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old onto your joysticks folks—you’re about to embark on a
journey that will transport you to a realm where gallant warriors
are born. This place of wisdom transforms losers into winners,

: cowards into heroes, and paupers into rich people. You too can
VlSltthlS widely soughtrealm by venturing through the pages of thisbook. Never
againwill yoube tied up for months confronting unsolvable puzzles; neveragain
will you need to purchase a single-game hint pamphlet for every computer game
you buy; and never again will your telephone bill soar through the roof because
of those ungodly expensive 900 numbers. Why? Because I’ve done all that
painstaking work for you.

The Adventure Game Handbook took more than two gut-wrenching years to
complete. During the developmental stage, each game was purchased, tested,
played, replayed, and thoroughly analyzed by yours truly. After biting my
fingernails to the bone and breaking so many No. 2 pencils that I began to worry
about the forests, [ switched to an industrial-strength Paper Mate 420 stainless
steel pen and scrawled my ideas and format styles down on paper. [ then
scrambled through thousands of notes and endless doodles and somehow
managed to organize this information. Then the serious market research began.
Understanding that the adventuring world 1s crammed full of all kinds of
different people—from youngsters to grandparents, inexperienced players to
masters—The Adventure Game Handbook was written using a unique strategy
thattargets both the novice player (who hasnobly stepped forth into the addictive
world of computer adventuring) and the master adventurer (who has embarked
on the latest quest seeking a quick hint from an elaborate reference manual). The
three major features that make this book so unique follow.

First, and most importantly, The Adventure Game Handbook 1s the most
elaborate hint book on adventure/role-playing games available to the public.
Because it contains thousands of hints for a multitude of games (from various
manufacturers), it’s an essential asset for every adventurer. And since this
volume was nor endorsed by any specific game-writing organization, it contains




an unbiased authors’ critique of each game. In other words, 1f a game knocked
my socks off, or totally bombed, you can count on me for an honest opinion.

Second, the sectional format of this guide is vital for quick clue retrieval.
Each game is individually indexed and includes an elaborate scenario, an
author’s critique, a system-availability list, a feature list, a location-of-objects
list, and map illustrations. By constructively using this information, you’ll find
that this book is acomprehensive buyer’s guide as well as the most elaborate hint
book available to the public.

And finally, upon completing this volume (or even a single page), you’ll
have learned many secrets and cheat modes heretofore known only to the
computer programmers themselves! Need I say more?!

S0 YOou WANT TO BE AN ADVENTURER
Since you’re reading this section, I can safely assume that you’re
a novice gamer intelligently preparing yourself with the

ultimate armament to tackle the belligerent world of

_
computer adventuring. (If you’re an experienced ad- (
venturer, you can skip straight to those valuable hints). ;
Let’s start at the beginning by answering the question, ,‘ '\

/ |

What is an adventure game? An adventure game really
isn’t a game at all: It’s an elaborate story
(written for the PC) in which you take
control of the lead character(s). Your
specific actions will decide whether or
not you proceed in the story. Some
adventures are long, others short;
some are sophisticated, others :
quite simplistic. The very com- ;

plex adventures combine video o

‘>

digitization of actual live people \
and real places with extensive musi- 35aB i

cal scores, digitized speech, and

[
\
— :
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sound effects. This combination generates games that are movie-like in both
visual effect and sound reproduction. The single aspect true to all adventure
games is that you have complete control of the main character. Y oudecide where
that character goes, what he/she/it does, and even what that character says. As
the story unfolds, you must solve puzzles, find and use items, pontificate with
others, and travel to specific locations to complete the journey successfully.

As you’ve probably already guessed, each adventure contains a world of its
own—ifrom the beaches of Honolulu to the farthest star in space, a new world
awaits you in every quest you tackle.

Control the starship Enterprise and visit alien worlds as you assume

the role of Captain Kirk in the Star Trek quest.

Bust lawbreakers playing the role of police officers in the Police Quest
series.

Go girl-hunting in the Leisure Suit Larry series.

Play the role of a magician, fighter, or thief in the medieval adventure Quest
Jfor Glory.

Careen across the galaxy in the Space Quest series.

Prowl through a haunted mansion in the multimedia drama The 7th Guest.

ooy oo O O

Whichever realm tickles your fancy, one thing’s certain: Once you become an
adventurer, you’re hooked for life!

Now let's see . . .
was that east, west, north,
down the ladder, through the cata-
combs, into the labyrinth, push the left
button, pull right lever, grab talisman,
cast flame spell, jump the chasm,
and slay the dragon—or. .

Vil






CHAPTER 1
CONQUESTS OF THE LoNGBOwW

GRAPHICS: T¢v¥7¢vt¢  STORY LINE: Y0 (0Y
ARCADE: PRk Gk ¢ INTERFACE: T¢v¢vev%
DIALOGUE: Ye¢vevevx  AUDIO: DA Gk gk ¢

ANIMATION: Yeveverx  LENGTH: DA QA Gk @k ¢

OVERALL ANALYSIS: T€ Y€ 20 v¢

SYSTEMS

1 MS-DOS IBM-PC/Tandy & Compatibles
d Amiga

1 Macintosh

FEATURES

d More puzzles than any previous Sierra adventure game.

O Arcade sequences with adjustable levels of difficulty, including auto-win.

U Original soundtrack based on medieval music styles, using the sounds of
period instruments.

