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INTRODUCTION

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 I*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 Ice 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 1 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 Ice: The Official Strategy Guide provides three tools to
help players navigate this very challenging game:

From the Collected Papers of Colonel

Bruce Ryan, US. 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.
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FROM THE
COLLECTED PAPERS OF
COLONEL BRUCE RyAN,

U.S. ARMY, RETIRED

“r



‘But although They no longer lived,
They would never really die. They
all Iay in stone houses in Their
great city of Rlyeh, 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”




CoLONEL RYAN'S
JOURNAL

he r”o//oW/'ﬂy account concerns lttle 4nown and never
7— re/aorf.ed events, which occurred dt///’//y a fey remarkable
days some tWo years before The onset of World War /.
/5 a 57‘0/,/ / 5cam2/// Lelieve mpe/f. even as | write these words,
and even f/ﬁouyﬁ / Witnessed all that ffaw/o/'red /ma pf0fe55/‘om/
soldler, now /My refired and my service d(//‘/ﬂy Three wars has left
me With no /Jaf/.'eme for faint hearts. Yet, as / recall the events
assoclated With @emz‘/b/; Polaris, Im Filled with dread For /;eaf///
5/X f// jears ago. when | was still a foung leutenant, my dz/f//
ém(/yﬁ me tace-to-face with an ancient horror unlike any mankind
had ever known. The affalr wrenched me From a comforiable world
/n which The human race had a/wg/5 veen master on fhe earth It
shattered my 5/’/}1/0/3 unders fdﬂd/ﬂy of ordered time and space. And
Via 7(//'7‘& //'fera//// cﬁafz’ged who / was. In 7he jears since, / have not
/0055ed a 5/'/1;/{2 easy ﬂ/’yﬁf.

There are Those who Would suppress The focts / intfend to set
down in hese pages. But / believe The Truth must be known The
5!// has cﬁapged aya/'//. The stars have shiffed and | fear the
worst. Didh't that crazy Arab write i his cursed Necronomicon
That when the stars were /'/l'gﬁ. z‘/?e// Would return? The demons
Wait for mankind 7o fz)fge 7 ayaf'ﬂ.

/m an old mall—umewoﬂab// 50, y/’Ve/i my Iprofeﬁ/o/i—aﬂd / quess
b// 7he Ttime anyone reads these words, 11 te /0/17 gore. / don't mind

<
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fea////: /n six decades, | haven't 5/e/af fﬁmuﬁ he ﬂ/’y/}f. 111 be
;wd f/’//a//// 70 rest. And tesides, its ﬁ/;ﬁ Time Jeu Woke sudden-
/// /n 7he ﬂ/’;ﬁf. woﬂdef/'ﬂy whether the Frisoners of lce have
esmloed Uydfﬂ From Thelr arctic fombs.

Vd fou lsten cafer”u//// In The darkness, jou can hear them fﬁdl&’/ﬂy.

U’a//uaf// 12, [93 7 Somewhere in 7he Antarctic

75 we surfaced we could see The British commandos /'I///ﬂ/'ﬂy hard
acress the Ice, ”0,77"”7 Three man-sized crates. fow could we
miss them? There was no cover out fhere on The ice floes. To The
/0/707‘ in The Messerschmid? Me 109 com/ﬂy in low behind Them, Those
c/mpemfe men must have looked like #lles on a snow cone.
/1 was /rmddell/’//y 70 Wafch from the subs co/m/'/z; Tower, unable
7o do anything! When we first plcked up The 503 Captain Lioyd
reminded me rather force fu/// That / was aboard the HNS Victoria
as an observer I the few weeks since 1d fe/mrfed for 0’(/7‘//, he d
never bothered to hide his resentment at /ﬁaw'ﬂy an American sol-
dier atoard hlis submarine—a /aﬂ,é, as ke /auf 7, With /aecu//'ar
5(//Der/'or5. "As far a5 ke was concerned my /bb Was 7o s/t back
while The Royal /VOV}’ handled Qperation Polaris
Once we were fﬁmuyﬁ The ice, Seaman Tones scrambled out to
7he sub s anti-aircraft quns 70 g/’Ve cover fire. Lieutenant Oleafff
second in command of The Victoria led a group of crewmen out 7o
/540 WiTh The crafes The 78//#0// /o/aﬂe 5W0o/0ed In like a lﬁllﬂy/'}/
yu//. f;‘ap/ﬂy The ice with /Mcﬁl’ﬂe-yw/ fire and 57‘/‘0;’/@ The com-
mandos " all-Terrain vehicle, which burst info #flames. Tones iepf Ar-
/'ﬂy and f/’ﬂa//// Found his mark, 5&07‘7‘&/’/7 The alrcraft’s /'/'yﬁ W/'ﬂy.
The p/aﬂe TwWisted info a 57‘eep bank and sliced a /oﬂy 5705A n 7he



Colonel Ryan's Journal e

lce With i1s /‘E/Ildl'll/‘ﬂy w'/ly Lefore It crashed and burned But éf
Then, most of the commandos had been y{/ﬂﬂed down.

The crew /ﬂdﬂﬂyﬁd 7o ,757‘ TWo of The crates aboard Each was
lateled in /arye. red letters: S ffeﬂg geée/‘m. //// §efmaﬂ Was a lft-
WA /‘(/577{ butld fecalgll/'ze “7‘0/0 secret” in any /dllylldye. The men
also rescued E/b'r// Hamsun, 7he aﬂfﬁmpo/olg/bf /n cﬁaf(ge of The
Arst /0/505:2 of O/Jemf/‘oﬂ Polaris. But ke was i g bad way; sem/-
conscious and /'0V/'ﬂ57. Hamsun s father Feter and Lieutenant
0'Lear/ were /rl/'55/'ﬂy. Aund 50 was fhe Third crate.

/ didn'? £now what had ﬁa/apeﬂea' 7o famsuns father but | saw
what had ﬁqopeﬂeo’ 70 O'Leaf}/—a/;o' 7he Third crate. From my van-
faye /ao/‘m‘ on the A/‘/b’ye, / Watched as two commandos were shot
down out rear the ATV. When They fell They dropped The crate
and it 5/0//‘7‘ oper. 0Zear,/ 5poffed Them and ran over As he
appmacﬁzd. a ’5’55’”,7 sort of how! Issued From The 5[//// fered crate
and 57‘o/0pe0’ Aim short. / couldn 't believe my eyes when | saw what
ﬁappeﬂed rext. A fentacle reached out and fore 02&0/}/ /n half!

The Nazi pilot
was confident,
but Jones found
his mark.
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The r/'5/'//'7 Flames from 7he ém/'ﬂg ATV obscured the scene from
The rest of the crew. But the m/)fo/'ﬂ saw 11, Too. s look Told
me 7o ,éee/O my mouth shut. And it fold me some fﬁ/’//y else, foo:
C‘ap Tain L/o//d Lnew more about 7This gaemf/b// Than he was fe///'//y.

The Nazi base where Hamsun and compary had found The crates
Was several miles off, but It was a sure Let fﬁe//'a' 5001 be send-
/'ﬂy more Messerschmidis. The crew wanfed fo 57‘0,/ and search For
0Zear,4 but the cap Taln gave 7he order, and The Victoria sank into
The dark water beneath The ice.

/ didn 7 £nov i1 Then, but my o’a/@ as an observer were numbered






“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”




T™HE HMS VICTORIA

The Control Room
¢ so0l cleared The /Z‘/’ C‘é/f/'ﬁy. and Capfal'// L/offo’ radioed

in 7o Command ﬂeadyz/af?‘éfﬁ. 12 re/a//w’ The paff/'a//am
of our encounter on The surtace, as well as his concerns
about famsun’s condition. / couldn 't /ﬁe// but overhear the conversa-
Tion in the subs cmm//)ed control room. Even over The static of 7he
Transmission, The urgency n The voice on The radio was obvious.

"‘"*—.&tdybagi

a0 “*““f‘ﬁﬁ#ﬁ
b /2/2/ o) Waiele, A

f\-—‘-

”ﬁ Hﬂ ﬂ'& o

Captain Lloyd
Command: Are the Two crates still covered with ice?” knew more than
he was telling

C‘ap Taln L/O/d AFfirmative.”
Command- Do not expose Them To hbeal under any clireum-

stances. Keep an eye o Hamsun. e #nows more!”

<&
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[ suddenly found
myself promoted
to second in
command.

The m/afa/'ﬂ 5/'Wed off and /0(/7‘ s0me fﬁ/‘/}y info his fr/'mfe
drawer. Then he Turned fo me. f1e shiffed 5&//—00/75:/’0(/5/// fr a
moment, then seemed To make up A5 mind f1e 5/0(& With resolu-
Tion In his volce.

Lieutenant E/ml "he said “z;‘/'yeﬂ Lieutenant Oleaf//'ﬁ dem/se,
you are noy second in command on board the Victoria "

/ Was shocked! /_/o//c/ had never even consigered me to te a /ey/f-
/mate fan‘ of k5 crew! Emboldened é// my “promo Tion, "/ decided 7o
askt The capfo/'// s0me 7(/557‘/’005 about our mission, our 57‘raﬂge
carge, and our /ﬂ//57‘er/b05 PaS5ENGEL. #e boasted about The Ef)//a/
/Vm///'5 role Ir Gperation Polaris praised famsun a5 ‘the scientit-
c m/maﬂ/'f//ls most trilliant an f/ﬁ/‘o/ao/oy/'st " and chided me about
my Secret Service 5(70&/'0/‘5 In W05A/'ﬂy fon.” He s7il was chat-
/'/iy at the idea That a member of his crew /ﬂ/'ﬁﬁf have orders he
Anew no fﬁ/ﬂﬁ about.

If he 0///// Auev.
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Dive! Dive!

Driscol] the Victorias p/707‘, 5Udd£ﬂ/// /'//7‘4//"@0 Ted our conversa-
Tron. f1e d p/aéed up a vessel on kis radar. The cap Taln ordered him
70 ralse The sub 7o pef/lmye de/m‘ﬁ, 50 he could scan The sur-
tace. There, in The pef/'jcc}ae 5 crosshairs, was 7he dejffo//ef
dm/a/a/'/zy de/a 74 maryei’ The cap Tain slammed 7he /76/'/'56‘9% down
and shouted at Driscoll "T/ﬁe// ve fracked us! Dive! Dive!l”

But the Nazis
weren't through
with us yet!
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Driscoll /'65}00176/60’ 7{//’@(///, like The seasoned veteran he was,
but the concussion from the a’esfro//er'f £V/05/'V£5 rocked the sub
Violen 7‘//{ The cap Taln sounded red alert and called for a damaye
/'e/aoff.

“Tﬁe// At The stern, Ca/pfa/ﬂ/" Driscoll shouted

The cap Tain Turned To me: “To The hold Lieutenant! Follow me!”

Aund we both clambered into The hold

De a(//// C‘afy&

lnside the hold Seaman Tones /a/f on the Floor, d///'ﬂﬁ, and #ire had
Lroken out near the Two cargo ba// dvors. One of fhe dbors was
oper. Tones must have gone nside the fe/f/'yemfed C‘O/Wfd/‘f/ﬂé/lf
7o check on one of The crates / knelt beside The siricken crev-
man as he fried fo 5/0301.

“The crates. .. he ﬁdfﬁed Y. . s0me f/}/'/zy Inside them . .. some-
fﬁ/’/}y. .. And then he was qore.

We were too late to
help Jones.
5’0/07‘0/'// L/o//a’ Was7ed no 7ime /wur///'/zy The aead crewman, and
sprang /'/med/'afe/}/ 7o 7he open cargo éa// door;
“The flames are 70/’//5 7o melt the ice C’OV&/‘/ﬂ‘g The crates!” he
shouted
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/5 voice was alarmed, almost r”/‘/l'yfﬁ Tened / looked over his shoul-
der and saw what had shaken This unshakable old salt: The hard
/007‘/'/10 of Ice comf/'ﬂ'y 7he crates lnside was sof fe/;/'//y and bey/'/#
ﬂ/’ﬂy 7o run in wm‘ef// rivule s Puddles a/fead// were /'Of/ll/'lly on 7he
cargo éa// Floor!

Then 5udde/i///, we heard a C‘/‘Uf,él'ﬂy sound.

The cap Taln /’U/ﬂped at the noise and turned fo me. But tefore
he could move, or even 5/050,6 a fe//fac/zz—/'aff like The one That
fore into O'Leaf// on 7he ice floes— v/mla/aed [Tself around his waist
and dfaﬁed Aim info The cargo éa//. /d never seen aﬂ//fé/'//y move 50
tast! Betore / could react, the cap Tain was ;0//&/ Al 1 could do
Was slam 7he door and 5p/’/} The /oaé/'ﬂy wheel

(/ﬂedff/ﬁ/// ﬁow//'/ly in 7he cargo éa// rattled the two doors and
shook me 1o my very bones. The pover inside must have been
Tremendous! Then / heard an unnatural iee/z///y howl / kney if | didn T
/0(/7‘ out The fires /'/n/ﬂed/'ofg///, he fﬁ/’//y That had ymﬁb&d 7he
m/m‘a/'ﬂ Would so0n be loose on The 5&/}@

Something

grabbed the
captain and
pulled him into
the cargo bay!
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/had To act tast. / cast about The hold for some fﬁ/ﬂy 70 5mo 74-
er 1he ymv/f/fy FHames. And then / 5/007‘7‘ed i1 on The wall behind
me: a fire ex 7‘/‘/1,70/'5ﬁeﬁ / ymébed The ex ﬁﬂy(llbﬁ(f/‘ and doused the
Flames with CO,. Within seconds, The howling 57opped and the doors
grew s7ill

I managed to put
out the fire but I
didn't know how

much damage the A New CCF Tam

heat had done to
the crates. /e furned imme c//'afe/// 7o The control room and afpmacﬁed Driscoll

/ kney what / had To db, but | wasn't sure how he would react. Like
The mpfa/'ﬂ, he Was an old salt With no love of /aﬂd/uéé/'ﬂy /fdﬂiﬁ
Driscolll” | sard, Z/o//d and Tones are dead! There was some fﬁ/‘ﬂy
alive in the crafes! /m 055(//71/'115 command of The Victoria"

172 ba/'e/// Turned away From his controls o /':25/00ﬂd }1//4 afe.
Admiral Wel/ get out of I1. What are your orders?”

#1/5 Tone was sarcastic—and ! didn't appre ciate 1he Admiral™—
but éeﬁafs can't be choosers, as my old Teacher used 7o say.
dust then Driscoll noficed some 7%/‘//; on his fmci/'ﬂy screen, or
rather, The lack of some fﬁ/ﬂy.

“The enemy vessel has a?’ﬁap/oeared from The radar” he said
“That's one less worry a////V/a//./ What shall we do about The creature ?"
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Our old /0/7075 /1 seemed was re oc/// 7o ﬁe/p me fame the beast

/ decided to contide in him.
Z/o//d Lnew more Than we did "/ said “Did he menition any 10 fes

on O/D,Efdﬁbli Polaris?P"
7 don't Think so. e yof his orders d/’fecf/// é// radio from

Edwards Pase.”

Driscoll didn't
, , . . object when I took
/ Talked tTo Driscoll for several minutes, a5i/ﬂl7 alm about cor)nmand of the

Hamsun and whe ther there were any useful Weapons aboard f1e  Victoria.
To/d me that famsun was 57l delirious. Seaman Wa//ﬂe Was Watch-

/'ﬂy over him in 7he 5/&2/0/0? 7uaffer5. (//1/0/'7‘(///07‘&//4 There were no

Weapons o The Victoria Our oﬂ/// Az}ae, /1 seemed, was to radio for

Ae/p and ,767‘ The hell off The sub before one of our “Frisoners”
e5mlped 0'70/'//.

7he Radlo

/ went to the radio and fried to call for ﬁe;a but / couldn 't ye?‘
7he fﬁ/’//y 7o work. Damn! /¥ 0///// L/O//d had frusted me sooner! /
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I found the code

book in the
captain’s drawer,
along with some
other items that
might prove useful.

éeyaﬂ /'U/ﬂ/lldy/ﬂy around the m/m‘a/ﬂ's desk and found his drawer
urlocked / o/peﬂed /7, looked inside, and found three ifems: a fafe
recorder, a Ie//. and a code book. | knew / could use the code book,
but/ couldn 't see any Immediate use for The other Two ifems. Ye?,
/ collected all Three anyway. / didh't £now how / was go/'ﬂy 7o ge fus
out of This mess, and / resolved fo ﬁaﬂy on 7o aﬂ/f/ﬁ/'ﬂy / found that
looked even remo fe/// useful

(/5/'0; The code book, / yof The radio To work, but / still didn't
Loy The r"/'é7l/£ll£‘// 7he cap Tain had used tow was / 170/'”’7 70 send
out a distress call? / asked Driscoll who else /ﬂ/yﬁ?" Ao 7he radie
fregue/m;{ 172 Told me 57‘0///&/{ down in The e/zy/'ﬂe room, would #now.

Bertore | went belov, / wanted to make sure that my ney Friend
Driscoll and / 5fa//ed n constant contact. LUCM/ he had a walkie-
Talkie unit, which / y/‘d?‘é fu//// 5///'0/Ded nto my /aoaée 7.

/ had never met 57‘0///3,/, s0 / didh't know what To expect / went
Lelow and ala/pfoacﬁed Aim but he was in a tever over hls /0/26‘/29(/5
e/;y/'/zei ! left him To his Work for now. //a//ée he would calm down
later and talk to me.
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The 5/56/0//7 Quarters

/ couldn't 5;&7‘ aﬂ/f/ﬁl'//y out of 57‘0///&//, 50 / decided fo see i
famsun was well g//ouy/ﬁ 7o Talk. /Va//ée he knew some fﬁ/’ﬂy avout
The creatures. Affer all 7his was his cyemf/oﬂ.

/entered the Victoria’s s/égp/'//y 700ff£f5 and 5[0(2/77‘ a tew min-
uftes /oo//'ﬂy around. On 7he wall inside he dvor / found a hatche?,
and 71//‘0&/// added it 7o my /'//Ve//'fo/*//. (Who said There were no
Weapons on This Tub?P) Under one of The bunks, /| found a lite /'aoé-
et and a pa/'f of crampons, What could be more useful at sea than
a lite /'acie 77 But cmmpom? / added The 5/0/Z£d overshoes 1o my
yfoW/'//y éay of Tricks, o///// because | had resolved 7o collect every-
7%/'/;?. On a bedside Tatle, / 5po 17ed a 57 C’/ﬁf/ﬁf@oﬁef Medal and
5/4’0/%4 /T info my /poc,éef. Chris wWas The paf/'ofz salnt of Travel-
ers, and/ f/’gured / could use all The ﬁe{a / could ¢ 7.

Then / furned to Seaman WU//M, Who Was 51/5/7// fe//c;?'//y famsun
Who lay in one of The bunks Wa'///ie fold me The anthropologist
hadn 't 57‘(}0/0(20’ mw'//y sice we /)/’Cied Alm up, V/a///e asked me
about the red aler?, so / fold him about L/O//d and 7he creature.

