





























































































































































































































































































































































































































































































































A DIRECTORY
OF CHARACTERS
AND OBJECTS

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 Ebernacht, 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.pD. 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.







H. P LOVECRAFT'S







A NEW LOOK AT THE
GREAT OLD ONES:

I-MoTioN’'S CALL OF
CTHULHU SERIES

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, lowa. 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 Masclef. “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 | wonder how many readers recog-
nized the name of the writer to whom he is paying homage?
(My money says less than S 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.

Fasily 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,” “The Lurking Fear,” “The Dunwich Horror,” “The
Thing on the Doorstep,” and “The Call of Cthulhu” (the first
story in his Cthulhu Mythos) 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 Lovecraft 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 torn 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.”

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-00,” 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.
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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 Innsmouth
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.

<>
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The H. P. Lovecraft 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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1942: The Pacific Air War—The Official Strategy Guide
The 7th Guest: The Official Strategy Guide

Aces Over Europe: The Official Strategy Guide

Aegis: Guardian of the Fleet—The Official Strategy Guide
Alone in the Dark 3: The Official Strategy Guide
Armored Fist: The Official Strategy Guide

Betrayal at Krondor: The Official Strategy Guide
Blackthorne: The Official Strategy Guide

CD-ROM Games Secrets, Volume 1

Cyberia: The Official Strategy Guide

Computer Adventure Games Secrets

Descent: The Official Strategy Guide

Donkey Kong Country Game Secrets the Unauthorized Edition
DOOM Battlebook

DOOM II: The Official Strategy Guide

Dracula Unleashed: The Official Strategy Guide & Novel
Dragon Lore: The Official Strategy Guide

Fleet Defender: The Official Strategy Guide

Front Page Sports Baseball '94: The Official Playbook
Front Page Sports Football Pro '95: The Official Playbook
Harpoon II: The Official Strategy Guide

Hell: A Cyberpunk Thriller—The Official Strategy Guide
Heretic: The Official Strategy Guide

Kingdom: The Far Reaches—The Official Strategy Guide
King’s Quest VII: The Unauthorized Strategy Guide

The Legend of Kyrandia: The Official Strategy Guide
Lemmings: The Official Companion (with disk)

Lode Runner: The Legend Returns—The Official Strategy Guide
Machiavelli the Prince: Official Secrets & Solutions
Marathon: The Official Strategy Guide

Master of Orion: The Official Strategy Guide

Master of Magic: The Official Strategy Guide

Microsoft Arcade: The Official Strategy Guide

Microsoft Flight Simulator: The Official Strategy Guide
Microsoft Golf: The Official Strategy Guide

Microsoft Space Simulator: The Official Strategy Guide

Might and Magic Compendium:
The Authorized Strategy Guide for Games I, II, III, and IV

Myst: The Official Strategy Guide

Outpost: The Official Strategy Guide

Pagan: Ultima VIII—The Ultimate Strategy Guide
The Pagemaster: Official CD-ROM Strategy Guide
Panzer General: The Official Strategy Guide
Perfect General II: The Official Strategy Guide
Prince of Persia: The Official Strategy Guide
Quest for Glory: The Authorized Strategy Guide
Rebel Assault: The Official Insider’s Guide

Return to Zork Adventurer’s Guide

Shadow of the Comet: The Official Strategy Guide

Sherlock Holmes, Consulting Detective: The Unauthorized Strategy Guide

Sid Meier’s Civilization, or Rome on 640K a Day
Sid Meier’s Colonization: The Official Strategy Guide
SimCity 2000: Power, Politics, and Planning

$19.95
$19.95
$19.95
$19.95
$19.95
$19.95
$19.95
$14.95
$19.95
$19.95
$19.95
$19.95
$9.95
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$19.95
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$19.95
$24.95
$19.95
$12.95
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$19.95
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$19.95
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$14.95
$19.95
$19.95
$19.95
$19.95
$19.95
$14.95
$19.95
$19.95
$19.95
$19.95
$19.95



