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INTRODUCTION 

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

Thls hint book should give you all the 
answers you need to successfully complete 
your adventure. In addition, you should 
find the maps clear and very easy to follow. 

For. more information about our hint 
servlce, software, posters, save disks and 
more consult our moot recent catalog. Aloo, 
it contains all of the pricing, including 
the quontlty discounts. 

Thanks, 

Kyle 

Copyrir,ht©l904 Witt's End Assoc. 
All Rights Reserved. No part of this 
booklet may be reproduced by any means, 
electronic or mechanical, without permission 
ih writing from Witt's End Assoc. 

HOW TO USE THIS BOOKLET 

As we advertised, this hint book is 
laid out in such a way that you get the 
clues you need and no unwanted answers. 
Therefore~ many answers are encoded, as 
well as several hidden questions. 

We have tried to make the unencoded 
questions as general as possible, but 
only you can ensure that the book is used 
properly. That means no translating 
answers randomly and nC>looking at the 
back of the book untiY-you have complet
ed the game. 

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

Please decode only one hint at a 
time. We ·feel that you can get ~he most 
out of your adventure by discovering 
things for yourself. The hints should be 
used only when you are completely baffled 
by the situation. 

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

To help ensure secrecy for the por
tions of the game as yet unexplored by 
the player, Witts' End provides a code 
quite simple, yet cryptic enough to avoid 
gaining the answers at a glance. Basic
ally, each letter of the alphabet in each 
word is moved one letter to the right. 

Ex. 
KNNJ Tf1lCDQ SGD QTF 
LOOK UNDER THE RUG 

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

10 HOME 
20 VTAB 8: PRINT "ENTER CLUE BELOW:" 
30 ttnz = 1 
40 VTAB 10: HTAB HRZ: GET CHAR.~ 
50 IF CHAR' = CHR$ (3) THEN 180 
60 PRINT CHAR~ 
70 A = ASC(CHAR$) 
80 IF A = 90 THEN A = 64 
90 IF A = 13 THEN 10 
100 IF A~>32 THEN A = A + 1 
110 CHAR$ = CHR3(A) 
120 IF HRZ = 39 THEN PRINT CHR~(7) 
130 VTAB 12: HTAB HRZ 
140 PRINT CHAU .~ 
150 IF HRZ = 40 THEN 30 
160 IIRZ = HRZ + 1 
170 ao•ro 40 
180 llOivlE:END 

Note: Only letters are encoded, numbers 
and symbols remain the same. 
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ABOUT TIIE 1\1 J\P 

'franP.yl vania' s map is divided into two 
occ tiona. They are the Foreot nnd the 
Caatlc. All of the locations a.re shown. 

Ao mentioned in the ~eneral hints sec
t i on the locat i ons in: ,ransylvania twist 
and turn villianouoly. Therefore, the 
map has anFling direction lines. Sbme
timcs enterinr; an area from the r.outh 
meant that you would leave it from the 
co.At etc. Without a map, this gave the 
r:ame an illuflion oi· beinc; larger than 
it actually is. 

Ao for the key, it is printed on 
the second paGe of the map, the Castle. 
It explains everything except for cer
tain roomo like the entrance to the 
h9use and the interior. These are shown 
to be connected when they arc actually 
not. You must enter the house by typ
ing "Go House". 

Als o there are three locations on the 
map which are not labelcd because they 
are secret. They are just numbered one, 
two and three. They are: 

1. Sghr hr sgd rdbqds zmmdw. 

2. Sghr hr sgd l~zod. 

J. Sghr hr sgd zqdz adlo1v f qzsl. 
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GENERAL HINTS 

Transylvania, from Antonio Antiochiu, 
represents a quality effort in c raphico 
brilliance only superseded at thio time, 
by Sherwood Forest. Also, Transylvanin is 
a good adventure with many tough and chal
lenging puzzles. There arc many cute lit
tle additiono to the game which make it 
fun. 