Stanley was too
worried about his
engines to help me.
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I found several

items in the
sleeping quarters
that might be
useful later.

Like his 5/&9’0//107‘& Driscol] he was read// 70 d/’g in and ﬁe;a
Helll” he said Tm C‘O/ﬂ/'ﬂi up 7o The é/‘/d’ﬁé./"
/ decided that Driscoll could use an exira hand so / let Wa//ﬂe
g0 7o The b/‘/d;e.

7he ////5 Terious Dr. flamsun

No sooner had V/a//me dépﬂ/‘fzd Than ffamsun éeyaﬁ éazﬁé//ﬂy n what
/ Took 7o te //ofwgy/a//. which 7o my ears, made hlim seem all 7he
more licoherent. Stark ferror filled his efes 1o was / ymy 7o
get any frformation out of This quy? fie Was half crazy! Without
hls iﬂow/edye. We /77/1'7/37‘ all very well die at The hands of The



Frisoners betore /540 ever arrived Could / use 0////7%/'”? /n my /nven-
7‘0/‘}/ 70 57&7‘ fﬁfouyﬁ 70 him?

Then a f/ﬁauyﬁ occurred to me: Dz/f/'//g my second fear n The
service, / /aa//ec/ a Tour In 7he East. | didh't 57‘0// There /0057, out
While / Was on leave in lndia, / learned a fevw Tricks from a //l//57'/6‘—
an (ZX/De/‘/ZﬂC‘:f, /realized later, that /aroéaé/// led me 7o be chosen
for This mission. One Trick The old /ﬁo//f man 7‘00,7/}7‘ me was gﬁflfpgo—
Tism. / wasn't an expe/‘t and i1 was a /oﬂy shot, but what did / have
7o lose P

/ Took out The S7. Chris 7‘90&5/‘ Nedal and sWung i 5/0w/// Letore
Hamsun s Wide efes After a momen?, he 5/{0/)@0’ nfo a kind of
p5eudo~ Trance and 5ﬁ0f7‘/// éeyaﬂ 70 5/0£0,é aya//;.

KAA NAANA FTAHN CTHULHU!

What 7he sambill...”! This was not /VO/Wéy/bﬂ—HOf any larguage
/ had ever heard for That matier | didh't know it at The Time, tut
no one had heard that /aﬂguaye a////wﬁe/'e on 7he earth for millennia

f1amsun /’e/aem‘ec/ The /aﬁmﬁg over and over aya/'//. like an lncan-
Tation. And his volice sounded des/aemfe, as If he acf(/a//// were
fr///'/;y 7o communicate some fﬁ/ﬂy. / had a 57‘roﬂg fee//'/zﬁ These

It was time to look
in on our comatose
passenger.
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[ knew an old
trick that might
get Hamsun to
give me new
information.

Word's /ﬂ/’fh‘ Le /'/rlpoffaﬂf. But / had nerther peﬂa/ nor paper 7o
record them. How would / remember 7his arcane p/ﬁmse.?

The fap@ recorder! OF course! / ymﬁéed The mackhine, held it
close To The /'O'V/'ﬂy a//fﬁm/o/ay/ﬁf, and At The record switch.

A Frisoner E scapes

/ Finished with Hamsun and refurned fo the éf/dye. But / had no
Time 7o 00//'7/‘07‘1//07‘12 M//5e/f on my /'/;yeﬂu/f//. The éem/// s57eel door
7o The hold 5uda’eﬂ//l surst open With a Terrible crash. 1T flew
across 1he conifrol room like a kite in an z;pdmr” 7, smashed into
Wd}/ﬂé, and knocked him To The Floor / could see he was éad/// hurt
and | wanted 7o /ﬁe/p Aim, but as / leoked To the open doorWa//, /
realized / had a much more /Dfeﬁﬁl'ﬂy Worry.

There, f/’5/'//y from an ooz/ﬂy mass of f/'eeﬂ/'ﬁﬁ slime, Was 7he
creature / had M/// y//'/ﬁ/wed earler. 1t assumed a fE/O/’/7/Uﬂ but
muy/ﬁ// humanoid form and walked—or rather, lumbered— up/'/'yﬁf. One
arm " ended in evil, razor Talons: The ofher was the Tentacle whose
dead/// Work / had twice observed The ﬁ/ff///y how! That issued From
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/15 gro fe571/e head was The sound ! had heard out on The ice Floes
ust before Oleary died and again behind the cargo bay dvors in
J / 7 72 vy

Disaster on the
bridge! Only

The hold | was afrald i1 was The last sound / would ever hear: Hamsun's

Incantation
could save us!

/ had seen firsthand how fast The creature could sirike, so /
kiey / had 00/// moments fo act. (///foffumfe//{ 7he 0///// f/ﬁ/ﬂy V// my
p055555/‘0ﬂ That even remo fe/// resemsled a Weapon Was 1he hatch-
et /d /a/biea’ up in 7he 5/ee/mg 7(/0/‘7‘6/‘5. Of what eor#/// yood
would i1 te 050/7/57‘ such an U/zeaff/ﬁ/// monster?

Then / fﬁoz/y/ﬁf of famsun 5 fcantation for thats 51//5/// what
/1 was. / realized (9P£f07‘/00 Folaris was as much about /La#b as It
Was about science. If ever | needed My/'c Words, i1 was now. / pro-
duced The fape recorder, hit the p/a// button and re//‘eafed The
Words fHamsun had 5/001»2” in 4is Trance.
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Another good
man down.

KAA NAANA FTAHN CTHULHU!

The 57‘/‘0@2 Words Fllled me with POVEL / raised my arms and
arcs of //'7/3 fmy—//%e energy danced around me and 5uryed info he
51///‘0/‘/56d creature. 11 howled 0170/'0, 0/1/// 7hi5 Time in Ffear and /00/'”.
i 5771/W/ed W/Th The bolts of energy #or a moment, and then shriv-
eled into a W/‘/fﬁ/ﬂy /um/a of W/l/'//y shime. All at once it vanished
From 7he ﬁ/‘/'d’yé.

/ rushed immedlately 7o Wd//ﬂé. e looked bad | Tried To reas-
sure him but he kney better There was no 7‘/5/’/157 anyone could db.
11e cracked wise for a moment, and 7hen he was gone. Another ;ood
man dead! / was defermined that he would be The last. / was yo///y
70 ge 7 Ae{o. oW .

Sabo fdyé /

/ éanf/// had Time To form These f/ﬁouy/ﬁff Letore another /}9/7‘
rocked the Victoria

Bow kit To the Victoria Admirall” Driscoll shouted and/ real-
/zed he d never left his /057‘ f/ﬁfouy/ﬁouf The encounter with the
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monster As far as / was concerned the old sea doy could call me
aﬂ//fﬁ/'ﬂy he liked!
‘Has The enemy vessel come back?"/ asked 15 it a reef?P”
VAZA yof 7o fﬁ/‘ﬂy on radar, Admiral /1t came From within The
Victoria "

From withiy the Victoria? That could mean only one 7hing: We
had a saboteur aboard But There weren'? that mary of us left!
/ asked Driscoll 7o assess The damaye. 112 fepo/'fac/ /eaiaye Vi
The torpeds room Now we were faking on Water!

We needed to send out that 505 mere than ever, and / #new
/’1/57‘ 7he man 7o Ae// me.

Disasterin The flly/lié Room

/ hurried below decks fo 7The eﬂy/'//e room, aetermined 7o ge 7
5%0///5// 70 5/'142 me that radie /'/‘67(/&/76‘//. But as soon as / scram-
bled down The ladder; | heard The E//y//léé/‘ /e///'ﬂy or /94//4 / rushed
over and found him /0/'///750’ under a steel beam. It must have fallen
d(/f/'//y our last At | Talked fo him and he contirmed my guess. /
asked him how / could ﬁe/o and he Told me about the winch.

We had more
enemies abord
than we knew.



We could only
save Stanley if we
worked together
as a team.

A wrench just
might come in
handy.

@ Prisoner of Ice: The Official Strategy Guide

/ went 7o fhe winch and r’/¢ped The switch To on"but /iofﬁ/'ﬂy ﬁc;u-
laelied //a//be The /'m/oacf had damayec/ i1 Too. / Tried o Talk 7o
57‘00/,2,{ but he couldh T 1ell me ﬂll//fﬁ/'ﬂy more. There was 0/1// one other
person on The Victoria / could ast. / lgmééec/ 7he Walkie-7alkie and called
The éridge. We were in luck. Driscoll fold me ke could work The winch
From 7he é/%zg. 75l7e Ther we raised the team and freed 5#00/@/4
The eﬂy/'//eer Was yfm‘eﬂ//, but as soon as ke Thanked me, he
went /‘/ﬁﬁf back To fre 7‘7‘/’//5 about his 80’7/'085! / Tried To ast him
about the radio, but he wouldn't listen o me. Then / realized ke
m/y/ﬁf not know what had Aa,apeﬂed and how serious our situation
fea//// was. So / Told him about Ca/a Taln L/o//d, and / wasn't yem‘/e
avout It. The news At him hard but it seemed to s19p Aim out of
Al obsession and he gave me The radie ffé70£ﬂ€,’ / needed
As/started back Toward The éf/dye, s 5p0 11ed a moﬂie,/ Wrench—
what The Brits call an 072/572&/5 5P0/7M/‘——////ﬂy on 7he Foor: / p/'c/er/
i g up and 5/{0/0{24 /T info my back pooée 7. (You never #now)

H e

2 l"
)¢
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The Current Dilemma

Back on The ﬁ/‘/d’ﬁé. / went 57‘m/y/57‘ 7o The radie. 57‘0”/.4/'5 fre-
quency worked! A /7055/'/13 British cruiser p/'aéed up The distress
call / sent. / tfurned o Driscoll and his ,7//'/” ex/areﬁ/b// 5(/50/*/'550’
me. | asked him what was wrong.

At the rate were fa,é/'/zy on water” he zx,a/a/'md, we Il never
be able to surface the Victoria Admiral No allied vessel will be
able to locate us We need fo send some fﬁ/‘ﬂy up 7o The surface.
We could maybe fire a forpedo?”

But a torpeds wouldn't work No one would know who sent i1 We
had 1o send a man to the surface. We afyaed about who would take
The risk, but in The end we both knew it had fo be me.

Access fo The forlaeo’o room was fﬁrouyﬁ 7he 5/5&,0/’//; quar-
Ters. But when / Tried the hatch | found The elecirical ope///'ﬂ,g
5//57‘em Was activated 1T wouldh 't é(/dlge/ No fﬁ/’/fy m my /'//Ve//fW//

‘Mayday! Mayday!"
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What a mess! If 1
couldn't find a
way to reroute the
current, I'd never
get into the
torpedo room.

would ﬁe{p me, 50 / looked around 7he room. / found no fﬁ/‘//y That would
opern The hatch but | noticed flamsun was no /oﬂger In his bunk.

Back on The é/‘/dye. / found an electrical /(/ﬂc‘f'/bﬂ box, but /
couldr 't open /7. What could / use fo get The cover off This Thing?
! didh't have Time fo ool around so | Took out my hatchet and
knocked The cover off.

lnside, The box Was a mess—Lrokern, e)9oa5ed wires eyef/wﬁefe/
Our last it or The saboteur must have damayed 7he box, a/fﬁouyﬁ
/ couldh 't /'/Mg/’//g anyone. ge ﬁ’"’ﬁ /0057‘ Driscoll Either way. / could
see / would never ,757‘ info That fogaedo room 1¥ ] didh 't comfcf///
reroute the circuits. Fo/‘ﬂ/mfe///, each wire had an alfernate
route. / M//’ had To f//’f The switches o/zmy each colored wire 7o
direct the current up 7he /'/'yﬁ 7 /00# and fﬁmuyﬁ 7he /’(//icf/b// box.

¢ 7(//6‘//,/ comp/e Ted The fepa/'m and rushed fo the farpedo room.

The ﬁg&eda Room

Below decks, The fogaedo room was f/f//’ﬂy up #ast | sloshed f/ﬁfOUyﬁ
The a/read// W/’jf—deep water /oo,é/'ﬂy for some 7%/07 7o 57‘op 7he
f/aoc//ﬂy. All ] found was a #are, which / 5/{0/agd mio my /oocief. but
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/ didh'T know how / would Fire i1, Then in The far wal among 7he
gauges and dials, / noticed a hole—a hole that shouldn't have been
There. Whatever had been there must have come loose With The last
/'/ﬂ/oacf Some 7‘/5/'/1; should Al That 5;07‘, but what?

/ Tried Driscoll on The walkie-Talkle, but he was no ﬁgyz o, /
returned to the 5/55//’/1; 7uaff.ef5 70 look for some fﬁ/'/]y That
/ﬂ/’yﬁ work. / found no 7‘/5/'//;.

Nex? | tried the bridge. | spotted something / hadh’? noticed
betore: The wheel lock on The door The Frisoner had dgﬁf/‘o//ed / Tried
7o remove i1 From The door, but it wouldh T budye. os V/bl/ﬁ/// / couldh't
discomnect 7he f/ﬁ/);g W/7h my bare hands What was / fﬁ//)//ﬂy? What
had'/ p/'cied up That would work P OF course, the ”5/00///7@/: "/ used 1he
wrench from 7he «f/]y//]é room, and the wheel came away 505/7/4

/returned to the 7‘0§oedo room and Tried the wheel in The hole.
Vigoa /Deffgcf//// / Then Turned it, and he water /'/med/'afe/// éeyo*//
7o drain from 7he room.

/ searched the room and found an g/f/pf/ fogoedo. / f)/oe//'ed he
alapmp/‘/'aﬁf 7‘070&0’0 hatch and called Driscoll on the walkie-Talkie
o Tell him / was /afz/aafed 70 fr// our é)90£/‘//ll£ﬂf

The torpedo room
was flooded!
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Do fou have éVél’/’fﬁ/ﬂy you need to send a surtace 5/';”0/?"/52
asked

Damn! / had the Flare, but no 7‘/5/'//? With which to fire it/
searched the room 0170/'//, /2157‘ 70 make certain / hadn't missed any-
fﬁ/ﬂy. Then refurned to the 5/&&//’//; 7(/0/‘f£/‘5. / had a/fead/
searched there, as well as The éf/dye and 7he (ley/ﬂe room. / had
0//// one /)/ac.e lefT To look.

Damn! [ still

“C;dfl‘zesi’;]‘;?g;rrlg A cold blast of air sTruck me as / entered 1he hold The cargo
éa}/ dvors were oper, and a sheet of //HP0550ﬁ/£ lce covered the
Floor. (That Frisoner must have been raised in a barnl) / fried fo
cross the Ice but couldn '7‘1&2/0 my #oo f/’ﬂy. Then | remembered the
crampons. { 7(//’0(/// 5/{0/030’ he 5/0/;&25 over my shoes and found /
could eas/// rego Tiate 7he /':// tloor.

/ looked around The room and soon found a chest. mounted on the
Wall be fween the carge ba// doors. But it was locked | Tried the
i@/fs / had Found in The cap Tain 5 drawer, and it o/med (205/7//. lnside
/ found the flare qun / collected The gun 5//'p/aed off my crampons,
and hurried back to the fogpedo room.
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A Desfe/‘m‘e Flan

/returned o 7he open focpedo and P/E/Dd/}fd fr a 7‘/‘4’0 That would
/aroéaé/// il me. But/ ﬂ’f on 7he lite /'aoée 7, /’(/57‘ /n case /| made
/T To The surface in one /D/Zce.

/ called Driscoll on The Walkie-7alkie and fold bim / would g0 into

Tube No. 26 in Ten seconds.

“There s a vessel on The surtace,” he said “With a bit of luck
you won 7 have To swim Too /My. Al /’/yﬁ?f Admiral lets 50/"

/ squee zed into The 7‘05030’0, secured the hatch and warted for
Driscoll 7o pw/ﬁ The launch ,ée//. ! didh't have To wart /o//y. The
pressure of The launch crushed the breath out of me!/ must have
/7055@0’ out, for The next fﬁ/’ﬂy / knew, / was 5v/0//ow///y sea water.

With the flare

gun, I would now
be able to signal
for help.
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“My hat’s off to
you, Lieutenant.”

AAs / recovered consclousness, / could feel the fogpedo had slowed

and was Aey/'m'ﬂy 7o sink, 50 / 570/7/”@0’ out and /az///ed desp&rm‘e—
/// or The surtace.

Rescued at last! But
my adventure was As my head broke f/ifouy/ﬁ info 500//{'7/576 / yu/ped alr aesper-

far from over.

afe///. The lite /'czde 7 Iépf me atloat and / could see the British
crulser. But / knew fﬁe/ Would never see me wWithout The fare. /
fired the Flare gun info that beautiful 51//, and Within minutes, /
Was hauled out of The sea.






“We Iive on a placid island of ignorance
in the midst of black seas of infinity,
and it was not 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”




EDWARDS BASE

/374 ofF 70//(/0///, [937

he rescue went 5/noo7‘/5//4 and all hands— those who had
T not met up With our Frisoner—were delivered to fhe
British cruiser, Lancelot. 1T was bitter relief with The
loss of The cap Tain, Tones, and Wd/’ﬂé we/'y/ﬁ/'/ly Aem/ﬂ// on my mind
But / was y/ad 70 see The rest of The men would make it 5afe///
home. The men /?/f//—f/’Wec/ fepa/'fﬁ on The Victoria and Driscoll,
ever The stalwart, ywﬂed 7he wounded ,7/'/‘/ back to her terth at
command /e ac/guafferﬁ. never once /eaw’rly hls pasf
Edvards Base Was on The Falkland /slands, one of a rgo/d///
d/’////'///'sé/'//y number of British Colonies s1ill under Crown rule. The
commander was a C‘ap Tain Sears, about whom / knew litTle. / filed
my Fleld rgporf upon our arrival and then affer a ﬂ/’yﬁf’j rest,
fe/poffed 70 his office for o’eéf/éﬂ‘ﬂy and new orders.

The Falkland
Islands and
Edwards Base were
sights for sore eyes.
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C‘O/D Tain Sears 5 OFffice

Sears was cordial but officious in that British way. And he
seemed very anxfous 7o d/féﬂydye me from 0;5/07‘/’00 Folaris. As
far as you re concerned E/faﬂ, "he sald “Olo.emﬁo// Polaris I5 over:
But while fou awal't jour re/oaff/'aﬁolz 70 Waﬁ/my fon, //ou'// contin-
ue 1o hold the rank of lieutenant in 7he Royal //OV,{ ’

But / sTill had 70&57‘/’005 about the zyemﬁoﬂ. and In pa/'f/'cu-
lar, The fate of B/é‘f/f Hamsun. Sears nformed me that fHamsun
had been found exhausied aboard the Victoria inside a meial lock-
er e d been faken /'/med/'afe/r 7o the medical V/I'/Iy. Sears did not
elaborate on the aﬂf/ﬁfo/ao/oy/'ﬁﬁ /0/5//5/'00/ or mental condition.

