood. "/ 5ee not/Jinf. deor 5ir. I om /;find· 

8/ind? //Jot exfloined t/Je curotor 5 5fronfe monneri5m5 ond 

t/Je odd fool of /;;5 ere5. It o/5o exfloined W/Jf /Je needed l'f1°fuel to 

reod to /Jim. It did not. however. 5/Jow me /Jow I Wo5 fOinf to fe t U5 

out of t/Ji5 me55/ 

DOf felf oilf er 
Yet. imf0551Nf "/"did fe t U5 out of our trou/;/e. ror of t/Jot verr 

in5font. o mon- mr douNe- Offeored corr(l'nf on enormou5 5/Jotfun­

lile WeOfon. fie moteriolized oe/J!'nd 'Uorfe ond fired o oeom of 

enerfr of t/Je funmon. Our ontofon15t literollf froze oefore /Je 

could fef off o 5/Jot. ond t/Jen di5infefrofed oefore our ere5. I 

turned to mr dou/;/e. fie fooled of me ond 50/d. "//;ere ore 5fronfe 

oeon5 w/Jere even deof/; con d!'e. " T/Jen /Je Willied turned to foce 

t/Je wolf of 5fone corvinf 5. ond voni5/Jed 

//Je eXferience 5funned U5 off. excef t for 'Uorfe· "//;e folice 

Will 5001l /;e /Jere. Rron! //;er mu5tn 't find rou /Jere!" fie fro/;/;ed 



I couldn't believe 
what I was seeing. 
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o ;07e from OTR. 2832 ond /Jeld it out to me. "/oJe it. It Will oe 
u5elul to rou. "I 5liffed tile ;07e into mr ;odet. "fiide /Jere, oot/J 
of rou. 5onto Vir7en, /Jurrr!" 0or7e touched o /;;dden 5Witc/J, ond o 
5ection of tile 5tone Woll oe/Jind !Ji5 de5J 5lid oWof Dione ond I 
crowled in5ide. 

rrom our /Jidin7 floce. we /Jeord tile ;olice our5t into -U0r7e 5 

of lice. Tiler immediotelr o5Jed ooout "tile men ond tile womon w/Jo 
come in /Jere o minute 070. "5o we Jnew tiler mu5t /Jove oeen wotc/J­
in7 tile ;loce, 05 -U0r7e /;od 5oid 8ut tile olind curotor would 
on5Wer none of t/Jeir 7ue5tion5. Tiler eventuollr tool -U0r7e ond 
lfi7ue! owor for 7ue5tionin7 ond 5eoled tile Likorr I /;od no 1'/lu-
5!0ll5 ooout tile find of "cfue5tionin7" tile two men would loce in o 
5out/J ;1mericon joi! I vowed to oe wort/Jr of t/Jeir 5ocrilice. 

;1/ter t/Jer were f one, Dione ond I crowled out of our /Jidin7 
;loce. Dione W05 verr Uf5e t. "We 're reollr in 0 me55 now!" 5/Je 50/d 
"Tile Likorr i5 5urel( oein7 wotc/Jed Pf tile fOlice. I'm foin7 out 
to tile terroce to trr to !ind 5ome troce of mr lot/Jer. "/ind wit/; 
t/Jot. 5/Je more/Jed out of tile office. 
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I l!'nfered in t/Je office to fO t/Jrouf/; fOfU5 ond exom1'ne 

o~ect5. then followed /;er into t/Je moin !o'5'5( ond Uf t/Je 5toir5 

toword t/Je terroce. 

;Aimonf t/Je 5tocl5 
j\t t/Je tor of t/Je 5toir5. I found o 5emicirculor. multi-levele.d l!;?rorr 

filled wit/; row uron row of '50015. .5ome of t/Je tome5 were oncient. reodr 

to crum'5/e into du5f. Dione ju5t 5tood there in t/Je middle of t/Je room. 

The police took 
Jorge and Miguel 
away and sealed 
the Library. 
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After they had gone, we came out of 
hiding and went straight to the library. 
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"Dione.HI 5oid. "/ t/Jouf);t rou were olreodr Oil t);e terroce!" 
"/t5 not o5 eo5( o5 I t/Jouf);t, • 5/Je 5oid "We mu5t lir5t find o 

wor of reoc/;inf t/Je three ledfe5 in t/Ji5 room. " 
tjreot! ;4.not/Jer ruz tie! W/Jr did 5/Je wont to fe t to t/Je ter­

roce onrwor? 
5/;e told me /;er !other often come to wod ill t/Ji5 floce. ond 

to reoc/; t/Je terroce o/;ove, we would /Jove to find certoin inec/J­
oni5m5 • t/Jot would five u5 occe55. 

8elore I fooled for t);e5e inec/;oni5m5. "I 5conned t/Je room for 

onrt/Jinf we mif);t /;e o/;/e to U5e. I 50W /;oof5 everrw/Jere- /Jundred5 
of them. mor/;e t/Jou5o!ld5. 5ome were 5toded neot!r ond ot);er5 
were filed corele55I( into freot /Je0f5 t/Jot t/Jreotened to co!-
10f5e ot t/Je 5/if/;te5t touch. One 5mo!! 5tod COUf/;t mr otten­
tion. l/Jree /;oof5 were tuded o!onf t/Je woll.ju5t /;e5kle t/Je door­
wor 8ut unlife everr ot);er volume in t);e room. t);er were free of 
du5t In loct, I could 5ee 5mudfe5 ond !infer mod5 on t/Je cover5. 

o5 t/Jouf/J t/Jer were lre1ue11t1r /Jondled I decided t/Jer mif/Jt l;e 
U5elul. ond. without !oohnf ot them verr c/o5elf I tuded t/Jem 

under mr orm. 
lie or t/Je three l;oof5. I 510 tted o white cone 5tondillf in t/Je 

corner. It mu5t /Jove l;een 7forfe 5 5tid. I f ro/;/;ed it ond then 
turned mr ottention to t);e /Joo.b/;e/ve5. 

Where ill o !i/;rorr would 5omeone hde t/Je fer to o 5ecre t f05-
5ofe? It /;od to /;e /;Jdden omonf t/Je /;oof5. of cour5e. 8ut there 
mu5t /Jove l;een t/Jou5ond5 of them! If could tole me do(5 to exom­
ine them of!! Rnollf I reo5oned t/Jot whoever /;id t/Je h( to t/Ji5 
mr5teriou5 mec/;oni5m wou!dn 't /Jove mode it too d!llicult to fe t 
to. /;ecou5e t/Jot fer5on would /Jove to u5e it on o refulor /;0515. 

5o I /;efon to 5eorc/; in t/Je oreo immediotel( rpfo5ite t/Je door. 
5ure enouf/;, o!mo5t ot once I 5tum/;/ed uron o /;oof o/;out t/Je 

Wrif/Jt 8rot/Jer5 t/Jot friffered t/Je rpeninf of o tror door. 



I found a secret 
passage behind 

the books. 

Jorge's cane worked 
perfectly to repair 

the ladder. 
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l/Je 5econd Level 
We Pot/; crowled Into t);e f055ofewor ond 5oon found our5e/ve5 on 
t);e next level I lmmedlotel( 51otted o !odder leod!iJf to tJ;e tJ;!rd 
level. Put one ol t);e runf5 Wo5 m/55/iJf- flow would I refolr It 5o we 
could cl/mp Uf? 

01 cour5el Uorfe 5 wJ;ite 5tld! It lit ferlectl( ond we moved 
to t);e next level 
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Ille l/Jird Level 
T/Jere were no !odder5 on f/;e f/;/rd level. ju5t flle5 of crumclinf cool5 

ond old 5fotue5. I 5eorc/;ed for 5ome f/;inf f/;of we could u5e to clime 

to f/;e next level. cut I found nof/;/nf 5o it Wo5 cod to f/;e cool 

5/;e/ve5/ I 5eorc/;ed eoc/; 5/;eff in f/;e oreo neor f/;e fodder ond core­

fullr exomined everr cool I di5turced enouf/; du5f to curr u5 cot/;, cut 

ofter 5evero! minufe5, I found no hidden lever5 or 5Wifc/;e5. 

8ut t/Jen. on one of f/;e lower 5/;efve5. I noticed on emf tr 

5fOCe. W/Jr would onrone !eove 0 51oce file f/;of on 5/;efve5 50 

crowded wit/; cool5? ! fooled more clo5elr of f/;e 51oce ond noticed 

f/;of not on!r Wo5 it du5f free, t/Jere were three 9roove5 cut into 

f/;e 5/;eff- f/;ree f roove5 for three cool5. 

#ow I tool o clo5er fool of f/;e cool5 I'd houf/;f Wit/; me from 

f/;e froll/ld level. //;e ouf/;or5 were 50f/;oc/e5. 5/;ole51eore, ond 

rjoe t/Je. Did t/Je5e out/Jor5 /Jove onrt/;in9 in common? Whr were t/Jer 

to9e f/;er? I tried ruttinf f/;em into f/;e froove5 on f/;e 5/;e/f. 

//;er of! fit ferfectlf cut nof/;inf /;Offened I fulled f/;em out ond 

rut f/;em cod in 0 different order. ;/titer 5ome exrerimentotion. 

I fino!lr 5fumP!ed on f/;e /Ji5forico! order t/Jot octivoted o 

rece55ed 5foirco5e. ;/15 f/;e 5foir5 5/id out from f/;e 5/;e/f wolf, I 

5cromcled 11f to f/;e next level, Wit/; Dione clo5e ce/;/nd 

The right 
combination of 
books in the 
empty space 
caused a stair to 



On the fourth 
level, I found the 

stairs in the 
shadows. 
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T/Je rourt/J Level 
We /Jod neorl( mode it to t/Je top On t/J/5 level, however: I could 

find no t/Jinf to /Jeif U5 fO hf/Jer. I 5eorc/Jed t/Je 5tod5 ond come 

UfO!I o verr intere5tinf /JooJ o/Jout Leonordo DoVinci I Wo5 fo5ci­

noted 0( 0 droWiflf t/Je freot f?.enoi550!/Ce mo!/ /Jod mode of Of/ 

elevotor device: Dione could on!( com;!oin o/Jout t/Je lfono Li5o­

none Of W/J/c/J fO t U5 O!I( c/o5er to our fOOf. 

I fillo!I( found o 5Witc/J omonf t/Je /Joof5 neor t/Je center of t/Je 

5/Jefve5. I /Jit t/Je 5Witc/J. /Jut not/Jinf 5eemed to !JO,P,Pen. I 5eorc/Jed 

t/Je 5tod5 ofoin. 5urelr I'd mi55ed 5ome t/Jinf 

I/Jen. off to t/Je for rif/Jt 5ide of t/Je ledfe. /Je/Jind Dione ond 

/Jidden in 5/Jodow. I 5,Potted o 5toirwor 

T/Je Rff/; Level 
t=inollf we reoc/Jed t/Je top Uf c/o5e life t/J/5. t/Je freot ffo55 

dome t/Jot covered t/Je Li/Jrorr Wo5 mofnificent. Tl num/Jer of 5tone 

/Ju5t5 were o/5o di5flored on t/J/5 level. Unfortunotelf t/Je door to 

t/Je terroce Wo5 !oded ond im,Po55o/J/e. 
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I turned to Dione. "W/Jr 15 occe55 to t/Je terroce 5o com;li­

coted? "I couldn't /Jide t/Je fru5trotion in mr voice. Dione ex;loined 

t/Jot it Wo5 meont to ;rotect certoifl wor.b from vondo/5. 

//Jot mode 5e!l5e. ;1nd it told me 5ome t/Jinr; e/5e. too: If U-0/Jn 

?orJer /Jod come t/J!5 WOf /Je did it to Jee; 5ome t/J!nr; out of t/Je 

wronr; /Jond5. 

8( now, I Wo5 /Jecomiflr; o 5eo5oned ;uzzle mo5ter. I exomined 

t/Je f rou; of /Ju5t5 on di511lof ond 1uidl( found tf;e one t/Jot 

o;ened t/Je com;ortment contoiniflr; t/Je fer to t/Je terroce door. 

On t/Je Je.rroce 
T/Je view from t/Je terroce Wo5 not o 511ectoculor one. 8ut I Wo5 

5o r;lod to /Je out oft/Jot du5tr mu5eum ond ifl 5ome fre5/J oir t/Jot 

I t/Jour;/J t it lt'05 mor;nificen t 
.5everol /Jur;e 5totue5 of 9reeJ orir;in crowded t/Je terroce. I 

could 5ee Venu5. uu;iter. ond o d!5co/Julu5- o renderinr; of t/Je 

do55ico/ 01rm;ic d!5cu5 thrower. Dione 5eemed fo5cinoted /Jr t/Je 

5totue5. ond I o5Jed /Jer o/Jout t/Jem. 

I quickly found 
the secret 
compartment that 
held the key to the 
terrace. 



The terrace offered 
a magfificent view, 

and something 
unexpected. 

solar disc from 
Miguel's story? 
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H/hot5 5tronfer 5he 501d I 5oW 5n0f5 of the5e three 5totue5 
on mr !other 5 de5l H 

I tool o clo5er fool ot our fjreel friend5 ond noticed thot the 

di5c the 01rmrion r,(05 rrerorlnf to hurl lt'05 not cut from the 5ome 
5tone o5 the re5t of the 5totue. We hod to fe to c/o5er fool ot 
thot cfi5cf /he on!( wor to f et to it Wo5 to c!imP. 

I tried to c!imP the di5cu5 thrower directlf Put cou!dn 't fo1il 

rurcho5e onrwhere Oil the 5totue. I lino/Ir 5cromPled Uf onto t/Je 



Buenos Aires 

ffotform of t/Je Venu5. ond t/Jen jumred ocro55 to t/Je Uilflter. 

Dione c/JJded me opout Peinr; ofro1d of /Jelr;/Jt5 o5 I cllmPed out 

onto Uilflter5 out5tre tc/Jed orm. I onlr /JOfed t/Jl5 Jlnr; of t/Je r;od5 

/Jod Peen dolnr; /Jl5fU5/JUf51 

#ow I Wo5 do5e enour;/J to t/Je d/5c to reo!I( 5ee It. //Jere Wo5 no doupf: 

It Wo5 not fort of t/Je orltjlno/ 5totue. It /Jod to k t/Je one from t/Je d/5-

ffo( co5e. t/Je 50/or d/5c Dione 5 fot/Jer Wo5 occu5ed of 5teo!lnr;. 

Dione co/led Uf to me. "T/Jrow It to me. Rron!" 

I leoned out o5 for o5 I dored ond reoc/Jed for t/Je d/5c. 8ut 

ju5t o5 I Wo5 oPout to touc/J t/Je dl5c. Dione 5creomed I fooled 

Uf o5 t/Jree men Offeored on t/Je terroce. Two of t/Jem corrled 

moc/Jlne r;un5. T/Je t/Jlrd Wo5 dre55ed o5 on of fleer of t/Je l/J/rd 

!(elc/J. fie 5ml!ed ot me wlt/J orror;ont 5ot/5foctlon. 

"WunderPor!" /Je 5old "Conr;rotulotlon5 on of! rour ocroPotlc5. mr 

r;ood friend I Jnew rou were no ordlnorr tour/5t I /Jod rou followed 

5/nce rour orrlvo! In 8ueno5 ,7'\lre5. Unfortunotelf mr o55/5tont. 

flor!ond W05 not 5Ufflclentlr cout/ou5. #ow. 11 rou would Pe Jlnd 

enour;/J to /Jond over t/Je 50/or d/5c to mr co!/oporotor5!" 

//Je r;unmen come down t/Je 5tef5 toword U5. ond I could do not/J­

lnr; to 5t0f t/Jem. 

They had the disc 
and us, and there 
was nothing we 
could do about it. 



': .. it had always existed and always 
would exist, hidden in distant wastes 
and dark places all o-ver the world 
until the time when the great priest 
Cthulhu, from his dark house in the 
mighty city of R 1yeh under the 
waters, should rise and bring the 
earth again beneath his sway. Some 
day he would call, when the stars 
were ready, and the 
secret cult would 
always be waiting 
to liberate him." 