SimEarth: The Official Strategy Guide $19.95

SimFarm Almanac: The Official Guide to SimFarm $19.95
SimLife: The Official Strategy Guide $19.95
SimTower: The Official Strategy Guide $19.95
SSN-21 Seawolf: The Official Strategy Guide $19.95
Star Crusader: The Official Strategy Guide $19.95
Strike Commander: The Official Strategy Guide and Flight School $19.95
Stunt Island: The Official Strategy Guide $19.95
SubWar 2050: The Official Strategy Guide $19.95
TIE Fighter: The Official Strategy Guide $19.95
TIE Fighter: Defender of the Empire— Official Secrets & Solutions $12.95
Ultima: The Avatar Adventures $19.95
Ultima VII and Underworld: More Avatar Adventures $19.95
Under a Killing Moon: The Official Strategy Guide $19.95
WarCraft: Orcs & Humans Official Secrets & Solutions $9.95
Wing Commander I, 1I, and I1I: The Ultimate Strategy Guide $19.95
X-COM Terror From The Deep: The Official Strategy Guide $19.95
X-COM UFO Defense: The Official Strategy Guide $19.95

Video Game Books

X-Wing: Collector’s CD-ROM—The Official Strategy Guide $19.95
3DO Game Guide $16.95
Behind the Scenes at Sega: The Making of a Video Game $14.95
Boogerman Official Game Secrets $12.95
Breath of Fire Authorized Game Secrets $14.95
Complete Final Fantasy III Forbidden Game Secrets $14.95
EA SPORTS Official Power Play Guide $12.95
Earthworm Jim Official Game Secrets $12.95
The Legend of Zelda: A Link to the Past—Game Secrets $12.95
Lord of the Rings Official Game Secrets $12.95
Maximum Carnage Official Game Secrets $9.95
Mega Man X Official Game Secrets $14.95
Mortal Kombat Il Official Power Play Guide $9.95
NBA JAM: The Official Power Play Guide $12.95
GamePro Presents: Nintendo Games Secrets Greatest Tips $11.95
Nintendo Games Secrets, Volumes 1, 2, 3, and 4 $11.95 each
Parent’s Guide to Video Games $12.95
Secret of Mana Official Game Secrets $14.95
Sega CD Official Game Secrets $12.95
GamePro Presents: Sega Genesis Games Secrets Greatest Tips, Second Edition $12.95
Official Sega Genesis Power Tips Book, Volumes 2, and 3 $14.95 each
Sega Genesis Secrets, Volume 4 $12.95
Sega Genesis and Sega CD Secrets, Volume 5 $12.95
Sega Genesis Secrets, Volume 6 $12.95
Sonic 3 Official Play Guide $12.95
Super Empire Strikes Back Official Game Secrets $12.95
Super Mario World Game Secrets $12.95
Super NES Games Secrets, Volumes 4 and 5 $12.95 each
GamePro Presents: Super NES Games Secrets Greatest Tips $11.95
Super NES Games Unauthorized Power Tips Guide, Volumes 1 and 2 $14.95 each
Super Star Wars Official Game Secrets $12.95

Urban Strike Official Power Play Guide, with Desert Strike & Jungle Strike ~ $12.95
Virtual Bart Official Game Secrets $12.95
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Breaking the Ice Has Never Been More Deadly!

"% |f Agent Bruce Ryan Fails, Life as We Know It Will End...

ou are Bruce Ryan, a young American agent during the pre-World War |l years

fighting to eliminate the worldwide threat of the Prisoner of Ice, a hideous life
ol form capable of gruesome carnage; but be forewarned... Hitler considers the
" Jo b 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 Ice™: The Official Strategy Guide fo help you: 1

n m Destroy the hideous creatures imprisoned in the frozen crates
' m Escape from the bowels of the enemy’s prison
! m Solve the bewildering puzzles of the occult library
m Learn the ancient rituals capable of defeating the sorcerer Narackamous

Only You Gan Preyent

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 civilization’s sake,
don’t leave home without it!

W

Secrets of the Games®
A Registered Trademark of Prima Publishing

JOHN K. WATERS is the
author of Prima’s
Kingdom: The Far Reaches—
The Official Strategy Guide. His
editorial credits include the San
Jose Magazine, The Business
to Business Network, Monterey
Life, and the Silicon Valley
Insider. He has written scripts
for several documentary
films, radio spots, and
television commercials.
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