/ was also very concerned about The whereabouts of that second
crate. Sears fold me it was ée/'ﬂy Ie/of under close watch No fﬁ/‘//y
can /ﬁappeﬂ 70 11, " he assured me. But / worried /'057‘ The same.

I reported to
Captain Sears,
who seemed like

& ood ol Tust then, there Was a knock at The door: A soldier entered
and announced that a Film sent é// a MNiss //o/// had arrived. 1t
had been left with The y(mrd in the corridor unfil the cap Tain
Was feac/// tor i1, / was 5urpf/'sec/ To learn The base had a pro-
/}207‘/‘0/1 room.
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“Yes, "Sears fold me, but The /onyéecﬁoﬂ/bf has been confined
70 barracks 15/ Quariermasier Q(//‘ﬂ://. )

/ couldn 't ﬁe;a but ask about The /dfﬂﬁf// of This Miss /Y()///{ J
The cgp Tain exp/a/'ﬂed That 7he appe//aﬁo// Was fea//// a code name
for a British opemﬁye u'oné/'ﬂy unaer c/eep cover In c?é/‘ﬂlﬂﬂ/(

With that Cdp faln Sears depaffea,’ /eaV/’/ly me alone in his
office to Wait for the 7uaffer-m057‘eﬁ Who would arrive soon.

The moment Sears closed the door, / éeyaﬂ s¢ afcﬁ/'ﬂ; A5
office. | knew i1 would look bad i ] were mz/;/ﬁt but affer my expe-
rience aboard the Victoria / was in no mood 7o frust anyore. After
all, we never found our saboteur: / had the /ea//‘/iy / should look out
for m,fse/r”, even here. And / knev i1 was ofz/,/ prudeﬂf 70 ym‘/ﬁer all
7he Information and resources / could

/10/05 covered the office walls and a Pd/ﬂ/‘/ﬂy my behind The
cap Tains desk. The /p/‘cfare Was askew, so / moved it and found a
locked sate behind iT. | didh T have The combination, and /m no sate
cracker, so0 / turned fo fhe mpfa/'/zb desk. /| found //07%/‘//; much
There, either, /’1/57‘ an /'//C:)/ﬂf/e 7e form.

On a dest in The far corvel; / found a /aac,é of c/ya/'e 11es and my
/df//ﬁf/f card / 5//'pped Loth of These into my poaée 75 / Then checked
The drawers in The desk. liside one, / found a sheet of paper Wi7h
numbers written on 11 /1 looked like some kind
of code, but parf of The sheet had been
Torn avay. This Too, /,ée/z‘

Tust as / closed The drawer, QU/'IIC//
enfered the office. fe /yﬂared my
/r/é//o’/// gree f/'ﬂy and sat down at
The corver desk. (/ Aofec/ he Wouldn't
miss the cfyare 17es) Then he handed
me. my o’af/ roster and barked at me

523

I found several
items on the other
desk, and a torn
scrap of paper in
a drawer.

7o yef out.
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Lieutenant, " he said “//ou have

ﬂ&f/ﬁ/’ﬂy more to do here! / have
a/read// Wasted é/]()l/y/ﬁ 7ime dmw//zy
up pour 0’07‘// roster! Soeme effects

ée/oﬂy/'//y 1o Hamsun have d/’iap/)eafed/ /
reed to #ind them!”

/ Tried 7o 5/601 7o him Lut he /’1/57‘
5/7%060’ at me aya//i. 50 / le#T The office.

Quincy was one of the rudest
officers I had ever met.
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If I'd only known the
danger we were still in.
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Niss Nolly 5 Delfvery

I The corridor outside Searss office / encountered a yuard s/7-

ﬁi/y at a desk. te asked for my 0’1/7‘// roster, and/ handed it fo him.
5uddeﬂ//4 an alarm sounded, C‘d///ﬂﬁ all yuardﬁ 7o The basement.

The corridor yua/'d ran down 7he Aa//»'a/(

LefT alone aya///. / searched the y(ld/‘dfﬁ desk. There | found a
reel of film in a canister It was 51//&/// Niss /Vo////b de//'mf//.
Whatever Cop Taln Sears 5 0/0/'0/'00, / kney my mission, and it was far
from over. / had 7o see what was on That Fim So, / ymééed The
canister and set off o find fhe /7/‘0/2207‘/'0// room.

The /’/}72267‘/0// Room

/ had To search for a while, but / eVeﬂfua//// found the /orz'yéch/bﬂ
room and, much 7o my SUIpIIse, //C‘Ldy/éﬂ, The laro/}fcﬁbﬂ/sf Was
There. f1e seemed a decent but sullen Fellow, resentul about ée/'ﬂy
contined to barracks. A \pparen 7‘//4 62(//’/10// had muy/ﬁf The old bird
Trafficking clgare7es Needless to say. Nelaglen desplsed Quincy
and was 5(/5P/C‘/0(/5 of me.

7 haven't been sent é/ Q(//'M//, "/ Told him. 7 g€ 1 7he /'/ﬂp/'e55/'oﬂ
he isn't foo keen on me erther”

I had to see what
was on that film!
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McLaglen, the
projectionist,
was cooperative,
once I found
his weakness.

“That's more like i7" A/céay/e// said “te 5 added another line
/n red o my fiie you know!”

Yel when / asked If he would screen The Fim for me, //céay/eﬂ
Was s1il 505/0/'C/b(/5. oW could / ;a/‘ﬂ 7hi5 man 5 confidence P/ need-
ed him I¥ / was yal'/zy 70 g€ 1 a look at This Film before That corri-
avr wad re turned What could / use fo ge 7 him To Trust me?

Then / bt on i1 7he c‘/"gare 11es! / offered him The whole paci,
and he accep 7ed it ym;‘e f’u///f.

7 know now /15 not one of 62(//'/70//'5 Tricks, " he said ‘But Il
cszpf on/// £/ can be of service 7o fou zf/ye me_ your #im. 11 run
/T for you k

/ handed him The canister and waited for the show to start.

b 7‘/'0//;@ Matinee

The #im was short, /2/57‘ a c//'/o, /‘60///{ /T consisted of 0///// wo
shots, With no sound fecord///y. The #irst showed a massive crane
/ﬁaz///'//y a Weoden crate out of a wide chasm in The ice #ar out on
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an arctic ice foe. The shot was Taken from a distance, but | still
recoyﬂ/zed That box: It was //eaf/// ldentical To The ones wed
loaded onto The Victoria Perﬁa/;j IT was The very crate under
yuarc/ here on the base.

The second shot sent an /'c,/ shudder fﬁmz/y/ﬁ me: A Nazi sol-
dier stood over 7he pfoffmfe form of a British seaman. e must
have been frozen é// Terror, for he /’1/57‘ s7v0d There as some fﬁ/’ﬂy
lmfecoyﬂ/’z able vozed out of The seaman s éod// and 70/’://// tformed
ITself info The Twin of our Frisoner! The monster attacked and
The soldiers silent scream was the #im’s #inal /’/mye.

So The C‘I/M/'/ly creature could hide itself inside human bodies!
It could be anywhere—anpbody! What #ind of hellzpawn had these
madmen resurrected?

//cLay/eli returned and fried fo make conversatfion fe asted
about The Fim but / knew / could Tell him no fﬁ/ﬂﬂ

S, my Friend " he asked ‘did you e///'o// The FHim?"

“Ver// ed/}f//'//lg, ﬁ/céay/e//. y

“What kind of Film was /17"

“Ver// Techical //C‘Lﬂy/éﬂ, very Technical”

//CLOy/éﬂ seemed safistied with This and sat down. / 5/507‘ a
Few momenis /oo,é/'/zy around the /aro/éecﬁoﬂ room. On 7he bookshelf /
discovered a book, an e/;crc/o/oedb. in fact.
Some fﬁ/ﬂy about It 00017/57‘ my attention,
and / opeﬂed i1t and beya// fﬁumﬁ/'ﬂﬁ
fmugﬁ /75 fages. One of The pages
Was Torn and had three numbers writ-
fen on i1 Where had | seen numbers
like These betore ?

/ Took out 7The paper / found on 436
&z//'//c,/b desk and laid it next fo the

Aha! The rest of
the code!

forn page: a perfect match! Now /
page: 2 p
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While I searched
for clues, the beast
continued its
slaughter.

had The rest of The code. / even had an idea how it could be used /
couldn'? Take The book with //céay/eﬂ 5/’7‘7‘/’/;5 There, s0 / commited
7he code 7o memory and returned he book 7o /15 F/aca on he shelt.

/ had ffgl/g/gaed 7(//’72 a m,apm‘ WiTh This old soldier, s0 | decided
o 5ee what else he would Tell me. / was /oarf/'cz//ar/// Inferested in
/ooi/'/zy at he base s /szsolme/ Alles, but he could Oﬂ/// direct me
7o someone named Shaw. | Thanked him for his Ae//o, and couldh t
resist a Pd/‘f/ﬂﬁ /’/be.

“//céay/erz?"

“Yes, lad?"

“You shouldn 't smoke s0 much Bad for your health, you Anow.”
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Dr. Trevors Waf///'//y

n The entrance /5(7//»’0'/{ / met a /?{7/?/// agz/‘fafed man in a white
coat. He was /J/'oﬁaé/// The base pﬁ/@/’@/’dﬂ, but he didn't bother 7o
infroduce himselt. After dii/ﬂy my name, he p/(//i,yed ahead With
his 57‘0r//.

‘Hamsun has aﬁﬁc;alpeafgd/" he said 7 discovered a 57‘m//§7.e
green slime at 1he Foot of his bunk! #ave fou noticed aﬂ//fﬁ/'ﬂy
simifar on board the Victoria?"

STl not certain whom / could frust, / gave hlim very l11/e
information.

Vo, "/ said ‘not that / can remember”
Dr. Trevor was

fle seemed 7o accep? my answer, fﬁouﬁ ! don’t 7hink ke quite alarmed

Lelieved me. e 5uddeﬂ/// hurried into the elevator and was gore. when he stopped
me by the elevator.

/A Nessage From Wajﬁ/'/zy Ton

Back i The mamn corridor, | located the door o 7he communica-
Tions room. The yuard had not & T retfurned 1o his desk, so/ 0/0eﬂed
The door and 5//P/D€d nside.
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The room was /70/'5}/ W/1h static and the W/ﬁ/'sf//'//y oF g Tea ke t-
112 in he corner. (The Brits and their feal) / 5/0016 10 Shaw and
he told me ke had /’(/57‘ dec/p/ﬁzred a radio message for me.

Shaw, the radio
man, had a
message, but he
was reluctant to
tell me about the
personnel files.

‘ﬂe//, "he sald “//on Friends In deﬁ/llyfbﬂ are all /oamﬂo/'d/"

But fﬁe// had '7005/ reason, as / learned when | read the
commm/gué :

Fave /'//'ferce/pfed coded message of/'y/'ﬂaf/'/zy From EdWards
Base and destined for (?Z/‘/ﬂd/}//. A Traitor is (Péfdﬁﬂy From With-
in 7he base. Make sure fou /'c/e/n‘/?// him. Lock up The /oerfo/me/ Flles
and /eep an efe on Hamsun. "

Aunother fraitor! Or was it 7he same sabofeur who ﬂédf/f/ sank
The Victoria? | had To look in on Hamsun, soon, but First / wanted
7o ,787‘ a look at Those pemom/e/ Flles. | asked Shaw about Them,
but he tried fo dadyg my yueﬁ/oﬂ é/f 5.e/ld/'ﬂy me back 7o //céay/e//.
But/ wasn't an easy one 7o dodye.

7 5poie 7o him. "/ said “fle said you could help me.”

Al r/'yﬁf. Lieutenant, " said the radio man, /‘é/l/(‘/'dﬂf///. “The
flles are next fo he armory. !
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The armory? Where was that? And how was / golg 7o ge? past
The yz/am’s W/hout a proper P055P None of The fﬁ/ﬂyf /d /a/bied
up 50 far could ﬁe/a me—not on their own, anyway. But ma//ée IF/
/a(/f some fﬁ/ﬂyﬁ folye Ther with some fﬁ/ﬂy / lefT behind . . .

The noise from 7he Tea kettle infruded on my reverie and gave
me an idea. When Shaw wasn'? /oo,é/'ﬂy. / held my Identitication card
over The Tea kettle. The steam melted 7he y/t/e ﬁo/d/'//y my pﬁm‘o
o 7he card and it 5//'p/0ed oFf 305/7//. / 71//‘51/// le#Tt The radio room
and headed Ffor Searss office.

Two Combinations

/ couldn't believe my luck. | found Searss office em/m‘// and went
5770/‘5;/# 70 The pa/’// 7‘/‘//5 behind his desk. | moved The /aa/'// 77’7 aside
and looked c/ofg// at The safe. If | was r/yﬁ. /d soon have that
metal door oper.

U5/’/;ﬁ The combination /d /01/7‘ foye Ther in The /afzyéfcf/bﬂ room, /
07’1/57‘&4 The mechanism on The tace of The sate, and The door
sWung oper. lnside / found a rubber 57‘0//1/0 and Ie//s That must have

An old trick
with the tea
kettle worked
well on my ID.
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be/o//yéd fo Sears / ymééed Them both closed The sate, and
moved The /Ja/'/z 7‘/'/7 back mnito p/ace.

The number
code was the
combination, all
right. And now, / had 1o idea when Quircy or Sears might refurn so / quickly
a little cut-and- ) k

pastc and [d ~ 7u/ned fo 7he incomple e form on Sears5 dest. / fook out my photo
have the runof  gud aF¥ixed it fo a corner of The document. Then / used the rub-
D g stanp #2 make the thing otficial Now / had a pass that would
allow me 7o move free/// avout the base. / 5/{0/&0’ 7he 5/'gﬂgd pass

mro my poaée 7 and hurried into he corridor:

/ had no real p/aﬂ. / knew / wanted 7o look at The /agmme/ #les,
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and / kney f/ﬁe// Were near the armory. But | didn't know where The
armery was or how / would gé 1 there. 1d alre ao’// searched every room
on This level of The base. Per/ﬁa/as / should see where that eleva-
Tor would Take me.

! went fo the entrance hall /N/ﬁﬁﬁd The button on the wall é//
The elevator and climbed aboard

The Basement

The elevator doors opz//ed and / emeryed mio the basement yuam’
room. A7 the barred ym‘gvm/ a 51/r/// ﬁ(ld/‘d ademanded my pass. !
handed him my r’oryed pass and ke backed avla// from 1he yafe.

Two ﬁ(/d/‘dﬁ were on duf// Inside. / overheard Them yo.ﬁﬁ{ﬂﬂy:

“The nurse Is ¢ 7‘7‘/’//5 Mydygd To That little schemer Shaw.”

“You re /bi/'/zy/ ’

7 never /'o/ée "

Three unmarked doors stood behind Them. | Tried one and a yz/afd
fgpf/'/liaﬂdec/ me. Lieutenant! You can't go near 7he 0/'/”0f//./ !

My makeshift pass
did the trick.
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So, There it was. Now, how To get rside. .

/ couldn 't b dﬂ//fﬁ/'ﬂy else but éX/U/()f.f and talk o he lguards.
/ Told Them Ql//ﬂ(‘// sent me 7o Aqa search for flamsun 5 éé/My/ﬂyi
and fﬁe// directed me to a closeit dvor.

“qood luck, Lieutenant,” fﬁe// warned, “This closet /s a real
/‘(///1 Aw/a 3

The guards told
me what I needed A 5U/P/'/:§g mn 7he Close T

to know.

The 57‘omye closet was, lideed a mess. / gave /1T a 71//'0/ 7055,
but found 0///// g fin, as he British saf, of 5/00/72d sea rations.
But then/ 5p0 1tfed a Trunk. / opeﬂed 7he lid and was horrified at
what | saw. A éod// /a/ nside! The man's face was frozen i a ric-
Tus of fear

g 7{//’61/// lefT The room with o///// The Tin for my Trouble.

The /m'ma/’//

/ Talked with The yUd/‘dﬁ a bit more, and 7‘/9&// directed me to the
next door the /'ﬂ/‘/'/’maf/{ / Tried To confinue the conversation btut
enlisted men have Vé/‘// ITte 7o 50,/ fo officers.



Edwards Base @

n The /ﬂf//‘/ﬂdf//. / met Miss Tren?, The nurse the yuam% Were
fa/i/}/y about. (/ had to agree That she was wasied on Shaw) She
Was ff/’é/}d/// and shared a It of yo55/p herself. Like everyone else
ld met on Thi5 base, she hated The 7uaffef—m057‘eﬁ

n Five jears of career with he army, "she sald 1ve never come
acress such an (/0/0/6 asant character! fie 5 m/// /'(/57‘ arrived here
and a/fead// he s /mmyeo’ 70... 04 he's horrible!”

0”/// /1/57‘ arrived? //a//ée Mr Qu///c,/ should ¢ 1 a litTle more of
my attention.

/ Told her / had To see The doctor on a matter of urgency. She
efT me alone To ask if he was free.

[ searched the

storage closet
and discovered
the monster'’s
handiwork.
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Nurse Trent
seemed to hate
Quincy as much as
everybody else at
the base.

Dr. Trevor's
bedside manner
left much to be

desired.

/ Took The 0/0/00/'7(/0/’77/ 70 search he W/’f/’//y roeom. / found more
maps, a /aa/kf/ﬂy, a Travel /ﬂayaz/'//e ror 7‘1f’75/77‘/'//a. but no 7%/'//7 4
could use. | Finished betore Miss Trent refurned to usher me into
The doctors office.

The doctors bedside manner le£T much o be desired I a voice
that te 7‘/‘0}/&0’ his boredom he sald "So whats your /ofoé/emP
Fhlebitis? D/’Pﬁ theria? A bout of malaria?”
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Nalaria? This wasn't Africa!

/ was fﬁ/]/',é/'ﬂy on my teet when / Told him / had stomach Trouble.
e wanted to see what /d eaten, so / showed him he Tin /d found
in he closet.

“You fea//// ate that?" he sald with sudden real concern. “Don't
move, /1 yef The medicine fou need!” And he ran out, /eaw'ﬂy me
free To search his office.

/ found a /fl/’cfoﬁcolve and the usual medical egup/ngmf But on a
desk | found some 7%/'//5 That looked out of /o/ace.- an aﬁsemb/// manual
/ Wasn't sure i¥ i1 would be /'/Wffa/zf but / snatched it and 5/;’0/@0’
it under my Tunic, /2/57‘ as 1he doctor refurned with my medicine.

“Take This Table?. Don't hesitate To come back i you don't
feel better”

/ Thanked him and le#7.

The /1/*/770/'//

/ emeryed from the /'ﬂr”/'rmaf/f /’(/57‘ in Time 7o see The cﬁaﬂy/ﬂy of
The yuam’ and hear a little 5;055/’/ avout someone named ﬁ/m/a//mz.
The new yuafd5 éafe/// noficed me as / walked over fo the armory
dvor: / knocked and a porfﬁo/e ope//ed A voice From inside asked
“What's it all about?”

