














HINTS.
Turland’s Puzzle

1. What information do you get from Turland about today’s challenge?

2. You will need to WEIGH the bananas. Do you have what you need in your
inventory?

3. Record the weight of the bananas. How many bunches are being shipped?
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HINTS —=

The Maze Secrets

1. TALK to Proud Peter to get valuable hints about the location of the maze clues.
Record all the information you gather. Don’t forget the guard.

2. Make a complete map of the maze. Note the places where you run into trouble.
Record the data you collect in the maze.

3. Record the location of the two “true” clues, because you will probably have to
leave and come back.
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HINTS.

Zandar's Puzzle
1. What measuring tool do you find when you visit Maria?
\What does Maria want in exchange?

Use OFFER TO MARIA.
Use INV (to check your inventory).

2. When you visit Furlot, the fire builder, use the commands MEASURE and
COUNIT. Record the information you get here.

3. Use the circle below to estimate the diameter of Zandar's fire circle. Follow
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STORY NOTES

Gaylord’s Puzzle

Colonel Gaylord is an important resource in your quest for the secret stone. Like
others, he is not free with his help. He also tends to be very impatient, so be fully
prepared when you seek his assistance.

Talk to the animals, because they like to gossip about Col. Gaylord. You will have
to explore all parts of the land before you will be prepared to take advantage of
Col. Gaylord’s connections.

Record the data you collect about Gaylord’s requirements for being prepared.

Gorf’'s Puzzle
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STORY NOTES

Turland’s Puzzle

Turland has a thriving banana business. Llamas carry shipments of bananas to a far-
away port, and Turland is good at estimating the number of days that each
shipment will take. He loves to challenge others to make these same calculations.

If Turland gives you the chance, check out all the details of the problem, and then
give him your estimate. If your estimate is close, he will share a secret with you.

1. Record all the information you have about Turland’s puzzle.

2. What information do you need? Record data as you collect it.
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STORY NOTES

Zandar's Puzzle

Zandar, the archer, is making plans for a big festival with many people from around
her land. She is planning a special ceremony in which speeches will be given from a
special magic fire circle. She will ask for help with the construction of this circle. If
you help her, she will give you information.

After learning about Zandar’s puzzle, you will need a certain object in your
inventory before you can get all the necessary data. Use LOOK and OFFER to get
the object. Then explore the area near Zandar and try the commands MEASURE
and COUNT. You can solve Zandar’s problem with a little sketch; tricky math is not
necessary.

1. Record the problem here. Include all the information you have.
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STORY NOTES

Wella’'s Puzzle

Wella and his llama are in business with Maria. They harvest reeds from the river,
bundle them, and take them to Armando. Whenever Wella gets to the rickety old
bridge, he stops in confusion. Since the length of the reeds is different each time,
he is always uncertain about their weight and about how many bundles the llama
can carry across without the bridge breaking.

You can help Wella for a reward, but you will need to collect several pieces of
information. Remember the command ASK, and be sure to visit the bridge before
giving Wella your answer.

1. Record the problem. Include all the information you have.
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Getting Started

Moving Around

Explore! Move to new rooms (each location with a picture is called a room) by
looking at the possible exits and typing a direction command: N (north), E (east),
S (south), W (west), U (up), or D (down).

Make a map as you explore. This will make it easier for you to get around quickly.
After you have learned your way around, you can enter multiple commands all at
one time. For example, you could type: N.E.E.N.E. The program will move
automatically to the next five rooms. If there is animation in a room, you will have
to press RETURN.

If you make a mistake while typing, you can easily correct it. Move the cursor to
the right of the letter and press CTRL-D. On the Apple lle and lic you can use the
DELETE key in the same way.

On Your Search

Here is a list of some of the useful verb commands:
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In Search of the Secret Stone

In this adventure, you set out on an expedition to find the secret stone, a rare gem
of great scientific value. You parachute into an unknown land. As you descend your
backpack breaks loose, scattering your equipment. You are relieved to see that
your water bottle is safe, as you land on the rim of an old volcano. The stone is
reported to be somewhere in this area, but where?

Your first task is to make a map of the area. A good map will help you move around
quickly as you search for the stone. While mapping, make notes about the location
of anything that seems important. As you get to know the people and animals at
each location, many of them can help you in your search.