The parser in Transylvania in the · 
standard two word format. It's vor.ab
ulary is average but not that extensive. 
Don't be afraid .to try anythin~ for it 
has a fast save routine. Often, the 
game will surprise you in knowinr: words 
that are relatively obscure. Most of 
the puzzles in Transylvania involve i tern~~ 
so it's best to keep everything you find. 

The dangerous characters ahould be 
avoided until the meano is found to deal 
with them. Cliches do apply in 'l'ransyl
vania. In oth~r wordn, often what is 
obvious will work. Most importantly, 
remember that there is a time limit 
looming over you, so don't waste any 
time. 

Mapping Tran;,ylvania would be diff
icult if a map were not already provided. 
'l'here are not that many locations but 
they do twist around. Hopefully, the map 
supplied is clear enou~h. Ij . you should 
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have quer:tiono, turn to about the Map. 

'l'he plot of Trarn1yl vania is tricky. 
Mnny users commented that they would 
guess what would be used where and when 
?-nd they would invariably be wrong. This 
is the pri~ary problem. 

Transylvania is not explicit about 
wh~ things don't work or do work which 
adds to the difficulty. Users have com
plained about the parser particularly. 
Often people on the ri~ht track were 
thrown off the scent hy using the wrong 
word combination. So, if you think some
thing is right, keep trying. De suspi~ · 

ciouc. 

I. 

1. What ir: the e;oal of Transylvania? 

~. Xntq fnzk hr qdrbtd ·ogd Oqhmbdrr. 
B. Gnvdudq, xnt lzx lcnrd sqzb j ne EJ[;d 

fnzk. 

2. Is the stump important? .. , .. ' .. . 
A. Gzud xnt dwzlhmdc hs? 
B. Hs hr bnudqdc vhsg lnrr. 
C. nnldsghmf hr mddcdc sn blcdzm ho. 
D. Xnt lzx mns gzud chbnudqdc hoxds. 
E. Zqd xnt rstlodc? 
F. Vzqmhmf E bnmozhmr nrrd zmrvdq. 
G. Zbhc eqnl ets chrrnkudr · sgd lnrr. 

3. How do I move the rocks by the cave? 

A. Xnt bzm's. 
B. Xnt bzms dmsdq sgd bzud s~hr vzx. 

4. Who keeps saying "Get out" 

A. Z qntf~ unhbd. 
B. Nauhntrkx, gd vzmsr xnt sn kdzud. 
C. Gd'r mns udqx onkhsd. 

5. Who keep making rustling noincs? 

A. H cnms jmnv. 
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B. Cnm's lcds hs anRr:dq xnt. 
c. Itrs z lhmnq zmvhdsx hmctbdq. 
D. llzld fndr enq sgd fghl bgtbjkd. 

II ow do I kill the werewolf? 

A. Dudq vzsbg vdqdvnke ohbstqdr? 
B. Fzp:khb cndrms ansr;dq ghl. 
c. Svn hsdlr zqd mddcdc. 
D. Xnt mddc z onrshk znc z r~dq 
E. 0r;d. ftm ltrs arl lmzcdc. 
F. Sr:x Rgnns Vdqdunlce. 

7. Where is the pistol? 

A. Ehmc hs xntzrdke. 
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atkH;ds. 

B. Sgd dzfkd vhkk cqno xnt mdzq hs. 
C. Il s • r mns ,r:;hccdm. 
D. lls'r hm s gd zs shb nc S[;d gntrd. 

8 . Whe re is the s ilver bullet? 

A. Knnj hmz okzbd ne cdzs p; . 
D. flln mns hm bdlds zqx hm vzfnm. 
C. Nodm sgd bneehm. 

9. Help, the werewolf keeps killinr, me, 
what can I do? 

A. Sgd vdqdvnke zoodzqr qzmcnllcx . 
B. Xnt ltrs zunhc r;hl. 
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C. Kdzud lmbzshnm zr rnnmzr r;d zood zq r. 
D. Xnt 1 trs ehmc sgd ldzmr rm jhklcr,hl. 

10 •. Uhere in the Witch? 