Finnlayson
wouldn't let me
into the armory
without the
manual.
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A little fire a little
smoke a little CO,.

What could | offer this quy 50 he d let me irside The domned
af/ﬂof//.? / had to see Those pefsome/ Alles! The m/// 7%/'//7 / had
70 offer was The 055emé/// manual / /DUf/o/'ﬂed From the yood doctor:
So / held it up 7o The po/‘f/ﬁo/e.

"ﬁe///":?a/d The man lnside. At last someone who ap/ofec/m‘ef
The finer f/ﬁ/'ﬂy5 in lite. Come Iy Lieutenant! Come in!"

70 my 51/00”'54. 7he door ofaeﬂec/ and | walked in.

lnside, ;'-‘/'/10/0/50/7—/ could read The mans name 7‘0,7 now—obusied
himself 50f7‘/'//,7 amme. f1e Was ;“f/'eﬂd/// eﬂouﬂ. but not falkative.
Aund 1 knew be would never let me see Those files / couldn't even
look for Them With him 570//d/ﬂl7 There. / had 7o gé 7 him out of The
armory for /’1/57‘ a tew minutes.
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/ noticed a 5/ow/// é(/f///'ﬂy C/l'ganf 17e In an ash 7‘r0// rear a waste
Ll full of m//”/o/ed papers /1 seemed like a /pef/em‘ combination
7o create a diversion. But #irst, / removed the #ire ex ﬁ?/yﬂ/b‘ﬁef
mounted on The wall é// The dvor As / a'fofalaed 7he f/‘ycmz 17e Into
The bin and smoke ﬁeyﬁﬂ 70 agppear, / 71//'61/// hld in a dark corver:

F/M/d/’ﬁ&// noticed the fire almost /'mmgo’/'afe//{ e was cool as

he reached for The fire ex f/’//y(//'sﬁeﬂ But when he discovered it
Was m/55/'/7y, he éeyaﬂ 55feam/ﬂ§7.
“Where 5 the #ire extinguisher? Narsh! NAAAARSH!"

Marsh, the Flle clerk, rushed out of The #Flle room and 7he 7wo
ran out.

1 of course, had The First ex ﬁbyz//bﬁef, which / 7(//’01/// used o
put out the fire. With Finnlayson and Narsh out of The way / was
free To search The file room.

But once inside, | found the fles had been cleaned out.
50meéod// Was A/H/’ﬂy some 7‘/9/'/1?. / almost gave up and lef1 The flle
room. but /2/57‘ betore / closed the drawer, / noticed one file card
That had been left behind It was For someone called Farker /
71//'0//// scanned he card Then left the Flle room.

The personnel files
were gone!
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As/ o/ae//ed 7he armory dvor; C’a/m‘a/'/; Sears gree fed me.
“C’oﬂymﬁ//aﬁbm k//ﬂﬂ. Youre a/v/a//5 in The f/’yﬁ P/d&f at 1he

/’/'yh‘ Time. Come with me 7o my office. | have some 7‘/}/'”5/ 7o Tell yeu !
2 Was cordial, but some 7‘/5/’//57 in his voice made me uneasy.

A Frisoner on 1he Loose

Once we were alone in hlis office, Searss manner Cﬁdﬂyﬁd as he
gave me some 0’/57!//22 f/’ﬂy news.

“The last Polaris crate has been found in p/éa%/ Aund the Aod//
of one of my men has Leen found in The closet! You wil not leave
This office until /1 have found out what /50/0/7@//% on toard The
Victorial I want 7o £now more, Licutenant! There 5 a creature roam-
/'0,7 about The Base! How did you ge 1 rid of The one on The Victoria?

/ Told him about The incantation Hamsun had screamed: but /
couldn't recall it and the 7‘0,0& recorder had been lost in The Tor-
/Jec/o. 11 Was 5!&,07‘/‘:0/

“The navy does not believe in incantations! z?a back on board

The Victoria 115 docked at The Base harbor See i you can /a/

Sears questioned your hands on some of Hamsun's be/oﬂy/'ﬂys. / am sure the answer

me and then

ordered me to /5 70 be found on board The submarine.”
search the Victoria.
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Return 1o The Victoria

/ found the Victoria where Sears said she would be. But affer a
da// and a /7/7/77‘ m The harbel, she was covered with /‘mfoaﬁfaé/e
sheets of Iice. And The hatch To The airlock was cranked down

f/’yﬁ 7! How was / 5%005ed 7o g€ 7 mside P [ looked around the imme-
diate area and Found no fﬁ/ﬂy but some cable. Somehow ! had 7o ¢ 7
across that ice To The Tool locker af the #ront of The sub.

Ice had formed on
the deck, but an
old cable made it
passable.
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/ secured the cable to some iron bars and used it as a hand rail
7o ﬁe/p me cross the ice. | found the tool chest and opeﬂgd /7.
lnside were 7weo /a/}zaﬁ of metal that, é// Themselves, were use-
less. But when / puf Them foye Ther, f/ﬁe// made a fine ‘marine ,ée//. !

This wasn't exactly

what I was looking / carefully moved back across the fce 1o the bridge airlock
for, but it would

have to do.  én7rance. //// marine ,ée/ Worked pzf/em‘/// and | enfered the
Victoria
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/ admit | felt une asy as / descended the ladder to The é/‘/dyé.
/ suppose The 5/5/'/ seemed haunted to me. /?egam’/eﬁj of my teel-
/ﬂyﬁ / Infended to wasie no fime on that 5@'0. / went 577(7/'5/# 70
The 5/eep/'//y 7(/0/‘7‘&/*5.

A 71//’0,(' search of the room lead me To The wWardrobe near
famsun s bunk. nside / found a sheaf of note papers covered with
M//fﬁm/ W/‘/'7‘/'//y5 and incantations. / snatched them up and head-
ed for he éf/dyg.

My search

Butas/ 57‘ef/ﬂed fﬁmuy/ﬁ the hatch a cloud of indescribable slime  uncovered some

apers hidden in
rolled down The ladder #rom The comning Tower and assembled i7self info fhf sleeping

a Frisoner! 1 d ﬁaﬂfd / heard The last of That beasts i&é/]/ﬂy how/! quarters.
/ Was Uffé/‘//’ unarmed! / couldn't read the incaniations, and the

0ﬂ/// f/ﬁ/)/y / had in my /aoaée 75 Was 7he ie}/ #rom C’czpfa/'// Searss

sate. As The creature lumbered foward me, / searched dajlaemfe//

ror aﬂ//f/}/'//y on 7he ér/ﬂye That /ﬂ/’yﬁ save me.
There! On The walll The red alert switch! Pefﬁa/of 1T would dis-

Tract the beast /0/7'7 eﬂouy/ﬁ for me to rum but M/// a m/m‘a/'ﬂk

,ée//. .. OF course!
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Facing these \ o
m(.)ns[crs was / y/‘ﬁﬁﬁgd The /ﬁ/{ /0/”/”50’ 1T info The lock, and set off The
becoming a bIC /g, The noise and red lights momentarily paralyzed the monster,
and / fled up The ladder.
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[ jammed the key
As /reared the base, | heard an ex/aloﬁ/'oﬂ behind me fn The har- into the lock and

bor: / turned i fine fo see flames rising from The Victoria et OSthe Al

Explosion on the

A De 5/D£f0fe Situation Victorial
As/reentered the base, / could see That all hell had broken loose.

A paﬂ/'c,éed y(/d/‘d confronted me, éﬂﬁﬁ//ﬂy some fﬁ/’ﬂy about the
radlo o/aemfw ée/ﬂﬁ aead and all communications ée/'ﬂy cut off
C‘cllofo/'ﬂ Sears, he said had c/’/'ﬁaloloeafgd
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Back at the base,
all hell had
broken loose.

Another yuafd rushed into the room and confirmed what / had
seen 0///// momenis Lefore: the Victoria had /’1/57‘ e;;o/aded

Dr. Trevor 5(/dd£ﬂ/// emeryed From the elevator and berated The
yuaro’j #or de fa/'ﬂ/'/;y me. “/y/ office, Lieutenant! " he shouted #air-
/// dmﬁiﬂy me 0/0//5 Toward the elevator On The doutle!”

The doctor had
found something
inhuman in
Hamsun's blood.

In his office, The doctor Told me about a Test he d /ae/'fomed
on flamsun’s blood f1e handed me a vial and /71/5/554 me foward his
m/croﬁcope. / Wafched as The 5d/ﬂ/0/8 blood cells moved almost as
58#7‘/}2”7‘&2/”'75. P055e55£0.' /'o/'/z/hy 7‘0,75 Ther fo form an (///ﬁc?/// Lnot
of blood-red menace.
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“There s some f/ﬁ/'ﬂi That isn't human in his cells!” Trevor said /
could see he was very near IDOﬂI'C‘ himselt What had /ﬁalape//ed here
White / was on the Victoriar?
Then the doctor /omduced a book and Thrust it into my hands,
“When fﬁe,/ érouy/ﬁf me Hamsun, ke was Ao/d/'/;y a 57‘raflye little & a4
amsun’s journal
book! trere!” | read a passage: A Frisoner of lce canno? cross a  provided vital

dooN/a// unless a lire has been drawn across its threshold with the Mformation about
the creatures.

blood of someone /0055essed . -~ :
& dones oo N Sal & sdubos b b8k =
store allows you fo serd the [ usm Fulyrmdgur priv il (P rait ymmphypr e dl
a 2 Lnsumtnwd‘-.a e A m ol venlibew) pessr =i, '»,._..»
Frisoner of lce back info The B ] Py FP RO
‘ : m'ArLL.'J Teairss e Ty fq‘ e home Pl e valt & ‘
void This stone /5 called The e e s Zvd drwd vrn b bl | L e i it S o

s alfrs s sagn -y bo s Phuma Bavas ansd o du Js I

shran w'td cunfrawl pesrs =inian, Ssad dedin b b ;
SRR | eI B
Ia flas Phasis Ko arok sv¥ni s o ,'""""""‘“ ' :

& Nora !‘w-,-.;.. Q..‘-I '.,.—'—
wn L e M Vet ot ol IS A v

Nuar Stone . . ." Beside The
marked passage. Was The p/'c-
Ture of a #lve-sided figure: a j&
pem‘aymm

51/40’5/1// The nurse burst in
From 7he /ﬂffﬂdf,’ 5creamm,7 and
C‘/‘,’//Iﬁ. She ;/aﬂced over her
shoulder and fled The office. /
ran info The /'/;ﬂ'f//lar// and
discovered what had Terri-
Hed her:

A Frisoner loomed over
QU/'JC// who Tried de5per—
afe// 7o craw/ away.
5#0(/7‘/'ﬂy~ “The stone!

I had to find out
The stone tehind The /nap/ Betore | could move, The creafure what had terrified

Nurse Trent.

devoured him. As The monster furned to me, / knelt 70/61/// and
used the blood From the doctors vial To draw 7he pe//faymm as /
remembered it From flamsun'’s book. As the creature 5feppec/ /nto
The r”/'yure. 1T became fra/aped
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I was too late to

help Quincy, But | didh'T #now how /0//57 The 5pe// would hold tThe creature. /
but Hamsun's  yaced out of The /II/'//‘MO/‘// and 57‘(}0;54 n 7he doctors office op///
possessed blood long enough fo grab a hypodernic needle from s dest. Then /

bought me
some time.  /ushed 1o Sears’s office. The fr/'f seemed To Take Forever
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n Searss office, | went d/’fecf/// 7o The /aflgeﬂ‘ nap, 1he one
/d admired when ! Frst arrived | marked the /005/'7‘/2;// of The base
W1h The needle, and the map ro Tated /'szﬁd//'ﬂy a secret shelt

/ found a secret fe/)orf on The shelf, but ! didh Tt waste any 7ime
fead/'ﬂy /7. For There, on 7he shelf above I7, was The Minar Store.
This must have Leen The stone 621//'/15// Was faV/'ﬂy avoutl!/ y/‘dﬁéﬁd
The re,aorf and he rock and ran as fast as / could fo The //lﬁ/’/”d/‘/{

The Frisoner was wm‘ﬁﬂ'y for me, 57‘qu//'ﬂ’7 n the pen 1a-
gram. ! lifted the M nar Stone and arcs of power swWarmed around

I found what |
needed behind
the big map in
Sears’ office.
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The stone did
the trick and I
sent the creature
back to hell.

With new orders, |
bid farewell to

Edwards Base.

7he monster It screamed its U//eaffﬁ/// scream and vanished, /
ﬁolﬁed. into hell.

Betore /eaV/'//y 7he /'/lﬁ'mar/{ / p/'c,é.ed up 7he papers poor Qz//bc‘//
had 0’/‘0ﬁ0€d When the creature atiacked

Later, /| Talked with Dr. Trevor fie told me Sears had vanished
without a frace. But 7he secret r.e/aoff /d found i his office
of/"y/'//afed at The Schless Adler Nazi base in The Antarctic,
Sears, IT seems, was our Traitor.
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We had all ////LS/’Udyed 620/'/70/4 e had been in Ve57‘/(’707‘/'/1y since he
arrived at 7he base, and he d discovered all of it before The rest
of us. The doctor wished me lick, and / went fo send 1he Schloss
Adler /'eporf n 70 te decoded A few hours later / heard From my
5upef/'of5.~

“C’oﬂymf(//aﬁoﬂs E/fd/f. The coded documents enabled us 7o
recover the frail of a certaln Tohn Farker This man /s an e)gpg/"f
V/i /Ildy/'f /‘/'y/ﬁ 75 and an old friend of Hamsuns. In a le tter addressed
70 B/b‘f// Hamsun, Farker mentions a book from The L/bmr// at
Buenos Aires, reterence number OTR2832.

Find Farker or he book!"



“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”




BUENOS AIRES

1674 of ?fdﬂuar//, [937

ITh a /Jm‘ on he back and new orders from W05ﬁ/'lly 7on.
/ laac,éed a My and 71//'6‘//// Tied up loose ends at
Edvards Base. | bid tarewell To my old friend Driscoll,
and my ney Friend Dr. Trevor. Because of his research on flamsun s
blood, Trevor more Than anyone else knew what was at stake—and
what / was up aya/'/zﬁf. #is face was solemn as he offered a heart-

telt “ﬁzoao’ luck.” ] was able 7o hitch a ride on a cargo p/a/ze re furn-
/ﬂy To The South American mainland that very o’a/< The é/’y—ée/-
lied alrcraft fouched down a few hours later, and / found mlfﬁe/f /n
The ﬁfyeﬂ Tine 00/0/'7‘0/

The L/bmr///'// Buenos Alres

The C/ﬁapye from winter in 7he Falklands fo 7he fmla/'ca/ climate
of a é(/ﬁf//'lly Buenos Alres was a bit of a shock, but | couldh't
wait fo acclimate. / yraééed a faxi at the 0/'/pof7‘ and headed
57‘/‘0/;/57‘ for The L/Zﬁmf/a

/7 Was a mayﬂ/'r”/'ceﬁf old A(//Mﬂy, WTh I15 Wide, square columns
and 7/055 dome—a 5/7/&M/H gxamp/é of ear/// 5/00ﬂ/'5ﬁ architecture.
At The Front entrance, / /005560' an ornate fountain and a pa/'r of
local sfreet musicians, f/ﬁoz/yﬁ one of Them seemed a 4t well-
dressed for his occgpaﬁom

lnside, The main /oﬁﬁ// Was more like a museum Than a //bmr//.
= fdfﬂdf/’ c/af/'//y back 1o ea/'/// lnca and //a/m clvilizations crowd-

<



Prisoner of Ice: The Official Strategy Guide

[ passed some street musicians, but one of them didn't look right.
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ed the room. All those artitacts and /7/10(785 of old yod5 ym‘ﬁemd
From dead civilizations gave 7he room a foreéod/ﬂy afmospﬁe/‘e.

In The middle of The room, / noticed a fﬂ/‘f/(‘l//d/‘/,’ 577/%/'03 dis-
/0/0// /Dedéﬁfﬂ/, oéy/'ou5/// de5/ylled 70 hold The center /pf'ece of This
exhitit. But / found it tf/l%?‘/’ and / wondered W/ﬁ/f.

/ als0 noficed some fA/’ﬂy else: One of 1he sireet musicians was
5ﬁadoW/'ﬂy me. fie had Followed me into The ./_oézﬁ,/ and was ff}//’ﬂy
70 look like a /007‘/'0//. But e ,éepf mow’ny back and forth between
7he same fTwo statues, and / mayﬁ Alm lg/aﬂc/ﬂy my way several
Times. So / Walked 5f/'a/"7H up 7o him. fe was very cool and
fe/'yﬂed an /'Mé///‘f/ 7o 5/950! fﬂy//'sﬁ. But there was some fﬁ/’ﬂy
about his accent . . .

/ didh't waste much fime with him. | was There fo look at a book
Tohn Farker had mentioned in his letter fo 5/’07# Hamsun. So /
5/00£e 7o The recep Tlonis7, who courfeous/}/ answered all my ques-
7ions In /ﬁem///// accented but clear fﬂyl/sﬁ. / mentioned the ezzp;‘/f
/aec/esfa/. and he e)90/a/'/lec/ That The L/Zmr// had been robbed o////
//effem’a}{ A stone disc of y/‘éd?‘ value, which had been d/ﬁp/a//ed
There, Was Taken he said

But when | asked To see The book reference number
OTR2832, he became U/D/Dreﬁeﬂj/'v.e. 772 /ﬂ/'spfoﬂowced my name,
Then asked me 7o 5/0.4// i1 for him. But he r”/'/ia//// la/bled up 1he
pﬁoﬂe and called the L/bmr//'f curator, a Seifior Hbfye.

Sehorita Parker Is here also.” While he spoke into The
/Dﬁolle. he never ook his efes off me. “V.er// well / will send Them
over.” e Au”y up and looked at me mfefz/////. Then he said:
“The curafor of The L/'zﬁmr// /5 57‘1/0’}//'ﬂy a number of cﬁala Ters
from The book jou are interested in. e invites you 7o /b/’ﬂ hlim
n his office.”
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Farkers Dauyﬁ 7er

/ Thanked him and headed for The curafors office. S fdﬂd/liy é/f 7he
dbor Was a very attractive jourg womar dressed as fﬁoayﬁ she had
/2/57‘ come n from A/%/’/iy /n 7he mountains. (Trufh be fold / wasn't
used to 55&/’#{7 a woman /n pa//fs.) She looked worried as / 57‘0ppzd
70 5;@01 7o her: frer name, she sald was Diane Farker and she
7old me she was Tokn Farkers daay/ﬁ fer.
“//// father used to work here, " she exfa/a/'/zga,’ but he has dis-
appzmﬁd and an exhipit From the collection has been stolen! /
am worried."

What luck to find / Told her ! was There fo #ind her father and she offered o

Frais etecs help. We shook hands and entered he curator’s office.
daughter right

there in the lobby!