- H.P. Lovecraft, "The Call of Cthulhu" 
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14 t/J of 7Tonuorr 1.93 7 
/Je tje.rmon of fleer 5 "co//o/;orotor5" we.re not Jind o5 
t/Jer /;ound ond /;/indfolded Dione ond me. Once t/Jer /Jod 

u5 firmlr tru55ed t/Jer dro77ed u5 from t/Je terroce to 
w/Jot mu5t /Jove /;een o reor exit. ond 5/Joved U5 into t/Je trunf of 
on outomo/;i/e. T/Je( drove for w/Jot 5eemed /if e /Jour5 over kui51il7 
rood5 ond eventuoll( dumfed U5 life 5od5 of fOtotoe5 into t/Je 
/Jold of o cor70 flone. T/Jer left u5 tied Uf ond iii t/Je dorf for 
neor!r t/Jree dopl I t/Jonfed fjod t/Jer left u5 to7e t/Jer. Dione 
ond I w/Ji51e.red encouro7ement5 to eoc/J ot/Jer. ond whenever our 
/;/indfold5 would 5/ip eoc/J would retort to t/Je ot/Jer w/Jot t/Jer 5oW. 
In t/Ji5 wor we mono7ed to feet from 5Uccum/;in7 to de5foir. 

The trip to Schloss 
Adler took several 
days in which we 
nearly succumbed 
to despair. 
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Lociedin oCe// 
Tino/If on f);e fourf); do( of f/;of /;e//15); trip f);e( removed mr 

oond5 ond morc/;ed me o!one into o cell W'J;ot o/e55ed relief! E ven 

f);e four f/ror Wo//5 Of f);of Ufjf( CUPic/e Were Peoufifu/ fo mr 

f);fr5fr ere5. 
I Wo5 in f/;e cell for no more f/;on five minufe5 wJ;en I /;eord o 

t°tfiflfj on f/;e wo!L I immediotelr recoflnized it o5 If or5e code I 
//Je f fl5oner in f/;e next cell Wo5 trrinf/ to communicote wit/; me. 

I !15tened to f);e t°tfiflfj ond mentollf 5orted out f/;e dof5 ond 

do5/;e5 o5 f);e 5if!noler identified /;im5e/f. It Wo5 Profe55or 'Uo);n 

?oder- tJ;e verr mon I W05 5eefinfj! W'J;ot oitter ironr tJ;ot I 

5/;ou!d finollf find Nm under f);e5e circum5fonce5. 

;15 f);e t0ff1Pf! continued I !eorned f/;of 8jbrn flom5un 5 

fof);er. Pe fer flom5U!I, w/;o /;od di50ffeored ood O!I f);e ice f/oe5 

of f);e 5fort of f/;i5 mi55ion. Wo5 imfri5oned /;ere o5 we!L 

:5crofc/; f/;e cell wolf . . . • ?oder trfed "/fu5f toll ... 

!mrorton t ... • 

I fooled oround f);e cell ond noticed 5ome eotinfl uten5i/5 on f);e 

too!e: o 5fOOll. me55 tin. ond o tin tumo!er. I collected f/;em oil ond 

u5ed f/;e 5fOO!I to dif! into f);e oo5e of f/;e cell wo!L /);e !loz.i 

f!Uord W05 /oofi!lfj f/;rouf//; f);e reef /;ofc/; of ref/u/or 1nfervo/5, 50 

I /;od to oe corefuL I eventuollf monofled to oore o 5mo!! /;o/e 

f/;rouf//; to f/;e next ce!L /);e /;o/e Wo5 tinf out !orf/e enouf//; 50 

f/;of I could /;eor Poder5 5forr 

"li5fen to me corefullf ·?oder 5oid "Pefore f/;er come ood. • 

;1nd f/;en );e told o remodoo!e tole. 
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?orf er .5 5torr 
In !for 1.910. I orrived in t/Je 5mo!I v1!/ofe of ll/5mout/J to write o 

5dence ortic!e. 8ut there I di5covered on evil cult t/Jot Wo5 flot­

tinf t/Je re turn to eort/J of t/Je tjreot Old 011e5. ffole(5 Comet 

Wo5 5oon due to li9!Jt Uf t/Je /Jeove115. T/Je tjreot Old 011e5 would 

cro55 t/Je t/Jre5/Jold5 of time 011d 5Uf/Ufote t/Je /Jumo11 roce. /11 

re turn, t/Je 5orcerer J/orodomou5 ond /Ji5 foit/Jfu/ would /;ecome 

immorto!. 

13ut o few mi11ute5 l;efore t/Je comet orrived I mollofed to 

erodicote t/Ji5 evil cult. • 

Porler fi1115/Jed !;15 remorfo/)/e tole, Olld I 7uicJ/r moved owor 

from t/Je woll ju5t o5 t/Je 9uord fooled ill. ;1 c/o5e coll! 

I /Jeord more fuord5 comi11f, 5/Jouti11f ill t/Je /Jo/lwor "fie 5 in t/Je 

cell !lex t to t/Je ,7'\mericoll fir!!" T/Jer could 011/r meo11 Diolle I 5o 

5/Je Wo5 /Jere. too. T/Je f uord5 Ofelled t/Je cell 011 t/Je o t/Jer 51de 

Of mine Olld tool 5omeo11e OWO( 

I used the spoon 
to signal back. 



"Before the comet 
arrived, I managed 

to eradicate the 
evil cult." 
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?oder 5ltjnoled Otjoln: "You mu5t !Ind 0 wor ol e5COflntj. . . Worn 
t/Je world . .. //;e Jlozl5 /Jove fot /;old ol o mon5trou5 lt'eOfon . .. • 

I /;e ord t/;e tjUord5 re turn ond ono t/;er cell door orenl11t; "J(ou5 

mer/loner/ 5c/Jnellr //;er mu5t /Jove hen tollntj Dione/ 
?offer 5t'tjnoled !or t/Je lo5t time: "Die tr/c/;, t/Je commonder ol 

5c/Jlo55 J'\d/er, 15 mod/ You ore t/Je onlr /;°,Pel" 
//;en t/Je tjuord5 come !or Nm. too. ond I lt'o5 o!one. 
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flerr Die tric/; 5 Ultimatum 
8ut I wo5n 't o!one for lonF. Wit/Jin moment5. 0 verr imfortont v/5-
itor wolfed into m( cell Ojer5furmfii/Jrer Die tric/J 5ml!ed cool!( o5 
/;e ered me from je/;/nd /;15 fOf/5/;ed monocle. /15 /Je 5,POfe, f/;e cor­

ner of N5 mout/J twitc/Jed ever 5o 5/JF/Jt1r ond N5 ere5 fleomed 
wit/; t/Je inner lif/Jt of fure in5onitr W/Jen /Je 5,Pole. it wo5 o5 ;f 
it were to o clo5e friend 

lieutenont. H /;e 5oid "we lnow t/Jot rou ore worlinf for f/;e 
/lmericon .5ecre t .5ervice. We even lnow t/Jot rou 're on 07/Jon ond 

t/Jot rou owe rour nome to t/Je me to/ flote rou were weorinf of 
t/Je time rou were found !( - Yon W05 enf roved on it. jo? H 

fl/5 word5 /;if me Ille /Jord 5lc1f51 flow could /Je lnow 5o muc/J 
ojout mr jocffround? If( 5Ufer!'or5 lnew I wo5 on 07/Jon, juf I /;od 
never told onrone ojout f/;e nome toF. I wonted to teor out /;/5 
t/Jroot for 5Uc/; on invo5/on of mr frivocr jut I could onlr 5fond 
t/Jere wh!e /Je continued 

"You ore Foinf to write ond 5/f n o me55ofe. w/Jic/; I 5/Joll 5end 
to Wo5/;/nf ton. You will tell rour 5Ufer!'or5 t/Jot rour inve5f/Fotion 

Parker signaled: 
"You are our only 
hope." 



Obersturmf ilhrer 
Dietrich welcomed 

me to Schloss 
Adler with a smile 

and a threat. 
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15 ;roceedinf ond t/Jot t/Jer need not worrr //Ju5 rou will ovoid onr 
furt/Jer 5Uf ferinf for rour t/Jree friend5. H 

fie tuffed of one of /J!5 w/Jite flove5 ond f rinned It wo5 t/Je 
mo5f molevolent ex;re55ion I /Jod ever 5een. "//Je rounf womon will 
not /Jold out for muc/J lonfer. rou Jnow. H 

Dione/ Reflex mode me 5te; toword Die tric/J. I 5to;;ed 5/Jort 
w/Jen I 50W t/Je f uord level /Ji5 moc/Jine fUn of mr c/Je5t Die tric/J 5 

5mile widened, t/Jen 5uddenlf von15/Jed "Jen minutes.· /Je 5oid 111 

f;e /;od in ten minufe5. " I/Jen /Je turned 5/Jo;;plf on t/Je /Jeel5 of 
/Ji5 ;oli5/Jed ridinf /;oof5 ond 5frode out of t/Je cell. l/Je fuord fol­
lowed, ond I wo5 o!one ofoin. 
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£5core 
I didn't need ten mlnufe5 to mole mr dec/5/on. I Wo5n 'f fOIDf to 

Write onr p?onr l'efOrf. W/;ofever /;Offened fo ?orJer. f/om5un :5r., 

ond Dione. //;of meont I /;od to fet out of f/;ot cell! 

I 5oW onl( two Wo(5 out f/;rou9/J f/;e door or f/;rou9/J f/;e ven­

t/lotion duct ID f/;e cellln9. £/f/;er WO( I /;od to df5froct ond then 

d/50/;/e f/;e fuord 8ut how Wo5 I fOIDf to do It? 

//;en I reollzed Die tric/; /;/m5eff /;od flven me the verr ID5fru­

ment I needed to mole mr e5COfe. fie 'd left 0 5/;ee t of fOfU ond 

o fen on the toole. I froooed the 5/;ee t of ?Ofer, 5fuffed It Into 

f/;e ce/15 5/nl. ond turned on f/;e fOjJ5. /\5 f/;e 5/nl II/led ond f/;e 

woter oe9on to overflow. I flded Uf the wooden 5fool ond 5food 

cod from the cell door. //;e fin( room Wo5 onJ!e deef when the 

fuord5 ere5 f1Doll( Offeored of f/;e /;ofc/;. /\5 /;e ru5/;ed ID. I 

5Wun9 f/;e 5fool ond Jn oded /;Im cold //;en If roooed /;/5 5/;oulder5 

ond fulled /;Im Into o corner. //;/5 one would oe out for o wNle. out 

other fuord5 could come olon9 of onr moment I /;od to oct fo5f/ 

My ruse worked, 
and the guard 
didn't know what 
hit him. 



I reached the 
vent in the ceiling 

and escaped. 
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II I ru5/;ed out into t/Je /;o/lwof I would frooool( encounter 

ono t/;er fuord ;/1nd oe5ide5. I didn't bow t/;e !orout ol t/Je oo5e. 

T/Je loct Wo5. I ju5t didn't bow w/Jere to fO· 
On t/Je ot/;er /;ond life oil lod!itie5 of if5 h'nd .5c/;fo55 ;/1dler /;od 

to /Jove o venti/otion 5(5tem. W/Jic/; could frov1de me Wit/; Uf/005erved 

occe55 to t/Je entire oo5e. 01 cour5e. I would /Jove to crow! t/Jrouf/; 

mi/e5 of duct5. out oil th'nf5 con51dered it Wo5 t/Je on!r lofico! c/;oice. 

I 1uicfl( nl!ed t/Je fuord5 c!ot/Je5. found /Ji5 h(5. ond clo5ed 

ond !oded t/Je cell door. !low I /;od to reoc/; t/Je vent 10 t/Je ceiliflf· 

8( droffinf t/Je toNe into t/Je middle of t/Je cell. ond t/Jen 

5todinf t/Je 5too! Of/ tor of it. I mo!IOfed to reoc/; t/;e oreniflf 
to t/;e vent 5/;o/f. out it Wo5 covered O( o frill t/Jot /;od oeen 

5crewed tif/Jtlr into t/Je cei!lnf mo5onrr flow Wo5 I foinf to fe t 
t/Jot domned t!Jiflf oren? 

I duf t/Jrouf/; mr fode t5 ond come Uf wit/; t/Je 5,Poon. wNc/J 
froved to oe o ferlect 5crewdriver. In moment5. I /;od t/Je frill oren 
O!ld fUf/ed m(5elf Uf into t/;e vent 5/;o/f. 
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fjo55f In t/Je 8orrocf5 
Once ln5/de t/Je vent1!otion 5/;oft. I crow!ed owor from t/Je ce/15 o5 

7uldlf ond 7ule tlr o5 I could I 5oon f055ed t/Je vent to t/Je 
fuord5 · /Jorroc.b. I fOU5ed t/;ere for o moment to ll5ten to two 
fuord5 tolflnf ln5kle. l'f f fjermon Wo5n 't o5 food o5 It u5ed to .be, 
/Jut I fot t/Je fl5t of t/Jelr conver5otion: 

rlr5t fjuord: (}f;er5turmf[j/;rer Die tr/c/; /5 5/oWlf fo5/nf /;/5 5en5e5. n 

.5econd fjuorcf: ".5/Jut Ufl fie 5 rro/Jo/;/r fOt m/cny;/Jone5 everr­
W/Jeref" 

Ui.J5t t/Jen. o t/Jlrd fuord entered t/Je room ond /Jorled order5 
ot t/;e two men. "//;e frl5oner5 /Jove /Jeen tof en to t/Je /o/Joroto­

rr O/Jer5turmfU/Jrer Die tric/; /5 freforinf o new exferlment. You 
ore re7ulred! .5c/Jnell/" J1nd t/Jer off more/Jed out. 

J1 new "eXferlment?" I dldn 't life t/Je 5ound oft/Jot ot oll. //;od to 
find t/Jot /of;/ /15 I 5cutt!ed down o different /Jronc/; of t/Je vent/lo­

tion 5f5tem. 5omeone mu5t /Jove d/5covered t/Je uncon5ciou5 f uord In mr 
eel/ ond 50Unded t/Je oform. ru// J1/ert/ //Je J1mer/con /;05 e5COfed/ 
8rinf /;Im /Jod deod or olive! fie mu5t not /eove .5c/;/o55 J1d/er!" 

Dietrich's own 
troops thought he 
was crazy. 



It was a rough 
landing, but 

not fatal. 
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Ill t/Je vellt 5/Joft. t/Je olert wo5 eor51l1ttlllf· ec/Jolllf olld rever­

/;erotillf t/Jrouf/Jout t/Je ductwod. I /Jod /Jo;;ed for more time. !low 

tNllf5 were more de51erote t/Joll ever. 7'15 I crowled ollword wit/; mr 

mind roclllf olld mr eor5 rillfillf· I foiled to llotlce t/Je Ofellillf of o 

de5celldillf 5/;oft. I 5Uddelllf fOUlld mrdf tum/;llllf dowllword 

//;e LovoCove 
rortullotdf t/Je de5celldlllf vellt 5/Joft wo5 5//f/Jtlr /;ollfed 5o 

w/Jell I fillollf come to t/Je elld mr lolldillf wo5 rouf/;· f;ut llot fotoL 

I /Jod fol/ell oil too 5/Jefl of rod Jn5/de o vo5t cove. It wo5 o ludr 

tNllf t/Je duct worf ellded w/Jere It did: o few feet furt/Jer ill 

elt/Jer direct/oil olld I would /Jove f;eell 5wlmmlllf In o /ofe of /;u/;­

Hlllf /ovo. T/Je red mo/tell rod filled t/Je cellter of t/Je cove. 

effectlvdr tro;plnf me Oil t/Jot ;1ece of rod. 

I 5tood 5/Johlf olld fooled oroulld T/Je /Jeot wo5 o!mo5t ull/;eor­

o/;/e. It 50ffed t/Je Ille out of me. flod I e5co;ed mr cell olllf to 

f;e /;of ed olive? ;'It t/Je edfe of t/Je rod 15/olld I could 5ee o 

5/Jort. me to! f;rldfe, f;ut It led olllf to ollot/Jer tlllf 15/olld 8e/Jlnd 
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me Wo5 o 5tone fote. corved wit/; lrlf/Jtenlnf imofe5 ol creoture5 
ond 5rmoo/5 not of t/J/5 world I fU5/Jed Of01il5t It Wit/; of! mr 
5trenfth. out I couldn't move It. I co5t ooout !or o rod or o 5tld 
t/Jot I could u5e o5 o lever. 

T/Jot5 when I noticed If: ice. flufe o!od5 of It were 5toded 

oround the edfe5 ol the tin( 15/ond ,rlt llr5t I couldn't oe!leve m( 

ere5. floW COU/d t/Jer f055/Pf( ex/5t Iii t/Jot /Jeot? f'er/;Of5 t/Jer 
were reo!I( cr(5to! lormotion5. I touched one ol the P!od5 ond 
found It cold ond wet. out It offered no rel/el from the torrid oir. 

It Wo5 ice. of! r19/Jt. out It exuded the c!utc/Jlnf cold ol the crf?t. 
ol t/Jiilf5 !onf deod ond oe5t lorfotten. 