You will soon discover that the water level in your bottle is going down. You will
need to locate a supply of safe water. By talking to characters near the volcano
rim, you can get helpful information about safe water.

Once you have a map and know the location of safe water (there are several
shortcuts to this water), explore each location carefully. LOOK at each location,
TALK to the people and animals, and LOOK at objects. As you find items that might
be useful, TAKE them with you. You may run into trouble and even lose some
items, but you can usually recover them by looking around carefully.

In Search of the Secret Stone ©1986 Creative Publications
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ASK TAKE
GO COUNT
LOOK MEASURE
OFFER TALK
PUT INV (for Inventory)

Use these verbs (except OFFER, ASK, and INV) in two-word combinations with
noun names of objects or characters that you find in the rooms. For example, GO
CAVE or LOOK HUT. Sometimes you can use commands with more than two
words, such as, GO TO CAVE or TALK TO GAYLORD. Try lots of commands.

When you type INV (for Inventory), you will get a list of the objects you are
carrying currently.

LOOK is a useful command to use while exploring. You can LOOK when you first
enter a room. Then you can LOOK at different objects in the room, such as trees or
reeds. For example, you could type LOOK REEDS.

TALK is another useful command. Animals TALK as well as people in this adventure!
For example, you could type TALK TO PETER or TALK PETER.

In Search of the Secret Stone ©1986 Creative Publications
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6. What command do you use if you are trying to get information about the maze
from the guard?

7. What command do you use if you want to give Maria the belt you found?

8. What do you type to see a list of the objects you are carrying?

9. Write the command that you use to see the written information that has scrolled
out of the text window.

10. Write the command that you use to return to the picture screen from the text
screen.

In Search of the Secret Stone ©1986 Creative Publications
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The Treasure Hunt

There is hidden treasure in the land of the secret stone, and a special tool is
needed to get the treasure. There are two crazy hermits in this adventure. They are
brothers and are both very fond of numbers. One of the hermits can help you
locate the tool. Get the tool and the maze secrets and you will be ready to uncover
the treasure.

Record the data you collect as you search for the treasure.

In Search of the Secret Stone ©1986 Creative Publications
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A Visit with Tor

Tor is a craggy old fellow who loves living among the leaves. He is very wary of
strangers, but he will be helpful if you know a secret. You will need something in
your inventory before you can reach Tor. Bargain well to get it. Be sure to LOOK at
everything that Tor has.

Record all the information you get from your visit to Tor.

In Search of the Secret Stone ©1986 Creative Publications
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fellow is fascinated by numbers! Be sure you understand all his terms when he
gives you a puzzle to solve. When you reach Gorf, you will be close to the end of

your journey.
1. Record the information you get from Gorf about his puzzle.

2. Record the data you collect in Gorf’s caves.

In Search of the Secret Stone ©1986 Creative Publications
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A. How many
magic rocks?

B. How big are
the rocks?

C. Where is the
diameter?

D. How many rocks should be used

for s of the circle?
Draw in these rocks.

E. Use the size of your rocks to
figure the diameter.

f

happens?

Ry

4. To answer the problem, TALK to Zandar again. Were you right or wrong? What

In Search of the Secret Stone ©1986 Creative Publications
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. What do you need in your inventory in order to get the clues? Leave the maze
and look for someone who knows about plants and primes. TALK to this person
and ASK questions.

. What do you find out about flowers?

. What are the two “true” clues?

In Search of the Secret Stone ©1986 Creative Publications
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4. You will need to know how many llamas are assigned to the journey and
something else about llamas. Use the TALK and ASK commands to get
information from the nearby herdsman. Record your data.

5. If you are successful, you get something from Turland. What is it?

In Search of the Secret Stone ©1986 Creative Publications
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Samara’s Puzzie: On the Island

1. Record the information you get from Samara about her problem.

2. Use MEASURE to get additional information.

3. Look for Tanya and use the commands TALK and ASK. Record the information
you collect.

4. You can make a diagram or use a simple math formula to solve this problem.
Samara hates to have things too large and she has a terrible temper, so be
cautious!

In Search of the Secret Stone ©1986 Creative Publications
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Explorer’s Notebook
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Information/Clues/Conversations
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Danger/Special Notes
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LOOK
TALK
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