The Curator

The curators office was Wige and ﬁ/’yﬁ 65/7/7/,760,’ W/7h p//.e:? oF
an f/’71/,25 and curios in every corner. A /30,78 fapeﬁff// ﬂédf/// cov-
ered one wall /1 a’ep/’m‘ed The Co#ya/ﬁadom' arrival i South
America The label on The wall read: “The /1//,'7/# of Sadress.”
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Ofher arfifacts From fhe 5;00/5A 00071/557‘ littered The room:
armor, helme s, lances, and swords. There were books as well and
a rear wall of stone Cd/‘V/ﬂﬁf.

Near the center of The room a smal é/éydﬂf man sat at an an 7‘/'71/.e
Table /O/Yed Wth Looks and papers A Tal man 5f0//d/'ﬂﬁ rext fo a
carved lectern near fhe 7‘90657‘/// Watched us silen 7‘//4 The man at he
Table gree fed us in /aerfemf unaccented f//y//'sxﬁ and invited us 7o
come . 11 féco;ﬂ/'zed Diane, who smiled and qapmmﬁed his dest.

‘Fello, %r;e, " she sard Do you have any rews of my father?"

“(///r”o/'fwmfe/// not, " he sard But p/a/'ﬂ-c/o Thes FO//C&/M” have
Leen v/m‘cﬁ/'//y 7he L/Zmr// all mof///’ﬂy. " Then he Turned to me. /
noficed that there was some f/ﬁ/’ﬂy 57‘f0/1§7e about his efes “W/ﬁ/f 7
you Wish To look up reterence OTR28327°"

OTR2832 I5 a /17055W0/’d r/yﬁ 17"/ sald

“E/l'yﬁ. / am P/‘éfﬂ/‘éd 7o answer all four 70:257‘/2)/15, /?//0//. ’

Firs?, / wanfed fo know what 7his /f///57‘er/'ou5 book was about.
%/ye 7old me i1 was an ancient work, the last copy lefT in The
world /V/'yue/. as he ldentified the man 57"dﬂd/‘lly rear the fapes—
fr/{ Was ﬁa/a?'ﬂy 1T that very moment. 112 went on 7o el me about
The /myém‘ Farker had been Wof,é/'ﬂy on before he d/’fa/)fea/‘ed

Jorge, the curator,
and Diane were
old friends. He had
a lot to say about
Parker’s work.
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Jorge's assistant,
Miguel, read a
story that took us
to a different time
and place.
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‘e had been focw/'ﬂﬁ all his efforts on 57‘ud///'/;y The solar disc
That was stolen from us //effeffddf/. The po//'af 51/5/aec7‘/$/m of hav-
/ﬂy commi/Tted the Thef7, but /0.4/50//0////, J 57‘rmy/// adoubt 1. / have
Anown Mr. Farker for a /orlg Time. The disc was at his 07;70050/ !
rather Think he has hidden i1 somewhere For a reason / do not /ef
Anow.” Then he Turned to he 7all man. “/V/’yue/, resume. your read-
/ﬂg. " He smiled “/ya/ée i1 will eﬂ//’yﬁ fen Mr. /?/0//. ’

As /V/'yue/ ﬁéydﬂ 70 read / was 7‘/‘0/75/00f7‘ed 70 a different time
and p/aca
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A 57‘/‘0@@ Tale

A /oﬂy 7ime ago, under 7he re/'yﬂ of Xiclitchli The /1///”0705 lived
Y/ peace /n Tlhanace, until the da// The tair-haired man a/alaea/‘ed
e wore a meital mask and confrolled the Fire of The yodﬁ: The
solar disc. fie overthrew the ,é/'ﬂy of The ﬁ/mams and became the
god of gods /V//ﬂ/'/a#ofep, the Rampant Chaos. Thanks fo fhe
solar disc, A’/Ur/afﬁofep Taught the Aymaras fo go back in 7ine
70 7he fe/‘y// of The cfreaf Old Ones, well before the Lirth of man.

“The power of The (fmm‘ Old Ones was mafched o/z/// é// Thelr
m/e/f//. As Their slaves revolfed the cf/‘&d?‘ Ord Ones were out-
fdy&d ée//o//o’ all measure and e//fmp/:ed The rebels within 7he
efernal ice of The South Fole.

“////af/af/ﬁo Tep told fhe Aymaras that he who freed fhe
Frisoners of lce Would become posﬁessed ﬁ/f The 5p/’f/7‘ of Their
masters and be able to recall the zfreaf Old Ones fo earth ée//mo’
The boundaries of time. T/ﬁe// Would have To awalt a tfaverable astra
constellation and utter the accursed fncanfation on a may/'ca/
ﬂ/"g/ﬁf. Thus, what had /orew'ow/// Leen would re furn //ef aya/'//. .

“The Aymaras lived
in peace in
Tihanaco, until the
day the fair-haired
man appeared.’
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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.

#Held at qzm Foint

Migue! finished ard we all stood in silence for a momen. What did it
mean? Who was 74is man fn The metal mask? Who were these Great
Old Ones? Could The Frisoners mentioned in fhe //100050/‘;297‘ Le The
same frozen monsters the Nazis seemed hell-bent on fﬁaw/ﬂy.?

Betore | could ask any of These 70&57‘/’0#5. a man burst info
7he room and leveled an ew]—/ooﬁﬂy Luyaf at us!/ /'/mga?'afe/// rec-
oyflized The 'streei musician " who had shadowed me in The L/bmr//’s
main /obéf 00// This Time when he 5po,ée 7o The L/Zfaf//'f curator,
s accent was C‘/éd/‘/// gema/;.
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77‘/’;42 me the solar disc. Schuelll”

Uofye Was 71//7‘.4 cool for a man with The business end of a /0/'5—
fol 57‘0//'/157 him I The face. ”(/ﬂfoffumfe//{ dear sir," he sald Tt
Was stolen from us //eﬁfem’a//"

His answer oﬂ/// nturiated the gunmar, “Verdamm?! No ﬂ/M}/
business! The disc!”

7he fece/aﬁbﬂ/‘sf chose that very moment To infervene. A
brave but Foolish man, he came To The doaru/cr// and shouted at the
gunmar, Sefor! This office Is not open 7o 7he /aué//c/ " The
scoundrel shot him where he stood and he fell backward into The
main /oéé//. The gunman Turned o Ubfyzz and smiled

“Where is the solar disc? / am not in 7he mood For jokes therr
Doktor, as fou can see. !

%rye smiled back. 7 see no fé/’ﬂy, dear sir: / am blind. "

Blind? That .exp/a/'//ed The curafors 57‘mﬂye mannerisms and
The odd look of his epes /1 als0 e)90/0/'//ed W// he needed ///'yz/e/ 7o
read fo him. /1 did not, however, show me how / was ,70/’/7 70 ;ef us
out of This mess!

Do/ape/ya“ﬂyer
Yet, /'/rlfaosﬁlb///, 7" did yef us out of our frouble. For at that very
nstan?, a man—my dgzﬂe—appz ared C‘d/‘/‘/’/ﬂy an enormous sho 7‘700-
like Weapon. e materialized behind Forye and fired a beam of
energy at the gunmar. Our 007‘0570”/'57‘ //'fefa//// froze before he
could ,7” off a shot, and Then d/b/’ﬂfeymfed Lefore our epes /
Turned to ny advuble. e looked at me and said “There are 57‘m/1ye
aeons where even death can die.” Then he winked, Turned fo fuce
The wall of stone C‘de//lyﬁ. and vanished,

The exper/émf stunned us all, excepf ror %rye. “The /)o//'az
Wil soon be here, E/m/ ﬂe/f musin't find you here!” He ymz}éea’
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[ couldn't believe
what I was seeing.

a page from OTR2832 and held it out To me. “Take i1 /1 will be
useful fo fou ¥ 5//PP55/ The page /nto my /700667? Hide here, both
of you. Santa V/'/‘yell. ﬁz/rr///" 70/‘53 Touched a hidden switch and a
section of The stone wall behind his dest shid away. Diane and /
crawled inside.

From our AM'//; p/ace, We heard The po//ae burst info %fye 5
office. ’/’ﬁe/f /'m/ed/'afe/// asked about “The men and The woman who
came In here a minute ago, 50 We knew f/ﬁe// must have been watch-
/'ﬂlg The p/aae, as Vorye had sald But the blind curator would
answer none of thelr 71/557‘/’0//5 T/ﬁe// emﬂfw///f 700k 70/‘57(2 and
/V/'yue/ away for 70557‘/’00/’47 and sealed The L/bmr//. / had no Hlu-
slons about the kind of gzuwﬁoﬂ/‘ny " The TWo men would tace in a
South American /'a/Z / vowed 7o te Wo/‘fé// of Thelr sacrifice.

After f/ﬁe// were gone, Diane and / crawled out of our /W/’//y
p/ace. Diare was very (/pjaf “We re /‘£0//,’ in a mess now!” she sald
“The L/bfaf}/ /5 5(/fe/// ée/’ﬂlg Watched é/f 7he po//'ce. /m yo/'/zy out
7o The ferrace 7o 7‘r// 7o #ind some Trace of my father.” And with
That, she marched out of The office.
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The police took
/ lingered in The office fo go Through papers and examire Jorge and Miguel

away and sealed

oé/'acfﬁ, 7hen followed her into the main /oéé/ and up The stairs e Library.

Toward The Terrace.

7‘1//100(7 7he Stacks

AT The fop of The stairs /| found a semicircular, multi-feveled //bmr//
Flled with row upon 1oy of books Some of The Tomes were ancient; /‘édc///
7o crumble fnto dust: Diane /2/57‘ s100d There i The middle of 14 room.
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After they had gone we came out of
hiding and went straight to the library.

It was unlike any library
[ had ever seen.
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Diane, "/ said 7 f/ﬁoz/ﬁ/ﬁf you were a/fead/ on the ferrace!”

715 1ot as easy as / Thought,” she said ‘We must first #ind a
Way of /‘ﬁdﬁ‘ﬁ/ﬂy The three /edyeﬁ /n 1his room.”

47'/‘607‘/ Another puz zle! V/ﬁ/ did she want 7o yef 7o the fer-
race dﬂ//WI/P

She Told me her father offen came fo work in 745 /a/ace, and
To reach the Terrace above, we would have to find certfain ‘mech-
anisms " that would (7/';(4 us access.

Betore | looked for These ‘mechanisms, "/ scanned The room for
aﬂ//f/ﬁ/'ﬂlg We m/y/ﬁfée able o use. | saw books EVel'//V/ﬁzf/'é —hundreds
of Them, ma,fbe Thousands. Some were stacked /leaf//{ and others
were /0/7&/ C‘d/‘é/e.iﬁ/// /nto y/eaf /550/5 That threatened to col-
/apse at the 5//';/? 7est fouch One small s7ack cauyﬁ my atten-
Tion. Three books were Tucked a/o/iy 7he wall, /’(/57‘ Leside The door-
Way But unlike every ofher volume in 7he room, 7‘/5&// were free of
aust. I fact, / could see mz/dyﬁ and ﬁﬂﬁé/ marks on 1he covers,
as f/ﬁaagﬁ f/ﬁe// Were fre7ueﬂf/// handled. | decided 7%&// m/yﬁ Le
usetul, and without /ooi/‘//y at Them very c/oszz///, / Tucked them
under my arm.

Near 1he Three books, / 5p0 11ed a white cane 5faﬂa7'//y in 7he
corner. 1T must have teen Uérye 5 sfick / ymééec/ /T and Then
Turned my attention fo 7he bookshelves.

Where in a //bmf// Would someone hide The ,ée// 70 a secret pas-
50(7&? /1 had To be hidden among The books, of course. But There
must have been thousands of them! /T could fake me da,s 70 exam-
ine them all! F/ﬂd////, / reasoned that whoever hid The ,éa// 70 This
m,/57‘ef/b1/5 mechanism wouldn' 7 have made it foo difficult 7o yef
70, tecause That person Would have To use it on a féyd/d/‘ bas/s.

S0/ éeya/z 70 search in The area /'/ﬂ/ﬂed/afe/// %005/7‘5 The door:
Sure e/m(/y/ﬁ. almost at once | stumbled upon a book about The
W/‘/’yh‘ Brothers that fr/'ﬁgfgd The zye/ll'ﬂy of a 7‘mp dbor:
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I found a secret
passage behind
the books.

Jorge's cane worked
perfectly to repair
the ladder.

The Second Leve/

We both crawled into The passageway and soon found ourselves on
7he next level / /'mmed/'afe// 5p0 17ed a ladder /e oa?'ﬂy 7o the Third
level but one of The rungs Was m/ésl'ﬂy. oW would / fe/aa/'f /T 50 we
could climb 1//0?

OF course! 27(3/‘57(2 5 white stick! I #it Perf’ecf//f and we moved
7o The next level




Buenos Aires

The Third Level

There were no ladders on The Third level, /’1/57‘ p/7e5 d crumé//'/iy Looks
and old s57atues / searched for some f/ﬁ/’//’g 7hat we could use fo climb
70 The next level but 1 found no 7%/05. S IT Was back To The book
shelves! | searched each shelf in 1he area near The ladder and care-
fu//// examired every Look. | disturbed e//ouyﬁ dust fo é(/f// us both but
affer several minutes / found no hidden levers or switches.

But Then on one of the lower shelves, | noticed an em/af//
space. W/ﬁ/f Would anyone leave a space like That on shelves so
crowded With books? / looked more 6/0512/// at the space and noticed
That not M//’ Was i1 dust free, there were fhree grooves cut into
The shelf—Three grooves #or Three books.

Now / Took @ closer look at The books /d émuyﬁ Wi7h me From
The ymw/d level The authors were 50//500/55. 5/$a,ées/oeare, and
<7oe The. Did These authors have 0////#/5/'”’7 /n common P W/ﬁ/f were fﬁe/f
7‘0,7& Ther? | fried /007‘7‘/'/1; Them info The grooves on The shelt.
T/ﬁe}/ all #it loe/‘fecf//{ but no fﬁ/ﬂﬁ Aap/)aﬂed I pu//ed Them out and

/01/7‘ Them back in a different order Affer some ex/oef/'/mf//faf/‘o/z
/ f/'/m//// stumbled on Tthe historical order that activated a
recessed staircase. As the stairs slid out From the shelf wall /
scrambled up fo The next level with Diane close behind

-:\.", v

The right
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empty space
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The Fourth Level

We had //gaf/// made it fo The 7‘0/a On This level however, | could
#nd no fé/’ﬂ’y 70 éﬁ/p us go é/l'gzba/: / searched the stacks and came
upon a very /ﬂfé/‘é.ff/ﬂy book about Leonardo DaVinci / was fasci-
nated é/f a a’fa»'/'ﬂy The yrem‘ Renalssance man had made of an
elevator device: Diane could M/// com/o/a/'// avout the Mona Lisa—
none of Which yof us any closer fo our yoa/

/ ;’/'//a//// rfound a switch among 7he books near The center of The
shelves. | it The switch but no 7‘/5/'//57 seemed 7o /ﬁap//‘eﬂ. / searched
The stacks aya/‘ﬂ. 50&2/// /d missed some fﬁ/’ﬂy.

Then, off To The far r/y/ﬁf side of The /edye, Lehind Diane and
hidden in shadow, / 5po 11ed a 57‘0/7»/0//.

ra TN

il Wil Ao /bl el ol lrfl\lu
= ’///,\ “"ﬂ - il el 0 [ 2%

é),, e | -«.. O
L8 «'“ iz bl !:l I

.” i\."i;;".«.kii 11 |

On the fourth

level, I fguqd the The FiFth Level

stairs in the

shadows. F/’//a///f We reached the top. Up close like This, The y/‘.eaf ,7/055
dome That covered The L/ﬁfd/‘/ Was mayﬂ/'r”/'ce//f A number of stone
busts were also 07'5/0/0/24 on 7his level (///forﬂ//mfe//{ The dvoor 7o
The Terrace was locked and /'/ﬂpassaé/e.
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/ Turned to Diane. ”W/ﬁ// /5 access 1o The Terrace so comp//'—
cated?"/ couldn't hide The Frustration in my voice. Diane .ex/a/a/'//ed
That it was meant 7o pre Tect certaln works from vandals.

That made sense. And it fold me some 7%/'//5 else, too: I¥ Tohn
Farker had come 1his Way. he did it fo ,éee/a s0me fﬁ/’ﬂy out of 7he
wrong hands.

B/f now, / was Aeco/ﬂ/'ﬂy a seasoned puz z/le master / examired
7he group of busts on 075//0/{ and 71//’0[/// found the one that
qaelled 7he CO//I/Ddff/ﬂélif co//fa/'ﬂ/'ﬂy The /ée,/ 7o fhe ferrace door:

[ quickly found
On 7he Terrace the secret

compartment that
The view from the Terrace Was not a pectacular one. But / was held the key to the

terrace.
50 y/ad 70 Le out of That 0’057*// museum and in some fresh air that e

/ 7‘/70(/7/57‘ /71 Was /lldyﬂ/ﬁ(‘éﬂ?’f

Several /ﬁuye sfatues of «ffeeé or/y/'// crowded the ferrace. /
could see Venus, Wp/’fef. and a discobulus—a re//c/er/ﬂy of' The
classical 0/////p/'c discus Thrower. Diane seemed fasclinated é/ 7he
s5fatues, and | asked her about Them.
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The terrace offered
a magfificent view,
and something
unexpected.
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“Thats 57‘mnye! "she said 1 saw 519ps of These Three statues
on my tathers desk.”

/ ook a closer look at our ﬁfee,é Friends and notficed that the
disc The 0/”/]/P/0ﬂ Was P/‘épd/‘/lly 70 hurl was not cut from the same
stone as the rest of the statue. We had To get a chser ok af
That disc! The o///// Way 70 yz;‘ 7o /1 was fo climé.

Could this be the
solar disc from
Miguel’s story?

/ Tried To climb the discus Thrower d/'recf/% but couldn't yd/ﬂ
/JUfcﬁme aﬂ//wﬁefe on The sitatue. / f/'m//// scrambled up onto 1he
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f/affom of The Venus, and then /’U/ﬂ/ped across fo the M//D/'feﬂ
Diane chided me about ée/'//y afraid of Ae/,'gﬁ 75 as / climbed out
onto W//a/'fef'5 outstrefched arm. / op/// Aofed 7hi5 i/’ﬂy of The 57045
had been d&/'ﬂy hls pasﬁupd

Now !/ was close e/mu;/ﬁ 7o The disc o rea//// see 1. There was no dbubt:
/T Was not paff of The 0/7,'7/'00/ statue. It had 1o be The one From The dis-
p/a// case, The solar disc Diane 5 father was accused of 57‘50//‘017.