I feered Into the o!od I hod touched fo5t ft5 cloud( 5urloce: 
w/Jot I 5oW 5en t me reellnf ood word flod It not oeen !or the 5Uf­

fort ol o lortultou51( floced 5tolofmlte, I mlf/Jt /Jove 5teffed oll 
Into the !ovo. f'or 1i15/de. frozen In o de51erote /Jowl. Wo5 o cou5/n 
ol t/Jot creoture from the crote5 ol the Victorio. 

The 5fell t/Jot left t/Jo5e oeo5f5 lmfrl5oned mu5t /Jove oeen 
fOWerlul. Indeed Yet. to mr horror. I OP5erved t/Jot even 5UC/; fOWer 
could not hold the mon5ter5 forever In on 1illerno. T/Jreodlife 
rlvu/e t5 ol woter tr/died down the loce of the o!od. !lo fuddle5 

formed oecou5e the woter ev°Foroted the ln5tont It touched the 

5corc/Jlnf rod floor. 

I hod to fe t out ol t/Jot floce. Die tric/; /;od to oe 5t0ffed! 
?erh0f5 I could wrench the 5tolof mite free ond u5e It o5 o lever 

on the door. I froooed the lonf ol rod ond fulled on It. /Jord 
ln5teod ol cominf /o5e. It moved life o 5Wltc/J. ond the corved fote 
5//d ood. 

/n51de the fote. I found two /;ufe jeWe/5: on ome th(5t ond o ruor 
oot/; the 5/ze ol oo5eoo//5. Tllter collectinf them I continued 
5eorc/;/nf· I found not/Jlnf e/5e /n51de ond no f0550fe out. 5o I 

turned coutiou51( to the ondfe· 
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//Je roce in t/Je Lovo Lofe 
T\5 I 5fetted out onto t/Jot 5/Jort cotwolf. t/Je /Jeot from t/Je lovo 

tenetroted t/Je 5ole5 of mr /;oof5. It Wo5 life wolhil<J /;oreloot 

ocro55 /Jot cool5! I 5fetted 1uidlr ond li<;/Jtlr to t/Je ot/Jer 5ide. 

l/Je ot/Jer 151ond Wo5 o 5fone corvin<J of on enormou5 loce. I 

exom1iled t/Je corv1ni; corelullf for /Jidden 5Witc/Je5 or lever5. 8ut 

I found no t/Jliltj· //Jen I noticed 5ome thil<J ooou t t/Je ere5ode f5. 

//;er Were emf fr ond 5UrjJf/5ini;fr c/eon. 05 f/;ou<j/; f/;er /;od 

recentlr contoined 5ome thni;. I exom!iled t/Je covitie5 clo5elr ond 

reolized t/Je jewe/5 oe!oni;ed t/Jere. W/Jic/J jewel lit w/Jic/J ere. how­

ever. I could not tell. oecou5e oot/J were identico!!r cut. W/Jot would 

/;Often II I retloced t/Jem? W/Jot would /;Often 11 I ret!oced t/Jem 

incorre c tlr? 
I 

In t/Je end too /Jot to worrr o/;out t/Je con5efuence5. I ju5t 

i;ue55ed Luci Wo5 on mr 5ide oi;oin. for o5 5oon o5 f/;e jeWel5 were 

in t1oce. t/Je mout/J "of t/Je 5fone loce o;;ened I could 5ee i;reen­

i5/J li<;/Jt 1i15ide t/Je 5ecre t door. w/Jic/; i;ove me no comfort. 8ut 

wit/J no ot/Jer o;;tion5, I entered 

If ore rro zen ?ri5oner5 
ln5tontlr I Wo5 tron51orted to t/Je other 5ide of t/Je !ovo !ole­

o trulr ex/Jilorotini; exterience! 8ut mr ex/Ji!orotion !oded 1uicf/r 

o5 I reo!lzed I Wo5 no neorer to freedom t/Jon I /Jod oeen. !'{ore 

frozen ?r/5oner5 ond 51utterin<J lovo 5urrounded me. Tit t/Je end 

of o corridor mode of !lot 5fone5. o wolf of /;oulder5 /Jdd t/Je 

molten rod ot oor 

I c!imoed to o /Jii;/Jer level of t/Je crumollni; floor. //Jere. on t/Je 

remoin5 of o 5e t of old roil trod5, 5food on o/;ondoned minini; cor. 

//Je trocf 5 led to o toll iron door. for too /Jeovr for me to move. 

8ut more imtortontlr t/Je trod5 ron under t/Je door. 5ome/Jow. 



The Nazi Base at Schloss Adler 

With the jewels in place, a secret door opened and I was transported across the cave. 



The cart wouldn't 
budge, but the 

miner's bar might 
be useful. 

Prisoner of Ice: The Official Strategy Guide 

f/;of corf /;od come in f/;rour;/J f/;of door. ond I Wo5 determined to 

find 0 wor to 5end it- ond me- l;od out. 

I threw mr weir;/Jt or;oin5f t/Je corf. /;uf it wou!dn 'f J;udr;e. T/Je 

w/Jee/5 were iced over ond frozen life f/;e mon5fer5 oround me. 

/1151de f/;e corf. I found o miner 5 /;or. Ir; rol;/;ed f/;e /;or ond tried 

to u5e it o5 o lever on t/Je corf. wit/; no fuel 

T/Jot.5 when I noticed one of f/;e /;/od5 of ice /;od l;een moved 

°tort from f/;e ot/Jer5. I could 5ee f/;e frozen lorer5 /Jod l;een 

meltinr;- It wouldn 'f l;e !onr; l;efore f/;i5 er;r; /;ofc/Jed! I /;od to fir;­

ure ouf O Wor fo melf f/;e ice Oil f/;of mininr; corf. fo5f/ 
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Tl J/orrow £5co;e 
I fooled oround ond noticed t/Jot one of t/Je !lot 5tone5 neor t/Je 
entronce to t/Je corridor wo5 /oo5e. Lovo wo5 tridlinr; f05t it ond 
5everol other 5tone5. T/Ji5 5ection of t/Je room wo5 lower t/Jon t/Je 
5ection where t/Je trod5 ond t/Je mininr,J cor 5tood 50 I tool o 
c/Jonce ond lnoded t/Je 5tone /oo5e wit/; t/Je oor. lreeinr; t/Je /ovo 
to I/ow into t/Je lower end of t/Je c/;omoer. 

I jumfed 1uicllf out of t/Je wor o5 t/Je /Jot rod covered t/Je 
lower 5ection. ;15 5oon o5 it wo5 deef enour;/J. I diffed t/Je miner 5 
oor into t/Je /ovo. T/Je oor OP5oroed t/Je /;eot 1uidlf 50 I U5ed mr 
5/eeve to /;old it. ;15 5oon o5 t/Je oor wo5 red /Jot. I Offlied it to 
t/Je cort5 frozen w/Jee/5. T/Je ice !ell owor olmo5t immediotelf 

The hot lava and 
mjner' s bar 
loosened the cart, 
but I barely 
escaped the thawed 
Prisoner. 



I seemed to be 
going right back to 

where I started. 

Prisoner of Ice: The Official Strategy Guide 

!low t/Je cor f W05 free. PUf to mr /;orror. 50 W05 t/Je ?r/5o!ler! fie 

5uddenlr 5/Jed /J/5 lcf 5/Jroud 5food Ufrlf/Jf. ond /Jowled I 5/Joved de5-

terote!r of t/Je corf. ond it moved! It dido 'troll for. Put t/Je oction 

tn°ffered o mec/Joni5m t/Jot cou5ed t/Je iron door to 5//de °ten. 

,7'15 t/Je ?ri5oner !unfed !or me wit/J if5 deod!r tentoc!e. I 

51ronf toword t/Je door ond t/Jrouf/;· ju5t Perond it5 fro51. 

//Je Ven t1!otion l(oom 
8erond t/Je iron door Wo5 o !orfe vent/lotion room. T/Jree lon5 5110-

ninf of /Jif/J 51eed5 Ploded t/Je Wof Pod into t/Je Po5e 5 duct 
5(5 fem. T/Je ?r/5oner Wo5 /Jow!inf n°f/Jt pe/Jind me. 5o I Wo5fed no 

time. I jommed t/Je miner 5 Por into t/Je !orfer ol t/Je t/Jree lon5. 
5liffed f05f t/Je 5fo/!ed Plode5. ond 5cromPled down t/Je 5/Jolt 

Die tric/J 5 Lo/Jorotorr 
5olelf Pod in t/Je vent/lotion 5(5fem, I continued to fool !or 

Die tric/J 5 loP. 5oon. I come uron ono t/Jer f r/11. 8erond it. I could 
5ee o remodoPlf odvonced e!ectronic5 re5eorc/J loPorotorr 5ur-
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rounded "r o 1'u5tlinr; foctorr of 5ome Kind In t/Je center of t/Je 

101', twin r;enerotor5 5eemed to /Jove COf tured o 5even-foot column 

of crodlinr; en err; r 
Ui.J5t 1'erond t/Jot crod!inr; column, ?orler. Dione, ond t/Je elder 

Hom5un 5tood uneo51'/r under t/Je wotc/Jfu/ ere5 of t/Jree /Jeovilr 

or med r; uord5. 

5uddenlr t/Je crod!inr; from t/Je column increo5ed ond two men 

emerr;ed from it r/Jer wolfed rir;/Jt out of not/Jinf/- o5 eo5il( o5 

t/Jer would /Jove 5teffed t/Jrour;/J t/Je forlor door! One of t/Je men 

Wo5 Die tric/J, oil r;rinninr; mo!evolence: t/Je o t/Jer Wo5 o 1'izorre 

c/Jorocter wit/J lonr; /Joir. o fointed foce, ond 5tronr;e c!ot/Je5. 

Die tric/J r;lowered over /Ji5 COf tive5. ;11'5olute fOWer 15 wit/Jin 

mr r;ro5f f" /Je roved, indicotinr; /Ji5 5tronr;e COmfO!lion. ":JOO!/, 

Jlorodomou5 will reveo! to me t/Jot w/Jic/J mu5t not 1'e fl/own. " 

Jlorodomou5! r/Je /Jir;/J frie5t of t/Je Ct/Ju//Ju cult! -UO/Jn ?orler 

/Jod frOffled Wit/J /Jim neorl( 30 reor5 or;o. /3ut t/Jour;/J ?orler Wo5 

now o w/Jite-/Joired old mon. t/Ji5 5orcerer fooled to 1'e rounr; ond 5tronr; I 

From inside the 
vent shaft, I could 
see the other 
captives. 



From my hiding 
place I could see 

Dietrich had 
joined forces with 

the evil sorcerer 
Narackamous! 
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Die fric/; 5uddenlr co/led /Ji51uord5 to le fc/; 5omeone nomed von 

£/Jernoc/;f. "//;e time /;05 come/"/Je /Je/!owed ft!( /Jorde5 mu5f bow 

f/;e ruf/;/e55 rower f/;of 15 now mine/" 

;15 we owoited t/Je 1uord5' re turn, Die fric/J foced /Jod ond 

fort/; in front of /;i5 f/;ree cortive5. rontin1 file 0 modmon. "//;e 

!ord5 will 5oon rule over f/;e eorf/Jf" /Je roored "//Jove 5een f/;e 

future. flimmel! //;e tjreot Old One5 ore of f/;e 1ote5 of time! 

//;er ore woifin1 lor o 1reof mon to 1ive f/;em f/;e le(5 to f/;i5 

eort/J! Once t/Je 5fone f/;of frofecf5 f/Je !lecronomicon 15 mine. ond 

f/;e evil /JooJ /Je!on15 to me. I 5/Jo// /Je f/;of monl" 
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lfi55 lfoll( J(eveo!ed 

T/Je fjl1ord5 reo;;;eored wit/J o toll tjermon officer. /\ 5 t/Jer 

dro99ed /;Im Uf to t/Je 5te;5 neor t/Je ener9r column ond /;e/d /;Im 

l;efore Die tric/J. I Wo5 5trud or /;/5 ;roud oeor/119. 

''50, lf/55 /foll(?" Dietric/J 5oid 9ri1111i119 cruel!( "W/Jot fino/ 

me5509e would rou Ille to 5end to t/Je £dword5 8o5e oefore rou 

die? " 

.50 t/;/5 W05 t/Je 8rif/5/; o;erotive w/Jo /Jod 5ent t/Je fJ!m! How 

/Jod Die tric/J leorned /J/5 !dent/tr? 

T/Jou9/J t/Je mon Wo5 ooout to die. /Je loo.fed Die tric/J in t/Je ere 

ond co/led /Jim 0 modmon. "j ;itr rou. /)or/;or/011. "/;e 5oid j\nd t/Je 

9uord5 5/Joved /;Im into t/Je ener9r column. 

Von £1;ernoc/Jt5 refu50/ to oow down 5eemed to drive Dietric/J 

dee;er into /J/5 modne55. lie w/Jirled on /;/5 own 9uord5 ond ordered 

t/Jem to 9e t out I don't need rou onr more. " /Je 5creomed 

''Ult/mote mon Will re;!oce (OU! .5c/Jnell!" 

I couldn't stop the 
madman from 
executing "Miss 
Molly." 



Dietrich 
summoned a 

prisoner to do his 
dirty work. 
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Die trlc/J 5 ?r/5oner 
Ille r;uord5 fled ond Die tric/J ro/5ed /J/5 orms, ond uttered on 

incontotion t/Jot 5ent o c/J/11 t/Jrour;/J me: /(/\;''\ N/\/\;¥/\ f7l'ifl'// 

Clf/Ulf/U!" 

£nerr; r orced ocro55 tile Of;er5turmlfi/Jrer 5 /;odr ond coo/e5ced 

in tile oir o few lee t /;e lore /Jim. Ille writ/Jinr; /;off of lir;/J t r;ove 

wor to 0 /;ud of in/Jumon l/e5/J t/Jot 1uidl( /;loomed into 0 /Jowlinr; 

mon5ter. Without o word, tile 5orcerer #orodomou5 5te;;ed into 
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t/Je ener7r column ond d!50ffeored 8efore Die tric/J followed /Je 
turned to /;/5 COftive5. roreWe/I m/5eroole creoture5.f" /;e 5/;out­
ed "::5ovor t/;e few minute5 rou /Jove left to live! 5c/;lo55 /idler 

5/Joll oe rour f rove/" /ind t/Jen /Je voni5/Jed 
I /;od no time to lo5e ond no time to t/Jinl T/Je ?ri5oner Wo5 

odvonc/01 Oil mr friend5! I Jided t/;e frill owor ondjum1ed out of 
t/Je vent to t/Je looorotorr floor. T/Je ?ri5oner 5oW me ond /Jowled 
/Ji5 t/Jfr5t for /;umon olood- 1 t/Jouf/Jt I 5en5ed o forticulor lonfl'nf 
for mine! lfiroculou5lf I 5till /;od t/;e fOfe5 0or7e. t/Je curotor of 
t/Je Liororr in 8ueno5 /lire5. /Jod fiven me. /15 t/Je creoture 
do5ed 1'n on me, I reod t/Je incontotion t/Jot I t/Jou1/;t would de5tror 
it. 8ut I mu5t /Jove reod it wronf ln5teod of de5trofl'nf t/Je creo­

ture. it 5imflf 1oro!rzed it. ond I Wo5 drown into t/Je ener1r column 
ond tron51orted to ono t/Jer world 

I stopped the 
Prisone~ but was 
drawn into the 
Solar Gate and 
transported to 
another time. 



·'That is not dead 
which can eternal lie, 
And with strange eons 
even death may die.'' 

- from the Necronomicon 



S<:HL()SS J\lllEI 
1\SE 

/7f/; of UoDUO!f 203 7 
ollin7 ... f'ollin7 ... Pulled de.e.f into t/Je. vortex ... 

?lun7in7 .be.rood li7/J t ond dorJ . . . 7endrll5 ol e.ner7r 
re. -we.ovin7 me. . .. 5fre.omlinin7 mr .bodr . . . mr f/;ou7/Jf5 

... o 115/J. now, in t/Je. 5fre.om of time. . .. !lo. f/;e. 5fre.om if5eff . .. 

!low, t/Je. te.ndr/15 . .. re.- we.ovin7 070/n . .. re. -we.ovin7 t/Je. old fOf-
tern . . . t/Je. old li7/J t ond dorl . . . t/Je. old . .. 