A. Enqstmzskx r gd' r nts ne fmvm. 
B. Rgd kde s , gdq bzs sn ftzqc aqnnl. 
C. Sqx qhchmf F,dq aqnnl. 

11. How can I satisfy her cat? 

A. Chm' s br;nrr hsr ozsg. 
B. Vg zs en bzs r khjd? 
C. Gnv zant s sgd s~qdd g tmfqx lhbd. 

12. What i s the brooms purpos e? 

A. Hs bzm a d qhccdm. 



I3. Qhchmf h:::: otsr r;nt hm z f:q tld. 
c. ::Jqx r;dzchmJ' sr:cl rhfm. 
D. Xnt kdzqm vr.dm ngd rtm r;hrdr. 

14. What in the r;arlic for? 

A. Sgx dzshmf hs. 
B. Dudq vzshg zmx p;nqqng lnuhdr? 
C. Il s hr trdc hm sgd bzrslcd. 
D. IIs vzqcr nee SGd uzlohqd. 

15. Is the cabin important? 

A. Hs rddlr dlosx. 
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n. ~~tlqd hr zm zmhlzk'r Gdzc nm snd vzkk 
C. Lzxad s~dqd hr z rzed adr;hmc hs. 
D. Gzud ont sqhdc nn lnud hs. 
E. 1Cnt 1 trs sxod "Otkk V1qmr" 

16. Where ia the acid uced? 

A. Uhc xnt sqx sn cqhmj ha. 
13. Sq K ontqhmJ' hA nm se;d fqntmc. 
c. Ilri ltrs acl ontqdc nm rnld sr,hmf'. 
D. n Dnmszhmr P.f.d zmrvdq. 
E. Ontq spd zhhc nm ~rd rstlo. 

17. How do I rcfmrrect the corrse? 
A. Okzx zmnscdq J ' zld~ 

18. What do I do with the ~tutuc? 

A. Hs hr ne z rsqzrnfcl bqclzstqd. 
i . . 
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D. Lzxad s~hr hr rzaqhrn :t. . 
U. Gzud xnt fnssdm Hmrh c d : ~:· d bzud? 
D. Fnssdm sr;qntfg sp:d l.11h,ide cnnq. 
E. Bqxrs zk rop;dq d dwokzll11111 v 1 ~ zs sncn . 
F. Xnt ltrn eqdd sgd bqll:'.:; tq<L 

19. How do I free the creatu r·e? 

A. Nmd mddc r sgd blrnz j zinc t '. hmf. 
B. Vzud sgd qhmf zs rsz:~td. 
c. Htoqhrd xnt knrd sr;d qli111r. 
D. Cnms vnqqx sghr hr cil1 l',r ~ :: oqnbd ctqd. 

20. What is the cross for? 

A. Hs adknmfr hm z bdlcl ~ : zq x:. 
B. Hs bzmad trdk dkrdur:dqd. 
C. Hnldnmd hr qeqzhc ne liqnr!·dr. 
D. Jhkk sgd azlohqd vhnt~ hn. 
E. Sxod rgnv bqnrr. 

21. Who is buried in the g1·ave? 

A. Che xnt qdzc :::;gd 1'qzudn1J1rnd . 
B. Sgd rshmd bnmbd zkr Jnqtl r:gzm xnt 

sghmj. 

22. What is the loaf of bread l'or? 

A. ·,zxad s rd lhbd zqd r:tml 'rp? 
D. Gzud xnt ozqsz jdm nc lw. 
C. Hqtlakd hs. 
D. Hs rdqudr mn otqonra. 



23. Whnt do0f ~ l; l1r> frog want? 

A. Jhrrh111I ." 111 lzx gdko. 
B. nnldnt".11111 r hrn bzrs kd hr gdkoetk. 
c. Gd V7.111r.r r.l (hdr. 
D. Ilgd b .i 11 l;n r: r:d vda hm se,d gts. 
E. Ekhdr 7.qd limrhcd sgd bzud. 
11

1
• Sp;dx l Lr·: 1 ~d bztfgs vhsg ckxozodq. 

2~. How do I 011 tnr the cave? 