Diane called up o me. “Throw i1 7o me, E}/a//./"

/ leaned out as far as / dared and reached for the disc. But
/’1/57‘ as / was avout fo fouch the disc, Diane screamed / looked
up as Three men a/nloeafed on 7he Terrace. Two of Them carried
mackhine quns. The Third was dressed as an officer of the Third
Reich. e smiled at me with arrogant satisfaction

“Wunderbar!”" he said “Coﬂymfz//af/bﬂs on all your acrobaftics, my
57000’ Friend | krew jou were no afo?'mr// Tourist. / had you Followed
siice four arrival in Buenos Alres Uﬂ/m‘(ma/‘e/}/, my assistant,
Harland was not sufficlen 7‘/// cautious. Now, if you Would be kind
eﬂouy/ﬁ 70 hand over The solar disc to my collaborators!”

The gunmen came down 7he s572ps foward us, and | could db not#- ey had the iise

and us, and there

/”f 7o 5 7‘(;0 Thenm. was nothing we
could do about it.




.. 1t had always existed and always
would exist, hidden in distant wastes
and dark places all over the world
until the time when the great priest
Cthulhu, from his dark house in the
mighty city of R’Iyeh 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”




THE NAZI BASE AT
SCHLOSS ADLER

1474 of 27’0#00/’//, [937

d /e /?Z/‘/ﬂdﬂ officer’s ‘collaborators” were not kind as
T 7%2// bound and blindfolded Diane and me. Once fﬁe// had
us r”/‘m// Trussed 7‘/55// dfaﬁeo’ us from the terrace fo
what must have been a rear exit, and shoved us info the Trunk of
an automobile. Tﬁe// drove for what seemed like hours over ﬁ/‘U/b/'/)y
roads and even fua//// dum/pe(/ us like sacks of y24 Tatoes nto The
hold of a cargo /J/a/ze. TM/ ,ée/f us fied up and in he dark for
/zaar/// Three 0’0//5/ / Thanked ﬁod 7%5// ,éepf us foﬁe 7her: Diane
and / v//ﬁ/’ﬁloered em)umyemeﬂfj 7o each other and whenever our
blindtolds would 5//'/0. each would repo/‘f 7o The other what 7‘/55// sa.
In This Way we /ﬂdﬂdy&d 70 Iee/a From 5(/550/@/0(7 70 de5po/'ﬁ

The trip to Schloss
Adler took several
days in which we
nearly succumbed
to despair.

'v:i":I":‘ & ":‘,' j’:‘?"“i "I e I h ’r -w— II_:AA
{ o Py .“%"-‘?“b Fu'r_,a_? b i d
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Lockedin a Cell

)’-7'//0////. on 7he fourth da// of That hellish ff//@ fﬁg}/ removed my
bonds and marched me alone into a cell What blessed relie#! Even
The four gray walls of That uy// cubicle were beautiful 7o my
fﬁ//‘577’ efes

/ Was in The cell for no more than five minuies when / heard a
falap/by on the wall / /}rimzd/'afe// fecay///'zed /1 a5 Morse code!
The pf/’ﬁoﬂer in The next cell was fr///‘/zy 7o communicate With me.
/ listened 1o 7he fapp/'//y and //le/;fa//}/ sorted out the dots and
dashes as The 5/7//0/&/‘ Identiflied himselt It was Frotessor wohn
Farker—1he very man / was 555//’//5./ What bitter //‘0/],’ That /
should f/’/m//// #ind him under these circumsiances.

As The fof/o/'//lg continued, / learned that B/b‘r/z Hamsun s
father, Feter flamsun who had 07’5%0&0/24 back on The ice floes
at fhe start of 7his mission was /'/IIF/‘/:SOMJ here as well,

Scrafch The cell wall . . ." Farker 7‘0/0/0&0,’ Nust falk . . .
//”PO/‘?"U/If. .

/ looked around The cell and noticed some eaf///ﬁ utensils on the
Table: a spoon, mess 710, and a tin fumbler: / collecied them all and
used The spoon 7o d/’y into the base of the cell wall The Naz/
yuarc/ Was /ooi/'//lg fﬁmuy/ﬁ The peep hatch at /‘eyu/ar infervals, so
/ had 1o be careful / éVé/I?‘l/d///’ ma//ayed 7o tbore a small hole
f/ﬁfouyﬁ 7o he next cell The hole was 7‘/'0/4 but /afye eﬂouyﬁ 50
That | could hear Farkers 57‘0/‘//.

Listen 7o me mrer’u//f " Farker sald ‘before fﬁg// come back.”
Aund Then he Told a remarkable tale.
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Farkers S 7‘0/'//

n //a// 1900, / arrived in The small V/Y/Jye of Mlsmouth 7o write a
science article. But there ! discovered an evil cult that was /)/o 7-
7‘/’/1; The refurn fo earth of The 7&207‘ Ord Ones. ﬁa/eifb Comet
Was soon due 7o //'y/ﬁf up 7he heavens. The gfem‘ Old Ones would
cross the thresholds of time and 5(/{72/,707*& 7he human race. In
return, the sorcerer Narackamous and his faithful weuld become
/mmortal

But a few minutes before the comet arrived / /m/m;ad 70
eradicate this evil cult.”

Farker finished his remarkable tale, and / 7(//6‘,?/// moved away
From 1he wall /’(/57‘ as 1he yua/'c/ looked in. A close call!

/ heard more yuafd5 cam///y, shou 77'”57 in The hall way: e 5 in the
cell next fo the American ﬁ/'/‘//" 775(2// could M/// mean Diane! So
she Was here, Too. The 7z/c7m’5 zpe//ed The cell on The ofher side
of mine and fook someone away.

I used the spoon
to signal back.
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“Before the comet

arrived, | “.““mng Farker 5/'5170/ed ayaf'm “You must find a W// oFf esca/J//zy ... Warr
to eradicate the ) 7
evil cult  7he world . .. The Nazis have yofﬁo/d of a mons7rous weapon . . .
/ heard the yuafds return and another cell door ope/z/'/zy. "Raus
Amerikaner! Schnell!” Tﬁe// must have been 7‘01/‘//'7 Diane!
Farker 5/'ymlgd for The last Time: "Diefrich The commander of
Schless Adler, is mad! You are The 0///// Az;ae 1"

Then the yuam’ﬁ came for hlm, Too, and / was alone.
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#Herr Die Trich s Ulfimatum

But ! wasn'7 alone For /OIIy. Within moments a very /'/1//0/‘7‘0//7‘ Vis-
ITor walked into my cell Otersturmfiprer Die frich smiled coo//,/ as
he e//ed me from behind his po//'j/ﬁed monocle. As he 5/01&. The cor-
ner of his mouth twitched ever so 5//,'7A f//{ and his gpes y/eamed
WiTh The lnner //'y/ﬁf of pure /'//50///’7‘/ When he 5/00@. /1 Was as i
/1 were To a close friend

Lieutenant, " ke said “we Anow That fou are WO/‘//ﬂy for The
American Secret Service. We even know That fou re an orfoﬁaﬂ and
That fou owe pour name 70 The metal p/m‘e jou were Wéd/‘/ﬂy at
The time fou were found R-Yan was eﬂymr/ed on /7, /’aP"

s Words Wt me like hard 5/0/05./ How could he know so much
about my éméymum’? /1/// 5(/per/'0r5 Lrev / was an of/p/ﬁa//, but / had
never told anyone about the name 7‘0,7' / wanted fo fear out his
fhroat for such an invasion of my fr/mc,{ but / could 0”//’ stand
There while he continued

“You are 5;0/’//; 7o write and 5’?” g message, which ! shall send
7o Wd5/5/'//y7‘00. You will Tell jour 50,0&//’0/'5 That four /‘/114257‘/?07‘/‘0”

Parker signaled:
“You are our only
hope”
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Obersturmfiihrer
Dietrich welcomed
me to Schloss
Adler with a smile
and a threat.

/5 proczed///y and that fée// need not Worry. Thus fou will aveld any
Further 5(///&///? ror jour Three friends. "

12 fuy;er/ at one of hlis white 57/01/&5 and y/‘/ﬂﬂéd’ /1 Was The
most malevolent 8)90/‘655/}90 / had ever seen. “The yeurg woman will
not hold out for much /oﬂyef, you Anow.”

Diane! Reflex made me step toward Die Trich. / stopped short
when / say The y(/d/‘d’ level his machine gun at my chest. Diefrichs
smile widened, Then 5Udd€ﬂ/// vanished “Ten minutes, " he said Tl
be back in Ten minutes. " Then he turned 5&0///// on the heels of
A5 /00//'5/550' r/'a?'ﬂy L0015 and sfrode out of The cell The yl/d/‘d #ol-
lowed and / was alone aya/'//.
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/ didh't need fen miputes fo make my decision. / wasn't 50/‘/15 70
Write any fﬁOl/’/’ feport whatever ﬁa/p/)e//ed 7o Farker, #Hamsun Sr,
and Diane. That meant / had to yef out of that cell!

/ saw 00/// 7wo Ways out: f/ﬁmuy/ﬁ 7he dvor or fﬁmuy/ﬁ 7he ven-
Tilation duct in 7he 06/7/7/',7. Elther Way. / had 1o distract and then
disable The yuam’ But how was / ﬁ"/”ﬁ 7o db /17

Then / realized DieTrich himself had y/l/é/] me the very mstru-
ment / needed o make my escape. #e d lef1 a sheet of paper and
a pen o The Table. / ymééed The sheet of paper. stuffed it into
The cell’s siik, and Turned on the 7‘0/05. As The sink filled and the
Water ﬁeyaﬂ 7o overflow, / /al'c/ed up The wooden s7vo/ and stood
back from The cell door The 7‘/’/// room was ankle dee/D when the
yuafd'j gpes f//;a//// af/aeafed at The hatch As he rushed in /
swurg 7he stool and knocked him cold Then / y/‘dﬁﬁéd Als shoulders

and pu//ed Alm info a corner This one would be out for a while, bu? My ruse worked,
and the guard

other ﬁuamﬁ could come a/ofzy arl any moment. / had to act fast! Ft ke

hit him.
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IF ] rushed out info the /ﬁa//u'a//, / would probaﬁ/// encounter
another ﬂ/ard And besides, | didn'T know The /0//01/7‘ of The base.
The tact was, / /’(/57‘ didn'7 know where o ge.

On 7he ofher hand like all facilities of i1s kind Schless Adler had
70 have a ventilation 5//57‘&//7. wWhich could p/‘ow'da me With unobserved
access 1o 1he entire base. OF course, | would have 7o craw/ fﬁfouyﬁ
miles of ducts but all fﬁ/ﬂyi considered it was 7he Oﬂ//’ /oy/'ca/ choice.

¥ 71//'0(/// rifled the yuafdlﬁ clothes, found his Ié}’:ﬁ, and closed
and locked The cell dvor: Now / had To reach the vent in The :e/V/'ﬂy.

B}/ a’myy/'//y The Table info The middle of The cell and then
5#051/’//57 7he stool on fop of 11, / /riamyed 70 reach The ope///'ﬂy
70 The vent shaft, but it was covered é/f a 7”7/ That had been
screwed 7‘/"7&7‘/// info 7he af/Y/'//y masonry. ow was / yo/'ﬂlg 70 yef
That damned fﬁ/’//lg aloeﬂ.?

/ c/uy f/ﬁmuyﬁ my pocke 75 and came up With The spoor, Whlch

I reached the P/0ved 70 be a perfect screydriver: o momen?s, / had the gril open

vent in the ceiling gz pu//ed /Il}’5€/f up nto the vent shatt.
and escaped.
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@955;0 i 1he Barracks

Once inside the venfilation shaft, / crawled away From 7he cells as
70/‘:!/// and 71//22 7‘// as / could | soon P055£d The vent fo The
yuards'éafmaéf. / pamfd There for a moment fo listen o Fwo
yuam% fd/,é/'ﬂy nside. //// 72/'//10” Wasn't as 700(/ as It used 7o te,
but/ yof 7he y/’ﬁf of Thelr conversation:

Frst ?Udfd Obersturmflbrer Diefrich is 5/01'//// /05/'/7 hi5 senses.”

Second 7uafd Shut up! e 5 /afoéaé/// yof /ﬂ/'cm/ﬁo//m every-
where!”

Tust then a Third yua/'d entered the room and barked orders
at The Two men “The pr/'jwze/'j have been Taken 7o The laborato-
ry Obersturmfiprer Dietrich is p/'e/aar/'ﬂy a ney e)(/Oer/'/l/e/m You
are fe7z//'red/ Schrelll” And f/ﬁe// all marched out.

A ney “eX/Jef/M//fP"/ didh't ke the sound of That at all / had 7o
#ind That lab! As | scuttied down a different branch of The ventila-
Tion 5//57‘&//7, someone must have discovered he unconscious Warc/ Y/ my
cell and sounded the alarm. Full Alert! The American has e5cape(//
Br/'/zy him back dead or alive! e must not leave Schloss Adler!”

Dietrich’s own
troops thought he
was crazy.
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In The vent shaft, The alert was ears, //'7‘7‘/‘05, ecﬁo/'//y and rever-
éemﬁﬂy f/ﬁfouy/ﬁouf The ductwork. / had ﬁf}O@d for more time. Now
7‘/5/'/7(75 Were more c/eflaemfe Than ever. As / crawled onward, with my
mind mc///y and my ears /‘/77(7///57. / failed to notice the ofae///'//y of a
de5féﬂd7'ﬂy shaft. / 5(/dd£ﬂ/// found M/@f/f fumé//'ﬂy downward

The Lava Cave

Fom//mfe///. The c/e5€£ﬂd/ﬂy vent shaft was 5//,'7ﬁ 7‘/// banked so
when / f/‘/;a//// came To 1he end my /mm?);y Was /‘ouyﬁ, but not fatal
/ had fallen onto a shelf of rock nside a vast cave. /1 was a /uc,é//
f/ﬁ/)/'y The duct work ended where it did- a tew feet Furfher in
elther direction and / would have been 5w//m///y n a lake of bub-
é//‘/;y lava. The red molfen rock Filled The center of 7he cave,

It was a rough

landing, but effecf/'ye/// fmpp/ﬂy me on that P/’ece of rock.
not fatal.

/ 5fo0d 5&0//7// and looked around The heat was almost unbear-
able. It 50pped The lite out of me. #ad / e5mlaed my cell o//// 70
te baked alive? AT The edy& of The rock island | could see a
short, metal é//dye, put it led 0/1/// 70 another 7‘/’/1// /sland. Behind
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me was a stone ym‘e, carved with fr/y/ﬁ feﬂ/'ﬂy /'/mye5 of creatures
and 5////1&0/5 not of this world / ﬂ/ﬂed aya/pjf 1 with all my
57‘feﬂy 74 but / couldn 't move it / cast about For a rock or a stick
That / could use as a lever.

That's when / noticed it: ice. ﬂuye blocks of IT were stacked
around the gdyeﬁ of The 7‘/'”// [sland. At First / couldn 7 believe my
gfes #How could f/ﬁe// /0055/%// ex/st in that heat? Pe/‘ﬁa/w fﬁe//
were /‘ea//// C‘/‘}/5f0/ formations. | foucked one of the blocks and
found It cold and wet, but it offered o relief from the torrid air
/1 was Ice, all r/l'7ﬁ7€ but it exuded the clu fcﬁ/‘/zly cold of The C’/‘}Pf
of fﬁ/ﬂyﬁ /00'7 aead and best fofyo 17en.

f /)eefec/ into 1he block | had tTouched paﬁ /75 c/oz/d// surtace:
what | saw sent me feﬁ//'ﬂy backward fad it not been for the sup-
paﬂ‘ of a /Wft//’fow/// p/aced 570/0,7/”/7‘5, / m/y/ﬁf have 5fe/7peo' off
info fhe lava For inside, Ffrozen in a deipemfe howl was a cousin
of That creature from 7he crates of the Victoria

The 5p£// That ie/m‘ Those beasts /M,Of/baﬂed must have been
/oawe/'fu/. indeed Yet fo my horror; | observed that even such power
could not hold the monsters forever in an inferno. Threadlike
rivule s of Water frickled down The face of The block. No puo’d/ej
formed because The water empofm‘ed 7he instant it fouched the
5@0/0#/’@ rock #oor.

/ had o yef out of that P/ace. DieTrich had to be 5foffed/
Pe/'ﬁap5 / could wrench The 57‘0/aym/7‘e Free and use It as a lever
on the door / lgm.ééed The faﬂy of rock and Pu//ec/ on /7, hard
hstead of C‘O/ﬂ/'ﬂy lose, i1 moved like a switch and The carved yafe
slid back.

lnside The ,707‘& / found 7wo Myz /'e wels: an ame 7%//57‘ and a n/é//.
both The size of baseballs. Affer co//ecﬁ/zy Them | continued
5&0/'55/’//;. / found no f/ﬁ/ﬂy else lnside and no passage out, s0 /
Turned cauf/'a(/ﬁ/// 7o The bf/'dye.
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The Face ir 1he Lava Lake

As/ 57‘efped out onto That short catwalk, 7he heat from The lava
pene Tratfed the soles of my boots /T was like Wa/,é//iy baretoot
acress kot coals! / 57‘5,0/% 70/'://// and //7/5 7‘/}/ 7o The ofher side.

The ofher Island was a s7one mn//'//y of an enormous face. /
examined the CO/‘V/'ﬂy mre/u/// #or hidden switches or levers. But
/ found no 7‘/&/’//;. Then / noticed some 7%/'//’7 about the .e//eﬁocie 75
TM// Were emp 7‘// and 5urpr/5/ﬂ§7/// clean, as fﬁouyﬁ 7‘/5@/ had
rece//'f/// contalned some fﬁ/ﬂy. / examined the cavities c/o5e/// and
realized the /éewg/s Ae/opyea’ There. Which /Eewe/ AT which efe. how-
everl / could not fell because both were iden 7‘/‘60//// cut: What would
Aafa/aeﬂ Vil fep/aced Them? What would Aa,ape// 7 fep/aced Them
mcorrectly?

In The end too hot 7o worry about 7he COnsEquences, / /’1/57‘
’70555ed Luck was on my slde aya/'ﬂ, #or as soon as 1he /wae/5 were
/n p/aaf, The ‘mouth” of The stone face zyeﬂed / could see green-
/5h //;N nside the secret door, which gave me 1o comtort. But
W/Th no ofher apf/'o/iﬁ / entered

More Frozen Frisoners

///57‘0#7‘//4 / Was 7‘mn5/00f7‘.ed To The ofher side of The lava lake—
a f/‘(//” exﬁ/lamf/'ﬂy ex,oer/ence! But my exhllaration foded 71//’:[//
as / realized | was no nearer to freedom than / had been. More
Frozen Frisoners and 5/01/7‘7‘12”‘0? lava surrounded me. At he end
of a corridor made of Hat stores, a wall of boulders held the
molten rock at ﬁd//.

/ climbed 7o a A/yﬁé/‘ level of The crmé////y Foor. There, on the
remains of a set of old rail fracks, stood an abandoned Ill/'ll/'ﬂy car.
The Tracks led To a 7all iron dvor, far 7oo ﬁem/// for me To move.
But more /'///p&ffa//f///, The Tracks ran undger the door. Someho,
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With the jewels in place a secret door opened and I was transported across the cave.
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That cart had come in fﬁfoz/yxﬁ That door, and / was determined 7o
#ind a way o send if—and me—back out.