//Je 5tronfe LoJJorotorr 
... me.I 

I 5fum.ble.d out of t/Je. e.ner7r column. we.oJ-be.e.d ond cfi5orfe.nte.d 
.but none. f/;e. wor5e. for t/Je. trip I/Jen I re.me.m.bere.cf: t/Je. cre.oture.! 
It Wo5 o.bout to ottod! 8ut o5 I fooled oround I could 5e.e. I Wo5 
o!one.. I found mr5e./f in O/J ultro-mode.rn lo.borotorr filled wit/; 
5fron7e. moc/;/ne.5 ond contrivonce.5, t/Je. fU!f05e.5 of w/Jic); I could 

onlr imo7ine.. 8ut oil Wo5 51/e.nt. o5 t/Jou7/J no livin7 t/Jin7 /Jod ever 
.be.en the.re.. 

Ye. t 5ome.one. /;od .built t/Je.5e. de.vice.5. ond 5ome. tNn7 o.bout t/Je. 
floce. 5e.e.me.d fomilior. //;e. ce.ntrol 7e.ne.rotor5 t/Jot /Je./d f);e. e.ne.r-
7r column we.re. Iden ficol to t/Je. one.5 in Die. tric/J 5 lo.b. ,1'\5 I 5conne.d 
for ot/Je.r re.le.re.nee. foinf5, I 5lowlr re.o!ize.d I Wo5 5fill of 5c/Jlo55 
,1'\d!e.r! It Wo5 f/;e. 5ome. floce., re. t different. 



I appeared in an 
ultra-modern 

laboratory, but it 
was deserted. 
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I under5tood vlrtuoll( no tlJ/nf /Jere, no moc/;/ne or ln5trumen t. I 
wolfed over to o con5ole 5tondlnf ofoln5t t/Je !or wolf T/Je 

5creen5 ond contro/5 were utter!( lorelfn to me, t/Je onlr tlJ/nf I 
recofnlzed wo5 o c/;o/r. 5o I did t/Je one tlJ/nf I bew I could do In 

tlJ/5 5tron1e floce: I 5ot down. 
T/Je moment mr /;od5/de /;It t/Je c/;o/r. 111/Jt II/led t/Je C0/150/e 5 

centrol 5creen. I mu5t /Jove trlffered 5ome Jlnd ol control mec/J­
on/5m w/Jen I 5ot down. I /Jod o55umed t/Je device to /Je o trte ol 
rodor 5c0fe. /Jut t/Je t/Jree-dlmen5/ono! Offorltlon /Jelore me wo5 

unl!Je onr rodor 5/f//O/ I'd ever 5een! j'I f/;o5t? !lo. 05 t/Je lmo1e 
come Into locu5. It 10/ned In 50/ldltr T/Je loce wo5 5o reol, In loct. 

!or o moment I t/Jou1/Jt I wo5 no lon1er o!one. 
In dre55 ond /Jeorln1, /Je wo5 c/eor!r o mlllto7 moo, t/Jou1/J I did 

not reco1nlze t/Je uniform. fi/5 /;o/r wo5 lolr ond clo5e-cr°tfed j'lnd 

t/Jere wo5 5ome tlJ/n1 o/Jou t /;/5 ere5- 5ome t/Jln1 /Joun tlnf 1( lomlllor. 
T/Jen. to mr utter 5/Jod. t/Je OffOrltlon 510Je to me. "If( nome 

15 fioword ?/Jllllf 5 !'oder. ·It 5old "ond tlJ/5 /5 t/Je 5torr ol t/Je 

end ol /Jumonltr " 



fioword ?orf e.r 5 5torr 
In 1.93 7. mr fot/;er. rfo/;n ?oder. e5COfed 
from t/Je :5c/;/o55 /1dler f of or oo5e. 
t/;onf5 to t/Je mr5teriou5 intervention 
of o certoin Rron. !lo one oelieved 
/J/5 5torr of t/Je ?ri5oner5 of Ice. 
lie f o t morried ond I l'/o5 oorn, 

ju5t J;efore t/Je world ffunfed 
in to c/;005. 

Schloss Adler Base 

"My name is Howard Phillips 
Parke~ and this is the story of 

the end of humanity." 

Ones returned. 



"There were too 
many of the 

creatures, so I 
dispatched my son 

into the past.' 
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It wo5 t/Jen t/Jot mr lot/Jer decided to imfort oil /J/5 Jnow!ed9e 
to me. I become o 51ecio/i5t in t/Je lf(t/; of Ct/;u//;u, ond I inher­

ited o mo9ico/ 5tone corob/e of invohn9 t/Je l/ecronomicon. 
In 1.98.9. fo!!owin9 toto! c/;005, I /;eoded o froup of 5urvivor5 ond 

entered t/;e ruin5 of :5c/;Jo55 ;A.cf/er: /;Ofin9 to find t/Je 5ecre t of 
t/;e ?r/5oner5 of Ice. I invented 0 weoron COfOP!e of comi119 to 
frif5 wit/; t/Je mon5ter5: t/Je Free ze-011d-De5tror 8ut there 
were too moll( of t/Je creoture5. 5o I mode COfie5 of t/Je 50/or di5c 

mr fot/Jer /Jod found ond di51otc/Jed mr 5on. Yon. into t/Je fo5f. 
occom1011ied b( Lieutenont 5/;e/fton. 



Schloss Adler Base 

/ /Jod ffoced o 5fee/ ffofe Wit/J mr 50/l 5 nome Oil it oround /JJ5 

ned: ?oder. Yon. ,7't ?ri5oner of Ice offoded Yon ond .5/Jelfton 

durf!lf f/Je fron5fer. PUf Ollf( 5Ucceeded in fe ffillf O'V!O( Wit/J O 

fiece of Yon 5 flote. 

If onrone 5ee5 t/J/5 me55ofe· t/Jen mr 5on Yon /Jo5 orrived 5ofe 

ond 5ound in London wit/J .5/Je!fton ond /Jumonif( con still oe 5oved • 

If f !rue Iden tit( 
,7't5 t/Je imofe !oded I 5food ond 5fumoled ood. Could w/Jof I 5U5-

fected oe true? If it Wo5. t/Jen w/Jot I /Jod 5een ond /Jeord of t/Jot 

in5frument console Wo5 o f/Jo5f ofter oil. 

I fool onot/Jer 5fef ood ond mr /Jee! 5frud o !oo5e fiece of 

me fol on t/Je floor neor f/Je enerfr column. I 5foo;;ed to fool of it 

It Wo5 t/Je fir5f /Jo/I of o nome tof' I could 5fill mole out t/Je le f ­

ter5: ?-l'l-R-1<.-£ 

ij'l'f!J 5/Johnf /Jond5 I wit/Jdrew t/Je frofment of me fol I wore. 

o!wop. oround mr ned. l'lf t/Je Of,POO!lOfe w/Jere I frew Of- f/Jer 
fold me it /Jod oeen found in t/Je oo5le tin w/Jic/J I'd oeen left It 

Could I believe 
Parker's story? 
Could I afford 
not to? 



I stumbled upon 
a piece of broken 

metal, and my 
life was changed 

forever. 
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Wo5 f/;e 5ource of mr no me. T/Je !orfe, enf roved "!( w lo/lowed or 

t/Je /;ond-5crotc/Jed Y-;1 -#. I'd fooled of it o million time5. won­

derinf w/Jot it meont ond w/Jo /Jod fut it in t/Je oo5fe t with me. I 

5e t it on t/Je floor next to t/Je o t/Jer fie ce. It 5 o t/Jer /;off. ;1nd 

5uddenlr I Wo5 o different mon. 

I didn't bow w/Je t/Jer to err or jumf for)°( I'd troveled o hun­
dred reor5 into f);e future ond found f);e f/;05f of mr lot/Jer. ond 

with /Jim. mr true 1dentif( T/Jouf/J I 5fill didn't under5fond f/Ji5 

ffoce or f/Ji5 time, I vowed to !eorn off I could ond re turn to t/Je 

time in w/Jic/; I /Jod frown up 5o I could comf le te t/Je ml55ton mr 

lot/Jer /;od 5e t oelore me. 

//;e Freet.er Connon 
I 5conned t/Je room corelullr now, fot/Jerinf llf fiece5 of w/Jot I Wo5 
5ure Wo5 5ome Kind of WeOfO/J: o oorrel. o !!fie outt, o middle 5ec­

thn, ond two nitrofen cortridfe5. 8ut no motter /Jow I tried I 5imflr 

couldn't divine /Jow to o55emole t/Jem- 1! o55emP!r Wo5 even f055io!e. 



Schloss Adler Base 

I fooled corelull( ot t/Je next in5trument con5ole . .but none of 

t/Je .button5 I fU5/Jed did onrt/Jinf T/Jen Oil t/Je CO!l5ole. I 50W t/Je 
5econd t/Jinf I recofniz.ed in t/Ji5 floce: o .botterr One 5lot in t/Je 
con5ole 5eemed o.bout t/Je nf/Jt 5iz.e, 5o I in5erted t/Je .botterr 
ond tried t/Je lorfe5t .button ofoin. T/Ji5 time. t/Je 5(5tem come 
to Ille ond 5/Jowed me on t/Je m511or 5creen /Jow eoc/J element of 
mr lot/Jer 5 Free z.e-ond-De5tror CO!l/1011 lit tofe t/Jer. In 5/Jort 
order I o55em.bled ond !ooded t/Je weo;on. 

W/Jen I'd 5eorc/Jed t/Je lo.b .before. I'd noticed o co.bine tin o cor­
ner .bloded .b( o /Jufe. immovo.ble 5fone. W/Jot o ferlect te5t for 
t/Je rreez.e-ond-De5tro(I I 5tood ot o 5ole di5tonce ond fired t/Je 
weo;on ot t/Je rod. It "froze H ond 5/Jottered in5tontl( into du5t 

!low I Wo5 free to 5eorc/J t/Je co.bine t ln5ide I found o 5tone ond 
one of t/Je co;ie5 mr lot/Jer /Jod mode of t/Je 5olor di5c. I collected 
.bo t/J of t/Je5e ond U5ed t/Je d!5c Oil t/Je enerf r column- w/Jot I now 
under5tood to .be o 5olor fotewor- to return to t/Je !loz.i lo.bond 
t/Je verr moment I'd left it 

Once I found the 
battery, the 
computer showed 
me how to 
assemble Parker's 
freeze cannon. 



Inside the cabinet, 
J found the stone 

and my father's 
copy of the solar 

disc. 

I returned to 1937 
through the solar 

gate and faced the 
monster again. 
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R.e. turn to 1.93 7 
7'\5 I emerfed from the 5o/or f otewor I could 5ee everrt/;/11f wo5 
exoctl( o5 I'd left lt- tJ11fortu11otelr !he ?rl5011er wo5 ottodinf 

t/Je ot/Jer5, /;ow/inf /11 lf5 i;/ood /u5f 8ut mr 5Udde11 recpfeoro11ce 

dl5trocted the mo115ter !0111' e11oufh for me to trr the !11co11totlo11 

ofo/11. //;/5 time I mu5t /Jove f otte11 It rlf/;f, for the ?r/5011er 

5t0ffed 1oro!rzed w/;/le I remoined free to ey;!o/11 to the ot/Jer5 

w/Jot hod h0ffe11ed 



Schloss AdJer Base 

I didn 'f /Jurden f/;em wit/; f/;e de fo;/5 of mr fer5ono! reve/ofion 

In 203 7. I 51'ulfl( ex;;loined f/;of f);er could e5c0fe f);e creoture 

ond f/;e !loz/5 f/;rou1); f);e 50/or 1otewor I'd 1ro1 rommed f);e di5c 

to 5end f/;em oil 5ofel( to £dword5 8o5e. //;er were reluctonf of 

f/r5f. /Jut In f/;e end f);er tru5fed me. Whot c/;o/ce did t);er /;ove? 

Dlone- mr ziunt Dione- fleoded Wit/; me to come wit); f/;em. 

/Jut I /;od ot/;er c/;ore5 to offend to. 5/;e ond ffom5un flnoll( 

entered f/;e 1otewor ond di50ffeored 

Uo/;n ?orfer fOU5ed of f);e fOfeWO( ond fool /;o/d Of mr orm. 

//;e ordeo! /;od weolened f/;e old mon. /Jut /;/51rif Wo5 5f/ll 5fron1. 

lie ur1ed me to find Die tr/c/; ond !lorodomou5 ond 5fo,P f/;em 

/Jefore t);er could cele/Jrote f);e rite t);of would /Jrln1 f);e rreof 

Old One5 /Joel to eorf/;. 

//;en /;e worned me to ".bewore f/;e 1orodoxe5 of time. " Dione 

/;od told /;Im o/Jout mr dOffelfil"nfer ot f/;e Li/Jrorr In 8ueno5 

,7'\lre5. ond I now under5food wJ;ot /;od /;Offened //;en /;e 5ml!ed 

wJ;ot I now tool to /Je o 1rondfof/;er/r 5mlle, ond f055ed f/;rou1); 

t);e 50/or 1otewor 

I followed t/;em Into t);e column of ener1r /Jut to different de5-

tinotion5. 8efore I fUr5ued f);e modmen to ll/5mouf/;, I /;od 5ome 

/Ju5fne55 In 5out); ,7'\merico. 

Professor Parker 
warned, "Beware 
the paradoxes of 
time." 



"There are strange 
aeons where even 

death may die." 
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//;e ?orodoxe5 of lime 
I emerfed from tile 5olor fotewor In 'Uorfe 5 office 5evero! do(5 
eor!ier. I o!mo5t !ouflled 05 I 5oW mr frior 5elf5 5U'fri5ed ex;re5-
5ion. 8ut tile 5ifuotion Wo5 too 5eriou5 for !ouf/J fer. Die tric/J 5 

/Jenc/Jmon W05 momentoril( 5funned .b( tile 5if/Jt of o 5econd Rron, 
w/Jic/J f ove me ju5t enouf /J time to .b/05f /Jim wit/J tile free zinf 
connon. I felt no remor5e o5 tile Iii/er 5/Jottered to du5t 8ut Wilen 

I 5oW tile rece;tioni5t !(inf in tile doorwor I refretted terri.bl( not 
cominf o few mlnufe5 5ooner. 

T\5 I turned to fO, mr once crrttic comment 5eemed ;erfect!r 
o;;ro;riote. I/Jere were, indeed 5fronfe eon5 where even deot/J 

mor die. 





Ph-nglui mglw'nafh Cthulhu 
R 'lyeh wgah 'nagl fhtagn. 
(In his house at R 1yeh dead 
Cthulhu waits dreaming.) 

- from a ritual chant of the worshippers of Cthulhu 



!8t/J of rTonuorr 1.93 7 
fJlded "r t/Je 50/or df5c, I Wo5 tron5forted to o domed 

/Joi! of 5tone. t/Je entronce to w/Jic/J Wo5 t5/oded "r on 

iron fortcu/li5. 5tronr;e rune5 covered t/Je floor of t/Je 

circu!or c/Jomt5er; t5ut t/Je re5t of t/Je room Wo5 emftf exceft for 

o !orr;e rinr; mounted on t/Je wolf t5e/Jind me. 

I pulled the ring 
a11d a stele rose 
out of the 
chamber floor. 



The group of 
stones set in the 

stele was clearly a 
puzzle of some 

kind. 
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I fulled on t/Je rlnf ond o Cflindrico/ 5fefe ro5e out of t/Je floor 

wit/J t/Je dull 5ound of 5fone movinf ofofn5f 5fone. l/Je 5/Jort. 

57uot fil!or Wo5 covered wit/J more rune5 ond intricote corvlnf5. It 

fooled for oil t/Je world Ille on o!tor. 

5e t tofe t/Jer o!onf one 51de of t/Je 5fefe were elf/J t enf roved 

5fone5. rour rerre5ented t/Je elemenf5 of woter. oir. lire, ond ice: 

lour were corved in t/Je /ilene55e5 of Ct/Jul/Ju. Hforlot/Jotep 

Dof on, ond o ?r/5oner. 

W/Jen I found f/;ot I could move ond reorronfe t/Je 5fone5 onr 

wor I filed I lnew immediotelf f/J/5 Wo5 o fUZZle lef t/Jouf/J to 

w/Jot I didn't lnow. I moved t/Je 5fone5 oround rondomlr of ffr5f. J;ut 

f/Jen /Jif UfOn 0 f055/'/;/e fOffern. mofc/Jinf eoc/J mon5fer Wif/J if5 

rrorer element 

//Je !lecronomicon 
7'\5 I 5/id t/Je /05f 5fone into floce, o /;ool of 5fell5 Offeored in 

t/Je center of t/Je 5fe!e. 8ound in /;eovr corved /eot/Jer: ond /Jeld 

wit/J 0 fold c!o5P it fooled oncient Tl 5fone. verr muc/J Ille t/Je 
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5tone of/'{ 'nor I'd found In COf toln 5eor5 5 office /;od ot £dword5 

8o5e, Wo5 mounted on t/Je tor /Jo/f of t/Je cover. T/Je /;ottom /Jo/f 
Wo5 /;ore, wlt/J o /Joi/ow w/Jere 5ome t/Jlnf /Jod once f;een. In t/Jot /Jo/­
low. I floced t/Je 5tone I'd kouf/Jt /;od wlt/J me from t/Je future. 

ln5tontlf t/Je /;ooi ro5e from t/Je 5te/e, WrOffed In mf5tlc ener­
fle5. T{rc5 of fOWer filled t/Je c/Jom/;er ond eroded loud!( W/Jen 
t/Je /;ooi fell /;od, o two-/Jonded ceremonlo/ 5Word Offeored In mr 

/Jond5, ond t/Je lefendorr !lecronomlcon refloced t/Je tome. 