A. fip,d qnl1.jr lt7.ms ad lnudc. 
D. Sr:dqd hr ~rnn sgdq vzx. 
C. Rstlo n<l11rlzkr sgd vzx hm. 
D. Ehqr~ xnt ltrs bkdzm sgd rstlo. 
E. Trd r.fril 7. lihc eqnl sgd gts. 

25. II ow do I r;e I. out of the cave? 

A. Chf? 
13 • R q x 1n11I111J 1 · r. rrd q n b j r. 
C. firix r.~.jl1111 r vhyzqcr nnnj. 
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26. What is needed to open tl1e cJ oar in tha 
cave? 

A. Sed fnakhmr jdx? 
B. Gzud xnt entmc sgd ktil1johbj? 
c. Sgx lnuhmf sgd qnbj1· . . 
D. Hs hr hm sr;d vhy zq c 'r liknzJ. 
E. Sr;hr hrhm sgd rdbqd: ; q1111l. 

F. Rdbqds qnnl hr md.Zq ll:mltm. 
G. Sqx otklChmf p:nqmr 11111 c;ddq (lnnrd). 

27. How do I catch the flic; :.:.;':' 

A. Gzud xnt addm hm sr:(l ll:'.rolcd? 
B. Xnt mddc ekx ozodq. 
C. Hs hr hm rlzkk bgzladq 11m bzrslccl. 

28. How do I get the key ~rrnn the goblin? 

A. Gdr z qdzk ozhm akk r~hl';>r:. 
B. Khfgs ghr gzhg nm chqd. 
C. Rzud sgd fnakhm enq 11 '..l::J<lq. 
D. Enqrs xnt ltrs dmsdq lnrntl. 
E. Se;dm xnt 1 trs rzshrex i i t .d eqnf'. 
F. Rzx himhc sn sgd hm 1'11u.l;h1n. 

29. Is the shootinr; star ju1porlant? 

A. Sdr hs hr. 
B. Xnt 1 trs gzud eqddc :w d z:khdm. 
C. Qdstqm sn sgd bkdzq '1111 r·. 
D. Cnm' o ad zeqzhc sn J111: ;clq. 

30. How do I open the. coffj 11':' 



A. Sgrl 1rn ·1 ohqd cndr mns khd hmrhcd. 
D. Rzwl nt'" il lmeehm enq kzrs. 
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C. Vzqn1111n r C, D, E and F brunszhm zmr-
vdq r. 

D. Xnt 111<lrk7. rszmfd cduhbd. 
E. Sc;l1r l1r· naszhmdc b.x eqddhmf zkhdm. 
F. Zrnc <1111 n tl11hmf rozbd rgho. 
G. Oqdrr nLn::mm vghlcd hm snvdq. 

Jl. Where i : ~ I; l1 f' elixir? 

A. Gzud r:11 I. knnjdc dudqxvgdqd. 
D. Sgdqci l1r· nmd olczbd snt [;zudmnn. 
C. Xnt ctrr; lnud sr;d snlarsnmd. 

32. How do J oren the gratinc;? 

A. V {!:'/.r : rq ?. ~hmf? 
D. Gnv ~·. n11t;!1 r:c;d fnakhmr jdx. 

33. II ow do J n.wn.lcen Sabrina? 

l G 

A. Che xnt jhrr ~dq? 
D. Qdzc sgd annj hm s r d h :'.lld. 
C. Xnt ltrs vzud s g d <ll : lt v-1ltq. 
D. Ontq hs nmnr:d oqhm lid tT. 

E. Sr;dm "sdkk bc;zms." 
F. Rnqqx vqnmf zcudmstqd, l>kzo ge.mcr. 

34. What do I do with Sabrina'? 

A. Rgd' r udqx adzts hetl< ••• 
B. Vgzs z bnmbdo~ ·H'l '/.r~ ~l . dc. 
C. Ils Hr z mhbd mhfc;s onq z bqthrd. 
D. Hn rzhk zvzx eqnl r: { ~nr lhd.qzalcd 

kzmc. 
E. Rzhk sr.:d anzs snt n vn: : . 
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'l'IIE CASTLE 

1. How do J wanl off the vampire? 

A. Xnt m<lrlc ~ r11ld fzqkhb. 
n. lie hr Cl I l.1tH~ hm sp,d rGZb j. 
C. Atr. r:{ ·d 11 ;;·. 1 ohqd vhkk mdudq zoodzq. · ·t 
D. Vghd .::nt zqtl bzqqxhmf sgd bzqlchb. 