/ Threw my We/yﬁf Uya/'ﬂjf The cart, but it wouldn 'féudye. 7he
wheels were iced over and frozen like The monsters around me.

The cart wouldn't s 22 art 7 found @ miner’s bar / gratted the bar and tried

budge, but the

miner's bar might 70 use /7 a5 a lever on The cart, with no luck.
be useful.

That's when / noticed one of 7he blocks of ice had been moved
aloan‘ from The ofhers. | could see The frozen /a//e/‘j had been
lﬂé/ﬁﬂy. /1 Wouldn 7 be /o//'g Lefore This egg hatched! | had to f/’ﬁz—
ure out a way 7o melt the ice on that /7//'///'//5 cart, fast!
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A Narrow E scape

/ looked around and noticed that one of the Flat stones near the
entrance to the corridor was loose. Lava wWas fr/'c,é//'/;y /0057‘ /1 and
several ofher stones. This section of The room was lower Than The
section where The Tracks and the /ﬂ/’///‘//y car sfvod s0 / fook a
chance and knocked the stone loose With the bar free/ﬁy 7he lava
To flow info The lower end of The chamber:

/ /’U/ﬂ/o.ed 7(//'01/// out of The Way as 7he hot rock covered the
lower section. As soon as i1 was a’eep e//ouy/ﬁ, 4 d//b/oed The miners
bar into he lava. The bar absorbed The heat 70/‘@(///, 50 / used my
sleeve To hold i1, As soon as the bar was red hot, / a/op//éd /1 7o
The carts frozen wheels. The ice fell away almost /'/17/71507’07‘@///.

The hot lava and
miner’s bar
loosened the cart,
but I barely
escaped the thawed
Prisoner.
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Now 7he cart was Free, but o my horrol; 50 Was The Frisoner! f1e
5(/(/4@#/// shed his /'C// shroud stood Upf/yﬁ, and howled, / shoved des-
/Je/‘m‘e/// at the cart, and it moved! It didh T roll #ar but The action
ff/ﬁemd a mechanism That caused the lron door fo slide oper.

As The Frisoner /Uﬂy:fd for me with its 0’40‘0’/// Tentacle, /
sprang Toward The dvor and fﬁ/‘ouyﬁ. /’(/57‘ ée//o/;d Ifs grazp.

The Ventilation Room

B&//oﬁd 7he fron door was a /a/ye ventilation room. Three fans ;70/’//—
/z/'//y art ﬁ/’yﬁ 5Peed5 blocked The W// back mifo the bases duct
5//5f£/ll. The Frisoner was Aow//'ﬂy /‘/y/ﬁf behind me, so0 / wasted no

7ime. / /'a/med The miners bar into the /0/‘,7:2/' of The Three #ans
[ seemed to be

going right back to 5/{0/&% /0057‘ The stalled blades, and scrambled down 7he shaft.

where [ started.

Die Trich 5 Labora 7‘0/‘//

50;‘22/// back i the ventilation 5//57‘8/}1, / continued 7o look #For
DieTrichs lab. Soon, | came upon aro ther yr/ﬂ Be//oﬂc/ /7. /1 could
see a re/mr,éaé/// advanced electronics research /aéomfo/'// sUr-
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rounded é// a ézm‘//pg de‘fO/‘/’ of some Aind In The center of The
lab, Twin yeﬂél‘dﬁl‘f seemed 7o have cap fured a seven-foot column
of cmaé//'ﬂy energy.

Tust ée//oﬂc/ That cmci///zy column, Farker, Diane, and 1he elder
Hamsun s7ood 0/1505/7// under the watchtul efes of Three ﬁeawlff
armed y(lﬂ/‘dj

f/ﬁe// Would have 57‘epped 7‘/5/’00;» The /mr/or door! One of The men
was Diefrich all y/’/'//'ﬂ/ﬂy malevolence: the ofher was a bizarre
character with /My hatll, a pa/’p Ted tace, and 57‘m//ye clothes.

Die frich y/ov/.enfd over his cap Tives. Absolufe power /s WiThin
my ymﬁp! " he raved /'ﬂc//'mf/'ﬂy his 57‘Mﬂ,7e com/aa///'oﬂ. Soorn,
Narackamous will reveal fo me That which must not be #nown.”

Narackamous! The Hgh priest of the Cthulku cult! Tohn FParker
had ymp/)/ed WiTh him /zedf/// 30 fears age But f/ﬁouyﬁ Farker was
noy a white-haired old man, 74/5 sorcerer looked 7o be foung and 5#0//7./

From inside the
vent shaft, I could
see the other
captives.




];QZ:K Prisoner of Ice: The Official Strategy Guide

From my hiding
place I could see
Dietrich had
joined forces with
the evil sorcerer
Narackamous!

Die Trich 5(/dd£ﬂ/// called his ;amﬁ 7o fefch someone named von
Ebernacht. “The Time has come!” he bellowed “//}/ hordes must &now
7he ruthless power That is now mine!”

As we awaited The yuafds'fe furn, DieTrich /aaced back and
frth in front of his Three 00/07‘/'1/55, /‘am'//,y like a madman. “The
lords will soon rule over the earth!” he roared 7 have seen The
Future, Himmel! The ?'fédf Old Ones are at the ym‘ef of Time!
Tﬁe// are v/a/'ﬁﬂy for a 5/1»20% man 7o y/'m Them The 16//5 To 7his
earth! Once the stone that pro fects 1he Necronomicon /s mine, and
The evil book ﬁé/O//yﬁ 7o me, / shall be that man!”
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Miss /Vo//// Revealed

The '700/'0’5 feap/oeafed With a Tall ﬁemaﬂ officer. As fﬁe//
dmﬁed Alm up 7o The 57‘&/)5 rear 7he energy column and held him
Lefore Diefrich | was siruck A}/ A5 pmud éeaf/'/iy.

S0, Wiss Nolly?" Diefrich said griming croedly “‘What Final
message would you like To send to The Edwards Base before you
die P"

So This was The British o/oe/‘af/;/e Who had sent The Fim! How
had Die Trich learned his iden 7‘/'7‘//?

Tﬁouy/ﬁ 7he man was about to die, he looked DieTrich in The efe
and called him a madman. 7 p/f// fou barbatian,” ke said And the
y(ld/‘dﬁ shoved him into The energy column.

Vor Eternacht s refusal fo bow down seemed to drive Die Trich
c/ge/?ef info his madness. f1e whirled on his own yuam& and ordered
Them 7o yef out. 7 don't need you any more, " he screamed
Ultimate man will f.e/a/ace /oz/./ Schrel!”

[ couldn't stop the
madman from
executing “Miss
Molly”
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Dietrich s Frisoner

The f(/d/‘(/ﬁ Fled and Diefrich ralsed his arms, and uttered an
icantation fhat sent a chil through me: KAA NAANA FTAHNY
CTHULAU!"

i nergy arced across the Obersturmfibrers Aoc/// and coalesced
in The air a few feet before him. The Wf/?‘ﬁ///y ball of //'y/ﬁf gave

- way fo a bud of inkuman Flesh that quickly bloomed into a howling

summoned a

prisoner to do his ~ monster Without a word the sorcerer Narackamous 57‘%0&0’ /nto
dirty work.
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The energy column and d/ba/aloeafed Betore Dietrich followed he
Turned o his mpﬁt/eﬁ Farewell miserable creatures!” he shout-
ed ‘Savor The few minuies you have left 1o live! Schloss Adler
shall be your grave 1" And then he vanished

/ had no fime fo lese and no fime fo Think. The Frisoner was
OO'VOﬂC/'/Iﬁ on my Friends! | kicked the yf/?/ away and /’U/nfed out of
The vent fo 7he /aéomfor// Foor. The Frisoner saw me and howled
his Thirst for human blood—/ fﬁoz/yﬁ / sensed a /Jaff/'a//ar /oﬂy/'//y
for mine! /V//UC‘(//OUﬁ//{ / 57l had The pages 70/‘57@, 7he curafor of
7he L/bmr// in Buenos Ailres, had y/V&/} me. As The creature
closed In on me, / read the incantation that / f/ﬁouyﬁ Would 0’557‘/0//
/7. But / must have read it Wrong. hstead of deﬁffo///'ﬂ’y 7he crea-
Ture, i1 5/'/71/0/// /oam///zed /1, and / was drawn info 7he energy column
and ff0ﬂ5/00ff£d 7o another world

I stopped the
Prisoner, 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




SCHLOSS ADLER
BASE

/77h of U’a//(/a/‘/{ 2037

a///'//y. o Fa///'ﬂy. .. Fulled deap mito the vortex . ..
F P/Uﬂy/'ﬂy be//oﬂd //'y/?f and dark . . . Tendrils of energy

re- v/eaw'ﬂy me ... 5#&0/71//‘///0(7 my éod//. Lo my f/ﬁouyﬁﬁ
... a #l5h now In The stream of Time . .. No. The siream itself . . .
Now, The Tendrils . . . re-Weavitg agail . . . re-weaving the old pat-
Tern . .. he old //'yﬁ and dark . . . The old . . .

The S ffa//ye Laéomfor//

. me!

/ stumbled out of the energy column, weak-£need and disoriented
but none the worse for the fr{a Then / remembered: the creature!
/7 was about fo attack! But as / leoked around / could see / was
alone. | found llllfﬁé’// n an ulfra-modern /aéomfo/‘// Flled with
5#0//5& machines and contrivances, the purposes of which I could
o//'// /'/r/ay/'//g. But all was silen?, as fﬁauy/ﬁ Vi //’V/'ﬂy fﬁ/’/}g had ever
Leen There.

Yet someone had built These devices, and some 7%/’//; about the
/o/oce seemed familiar: The central ye/;emfom That held The ener-
qr column were identical To The ones in Diefrich s lab. As / scanned
#or ofher reference po/// 75/ 5/ov///f realized / was still at Schloss
Adler! It was the same /a/oae. //ef different.

L (0%
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[ appeared in an
ultra-modern
laboratory, but it
was deserted.

/ understood V/'rfua//// o fﬁ/‘ﬂy here, no machine or instrument. /
Walked over fo a console 57‘aﬂd/'//5; aya/'/iﬁf The far wall The
screens and conifrols were uﬁer/// fofe/’yﬂ 70 me, The oﬂ//f fﬁ/ﬂy /
nfcoyﬂ/zed Was a chair S0 | did The one f/ﬁ/’ﬂy / kuew / could db in
7hl5 5/'/'0//y£ /a/ace: / sat down.

The moment my backside Wit The chair, //'yﬁ Flled The console 5
central screen. | must have fr/'ﬁe/'ed some Aind of confrol mech-
anism when / sat down. / had assumed The device To e a f/fé of
radar scope, but the Three-dimensional ap/aaf/ﬁbﬂ Letore me was
unlike any radar 5/('700/ /d ever seen! A l7/5057‘.? No, as The /'/Mye
came Info focus, It ya/'ﬂed V/i 50//5/’7‘,4 The face was so real in fact,
tor a moment / fﬁouyﬁ?‘ / Was no /oﬂlger alone.

ln dress and beaf/'//y, he was c/ear/// a /ﬂ/]/'fdf// mar, f/ﬁauyﬁ / did
not remy//'/'ze The uniform. 115 hair was fair and c/o.se—crz}a/aed And
There was some f/ﬁ/‘ﬂy avout his epes—some 7‘/3/'//57 haun 7‘/’//,7/// famlliar:

Then, 7o my utter shock, 7he appaf/ﬁoﬂ 5,001%2 70 me. “/7’/ name
/5 floward P/ﬁ/]/{aﬁ Farker, " it said ‘and This is 7he 57‘0/‘// of The
end of Auma///'f//. !
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Howard Farkers S 7‘0/'//

n 1937 my tather, Tohn Farker, e5mped
from the Schloss Adler /00/0/' base,
Thanks To The m,@fer/bw Intervention
of a certair Ryan No one believed
his 57‘0/’/ of The Frisoners of Ice.
12 507‘ married and / was bors,
/’(/57‘ Letore The world p/(/ﬂyea’

lnfo chaos. “My name is Howard Phillips
Parker, and this is the story of
the end of humanity”

e T

In Parker’s world,
the Great Old
Ones returned.
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11 was then That my father decided to /’mpm‘ all his kno w/edye
7o me. | became a 5/&0/‘0//57‘ in The ///fﬁ of Cthulhu, and / inher-
/Ted a /My/'m/ s7one mpaﬁ/g of In Vo,é/'/lgz The Necronomicon.

n 1989, follo W/'//y Tofal chaos, | headed a group of survivers and
entered the ruins of Schloss Adler, /530/’/;; 7o find The secret of
The Frisoners of lce. [ invented a Weapon mpaé/e of 60/1//'057 70
yr//'m Wth The monsters: the Free ze-dﬂd-De57‘f0/4 But There

“There were too ~ Were 700 many of The creatures, so0 / made C‘OP/Z;‘ of The solar disc

many of the my tather had found and dbpafcﬁed my son, Yan, info 7he /0057f
creatures, so |

dispatched my son
into the past.”

acco/n/aaﬂ/éd é/f Lieutenant Shelfton.
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7 had p/aced a steel /0/07‘& W/7h my son 5 name on /1 around his
neck: Farker, Yan. A Frisoner of lce attacked Yan and Shelfton
dur/'ﬂy 7he Transter, but o///// succeeded in gé 7‘7‘/”,7 away Wth a
/a/'ece of Yan's p/m‘e.

" anyone 5e¢5 7his message, Then my sor Yan has arrived sate
and sound in London with Shelftor and ﬁumaﬂ/'f// can still be saved”

//// True lden 7‘/’7‘//

As The /'/mye taded, | 51ood and stumbled back. Could what / sus-
pected be True? If it was, Then what | had seen and heard at that g:rgsl S‘:g'r‘fyc
instrument console was a '7A(957‘ affer all Could I affoi-la

not to?

/ Took another 57‘570 back and my heel struck a loose p/'ece of
metal on The toor near 7he energy column. / 57‘00/050’ 70 look af T,
/1 was The #irst half of a name fay. / could sTill make out The le7-
fers: PA-R-K-E.

With 5/50(/’/1; hands | wWithdrew The fraymem‘ of meital / wore,
a/vm/j around my reck. A7 The orpﬁamyz where / grew up. 7‘/5&//
Told me i1 had been found in The basket in which /d been lefT. It
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Was The source of my nanme. The /afge, eﬂymmd ‘R " followed ﬁ/
The hand-scratched Y-A-N. 1d looked at it a million Times. won-
a’er/'/zy what it meant and who had puf [T in The baskeT with me. /
set It on The Floor next fo he ofher /)/éce, /15 ofher halt. And
5uddeﬂ///, / Was a different man.

| st_umbled upon
a piece of broken / didn't know whether fo cry or jump for oy /d fraveled a hur-

metal, and my )
life was changed ~ @7€d ears into The future and found The ghost of my father; and

forever. w74 Aim, my True /df//f/’f/{ Tﬁouyﬁ / still didn't understand this
/D/daf or 1his time, / vowed fo learn all / could and return o 7he
Time in which / had grown up, 50 / could comp/e 7e The mission my
father had set betore me.

The Freezer Cannon

/ scanned the room care;“u//// oW, yﬂ?‘ﬁéf/ﬂy up p/ézaes of what / was
sure Was some Alnd of Weapor: a barrel a rifle butt, a midde sec-
Tron, and Two ﬂ/’fmy.eﬂ mn‘r/dyej But no matter how/ 7ried / 5/'0%///
couldn' Tt divine how To assemble Them—iF 0555/;).&/// Was even looﬁﬁlﬁle,



Schloss Adler Base @

/ looked mfefa//// at 1he next insfrument console, but none of
The buttons / pwﬁed drid a////fﬁ//;y. Then on The console, / saw 7he
second f/f/'ﬂﬁ / fecoyﬂ/'zed in 7his /o/ace.- a .ém‘fe/‘//. One slot in The
console seemed about The f/'y/h‘ size, s0 / inserfed the éaﬁer//
and Tried 7he /aryejf button 0;0/’0. This Time, 7he 5//572/71 came
7o life and showed me on 7he d/’ga/a// screen how each element of
my fathers Free ze-aﬂo’-Desfro// cannon #t foye Ther I short
order | assembled and loaded The Weapon.

Once I found the
battery, the
computer showed
me how to
assemble Parker’s
freeze cannon.

. ¥ E -

o e ey

o my ——— - iemo e,

5 T L e ] e oy i
- e

= |

When /4 searched the lab betore, 1d noticed a cabinet in a cor-
ner blocked by a huge. inmovatle store. What a perfect fest for
The Free ze-aﬂd-Dew‘m// / 5fo0d at a safe distance and fired the
Weapon at the rock It Froze " and shattered /'057‘0”7‘/// /nfo dust.

Now | was free to search the cabinet lnside | found a stone and
one of 1he cop/éﬁ my father had made of The solar disc. / collected
both of These and used The disc on The energy column—what / now
understood to be a solar yafeu'a//— o return o the Nazi lab ard
The very moment /d lefT i7.
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Inside the cabinet,
I found the stone
and my father's
copy of the solar
disc.

[ returned to 1937
through the solar
gate and faced the

monster again.

Return 701937

Az f zmeryed From the solar ym‘eufa}c / could see £V£/‘//7‘ﬁ/'//y Was
exacf/// as /d left /f—a//foffumfe//f. The Frisoner was 07"7‘06‘1/'/7
The others, ho v///‘//; In i15 blood lust. But my sudden re gppearance
distfracted the monster /My eﬂouy/ﬁ for me 7o 77'/’ 7he lncantation
0570/'//. This Time | must have ﬁoffe// v /‘/'yﬁt for the Frisoner
57‘opped pam///zed, While | remained #ree fo exp/a/n To 7he ofhers
what had /ﬁa/a/ae//éa’
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/ didn't burden them with The deitails of my /aef5om/ revelation
n 2037 7/ 5/'//1/7/// 3)90/0/'/1@4 That f/ﬁe// could escape The creature
and the Nazis f/ﬁmuy/ﬁ 7he solar ym‘avm/ /d P/‘oym/med The disc
70 send Them all 507’5/// 70 EdWards Base. 779&;/ were reluctant at
Alrst, but in The end 7‘/5&// Trusted me. What choice did fﬁe/ have ?