5firif5 /hrof e 
,rl5 I wotc/Jed In o5ton/5/Jment, two f/Jo5t/r 5/JOfe5 moterlollzed 
ond /Jovered In t/Je center of t/Je c/Jom/;er. I recofnlzed lmmedlotelr 
one o5 t/Je 5orcerer !lorodomou5. I dldn 't bow t/Je ot/Jer. 

ln5tlnctlvelf I 5trud ot !lorodomou5 wlt/J t/Je 5Word 8ut o// I 
did W05 COU5e /Jim to 51eol 74.t /05f, H /Je 5old "t/Je rreot Old One5 
ore o/;out to refoln t/Jelr t/Jrone ond rule until t/Je end of time. Once 
! /Jove Intoned t/Je lncontotlon ll'fjfiTIRf'f'f' CTfiULfiU for t/Je t/Jlrd 

time, Ct/Jul/Ju 5/Jo!! re turn ond o roce of lord5 5/Jo// rule over monhnd!" 
T/Jen /Je von/5/Jed 

Looking closely at 
the book, I found 
a hollow in the 



The book was 
tranformed and 

two spirits 
appeared. 
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//;e o t/Jer F/;05f /;od f/;e oir of o 8rifi5/; lord 011d I found it le55 

me11oci11F f/;011 f/;e vile 5orcerer. !levert/Jele55. I reocted o5 oefore 

011d 5frud ot it wit/; t);e 5word ;4.Foin. mr octio11 011/r COU5ed f);e 

51irit to 51eof. 8ut /Ji5 word5 were muc/; more comforti11F f/;011 t/Je 

5orcerer .5 /;od oee!l. "{);e 5fo11e circle COil Ollf( oe de5frored "/;e 

5oid if it i5 5e11t .Pod into f/;e o.0(55 of time toFe t/Jer wit/; t/Je 

50/or di5c. lo reful5e Ct/Ju//;u, it will t/Je11 .Pe 11ece55orr to entice 

t);e mo11 wit/; f/;e me to! mo5f illto f/;e force field· 

;4.11d t/Je11 /;e, too, vo11i5/;ed 

I did11 't bow w/Jot t/Je 5fo11e circle wo5 . or w/;o t/Je mo11 in t/Je 

meto! mo5f miF/Jt .Pe. out I would wotc/; for t/Jem. 011d I'd oe reodr 

w/Je11 t/Jer Offeored 

!low I Froooed f);e !lecro11omico11 011d tuded it under mr orm. ;4.5 

I lifted f/;e .Pool Uf off f/;e o!tor, t/Je fortcu/115 5/Jd Uf into t);e 

5fo11e ooove it It'll/; mr 5word ot t/Je reodf I left t);e domed /;of! 

T/Je !ro!tor Reveoled 
Ill t/Je 11ex t c/;omoer. I found mpelf 5f 011di11F of f/;e edFe of o river 

of 110f /; f/;o. W/Jot 011 eXf lo5io11 t/Jot vo!oti!e juice would mole 5/;ou/d o 

mote); ever find it5 wor 1;ere.1 ;4.11 u11re!i0He-!ooli11F rowooot wo5 moored 



Illsmouth 

ot o mole5/;;ft dod. 5/nce I 5oW no ot/Jer Wo{ out. ljumfed Into t/Je 
l>oot. 5Word 5tll/ In /Jond ond dnfted wlt/J t/Je rlver'5 current5. 

I 7uldl( come UfOn onot/Jer l>oot Nodln7 mr Wof ;A.nd 5tondin7 
In t/Je center of t/Jot uni/le!( croft. 5Word In /Jond Wo5 t/Je verr 
/o5t fet5on on eort/J I exrected to 5ee. "Die tric/J hew (OU were 
5tul>l>orn. " cortoin 5eor5 501d o5 /J/5 l>oot flooted neorer. We 
t/Jou7/J t I mf 7/J t find rou /Jere. H 

W/Jen 5eor5 di50ffeored from £dword5 8o5e. I /Jod t/Jouf/Jt /Je 

m/7/Jt l>e Uf to 5ome t/Jln7. !low I hew /Jow Die tric/J /Jod leorned t/Je 
!dent/tr of lf/55 lfollf /Jow t/Je ?r/5oner /Jod fotten loo5e to wreol 
/Jovoc ot £dword5 8o5e. ond w/Jr 5eor5 /Jod l>een 5o leen to end 
Oferotion ?olor/5. fie /Jod l>een t/Je troitor off olonf-

"You left rour cord5 c!o5e to rour c/Je5t from t/Je l>eflnnln7. 
5eor5. "I 501d 

"Unfortunotelf t/Je fome 15 over for rou. Yon. " 
ij'lf!J t/Jo5e word5. /Je Jun7ed ond I !>orelr dod7ed o foto! !>low. 

Our 5Word5 ron7 In t/Je c/Joml>er. ond we /Jo t/J 5tru7f led to leer our 
/Jo/once In t/Je un5tol>/e !>oot5. 

I left the chamber 
and came upon a 
river of naphtha. 



Sears was an 
excellent 

swordsman, 
so I had to keep 

him talking. 

Prisoner of Ice: The Official Strategy Guide 

;15 we fOUf/Jf. mr mind roced fie /Jod coiled me Yon! 8ut /Joi( 

could /Je fnow mr re o1 no me ? W/Jo lt'o5 t/J/5 moo? 

;15 if in OD51t'et to mr fUe5fion5. /Je PefOD to fount me, c!oim­

inf to Pe mr fot/Jer 5 Pe5f friend c/Jidinf me OPOUf 'Uo/Jn ?orler5 

ifnoronce of mr true Iden tiff Poo5finf t/Jot Die tric/J ond 

llorodomou5 were o!reodr celeP!otinf t/Je ceremonr t/Jot would 

Pfl'nf Ct/Jul/Ju Pod to eort/J. 

"?ro( to rour fjod one lo5f time, Yon. "/Je 5neered 

5eor5 lt'o5 5fronf ond fo5f, ond o more ex,perienced 51t'ord5mon 

t/Jon I lt'o5. I dido 'f fnolt' /Jolt' lonf I could Jee; /Jim from fin/5/Jinf me 

off. ;1nd /J/5 tounf5 5funf olmo5f o5 Pod!r o5 /J/5 Plode. 8ut I /Jod 

to Jee; /Jim tolhnf until/ found 0 wor to defeot /Jim. ;15 it turned 

out. /Je lt'o5 /Jo;tr to tell me everrt/Jinf· 

5eor555torr 
"/ c/Jonfed !dent/tr 5/xteen reor5 OfO. I lt'o5 Lieutenont 5/Jelfton. 

di5fotc/Jed lt'it/J rou into t/Je fo5f P( rour fot/Jer. //J/5 journer in 

time /Jo5 mode me reolize t/Je ;ower of t/Je fjreot Old One5! 



Ills mouth 

He told me the rest of the story. 
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In London, I o/;ondoned rou In tJ;e core of o c/;orlto/;/e ln5tltu­
tlon: TJ;e 8rot/Jer5 of TJ;e !lew World ;A..nd I devoted mpell to 

wor5/Jf,Pf1nf t/;e fjreot Old One5. 
"Die tr/c/; contocted me In 1..925 ond Introduced me to o 5ecre t 

5ocle tr lnltlotlnf Ct);u//Julon rlte5. One of t);e mem/;er5 Wo5 o 51ir­

ltuo//5t wlt/J omozlnf fOWet5. TN5 51irltuo!l5t. coro/;/e of 5Wor­
l'nf tJ;e mo55e5. /;ecome o fllffe t In t/;e /Jond5 of t);e 5ect. 1115 

m/55/on Wo5 merelr t/Je llr5t 5tofe In o mon5trou5 flon: 
£5to/;/j5);;i;f totol c/;oo5 ond rrerorlnf for t);e return to eort/J of 
t/;e fjreot Old One5. • 

WJ;i/e 5eor5 Wo5 rontlnf ond lumlnr;. I noticed /;/5 /;oot /Jod 
drifted under o c/;ondeller /Jonflnf from t/;e eel/Inf ond /;e/d Pf o 
rore 5ecured to t);e Woll /;e/;/nd me. I'd need more t/Jon mr 5/Jore of 

Jud to full It off, J;ut II I dldn 't trr 5ome tJ;;nr;. It Wo5 onlr o mot­
ter of time f;efore /;e cut me down. 

5eor5 l!'no/lr f;i;/5/;ed /J/5 5torr ond 5ot/5f/ed rrerored to 
deliver t/Je deot/J #ow. "/ 5/;o// do wJ;ot I 5/Jou/d /Jove done 30 reor5 

OfO uron mr orrlvo! In Londonr /;e declored 

R.ive.r of Fire. 
T/Je !'n5tont 5eor5 lilted );/5 5Word I 5WUnf mr /;/ode ond cut t/Je 
rore. TJ;e c/;ondeller come cro5/;/nf down. Jnodlnf /;Im of I );15 lee t 
ond 5/nh'nf /;/5 /;oot. ;15 t);e little row/;oot 5onJ, t/Je c/;ondeller 5 

f;urnlnf cond!e5 touc/;ed t);e vo/otlle river. ond on enormou5 exrlo-
5/on roded t/;e c/;om/;er. 

rortunotelr t);e /;/05t t/Jrew me from mr /;oot onto 0 !ondlnf 
neor t/Je c/;omf;er5 doorwor I could 5ee tJ;e door Wo5 !oded f;ut 
even II It /;od /;een oren. I cou!dn 't /;ove reoc/;ed If: tJ;e llomlnf 

river /;/oded mr Wof TJ;e lire 5freod rOfldl( ond turned t/Je c/;om­
/;er Into on Inferno. I /;od to e5c0fel 8ut /;ow? 



Illsmouth 

I cut the rope and stopped Sears, but I nearly killed myself in the process. 



The sand 
smothered the 
flames and the 

flagstone opened 
the gate. 
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On f/;e Woll or f/;e !ondinf I no t/ced three corved mo5f 5. In de5-

ferotion, I 5mo5/;ed one of f/;em Wit/; f/;e 5Word .5ond foured out 

of f/;e 5/Jottered foce ill o/e55ed 7ouf5. fllllnp f/;e ouminp trenc/; 

t/Jot 5eforoted me from t/Je door. 

8ut I 5f/// /;od to find o wor to ~pen t/Jot door! 

I 7uldlr co5t ooout t/Je !ondinp for o /;Jdden Jer or mec/Jon/5m. 

7'15 I did I 5fumoled over on un5foNe flop5tone. I exomined t/Je 

5fone more corefullf ond 5ferred down on It Wit/; of! mr weip/Jt It 

5onJ Into f/;e 7round ond tr177ered f/;e orenlnp of f/;e door. 

£5core !or ocro55 t/Je 5ond ond t/Jroup/J t/Je fonped joW5 of on 

enormou5 5Jul! //;15, I could 5ee. Wo5 no corvlnp! fjreot eroded 

/Jof!/5 ond ro77ed fu5J5 5freod OUf from f/;e 5JUI/ l/Je f/;e ror Of 

o ferverted 5Un. //;e 5me/! of decor /55ued from f/;e fOfflnp mouf/;. 

I hurried f05f f/;e fonped joW5 ond t/Jroup/J f/;e oren doorwor 

//;e 5tone Circle 
I emerped from f/;e 5orcerer5 cove onto o /Jill ooove o dorJ flone. 

T/Je 5Jr Wo5 o!od, c/Jumillp. ond clo5e. T/Je oir Wo5 /Jeovr wit/; t/Je 

5mell of fumed eort/J ond old 7rove5. 8e!ow. o 5fron7e 7ror 117/Jt 

rodioted from o circle of 00e//5J5-5fone f11/or5 etc/Jed wit/; 
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o!lde!lf ru!le5. J1mo!lf t/Je 5fo!le5 I fou!ld Die tric/J o!ld J/orodomou5 

celeProfillf t/Je rife5 of t/Je cult of t/Je fjreot Old O!le5. T/Je 5or­

cerer 5 ere5 ffOWed red 05 /Je 5fOfe f/Je OCCUf5ed f!ICO/lfof/O/l: 

rTflJ1Jkf fl'fj CTflULflU 1;1£££ !" 

From a hill above a 
dark plane I could 
see they were 
already performing 
the vile rites. 



Dietrich fell to his 
knees and howled 

at the sky through 
a steel mask. 
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He Wo5 f/;e fir5f of f/;e two to 5ee me. He fooled 5UJJrl5ed 

05 I 5feffed out from ce/;ind Oil ocel/51 ond info f/;e circle of 9ror 

119/Jt W/Jen /;e 5oW f/;e 5ocromenfo! 5Word I corried I defected o 

/;inf of feor in /;/5 9lowin9 ere5. "We mu5f intone Oil inconfofion 

090/n5f f/;/5 intruder!" /;e 5/;outed He 5foh 0901'n f/;e !oof/;5ome 

f05509 e, c/Jor9 in9 f/;e oir Wit/; evil fOWer. 

lo frofecf mpelf. I crond/5/;ed f/;e 5Word ond refelled f/;e cur5e. 

ruriou5, Jlorodomou5 co/led Oil Die fric/; to come to /;/5 old r1;e 

mod Jloii rol5ed /;/5 orm5 ond uttered f/;e cur5e. Once 090/n I u5ed 

f/;e 5Word to 5Weef 05/de /;/5 offod. r/Je 5orcerer f/;rew me o 

f/;/rd inconfofion, ond for o f/;ird ond /o5f time, I refelled if wit/; 

f/;e 5Word T\5 f/;e 51el/ Wo5 di5fer5ed f/;e mo9ic P!ode von/5/;ed 



Ills mouth 

;'\ 109 de5cended on t/Je circle of 5fone5. ond Die tric/J le// to 

/Ji5 bee5. 5/Joutin9 of t/Je 5f( ond /ou9/Ji119 modlr i /Jove re turned 
from t/Je future!" fie c!owed t/Je 5fi11 from /Ji5 loce ond /Jowled in 

fOliJ. "Looi of mr new leoture5/ Looi of t/Je leoture5 of /Je who 5/Jo// 
oren t/Je fjofe for rou!" ;'\ mo5I of 5feel Offeored over /Ji5 loce. 

I t/Jrew t/Je !lecronomicon onto t/Je centro! monolit/J. W/Jen 
Die tric/J 5oW t/Je oool, /Je oe9011 5creominf "//Je !lecronomicon! 
//Je !lecronomicon!" fie t/Jrew /Jim5e/I Oil t/Je oool ond elute/Jed it 
to /Ji5 c/Je5f. I/Jen o w/Jir!wind of mi5f 5uded /Jim ond the oncient 
tome into t/Je turoulent 5lf 

I threw the 
Necronomicon 
and dark forces 
descended on 
the plane. 



l wou ld find 
little peace in 

the embrace of a 
family I had 

never known. 
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!lorodomou5 5creomed o5 o te11toc!e f;roJe t/Jrou9/J t/Je 9rou11d 

ot );/5 lee t. wro;y;ed Jf5eff orou11d Nm, 011d dro99ed t/Je 5orcerer 

Into t/Je 11e t/Jerwor!d T/Je o/;ell5J5. t oo. 5/Jd Into t/Je eort/J wit/; o 

rum/;11119 5/9/J. I Wo5 left 5fo11dill9 o/011e 011 t/Je flo11e - l;ut 0111r for 

o moment. /1 5 t/Je /Jr5f rop of 5U11ll9/Jt /;role t/Jrou9/J t/Je dorJ-

11e55. I demoterlo/J't.ed 

£dword5 8o5e, 20t/; of uonuorr .. /l;e 5urvivorof lime 
I remoterlollud ill5/de o c/o5e t of £dword5 8o5e. T/Je room /;od 

i;ee11l;u/lt011 011 011cle11t 5olor 9otewor 7/o/;11 ?or.fer 011d Dione were 

t/Jere, 5ole. 011d wo1till9 for me. 8ut mr tole of 011cle11t evil doe5 

110 tend ill t/Je worm eml;roce of t/Je lomll( I /Jod never hown. ror t/Je 

word5 I'd /;eord reod o!oud from 011 011cle11t text !11 o 5fro119e Llf;rorr 

Oil O W!IUOrr dor ill 1.93 7 WOUid /;ou11f mr 11J9);f5 for decode5 fo come: 

"T/Je 11rmoro5 /J'ved /11 1eoce /11 Tl/Jo11oco. until t/Je dor t/Je 

lolr-/Jolred mo11 o;y;eored fie wore o me to! mo5J 011d controlled t/Je 

lire of t/Je 9od5. fie overt/Jrew t/Je J/119 of t/Je llrmoro5 011d 

/;ecome t/Je 9od of fod5. • 



"Thus, what had previously been 
would return again." 