2. How can I: It( ~ vampire be killed? 

A. Xnt rnd rlf' l·nldsghmf eqhl sgd fqzud
xzqc. 

D. U zlollq 11 r : .q rl zeqzhc ne bqnrrdr. 
C. ~ x od ''i- ,- 11 •1 bqnrr" 

3. How can 1 i: lililb the ladder? 

A • c h c ;: 11 L : : q x ? 
D. Ilnldn1111l 1•11111's vzms xnt to sc;dqd. 
C. sqzs c11lqr ·11111 ltrs ad jhkkdc. 
D. Uzol1qrl 11.n : ad cdrsqnxdc. 

IJ.. How do I c l n~rn the trap door? 

A. Xnt ld :--. 111 : 111 chmc sr:d uztks cnnq. 
B. Che ::rit i:qx? 
c. Qu zk!:;· t 

5. What ic :in: ~ i r"ln the coffer? 

A. fldd 0nri :n l;qrdlce. 

B. Uzlohqd'r qhmf khdr vl1: :, .. h111. 

6. How is the coffer opened':· 

A. lls hr nms lmbjdc. 
n. Ilnldnmd cndrm' s vzrns u 1 L : :n. 
C. Uzlohqd ltrs ad jhkkrk . 

1. How do I take the torch? 

A. Xnt ldzm hm sgd dnwq :-: r ·:.-: l; !c. 
B. Hs hr sgdqd enq cdbrn1 ~:: l111m. 

8. What are the vines for? 

A. Sr;dx zqd vnqs gkdrr. 
D. Sgdx bnmbdzlc rnldsr;h111.I' . 
C. Sqx lnuhmf SGdl. 
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COMPLETE J,] ~ ; ·1• 0 I ~ ITEMS 

This l:Lr:t contains only those i terns 
that can b 0 p·i c l<ed up and carried. It 
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is intende~ ns nn aid for the player who 
needs to know wl1at he is missing. It 
Rhould not he ~tudied too closely by those 
who have nol ynt solved the ga~e. 

Bottle of Ac i.11 
Broom 
Cro:::;s 
Elixir 
Flies 
Fly Paper 
Garlic 
TJoc le Pick 
Pistol 
Princess ~;:i11ri rn:i 

Hing 
Sil ve.r ·Dulle t 
Stale Brend 
Stan,n;e Devi c0 
'finy Key 
Wizard' n Cl onl ;-
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JUST FOH FUN 

Have you ever trietl ••• 

Eating anything ••• 

Kiss ing the Damsel ( Princ er::: ) ••• 

Looking at the corpse ••• 

Lookinc; at the graveztone ••• 

So.ilinr: the boat (before rc::cn.i.nr; Princc:::::c) 

To.Icing the Crystal Sphere •.• 

Climbing the ladder ••• 

Opening the coffin ••• 



Trnnr-:.vJvnnia is a product of Pen
GU-in Software. Witts• End Associates is 
not .in whole or in part, affiliated . with 
Penr;i 1 in :::>ortwnre • . ..,. t, 1 ,! t. """ J r r•.--LC , 

' ,• 

We hope that you have enjoyed the 
use of thie hooklet, and thot you have 
received the maximum benefit possJb.le. 
If you should still be having ony problema 
with this gnme, feel free to send ln your 
queries. We will try to answer your letter 
oe soon oe possible, providing you with per
sonal service. 

Aleo, should you have any complaints 
or suggestions oboul this, or ony other of 
our products, feel free to ' 1t1rite us. 

Yo~r purchnee assures you n free 
cntalog with your order and quarterly up-
da tee. Anyone can order another even if 
they have not purchased ony of our products. 

llappy Adventuringll 

Witt's End Aeooc. 
42 Morehouse Rd. 
Easton, CT 06612 
(203) 254-0720 