D/d//é—/ll/’ Aunt D/’aﬂa—/o/eaded W/th me Tto come with Thenm,
but / had ofher chores fo attfend fo. She and famsun f/'/;a////
entered the yafm/a// and d/'j%aea/:ed

Tohn Farker pm/sed at The ﬁamm// and fook hold of my arm
The ordeal had weakened the old man, but his y/‘{ﬁ Was st 57‘/‘0/17.
772 wyed me fo find Dietrich and Narackamous and 57‘0/ Them
betore fﬁe// could celebrate the rite That would é/‘/ﬂy he qum‘
Old Ones back to earth

Then he warned me fo beware the /Jamabxe5 of fime. " Diane
had Told him about my a’op/ae/go"ﬂyef at The L/bmr// /n Buenos
Alres, and 1 now understood what had ﬁappemd Then he smiled
what / now Took 7To be a yfaﬂdfaﬁer/}/ smile, and pa55.ec/ f/ﬁrouyﬁ
The solar ym‘e»'a/z

/ followed them into The column of energy. but to different des-
Tinations. Bertore / pursued The madmen o Msmouth / had some
business in South America

Professor Parker
warned, “Beware
the paradoxes of
time."
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“There are strange
acons where even
death may die”

The Faradoxes of Time

{ e/r/erlgea’ From The solar ym‘eu'a// n Vorye 5 office several da//j
earlier. / almost /auy/ﬁed as / saw my /Df/b/‘ self's 5U/P/‘/5£d expres-
sion. But the situation was foo serious for /ouyﬁeﬁ Dietrich s
henchman was momen 7‘0#7// stunned ﬁ,/ The 5/‘557‘ of a second /?//aﬁ,
Which gave me /’(/57‘ e/m(/y/ﬁ Time 7o blast him with The fFree Z/'ﬂy
cannon. / felt no remorse as fhe killer shattered o dust. But when
/ sav The recep Tionis1 /’//ﬂy n 1he doofwa/f / regre 11ed ferr/Z/// not
com///ﬁ a tew minuies soonel:

As / Turned 7o go. my once cryp Tic comment seemed /aerfecf//f

a,a,aro,ar/'afe. There were, indeed, 57‘/‘0”y£ eons where even death
may dle.







Ph-nglui mglw'nafh Cthulhu
R'Iyeh wgah'nagl fhtagn.

(In his house at R 'lyeh dead
Cthulhu waits dreaming.)

— from a ritual chant of the worshippers of Cthulhu




ILLSMOUTH

1874 of (7’0//(/0/‘//, 1937

G

uided é// The solar disc, / was fmmpoffec/ 7o a domed

hall of stone, The enfrance fo which was blocked é/ an

lron /00/'7‘0(////'5, 3. fmﬂye runes covered the #oor of the

clrcular chamber, but The rest of The room Was emp?y. except for I pulled the ring
and a stele rose

a large ring mounted on 7he wall behind me. ot of e
chamber floor.
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The group of
stones set in the
stele was clearly a
puzzle of some
kind.

/ pa//ec/ on 7he /'/'ﬂy and a C////'ﬂdf/'m/ 57ele rose out of The floor
With the dull sound of stone /ﬂm//'//y aya/ﬁf stone. The short,
57(/07‘ /0/7/0/‘ Was covered with more runes and infricate m/'V/'ﬂyﬁ. it
looked for all The world like an altar

Set foﬁe Ther 0/0/15 one side of The stele were é/yﬁf eﬂymmd
sfones. Four /'éf/‘éﬁefﬂfcfd The elements of water, air, fire, and ice:
four were carved in the likenesses of CThulhu, /V//ar/afﬁo 7‘5/0,
Dﬂy&ﬂ. and a Frisoner:

When | found that / could move and rearrange The stones any
Way / liked, | knew /'/mgo?'afa/// 7hi5 was a puz zle Ie//, fﬁouyﬁ 70
what / didh T now. / moved the stones around mpdom/// at first, but
Then hit upon a po55/b/e /007‘7‘5/'0, mai‘m/'ﬂy each monster with /7s

proper element.

The Necronomicon

As / slid the last stone o p/aaz. a book of vjae//s U/Dlﬁédf‘rfd Y/
7he center of the stele. Pound in ﬁemf/{ carved leather, and held
W1h a yo/d 6‘/05/0, /1 looked anclient. A stone, very much like the
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Stone of Muar /d found in 6’0/97‘0/'/7 Sears 5 office back at Edwards
Base, Was mounted on 7he f(p half of The cover The bottom half
Was bare, With a hollow where some 7%/'/1? had once been. In that hol-
low, / /7/0020’ The stone /d émuyﬁ back with me from The future.

Looking closely at
the book, I found
a hollow in the
cover where a stone
should be.

lnstan 7‘///, 7he book rose from The siele, v/mppad mn /ﬂ/ﬁﬁc ener-
g/és. Arcs of power Flled The chamber and cracked /OUd//{ When
The book fell back, a Two-handed ceremonial sword af)/%’d/‘éd in my
hands, and The legendary Necronomicon replaced he fome.

5P’” 75 Awate

As / watched in astonishment; Fwo ’7/5057‘/// 5ﬁap£5 materialized
and hovered in The center of The chamber. / reco;///'zed /'lrl/nea?'afe///
one as The sorcerer Narackamous. / didn't #now The ofher:
hstirctively, / struck at Narackamous with the sword But all /
did Was cause him To 5;50!. At last,” he salid “The 7'/‘607‘ Old Ones
are about 7o re(ga/'// Thelr Throne and rule until fhe end of fime. Once
/ have intoned The incantation N 'g‘ﬁ/i,? FFF CTHULAHU For The Third
Time, Cthulbu shall re furn and a race of lords shall rule over manking!”
Then he vanished
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The book was
tranformed and
two spirits
appeared.

The other ,75057‘ had The air of a British lord and | found it less
/ﬂé/]ﬂé‘//]ﬁ Than 7he vile sorcerer Nevertheless, | reacted as before
and sfruck at it with the sword ﬁya///, my action on/// caused the
5//’/‘/7‘ 70 ;pmé. But his words were much more C‘O/ll/bff/'/ly Than The
sorcerers had teen. “The stone circle can 0/1/// Le a’eiffo//ed "he
sald 7F i1 /5 sent back into The ab//ss of Time foye Ther with 7he
solar disc. To féﬂ//ﬁf Cthullu, 1T will Then be necessary 70 entice
7he man with he mefal mask into the force feld”

Aund Then he, oo, vanished

! didh't #now what The stone circle was . or who The man in 7he
metal mask /p/’yﬁ Le, but | would watch for them and /d be read//
when f/ﬁe// o/’o/oeafed

Now / grabbed The Necronomicon and tucked it under my arm. As
/ lifted The book up off The altar, The porm///b slid up info The
stone above it With my sword at The ready, / lef1 The domed hall

The Traitor Revealed

n the next chamber /| found mpe/f 57‘aﬂc//'ﬂy at 1he gdye of a river
of /m/aﬁ 7ha What an exp/os/b// 7hat velatile /2//'&2 would make should a
match ever find its Wd// here! An unreliable —/oo,é/'//y rowboat was moored
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at a makeshift dock. Since | saw no ofher Way out, / l/'(/@aec/ info 7he
boat, sword stil in hand and drifted with the river’s currents

! 70/’:1/// came upon ano Ther boat é/oci/'//y my way. And 57‘aﬂd/‘ﬂy
in 7he center of That (/////}ée/// craft, sword in hand was The very
last person o earth / ex,aecfed 70 see. "Dielrich krew jou were
stubborn,” 6’0/07‘0/‘/1 Sears sald as his boat fleated nearer “fe
7‘/50(/,7/57‘ / //7/7/57‘ #ind fou here.”

When Sears disqppeared from Edvards Base, / had Thought he
/ﬂ/'ﬁﬁf se up 7o some f/ﬁ/’ﬂy. Now / knew how Dietrich had learned The
Iden 7‘/’7‘/ of Miss //o////, how The Frisoner had g0 T7en loose To wreak
havoc at Edwards Base, and V/A/ Sears had been so keen To end
c?pemﬁoll Folaris. f1e had been the Traitor all 0/00,7.

“You /éé/Df yeur cards close fo your chest from The éey/'/m/ﬂy,
Sears, "/ said

"U//;forfw/ofe///. The game /s over for you. Yan. "

With those words, he lunged and | barely dodged a fatal blow
Our swords rang in The chamber, and we bo7h 5#{/W/ed 70 ,ége/) our
balance in 7he unstable boats.

[ left the chamber

and came upon a
river of naphtha.
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Sears was an

excellent
swordsman,

so I had to keep
him talking.

As we fwyﬁf. my mind raced tte had called me Yan! But how

could he knoy my real rame ? Who was This man?
5 IF In answer 7o my 71/&57‘/’005, he Aeyaﬂ 7o Taunt me, claim-

/ﬂy 70 te my fathers best friend cﬁ/'a?'ﬂlg me aboui Tokn Farkers
/yﬂomme of my True Iden 7‘/7‘//, Aoaﬁf/ﬂy That Diefrich and
Narackamous were a/fead// ce/eémf/'ﬂy 7he ceremony That would
éf/'ﬂy Clhulhu back o earih.

“P/'a// 7o your §0d one last fime, Yan, " he sneered

Sears Was 5#0@7 and fast, and a more ex/aef/'e/;cec/ sWordsman
Than / was. / didn'7 £now how /o//y / could ieep Aim from ﬁ'///bﬁl'/zy me
off And his faunts 57‘1///y almost as .éad/// as kis blade. But / had
70 Ieep Alm fa&/’ﬂ; until 1 found a Way 7o defeat him As it Turned
out, he was ﬁapp/ 7o 7ell me ZVE/'//fﬁ/'/Iy.

Searss S 7‘0/‘//

o C‘ﬁd/]yﬁd laen 7‘/'7‘// sixteen years age. / was Lieutenant Shelffon,
d/’fpa?‘cﬁed W/7h you nto the /0057‘ b// yeur father This /bum.e// n
fime has made me realize the power oF The ?fem‘ Old Ones!
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He told me the rest of the story.
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n London, / abandboned you in The care of a charitable institu-
tion: The Brothers of The New World And | devoted myself fo
W0/‘5ﬁ/ff/'lly The g‘rem‘ Old Ones.

"Die Trich contacted me in 1925 and infroduced me to a secret
s0cle 7‘// /ﬂ/ﬁdﬁlly C'lhulbulan rites. One of The members was a 5/0/'r—
ITualis? wiTh a/;mz/'//lg powers. This 5/9/'//’7‘{/0//’57‘, mpaﬁ/@ of sWay-
/'/;57 The masses, became a p@opef in he hands of the sect. s
mission was /II&/‘&/,/ The FArst 57‘aﬁe m a monstrous /0/0//:
£57‘aé//’5ﬁ/'ﬂy Total chaos and lore/aaf/'//y #or the refurn to earth of
7he szeaf Ord Ones.”

While Sears was ranting and fumig. / noticed His boat had
drifted under a chandelier Aaﬂy/'//y From 7he ce/7/'/1y and held é/f a
rope secured to the wall bebind me. /d need more than my share of
luck 7o /0(/// 1T off, but if | didh 't fr/f s0me 7‘/5/’/7. /1 Was op/// a mat-
Ter of Time before he cut me down.

Sears f/’m/// Flnished his 57‘or// and, satisfled /ore/wed 7o
deliver the death blow. 7 shall do what / should have done 30 jears
ago upon my arrival in London!” he declared

River of Fire

The instant Sears liffed his sword / sWung my blade and cut 7he
rope. The chandelier came Cf05ﬁ/'ﬂy down, Iﬂoci/‘//y Alm off his feet
and 5/'//!/'ﬂy Ais boat: As The little rowboat sank, The chandeliers
éum/'/zy candles fouched the volatile river and an enormous exp/o-
slon rocked the chamber:

Forfwzafg//a The blast threw me from my boat onto a /a//a’/'/zy
near the champers daofv/a/ / could see The door was locked but
even If It had been oper, / couldn T have reached it: The r”/am///y
river blocked my way. The fire 5/0read mp/U/// and turned the cham-
ter info an interno. / had fo eo‘m/ae/ But how?
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I cut the rope and stopped Sears, but I nearly killed myself in the process.
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On 7he wall é// The /afid/'ﬂy, / noticed three carved masks. ln des-
loemﬁoﬂ, / smashed one of them With The sword Sand /aoz/fed out
of The shattered face in blessed gou 75, ;"/7//'//y 7he ﬁl/f///ﬂy Trench
That 5epamfed me from fhe dvor:

But / still had to find a way 7o open That door!

/ 70/‘61/// cast about The /am?'/;y #or a hidden ,ée// or mechanism.
As / did | stumbled over an unstable r’/aﬁ57‘0//e. / examined The
sfone more care/u////, and 572/0/760' down on i1 With all my We/yﬁ /7
sank nto the ymzmd and ff/ﬁgmd 7he O/D(Zﬂl'ﬂy of The dvor.

£5m/08 /0// across the sand and f/ﬁmz/yﬁ 7he /'005760’ /’0W5 of an
enormous stull, This, / could see, was no C‘d/‘V/'//y./ ﬁfem‘ cracked

The sand ~ Aorns and faﬁgd Tusks 5/7read out from 7he stull like The rays of
smothered the perverted sun. The smell of decay fssued from The gapping mouth

flames and the

flagstone opened  / Aurried past The faﬂyed /‘0»/5 and fﬁfouy/ﬁ 7he open c/oo/‘rf/a/
the gate.

ThHe Stone Clrcle

¥ e/ﬂeryed From The sorcerers cave onto a hill above a dark /a/a/;(z.
The 5!// Was black, cﬁum/'//y. and close. The alr was Aem/// With The
smell of furned earth and old graves. Below, a 57‘ra//ye gray //’yﬁf
radiated from a circle of obelisks—stone p///a/‘ﬁ efched with
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ancient runes. /1/7/0@7 The stones | found Die frich and Narackamous
af/éémf/ﬂy 7he rifes of The cult of The waz‘ Oid Ones. The sor-
cerers epes y/owed red as he 5/0,&2 7he accursed incantation:
“FT:‘//W?# 7 CTHULAU IAEEE!"

From a hill above a
dark plane I could
see they were
already performing
the vile rites.
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Dietrich fell to his
knees and howled
at the sky through

a steel mask.

He Was The First of The Two To see me. f1e looked 50/}0//5£d
as/ 57‘4/,0&0’ out from behind an obelisk and into The circle of gray
light. When he saw the sacramental sword / carried | detected a
Mnt of fear in his ,7/0»'/'05 gpes ‘We must intone an incantation
ayo/'ﬂsf This infruder!” ke shouted #e 5/)0(& aya/’p 7he loathsome
passage. cxﬁary/'//y The air with evil power.

70 pro fect /rz//ﬁe/rf / brandished the sword and fe/ae//ed The curse.

Furious, Narackamous called on Die frich To come o his aid The
mad Nazi raised his arms and uttered the curse. Once 0'70/'0 / used
The sword to sWeep aside his attack The sorcerer Threw me a
Third incantation, and for a third and last fime, / fé/Dé//éd T With
The sword As The 5/8// Was d/bpemed 7he /My/'c blade vanished
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A foy aescended on the circle of stones, and DieTrich fell 7o
A5 knees, 5&907‘/’”5 at The 5(// and /auy/ﬁf//ﬁ mad//{ 7 have returned
from The future!” fe clawed The skin from his face and howled in
/90/’/1. Look at my ney teatures! Look at The features of he who shall
open he qm‘e for //01/./ "A mast of steel/ afolaeared over his face.

/ Threw the Necronomicon onto the central monolith When
Diefrich say The book, he began screaming. “The Necronomicon!
The Necronomicon!” He Threw himself on The book and clutfched it
70 hi5 chest. Then a whirlwind of mist sucked him and 7he ancient
fome info The Turbulent 51/4

I threw the
Necronomicon
and dark forces
descended on
the plane.
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Narackamous screamed as a fentacle broke fﬁfoz/y/ﬁ 7he ;m(md
at his feef, W/'U/J/Jéd /Tself around him, and a?‘aﬁed The sorcerer
info he nethervorld The otelisks, Too, slid info The earth with a
fumé//'//y 5/’y/ﬁ. / Was left 57‘aﬂc//'//5/ alone on 7he p/a//'e—éz/f M/}/ ror
a momen?. As the First rays of 5(/#//?/&7‘ Lroke fﬁmuy/ﬁ The dark-
1ess, | dematerialized

EdWards Pase, 2074 of Faﬂwr//...T/ﬁe Survivorof Time

/ rematerialized inside a closet at Edwards Base. The room had
Leen built on an anclent solar ym‘ewg/f Tohn Farker and Diane were
There, sate, and Wd/'/'/ﬂy for me. But ny Tale of ancient evil does
Lwould find  po7 end in The warm embrace of The fa/p//// / had never £nown. For the

little peace in : ; ; ;
e bl s Words /d heard read aloud From an ancient fext in a 57‘/‘0//;5 L/émr/

family Thad o7 @ 70/)(/0/‘/’ da// In 193 7 Would haunt my ﬂ/‘y/ﬁ 75 for decades To come:
never known.

“The ﬁ/mams lved in peace n Tihanace, unfil 7he da// 7he
tair-haired man a,oloecrfed e wore a meial mask and conifrolled the
flire of The yadﬁ. e overthrew The ,é/'ﬂy of The 7‘1///710/‘05 and
became the yod of yodﬁ :
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"Thus, what had previously been
would return again.”
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THE RUN-THROUGH

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 burnin’ 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 E} Timed
sequences—those sets of action you must perform quick-
ly before Ryan is killed or caught—are marked with D

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).
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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.
D Follow Lloyd to the Hold.

The Hold

D Ryan talks to Jones; Jones dies.

-Lloyd goes to the cargo bay door. A tentacle drags him
inside. Ryan locks the door.

D -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

D -A Prisoner breaks out of the Hold; the door smashes
into Wayne.

-Use the tape recorder on Ryan; the chant will destroy
the Prisoner.

E) ‘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.
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The Control Room

-Talk to Driscoll about:
Stanley.

-Driscoll gives Ryan a walkie-talKkie.
‘Return to Engine Room.

The Engine Room
-Use the walkie-talkie.

E} ‘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 corner 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.
‘Turn 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.

D -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.
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‘Take the sheet of paper. (If Quincy comes in before
you get the paper, you’ll have to come back later.)

D ‘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).

D ‘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.
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The Guard Room

-Talk to guards about:
Infirmary
“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.

b *Quickly hide in the dark corner 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.

E} -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.

E} -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.
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-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
D ‘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.

D -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!)

ﬁ} ‘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

D ‘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

D -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.

E} ‘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.
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‘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.

D ‘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.

E} -Nazis appear and capture you. (Don’t worry. This is
supposed to happen.)
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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.

D -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.

E} -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.)

D -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.

D -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.
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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
D ‘Ryan emerges from the teleporter.

b ‘The Prisoner attacks.
-Use the page from the Library on Ryan.
‘The Prisoner stops. (It won’t be destroyed.)

‘Talk to Parker.

D ‘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.

D -Use the cannon on the gunman before he shoots you.
(Be quick!)

E} ‘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.
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‘Talk to Sears about:
Howard Parker
John Parker
The Great Old Ones.

(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.

D -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!)
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STRATEGIES/ TIPS

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.
If 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.
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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 Remarkson...

... 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.



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
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$19.95
$19.95
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$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 NMore 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 S

fighting to eliminate the worldwide threat of the Prisoner of Ice, a hideous life B .-

¢ form capable of gruesome carnage; but be forewarned... Hitler considers the 7‘
..... Prisoner of Ice a strategic weapon, and you must solve the mystery before the Nazis. s

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!
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