Illsmouth 
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Prisoner of Ice is a great game, full of challenging 
puzzles and unexpected plot twists. But sometimes, 
even for the most imaginative and resourceful play­

ers, its puzzles begin to seem twisted and untangling the plot 
becomes the unexpected challenge. That's when you, gentle 
gamer, are in greater danger than Lieutenant Ryan. Oh yes! 
And not from some escaped Prisoner howling in the grave­
dark night for a hunka-hunka bumin' love, but from your 
own loss of perspective. Remember, folks: It's just a game. 

When you're stuck-and let's face it, everybody gets 
stuck-there's no reason to blow a spleen over the situation. 
But you shouldn't have to give up on the game, either. 
Prisoner of Ice has an especially great ending. It's surprising 
and immensely satisfying, with all those loose ends tied up 
and some new questions raised. You shouldn't have to suffer 
to earn the right to see it. (I should say them, since the game 
actually has two endings.) 

That's why this book includes the Quick Guide. If you've 
tried everything, but you still can't get Stanley to stop play­
ing with his wrench long enough to give you the radio fre­
quency code; if inching the cursor across row after row of 
books in the library has finally given you a facial tick; if being 
devoured over and over again by the Prisoner in the lava cave 
has finally lost its charm, then you've come to the right sec­
tion! 

The Quick Guide is the place to turn when you need to get 
unstuck without adjusting your blood pressure medicine. It 
includes step-by-step instructions and the solutions to all the 
puzzles. If the preceding section was a walk-through, this one 
is a "run-through." It is the fastest route from Ryan's first 
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encounter with a Prisoner of Ice to the successful completion 
of his mission. 

This section also includes a directory of characters, loca­
tions, and objects (as the old saying goes, can't tell the play­
ers without a program), as well as a few extra tips and strate­
gies I couldn't fit in anywhere else. 

Obviously, consulting the guide should be a last resort if 
you want to get the most out of the game. But using it when 
you really have to won't ruin the game-especially if it gets 
you moving again and keeps you playing. 

Note: For the sake of clarity, the following run-through 
includes actions Ryan performs automatically as well as 
quasi-automatic sequences that require the player to 
click through. Both are flagged with ~. Timed 
sequences-those sets of action you must perform quick­
ly before Ryan is killed or caught-are marked with ~. 

To help you find the items Ryan gathers into his 
inventory, I've included a few directions, such as "upper 
right" or "lower left." In this case, the directions refer to 
the screen, not the virtual environment. Just imagine 
that your screen is divided into four quadrants and 
you'll get the idea. But be warned, some items may be 
extremely difficult to find. Just keep moving your cursor 
across the screen. When you hit upon a relevant item or 
piece of information, the game will tell you so on the 
bottom of your screen. All items Ryan collects are listed 
in boldface (when first mentioned). 



The Run-Through 

The HMS Victoria 
The Control Room 

·Captain Lloyd talks on the radio and gives Ryan his 
promotion. 

·Talk to Lloyd about: 
Hamsun 
Crates. 

·The sub is attacked and damaged. 

~·Follow Lloyd to the Hold. 

The Hold 

~·Ryan talks to Jones; Jones dies. 
·Lloyd goes to the cargo bay door. A tentacle drags him 
inside. Ryan locks the door. 

~·Get the fire extinguisher. 
·Use the fire extinguisher on the flames. 
(Tip: Move fast or the Prisoner gets Ryan.) 

·Exit to the Control Room. 

The Control Room 
·Talk to Driscoll about: 

Weapons 
Hamsun 
Sleeping Quarters 
Lloyd. 

·Try the radio; it won't work. 
·Open the drawer in the Captain's desk; search it. 
·Take the key, tape recorder, and code book. 
·Use the code book on the radio. Now it works, but you 
still need the frequency. 

·Enter the Sleeping Quarters to the right. 
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The Sleeping Quarters 
·Take the hatchet from the wall near the door. 
·Search under the bunks in the lower part of the screen; 
take the life vest and crampons. 

·Go to the night stand (lower far right). 
·Take the St. Christopher Medallion. 
·Click on Wayne. 
·Talk to Wayne about: 

Hamsun 
Lloyd. 

·Wayne exits; Hamsun starts to babble. 
·Use the St. Christopher Medallion on Hamsun to 
hypnotize him; he begins to chant. 

·Use the tape recorder on Hamsun to record Hamsun's 
chant. 

·Return to the Control Room. 

The Control Room 

~·A Prisoner breaks out of the Hold; the door smashes 
into Wayne. 

·Use the tape recorder on Ryan; the chant will destroy 
the Prisoner. 

~·Ryan talks to Wayne; Wayne dies. 
·Driscoll announces another hit to the bow. 

·Talk to Driscoll about: 
sos. 

·Enter the Engine Room through the hatch on the lower 
right. 

The Engine Room 
·Stanley is trapped under a beam. Talk to him about: 

Beam 
Help. 

·Flip the switch on the winch (right); nothing happens. 
·Return to the Control Room. 



The Control Room 
·Talk to Driscoll about: 

Stanley. 
·Driscoll gives Ryan a walkie-talkie. 
·Return to Engine Room. 

The Engine Room 
·Use the walkie-talkie. 

The Run-Through 

~ ·Ryan and Driscoll use the winch to save Stanley. 

·Talk to Stanley about: 
Radio Frequency 
Lloyd. 

·Stanley gives Ryan the frequency code. 
·Pick up the adjustable spanner. (It's under a comer of 
the engines in the lower center.) 

·Return to the Control Room. 

The Control Room 
·Use the radio; it works now and Ryan sends an SOS. 
Driscoll tells him they can't surface. 

·Talk to Driscoll about: 
Surface 
Draining the Torpedo Room. 

·Use the wrench on the smashed door to remove the 
metal wheel. 

·Use the hatchet to open the electrical box to the right 
of the door to the Sleeping Quarters. 

·Trace each unbroken wire upward and adjust the 
switches: 

Blue: left, right, left 
Green: right, left, right, right 
Orange: right, right, up, right 

(This procedure unlocks the hatch to the Torpedo Room. 
When you get it right, you automatically exit the 
screen.) 

·Return to the Hold. 
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The Hold 
·Put on the crampons. 
·Walk across the ice to the doors. 
·Use Lloyd's key on the "chest" on the wall between the 
two doors; take the flare pistol. 
·Go to the Torpedo Room (Control Room-+ Sleeping 
Quarters -+ hatch at right center). 

Torpedo Room 
·Pick up the distress flare in the middle of the room. 
·Put the metal wheel into the hole in the far right wall. 
·Tum the wheel; the water will drain out of the room. 
·Open the lower torpedo launcher tube. 
·Click on torpedo No. #26; a hatch will open. 
·Use the walkie-talkie to contact Driscoll; Ryan tells him 
he's ready to go. 

~ ·Driscoll fires the torpedo. 
·Spotters from the British ship see Ryan's flare. 

Edwards Base 

Captain Sears's Office 
·Talk to Captain Sears about: 

Hamsun 
Crate. 

·Soldier comes in and tells about Miss Molly's film. 
·Talks to Sears about: 

Film 
Miss Molly. 

·Sears exits. 
·Go to the desk (upper right). 
·Take the cigarettes. 
·Take the ID papers. 
·Open the left drawer; search it. 



The Run-Through 

·Take the sheet of paper. (If Quincy comes in before 
you get the paper, you'll have to come back later.) 

~·Quincy enters, gives Ryan his orders, talks to him; Ryan 
exits Sears's Office. 

The Hallway Outside Sears's Office 
·Guard asks for Ryan's duty roster; Ryan gives it to him; 
an alarm sounds and the guard exits. 

·Search the guard's desk. 
·Take the film canister. 
·Enter the Communications Room (middle door). 

The Communications Room 
·Talk to Shaw about: 

Messages. (You have none.) 
·Use ID on the tea kettle; the photo is steamed loose. 
(This can be done later.) 

·Go to the Projection Room. (Exit to Hall -+ right door to 
Elevator Room -+ right door to Hall -+ right door to 
Projection Room) 

The Projection Room 
·Talk to McLaglen about: 

Sears 
Quincy 
Files. 

·Give McLaglen the cigarettes. 
·Give McLaglen the film; he exits; watch the film. 
·McLaglen returns and asks you about film. 
·Carefully search the bookshelf (upper center). 
·Select the book (first shelf, under the lamp). 
·Examine the book and combine the sheet from Sears's 
office with the page to form a complete number code. 
(Make a note of the code.) 

·Return the book to the shelf. 
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·Return to the Communications Room (Hall' Elevator 
Room°' Hall' Communications Room). 

~·The doctor stops Ryan in the Elevator Room. He talks to 
him about green slime. 

·The doctor leaves via the elevator. 

·Enter the Communications Room. 

The Communications Room 
·Talk to Shaw about: 

Radio Message 
File 
McLaglen. 

·Return to Sears's Office. 

Captain Sears's Office 
·Select the portrait on the left wall behind Sears's desk; it 
swings back. 

·Examine the safe behind it; use the number from the 
book to open the safe (496-523). 

·Search the safe. 
·Take the rubber stamp and the key. 
·Close the safe and the portrait. 
·Search Sears's desk; use the ink stamp and the photo on 
the form; take the completed pass. 

·Go to the Elevator Room (Hall' right door°' Elevator Room). 

The Elevator Room 
·Push the button on the wall next to the elevator. 
·Enter the elevator; it takes Ryan to the basement. 

The Basement Elevator Room 
·Exit the elevator. 
·Go to the security door; the guard asks for a pass. 
·Give the guard the pass. 
·Enter the Guard Room. 



The Guard Room 
·Talk to guards about: 

Infirmary 

The Run-Through 

"Boxroom." (This is the storage closet.) 
·Go to the Closet (middle door). 

The Closet 
·Take the tin from the middle of the second shelf near 
the door. 

·Open the trunk; search it; there's a body inside. 
·Go to the Infirmary (Guard Room-+ lower right door-+ 
Waiting Room). 

The Waiting Room 
·Talk to the nurse about: 

Quincy 
Appointment. 

·The nurse exits; look at the magazine (nothing will 
happen, but it will pass the time). 

·The nurse returns and asks you to go in. 
·Enter the Doctor's Office. 

The Doctor's Office 
·Talk to the doctor about: 

Stomach. 
·Show him the tin from the closet; the doctor goes to get 
some medicine. 

·Take the manual from the doctor's desk before he 
returns with Ryan's medicine. (Be quick!) 

·Return to the Guard Room (Waiting Room-+ Guard 
Room). 

The Guard Room 
·Go to the Armory (upper right door). 
·Give Finnlayson the manual from the Doctor's Office. 
·Enter the Armory. 
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The Armory 
·Take the fire extinguisher from the back wall. 
·Take the burning cigarette from the ashtray on the desk. 
·Put the cigarette into the trash bin. 

~ ·Quickly hide in the dark comer to the lower right. 
·Finnlayson sounds alarm; he can't find the extinguisher 
and yells for Marsh; they exit. 

·Use fire extinguisher on waste bin to put out the fire . 

·Enter the File Room (left door). 

The File Room 
·Open the partially opened file drawer; search the file 
drawer. 

·Close the file drawer. 

The Armory 
·Exit the Armory. 

~ ·Sears meets Ryan at the door; he congratulates him for 
putting out the fire; Ryan follows him back to his office. 

Captain Sears's Office 
·Sears interrogates Ryan. 
·Talk to Sears about: 

Monster 
Incantation. 

~ ·Sears orders Ryan to search the submarine for clues. 

Outside the Submarine 
·Ryan stands at the entrance to the bridge of the HMS 
Victoria. Take the cable (right). 

·Use the cable on the metal stick (right); now you've got 
a handrail. 

·Cross the icy patch (far right). 
·Open chest in the deck (far right); search it and take 
both pieces of metal. 



The Run-Through 

·Combine the pieces of metal to create a "marine key." 
·Move far left back to the sub's entrance. 
·Use the marine key on the sub's entrance. 
·Enter the submarine. 

The Control Room 

~·Ryan climbs down the ladder. 

·Enter the Sleeping Quarters (right door). 

The Sleeping Quarters 
·Search the wardrobe in the upper left corner; take the 
note papers. 

·Return to the Control Room. 

The Control Room 
·A Prisoner appears and moves to attack. 

~ ·Select the button near Driscoll's old post. 
·Use the key from Sears's safe on the lock. 
·An alarm sounds; the Prisoner stops for a moment. 
·Climb the ladder fast! (Or the Prisoner will get you!) 

~ ·The Submarine explodes. 
·Ryan returns to the Base. 
·Guards stop Ryan in the Elevator Room and question 
him. 

·The doctor appears and escorts Ryan to his office. 

The Doctor's Office 

~·The doctor explains his fears about Hamsun. 
·Ryan looks into the microscope; sees weird blood. 
·The doctor shows Ryan an entry in Hamsun's journal; 
Ryan reads it. 

·The nurse runs in from Dr. Trevor's Surgery, screaming. 
·Ryan enters Dr. Trevor's Surgery. 
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Dr. Trevor's Surgery 

~·A Prisoner is attacking quartermaster Quincy; he eats him. 
·Ryan draws a pentagram on the floor with Hamsun's 
blood. 
·The Prisoner steps into the figure and is trapped there. 

·Return to the Doctor's Office. 

The Doctor's Office 
·Take the hypodermic needle from the center of the 
doctor's desk. 

·Return to Sears's Office. (It's a long walk.) 

Captain Sears's Office 
·Use the needle on the large map in the upper left 
corner; the map moves, revealing a secret compartment. 

·Search the secret compartment; take the M'nar Stone 
and the secret report. 

·Return to the Infirmary. (Another long walk.) 

Dr. Trevor's Surgery 
·Use the M'nar Stone to destroy the Prisoner. 
·Take Quincy's papers lying on the floor at the foot of 
the bed . 

~·Ryan talks with the doctor. 
·Ryan reads his new orders. 

The Library in Buenos Aires 

The Main Lobby 
·Go to the pedestal in the center of the room; search it. 
(You'll find it empty.) 

·Talk to the receptionist, Hernandez, about: 
Pedestal 
Book. 



The Run-Through 

·Hernandez calls Jorge; then he tells Ryan to go in. 
·Talk to Diane. 
·Enter the Curator's Office. 

The Curator's Office 
·Talk to the curator about: 

OTR2832 
Book 
Parker's Work. 

·Listen to Miguel's story. 

~·A gunman enters. 
·He shoots Hernandez. 
·Ryan's double appears, shoots the gunman, and disappears. 
·The curator gives Ryan a page from the book and hides 
Ryan and Diane inside the stone wall. 

·The police arrive to take the curator and Miguel away 
and seal the Library. 

·Ryan and Diane emerge from the hiding place. 
·Diane heads for the Terrace. 

·Exit the Curator's Office. 

The Main Lobby 
·Follow Diane up the stairs and through the glazed doors. 

The Library-First Level 
·Take the pile of books on the floor by the door; you'll 
have three books in your inventory. 

·Take the white cane in the left corner. 
·Talk to Diane about: 

Parker 
Terrace 
Mechanisms. 

·Carefully move the cursor around the bookshelves until 
you find a single book. 

·Click on that book; a passageway opens. 
·Enter the passageway. 
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The Library-Second Level 
·Use the white cane to fix the ladder. 
·Climb to the next level. 

The Library-Third Level 
·Carefully move the cursor around the bookshelves until 
you find an empty space. 

·Search the empty space; place the three books into the 
space from left to right in the following order 
(chronological by author): 

Sophocles 
Shakespeare 
Goethe. 

·A stairway emerges from the bookshelf. 
·Climb the stairs to the next level. 

Library-Fourth Level 
·Hit the switch located around the middle of the stacks. 
·Move the cursor as far right along the walkway as 
possible and click. (This will cause Ryan to look past 
Diane and discover a stairway off-screen.) 

Library-The Fifth Level 
·Select the statue on the far right; a secret compartment 
opens in middle statue. 

·Search compartment; you'll get a key. 
·Use key to unlock the door to the Terrace. 
·Exit to the Terrace. 

The Terrace 
·Climb onto the statue of Venus. 
·Jump over to the statue of Jupiter. 
·Talk to Diane. 
·Climb up the statue of Jupiter. 
·Take the Solar Disc. 

~·Nazis appear and capture you. (Don't worry. This is 
supposed to happen.) 



The Run-Through 

The Schloss Adler Polar Base 

The Prison Cells 
·Parker signals from the left cell. 
·Take the utensils on the table. 
·Use the spoon to signal Parker. (Don't let the guard 
catch you.) 

·Listen to Parker's story. 
·The other captives are taken away. 
·Dietrich visits Ryan's cell, leaves paper and pen, and 
exits. 

~·Use the paper to plug up the sink; this also turns on the 
taps. 

·Take the wooden stool; when the guard enters, hit him 
with it. 

·Ryan automatically drags the guard into the cell. 
·Search the guard; you'll find his keys. 
·Use the keys to lock the cell door. 
·Move the table to the center of the cell. 
·Stack the wooden stool on the table; Ryan climbs up to 
the ventilation grill. 
·Use the spoon to unscrew the grill. (This causes Ryan to 
climb into the duct.) 

In Ventilation Ducts 
·Move to the far right. 

~ ·Listen to the guards in the barracks through the grill. 

·Move down the other duct. 

The Lava Cave-Near Side 
·Ryan falls out of a ventilation duct. 
·Move the stalagmite (upper center). 
·The stone gate on the left opens. 
·Take the two gems inside. 
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·Move to the far right and cross the bridge to the 
carved face. 

·Insert the ruby (red gem) into the left eye socket; insert 
the amethyst (blue gem) into the right eye socket. 

·The mouth opens: it's a secret door. 
·Enter secret door. 

The Lava Cave-Second Section 
·Ryan materializes. 
·Move to the far right. 
·Search the miner's cart; take the miner's bar. 
·Move far left; search for a stone in the short wall where 
the lava trickles down. 

·Use the miner's bar to loosen the stone where lava is 
trickling in. (The room fills up with hot lava.) 

~·Heat the miner's bar in the lava. 
·Use the red hot bar on the miner's cart's frozen wheels. 
·Push the cart; the iron door opens. 
·Exit through the door. 
(Move fast! While you're doing all this, a Prisoner thaws.) 

The Vent Room 
·Use the miner's bar on the large fan; it'll jam the 
mechanism. 

·Enter the vent. 

~·See the other captives in the teleportation room. 
·Dietrich and Narackamous appear. 
·Dietrich taunts the captives, executes Miss Molly, and 
summons a Prisoner to kill the captives. 

·Dietrich and Narackamous depart through the 
teleporter. 

Teleportation Room 
·Click on the vent; Ryan jumps out and the Prisoner 
moves toward him. 



The Run-Through 

·Use the page from the Library on Ryan; when he recites 
the incantation, the monster is stopped and Ryan is 
sucked into the teleporter. 

In the Future 
·Pick up the first piece of the cannon, called the barrel 
(on the floor to the left of the scanner). 

·Move to the far left; pick up the second piece of the 
cannon, called the nitrogen charge (floor, upper left). 

·Move to the far right; pick up the third piece of the 
cannon, called the rifle butt (lower far right). 

·Sit at the computer terminal. 
·Listen to Howard Phillips Parker's story. 
·Examine half a steel plate on the floor at the base of the 
Sun Gate. 
·Go to the scanner (upper left); take the battery from the 
left side of the machine. 

·Examine the scanner, put the battery into the slot on the 
right, and push the large red button on the left: a schematic 
of a fully assembled cannon appears on the screen. 

·Use each piece of the cannon on the screen to assemble 
the gun; you now have an FND. 

·Move to the far left and use the assembled cannon to 
shatter the big rock (lower left). 

·Search the cupboard; take the M'nar Stone and the 
copy of the Solar Disc. 

·Use the Solar Disc on Ryan to teleport back to 1937. 

Teleportation Room 

~·Ryan emerges from the teleporter. 

~ ·The Prisoner attacks. 
·Use the page from the Library on Ryan. 
·The Prisoner stops. (It won't be destroyed.) 

·Talk to Parker. 

~ ·The captives enter the teleporter; Ryan follows. 
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The Curator's Office: Instant Replay 
·The original sequence is repeated to the point where 
Ryan's double appears. 

~·Use the cannon on the gunman before he shoots you. 
(Be quick!) 

~·Ryan talks to his other self and vanishes. 

The Village of Illsmouth 

The Sorcerer's Cave 
·Ryan materializes in the cave. 
·Pull the ring on the upper left; it causes a stone altar to 
rise from the floor. 

·Examine the altar; rearrange the carved stones so that 
each monster is matched with an element: 

Prisoner with Ice 
Cthulhu with Air 
Dagon with Water 
Nyarlathotep with Fire. 

·A book appears on the cylinder. 
·Examine the book; put the stone from the future into 
the hollow on the book's cover. 
·The book is transformed into the Necronomicon. 
·Ryan has a sword in his hands. 
·Two ghostly forms appear. 
·Strike Narackamous with the sword; listen to his story; 
he vanishes. 

·Strike Boleskin with the sword; listen to his story; he 
vanishes. 

·Take the Necronomicon. The gate opens; exit. 

The River of Naphtha 
·Get into the boat; it moves to the right. 
·Another boat appears; Sears is in it; he, too, has a sword. 



·Talk to Sears about: 
Howard Parker 
John Parker 
The Great Old Ones. 

The Run-Through 

(If you vary from the above sequence, Sears will chop 
Ryan.) 

·Listen to Sears's story. 
·Click on the rope holding the chandelier; Ryan chops it; 
it falls on Sears and ignites the river. 

·Ryan is thrown to a landing. 
·Step on the loose flagstone (bottom middle). (This 
opens a door off-screen.) 

·Use the sword to smash the mask on the right; sand 
pours out and fills in the flaming trench. 

·Move far right across the sand. 
·Exit through the skull's mouth. 

Out on the Plain 
·Narackamous intones the first attack spell. 
·Use the sword on Ryan to repel it. 
·Dietrich intones the second attack spell. 
·Use the sword on Ryan to repel it. 
·Narackamous intones the final attack spell. 
·Use the sword on Ryan to repel it. 
·Dietrich falls to his knees, tears in his face; when he 
looks up, he's wearing a steel mask. 

·Put the Necronomicon on the center stone. 

~·Dietrich grabs the book; he's sucked into the sky. 
·Narackamous is sucked into the ground. 
·The stones sink. 
·Ryan vanishes. 

·You now have a choice of two endings. 
(Be sure to wait around for the cinematic postscript!) 



This is a catchall section to tell you about the interface and some 
other things about the game I couldn't readily put anywhere else. 

The HMS Victoria 
The Flare Gun 
Getting the flare gun is very annoying because you never get 
to see it. It's in the hold, across the icy patch, between the 
cargo bay doors. It's supposed to be in a cage mounted on the 
wall, but it just looks like a smear to me. Move the cursor 
back and forth until "chest" appears, then use the captain's 
key to "open" the chest, then click again and the flare gun 
will appear in your inventory. 

Edwards Base 
Sears's Office 
When Sears leaves you alone in his office for the first time, 
you will want to quickly grab things from the desk in the 
upper right corner in the following order: cigarettes, ID, paper 
with numbers on it. Chances are, Quincy will come in before 
you get the paper from the desk drawer. If he does, you'll have 
to leave without it and come back later, after you've watched 
Miss Molly's film and talked to Shaw, the radioman. If you 
return before that, Quincy will still be there. 

The Doctor 
When you go to the doctor for the first time, be sure you've 
already picked up the tin in the closet, and then tell him only 
about your stomach. If you tell him about anything else, you'll 
have to go back to the nurse and ask for another appointment. 
lf you show him the tin and ask him about, say, your knee, 
you'll also have to return to the closet and get another tin. 



Strategies/Tips 

The Armory 
You can't get into the armory until the changing of the 
guard, no matter what you do. 

The Library in Buenos Aires 
"Books" vs. "the book" 
When you're searching a bookshelf, you're usually looking 
for an object called "the book." It's confusing because as soon 
as your cursor hits the shelves, you'll see "Books." 

The Schloss Adler Polar Base 
Watch out for the guards at Schloss Adler. 
Every time John Parker speaks to Ryan through the wall, 
Ryan moves over and crouches down. If the guard opens the 
peep hatch when Ryan is crouched there, he will take him 
out and shoot him. Watch for the guard's pattern, and as 
soon as he checks Ryan's cell, use the spoon on the wall to get 
Parker talking the first time. Then, each time his story returns 
you to the main screen, quickly move Ryan to the center of 
his cell to avoid being caught by the guard. 

A Few General Remarks on ... 
. . . timed sequences 
You can always recognize a timed sequence. They are preced­
ed by an automatic saving and accompanied by tense music. 

... the cutaways 
Now and then throughout the game, the screen will cut auto­
matically to a scene supposedly going on somewhere nearby 
at the same time. These look significant and they work in 
with the plot, but they don't affect what you have to do. You 
can ignore them. 
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... talking 
Talk to everyone more than once. Just because you've talked 
with someone before doesn't mean he won't have more to 
tell you later. Go away, explore, acquire objects, and then 
return and see if there isn't something more to learn . 

. . . order 
The order of the things you talk about matters. When that 
square appears on the screen and you're invited to click on 
the subject headings, notice what happens when you do. 
Some combinations produce additional options. Other com­
binations produce instant death for Ryan . 

. . . puzzles 
You'll know when you've solved a puzzle, say the electrical 
box on the submarine, because you'll automatically exit the 
screen and return to the story . 

. . . combining items 
When nothing seems to work, try putting two objects togeth­
er. Just click on an item in the inventory, drag it over to the 
item you want to try combining it with, and click. If it works, 
you'll have a new object in your inventory . 

. . . panicky players 
When you can't find it, don't panic. Some of the objects you're 
supposed to find in this game don't present themselves readi­
ly on the screen. The wrench in the engine room, the key 
books in the library, and the hypodermic needle on Dr. Trevor's 
desk are all good examples. They either look like smears of 
color or they are, in fact, not represented at all. (You can know 
exactly where that needle is supposed to be and still not find it.) 

I've found two effective ways to search the screen and fer­
ret out these minuscule objects: (1) move the cursor very 
slowly in a grid pattern over the entire screen, and (2) move 
the cursor vigorously in circles. When you try either of these 
approaches, keep your eyes on the area of the screen where 
the names of objects appear. 
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One of the things that makes Prisoner of Ice such an engaging 
game is the world in which the action takes place. Or should 
I say worlds? From a pre-World War II submarine to a post­
millennium teleportation chamber; from a crumbling occult 
library in South America to a secret Nazi installation at the 
South Pole, the authors have staked out an enormous and 
unpredictable territory. 

But exciting settings and exotic locales aren't worth much 
without cool characters to play with when you get there. 
Prisoner of Ice comes through in that department in spades 
with a protagonist whose mission to save the world evolves 
into a journey of self-discovery, and a cast of unlikely friends 
and nearly unstoppable foes he meets along the way. 

And then there's all the cool stuff Magic rocks, cursed 
books, more magic rocks, a nitrogen-charged freeze gun-the 
sophisticated plot line didn't stop the authors from including 
a few neat-o toys. 

All that's the good news. Here's the bad news: Keeping 
everything and everyone straight while you're playing the 
game is nearly impossible. Like a good novel, Prisoner of Ice 
offers a rich and well-stocked environment, but unlike a 
novel, it doesn't allow you to flip back a few pages whenever 
you feel the need. For some, this is no big deal. They're satis­
fied just clicking through the game without worrying about 
whys and wherefores. But for anyone who wants the game to 
make sense, this situation can be maddening. 

While the narrative walk-through ("From the Collected 
Papers of Colonel Ryan, U.S. Army, Retired") included in this 
book can be very helpful, sometimes what you really need is 
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a straightforward list with snapshot summaries. That's just 
what you'll find here. When all the magic rocks begin to look 
alike, or you recognize the claw, but you can't place the ten­
tacle, the following directory of characters and objects will 
put you back in the know. 

(Note: Some of the following definitions were borrowed 
from concepts created by fantasy horror writer H.P. Lovecraft, 
who created the so-called Cthulhu Mythos, on which Prisoner 
of Ice is based.) 

The Crew of the HMS Victoria 
Lieutenant Ryan 
The game's protagonist. 

Ryan is a young American soldier assigned to the Victoria 
as an observer during Operation Polaris. He is secretly on 
assignment from the U.S. Secret Service to discover the nature 
of a mysterious weapon reportedly discovered by the Nazis at 
the South Pole. 

Ryan believes he is an orphan. He was, in fact, abandoned 
as an infant outside a London benevolent society with only a 
broken dog tag that spelled R-YAN, from which he took his 
name. But in reality, he is Yan Parker, only son of Howard 
Phillips Parker, a revolutionary from the future. Howard 
Parker sent the infant Yan into the past in hopes he would 
grow up and prevent the Great Old Ones from conquering 
the earth, as they did in his time. 

Captain Lloyd 
Commander of the HMS Victoria . 

Captain Lloyd leads the acquisition phase of Operation 
Polaris. Ryan believes the captain knows more about the 
operation than he lets on. But before he can confirm his sus­
picions, Lloyd is killed by a Prisoner. 
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Driscoll 
The Victoria's pilot. 

Driscoll is a tough old salt who never leaves his post. He is 
highly skeptical of Ryan's ability to command. Yet he proves 
to be invaluable, helping Ryan save the sub and crew from 
enemies, both internal and external. 

Wayne 
Crewman of the HMS Victoria. 

Wayne is assigned to take care of the comatose Hamsun. 
He is killed by a Prisoner. 

Stanley 
The HMS Victoria's engineer. 

Stanley is an engineer's engineer whose devotion to the 
mechanical components of the Victoria borders on the fanat­
ic. During the mission, Stanley is nearly killed by a beam. He 
knows the frequency code Ryan needs to send an SOS. 

Jones 
Crewman of the HMS Victoria. 

Jones is assigned to watch the crates. He, too, is killed by a 
Prisoner after an enemy vessel attacks the Victoria . 

The Staff of Edwards Base 
Captain Sears 
The well-liked base commander. 

But Sears's good-guy routine is a fraud . He is really 
Lieutenant Shelfton, sent back from the future by Howard 
Parker with Parker's son, Yan. As Shelfton, he abandoned the 
child and fell in with the Cult of Cthulhu. 

A traitor to his country and humanity, he works behind 
the scenes to thwart Ryan's investigation. Ryan finally cross­
es swords with him-literally-and defeats him. 
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Quartermaster Quincy 
The most despised officer at Edwards Base. 

Everybody complains about him. He is strict, but he's also 
one of the good guys. His investigation of base irregularities 
leads him to discover before anyone else that Sears is a trai­
tor. Although Sears is killed by a Prisoner, Ryan uses his report 
to plan his next move. 

McLaglen 
A good-natured, but undisciplined projectionist. 

McLaglen hates Quincy, who nailed him for cigarette traf­
ficking. He helps Ryan by running Miss Molly's film for him, 
but only after he gives him some cigarettes. 

Shaw 
The base's radio man. 

He gives Ryan a message from his bosses. When Ryan 
pushes, he also tells him where to find the personnel files. 

Dr. Trevor 
The base surgeon. 

He's got a lousy bedside manner, but his medical exami­
nation of the ailing Hamsun provides critical information, as 
well as a useful sample of "possessed" blood. 

Nurse Trent 
An efficient and tough head nurse. 

She has to be tough on an island full of men. Ryan has to 
get past her to get to the doctor. 

Finnlayson 
The armory head guard. 

He runs the armory, but stands between Ryan and the per­
sonnel files. Ryan has to give him an assembly manual he 
finds in the doctor's office to get into the armory. 
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Friends and Staff of the Library 
Jorge 
The curator of the library in Buenos Aires. 

Jorge is an expert on antiquities and a student of the 
occult. He's also an old friend of Diane and her father. 
Although most people outside the library staff don't realize it, 
he is blind. 

There's more to Jorge than meets the eye, though his full 
involvement in Operation Polaris is never revealed. He gives 
Ryan a great deal of information about John Parker. He 
shields Ryan and Diane from the police and also provides a 
page from an ancient book that proves to be invaluable. 

Diane Parker 
Professor John Parker's daughter. 

Determined to find her missing father, Diane works togeth­
er with Ryan to solve the puzzles in the library. In the end, 
when the mystery is revealed, she turns out to be Ryan's aunt. 

Hernandez 
The receptionist. 

Ryan has to get past him to get to the curator. Hernandez 
is killed by Harland. 

Miguel 
Jorge's personal secretary. 

Miguel is Jorge's "eyes" so to speak; he reads the ancient 
texts the curator studies. 
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Operation Polaris 
Bjorn Hamsun 
The world's greatest anthropologist. 

Bjorn Hamsun is the co-leader, along with his father Peter, 
of Operation Polaris. He's found in a coma by the crew of the 
Victoria. Ryan is able to hypnotize him and learn an incanta­
tion that destroys a Prisoner. But Hamsun isn't just in a coma. 
He is "possessed" by a Prisoner. He serves as a vessel through 
which the monster comes to Edwards Base. 

Peter Hamsun 
Bjorn's father and an important anthropologist in his own 
right. 

Peter Hamsun is captured by the Nazis during Operation 
Polaris. When Ryan is taken to Schloss Adler, he finds the 
senior Hamsun and frees him, along with other captives. 

John Parker 
A scholar and expert on ancient texts and antiquities. 

Parker was captured by the Nazis while conducting 
research in the library in Buenos Aires. His research led him 
to discover the true purpose of an ancient stone disc. Before 
he was captured, he hid this Solar Disc. Ryan and Diane dis­
cover it just before they, too, are captured. (The character 
appeared first in the game Shadow of the Comet.) 

Miss Molly 
Real name: von Ebemacht, a British spy who managed to 
infiltrate Schloss Adler. 

"Miss Molly" shot the film Ryan watches at Edwards Base. 
Sears blows his cover and Dietrich sends him into a teleporter 
to a horrible death. 
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Demons, Scorcerers, and 
Assassins 
Dietrich 
Ryan's main antagonist and commander of Schloss Adler and 
the Prisoner project. 

Dietrich is absolutely insane. Even his Nazi superiors don't 
realize how crazy he is, though his men are beginning to 
notice. Seduced by the sorcerer Narackamous and the Cult of 
Cthulhu with promises of immortality and power, he plans 
to bring the Great Old Ones back to earth. 

In the end Ryan seems to defeat him, but don't be so sure. 

Harland 
Dietrich's paid assassin. 

He murders Hernandez in the library and nearly kills 
Ryan 's doppelganger. 

Narackamous 
A powerful and charismatic sorcerer and leader of the Cult of 
Cthulhu. 

Narackamous is the one who seduced Shelfton and 
Dietrich. When Ryan defeats him, the old gods enforce 
mandatory retirement. (Narackamous appeared first in the 
game Shadow of the Comet.) 

Lord Alistair Boleskine 
A deceased occultist whose memoires were first uncovered by 
Detective Edward Carnby (of Alone in the Dark fame). His spir­
it-form appears in the sorcerer's cave alongside Narackamous. 
He's there to help Ryan. 

Cthulhu 
One of the Great Old Ones, an unimaginably alien race of 
extraterrestrials, who came to earth millennia before the 
birth of man. 

Gone but not quite dead, Cthulhu sleeps in his great city 
of R'lyea deep in the ocean, influencing men's dreams and 
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calling them to make way for his return. No one sees him, but 
rumor has it he's a big, slimy, green blob with a serious per­
sonal hygiene problem. 

Prisoners 
Minions of the Great Old Ones, frozen and kept in the arctic 
for thousands of years. If they ever thaw out, mankind slides 
a link or two down the food chain. 

Objects 
Magical and Technological 
The Necronomicon 
Tells the story of the Great Old Ones and was written by the 
half-mad Arab poet and early Cthulhu worshipper, Abdul 
Alhazred, in Yemen around 700 A.D. First called the 
Necronomicon by the Greek translator, Theodorus Philetas, its 
original title was AL Azif 

Only six copies still exist. One can be found at the univer­
sity library in Buenos Aires. The original is said to have the 
power to reach out and drive the reader to madness, death, or 
disappearance. 

The M'nar Stone 
An ancient magical talisman and one of the few things capa­
ble of destroying a Prisoner. The stone was removed from the 
cover of the true Necronomicon. Replacing it reignites the 
book's power. 

The Solar Disc 
A magical token used for time travel. 

When it is used in conjunction with a Solar Gate, it can 
move men and monsters through space and time. 

The Solar Gate 
Technology meets sorcery in this device, which acts as a tele­
porter and can move people through time and space. 
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The Freeze-and-Destroy (FND) 
A nitrogen-charged cannon invented by Howard Parker to 
defeat the Great Old Ones. 

Ryan finds it on a trip to the future, but ironically never 
uses it on a monster. 

The Sacramental Sword 
Appears in Ryan's hand when he activates the Necronomicon. 

The sword works as an old-fashioned fencing tool and dis­
peller of incantations. 
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The box in which your game was packaged probably has an 
I-Motion Interactive logo on it. But the folks who developed 
Prisoner of Ice actually work for I-Motion's parent company, 
Infogrames Multimedia. And despite the distinctly American 
heroes and backdrop of many of the company's games, Ryan, 
Parker, and the rest were really born in France. 

Founded in 1983 by Bruno Bonnell and Christophe Sapet, 
Infogrames is the oldest established French company special­
izing in the production and distribution of interactive multi­
media. Infogrames has produced a number of popular and 
award-winning games, including Shadow of the Comet, Alone 
in the Dark, Planet Soccer, Marco Polo, and CEO. 

The Call of Cthulhu Series 
When I think of the horror and fantasy stories of H. P. 
Lovecraft, the first image that comes to my mind is definite­
ly not a computer game. (It's actually my grandmother's root 
cellar in Earlham, Iowa. That place was like a grave filled with 
canned goods!) But according to Olivier Masclef, co-producer 
of Prisoner of Ice, the Lovecraft milieu was just begging to be 
adapted to the game format. 
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"Oh yes," he says, "the universe of Lovecraft is very rich 
and really perfect to make the games around it. The Cthulhu 
Mythos, the wonderful America of the 1920s and '30s, the 
horrible things lurking in the shadows-it was irresistible." 

The originator of the Cthulhu series and co-creator of 
Prisoner of Ice is Hubert Chardot. "Hubert is completely mad 
about Lovecraft," says Mas clef. "He was inspired, you know?" 

Chardot's first Lovecraft-inspired game was Alone in the 
Dark 1. Released in 1992, the game achieved widespread pop­
ularity, both in the United States and Europe. But the devel­
opers decided to take the game in new directions in its next 
two installments. 

Then in 1993, Chardot and company returned to things 
Lovecraftian to create Shadow of the Comet, the first game in 
the Call of Cthulhu series. ("The Call of Cthulhu" is a famous 
Lovecraft tale in which the slimy old god surfaces for a little 
snack with some unfortunate sailors.) Prisoner of Ice was 
released in 1995 as a sequel. It carried on the Cthulhu theme 
and brought back two characters from the first game for 
cameos: John Parker, who was the hero of Shadow of the 
Comet, and the evil sorcerer, Narackamous. 

"Yes, we brought in some of the old characters and made 
some new connections," says Masclef. "It is a family affair." 

Masclef won't reveal whether Infogrames is planning any 
more releases based on the Cthulhu Mythos. But, he says, "I 
think we've expanded the Lovecraft universe just a bit. I 
don't think he would mind, do you?" 

Actually, I'm absolutely certain he wouldn't mind at all. 
Lovecraft was widely known for his generosity to other writ­
ers. A "writer's writer," he was a tireless editor of his friends' 
stories, and he allowed others to use the concepts he devel­
oped in his fiction. 

But wait a minute, you probably don't even know who I'm 
talking about. Allow me to introduce ... 
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H. P. Lovecraft: 
The Greatest Practitioner 
"Now that time has given us some perspective on his work," 
wrote Stephen King, "I think it is beyond doubt that H. P. 
Lovecraft has yet to be surpassed as the Twentieth Century's 
greatest practitioner of the classic horror tale." 

I'll bet you instantly recognized the name Stephen King in 
the above paragraph. But I wonder how many readers recog­
nized the name of the writer to whom he is paying homage? 
(My money says less than 5 percent.) And yet that writer may 
have had a greater influence on the fantasy, horror, and even 
science fiction literature produced in this country than any 
other American writer, including Edgar Allen Poe. 

Howard Phillips Lovecraft was a lifetime resident of 
Providence, Rhode Island. He made his living primarily as a 
ghostwriter and editor, and didn't begin publishing fiction 
and poetry until late in life. His professional writing career 
spanned only about 16 years. The macabre tales he produced 
were published in the so-called "pulp" magazines, such as 
Weird Tales and Astounding Stories. And except among the 
readership of those publications, he remained virtually 
unknown until his untimely death in 1937 at age 46. 

Easily one of the genre's most original thinkers, Lovecraft 
never wrote about ghosts, werewolves, or vampires. He created 
a new form that was neither pure fantasy nor pure science fic­
tion. He invented an entirely new mythology-really a cosmol­
ogy-in which monstrous elder gods came to the earth from 
space millions of years before man. Hideous to behold and pow­
erful beyond reasoning, these creatures could never really die. 
They still lurked in the dark periphery of man's existence, influ­
encing his nightmares, and waiting for "the stars to be right" to 
return again through the barriers of space and time. 

Contemporary critics accused Lovecraft of stylistic excesses. 
They rolled their eyes at his hyperbolic style and purple prose, 
and some even called him "sick." But what they failed to rec­
ognize was his uncanny ability to get readers to believe in his 
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strange and frightening world. Using skeptical narrators, usual­
ly identified as highly intelligent scholars or men of science, he 
would show them mysterious journal entries, bits and pieces of 
unearthly evidence, and witnesses gone mad until they-along 
with the reader-were forced to believe their own eyes. 

Bizarre and disquieting tales like "The Colour Out of 
Space, 11 "The Lurking Fear, 11 "The Dunwich Horror, 11 "The 
Thing on the Doorstep," and "The Call of Cthulhu 11 (the first 
story in his Cthulhu Mythes) kept fans and friends alike 
sleeping with the lights on. 

These friends and fans gathered around H. P. L. in what 
came to be called the Lovecraft Circle. The Circle included 
many of the top pulp fantasy, horror, and science fiction writ­
ers of the time. Among them were Clark Ashton Smith, Fritz 
Lieber, and Robert E. Howard, creator of Conan, the Barbarian. 
(Howard's Conan, by the way, bears little resemblance to the 
movie's muscleman, Arnold Schwarzenegger. If you're into this 
stuff, I highly recommend finding one of the many collections 
of the original Conan stories now in print. They're terrific!) 
The youngest member of the Circle is probably the most famil­
iar name to most people today: Robert Bloch, creator of Psycho. 

Prisoner of Ice is wonderfully Lovecraftian, with its juxta­
position of science and sorcery. And it's full of obscure 
Lovecraft references, such as the name given to John Parker's 
father: Howard Phillips Parker. 

The year Lieutenant Ryan boarded the HMS Victoria and 
embarked on Operation Polaris was the last year of H. P. 
Lovecraft's life. He died on March 15, 1937 of cancer and 
Bright's disease, not penniless, but still unrecognized for his 
literary contributions. His work wouldn't find a wider audi­
ence until the 1960s. 

Cthulhu Who? 
So who is this Cthulhu guy, anyway? Well, to start with, he's 
definitely a he. That's straight from some Lovecraft corre-
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spondence collected by Willis Conover in Lovecra~ at Last. 
He's also one of the Great Old Ones, a group of grotesque and 
powerful extraterrestrials with unpronounceable names who 
came from the stars millennia before the birth of man. 

Cthulhu and his clan inhabited a land mass in the Pacific 
region that sank when the moon was tom from the Earth 
during a spat between the Great Old Ones. (I'm not certain 
how it got put back.) During the period in which the action 
of the game takes place, Cthulhu is trapped at the bottom of 
the sea in the sunken city of R'lyeh. But he's not dead-none 
of the old gods can really die-he's just waiting. 

What's he look like? Well, he's huge, kind of a big blob, 
green-gray and slimy, with tentacles and pseudopods, but 
because he's an elder god, his shape is variable. 

Many lesser races of repulsive critters also inhabit the 
Cthulhu Mythos. Some are independent and some, like the 
Prisoners in the game, are slaves of the Great Old Ones. Quite 
a few of these octopoid blobbies live in our world, while oth­
ers travel among the planets and dimensions, "leaving 
destruction in their wake. /1 

Most humans don't know about the Great Old Ones, but a 
few cults scattered around the world worship them, Cthulhu 
being one of the most popular. 

Finally, how do you pronounce "Cthulhu?" Traditionally, 
it's pronounced "kuh-TOOL-oo," but here's how H.P. L. him­
self says it's done in a letter collected in Mr. Conover's book: 

"About the pronunciation of the Outside word roughly 
given as Cthulhu in our alphabet-authorities seem to differ. 
Of course it is not a human name at all-having never been 
designed for enunciation by the vocal apparatus of Homo 
sapiens. The best approximation one can make is to grunt, 
bark, or cough the imperfectly-formed [sic] syllables Cluh-Luh 
with the tip of the tongue firmly affixed to the roof of the 
mouth. That is, if one is a human being." 

Don't try this around pets. I did it in front of my cat and 
he wouldn't come out from under the bed for a week. 





If you liked Prisoner of Ice-and I'm sure you did or you 
wouldn't have bothered with this book-you might also 
enjoy reading some of the stories that inspired the game. The 
following is a list of a few of the books by H. P. Lovecraft 
available in your local bookstore or library. (You might have 
to hunt for a few of these titles, but it'll be worth it.) 

The Shadow Over Jnnsmouth 

The Case of Charles Dexter Ward 

The Dunwich Horror and Others: The Best Supernatural Horror of 
H. P. Lovecraft 

The Lurking Fear and Other Stories 

The Dream Quest of Unknown Kadath 

The Shuttered Room and Other Tales of Horror 

The Shadow Out of Space 

At the Mountains of Madness, and Other Tales of Horror 

The Spawn of Cthulhu 

The Best of H. P. Lovecraft: Bloodcurdling Tales of Horror and the 
Macabre 

If you like those, the following list includes books about 
the author, as well as anthologies of stories written by others 
in homage to H. P. L.: 

Lovecraft at Last, by Willis Conover (Carrollton-Clark, 1975). 
Collected letters of H. P. L. 

Lovecraft's Legacy, edited by Robert E. Weinberg and Martin 
H. Greenberg (Tor, 1990). 
Original tales written by noted horror writers in honor 
of Lovecraft's centennial. 



Prisoner of Ice: The Official Strategy Guide 

The H. P. Lovecra~ Companion, by Philip A. Schreffler 
(Greenwood, 1977). 
Summaries of stories and an encyclopedia of characters 
and monsters of the Cthulhu Mythos. 

The Disciples of Cthulhu, edited by Edward Bergland (DAW, 
1976). 
A collection of stories written in the Lovecraft style. 

The Mysteries of the Worm, edited by Robert Bloch 
(Chaosium, 1990). 
Anthology in homage to Lovecraft and the Cthulhu 
Mythos. 

Finally, if you really like this subtype of the horror genre, 
there are plenty of authors out there to keep you reading. 
Here are a few suggestions: 

The Burrowers Beneath, by Brian Lumley 
The Mind Parasites, by Colin Wilson 
Strange Eons, by Robert Bloch 
The House of the Toad, by Richard Tierney 
Phantoms, by Dean R. Koontz. 
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Urban Strike Official Power Play Guide, with Desert Strike & Jungle Strike $12.95 
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n Agent Bruce Ryan Falls, I.lie as We Know n Wiii End .•. 

You are Bruce Ryan, a young American agent during the pre-World War II years 
fighting to eliminate the worldwide threat of the Prisoner of Ice, a hideous life 

form capable of gruesome carnage; but be forewarned ... Hitler considers the 
Prisoner of Ice a strategic weapon, and you must solve the mystery before the Nazis. 
If you fail, you forfeit your life and set the stage for global disaster. In such dire 
straits, you need Prisoner of leer": The Official Strategy Guide to help you: 

• Destroy the hideous creatures imprisoned in the frozen crates 
• Escape from the bowels of the enemy's prison 
• Solve the bewildering puzzles of the occult library 
• Learn the ancient rituals capable of defeating the sorcerer Narackamous 

Only You Can Pre ent 
Total Apocalyp e! 
Get the benefit of inside information! 
Prisoner of Ice: The Official Strategy Guide 
offers hints, tips, and solutions you won't 
find anywhere else. For civlllzation's sake, 
don't leave home without It! 
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