A no-typing, point-and-click interface.
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SCENARIO

Aye, tisawonderful day
to tarry within the realm
of Sherwood Forest and
banter with thy trustwor-
thy merry men. Alas,
amongst gibing the infi-
dels and deciding how
best to dole the hapless,
mercy on thee if thou
steps forth into an al-
mighty quest such as this
without being a crack
shot. Mayhap if thou
lacksstrength and marks-
manship, thy lively wit
shall be utterly humili-
ated—or worse, thy own
heart pierced by a
yeoman’s longsword.
Alas, full-bellied outlaws

like ourselves must never tire within this quest—especially since brief arcade
sequences have been strategically sprinkled within the story. By arcade, I am
referring to the sections requiring reflexes, timing, and visual skills. If thy blood
curdles from arcade, simply bypass these sequences by adjusting the arcade lever

(obtained through the computer icon) to minus. But
keep in mind, my curry friend, if thou avoidest arcade
sequences, thou shall be denied the game points ac-
quired from completing them. Unlike with the original
Robin Hood fable, Lady Marx of Sierra On-Line has
rewritten this popular story—giving an old legend a
new, powerful punch! Let’s all encourage Marx to

design a sequel to a legend that yet boasts no sequel. [

[ tip my hat to Lady Marx for giving us a 4-Star
adventure game!

Christy Marx
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WALK-THROUGH

DAY 1: Tue Cave

Using the eye cursor, examine the cave and the items within it. Locate the hom
and use the hand cursor to retrieve it. Also, you’ll need some money (and who
doesn’t?) to complete this quest. Your money chest is at the west end of the cave.
Use the inventory icon (the pouch) to see how much cash you have.

THE CAMPSITE

Exit the cave and converse with your men. After Little John and Will Scarlet
stroll off the screen, pontificate with the remaining two men. If you’re hungry,
partake in Tuck’s feast of fresh salmon.

Remember the horn you found inthe cave? Are you wondering what it’sused
for? Click on the inventory icon and then on the horn, then click the hom on
Robin.

Leave the campsite in the same direction as Will (northeast). Walk due north
and you’ll arrive at the shooting glade. If you have trouble finding it, start back
at the campsite and try again—eventually you’ll find it.

THE SHOOTING GLADE

The purpose of the shooting Hanzom: S8 Utlacs: 21
gladeisstrictly to sharpen your
archery (arcade) skills. Begin,
naturally, by talking to the two
men present—especially
young Simon. After the con-
versation turns bland, it’s time
to let some arrows fly. The
garlandsare yourtargets. Click
the longbow cursoronthe near-
est tree or garland, take aim, and fire. Now click on your bow-hand to nock
another arrow. Continue shooting while keeping an eye on the flag (it bears wind
speed and direction; compensate for these two variables as you shoot).
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Hint: By clicking the eye cursor on a garland, you ’ll see a close-up

view of your shots.

If you think you’ve got what it takes to be as good a marksman as the almighty
Robin Hood, increase the target range by choosing a more distant garland.

After sharpening your archery skill to its utmost potential (spend as much
time as you want), click the walk cursoranywhere on the screen. Walk south until
you reach the outlaw camp.

WATLING STREET OVERLOOK

2 Dllase A Do you remember where Little John
went? He went to Watling Street Over-
look—it’s time to go find him. After
saving the game, walk due west three
screens and you’ll reach the overlook. If
you get lost, restore the game and try
again: The trick is to leave the campsite
at the proper location—due west.

Hint: Once you've discovered Watling Street Overlook, its icon will

appear on the auto-travel map.

After reaching the overlook, wait for Little John. Once he arrives, pay close
attention to what he tells you. Immediately after he leaves, save the game.

Wait for the Sheriff’s man to appear. Look at him. Confront him using the
walk cursor. Talk to Jack and the peasant woman. To get help from your men,
toot your hom. Click the hand cursor on Jack; if that doesn’t work, use your
longbow. After freeing the peasant woman, venture throughout Sherwood
Forest. Walk from scene to scene while looking at everything (i.e., trees, leaves,
fallen logs, and anything else that looks interesting). After combing the woods
to your satisfaction, go to the Widow’s cottage. Travel one of two ways:
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[J By foot
(J By teleportation

It’s easier using the teleportation method. Click on
the map icon (the icon containing the arrows). Use
the eye cursor to identify specific locations. After
locating the Widow’s cottage (on the map), usethe
walk cursor to teleport to that location. Talk to
everyone yousee. Acquireasmuch informationas
possible from the Widow and her sons. After
leaving this scene, you’ll automatically return to
the campsite and the day will end.

DAY 2: Tur SLipPER

To obtain the desperately needed slipper, you must find Lady Marian (she is
somewhere within Sherwood Forest). Use the map icon to teleport to select
locations. During your search, talk to everyone you meet—especially your own
men.

Hint: To get the information you really want, you may need to talk to a

person more than once. Be persistent!

Eventually, you’ll encounter Lady Marian—and a deranged vagrant attacking
her. One blow from the Monk’s club could very well kill Marian. Witha burning
heart and the aim of a hawk, quickly nock an arrow, take aim, and kill the Monk
(oh,and Robin, be careful notto strike Marian). If you succeed, Lady Marian will
reward you with her slipper. Use the hand cursor to retrieve the slipper and to
search the Monk’s body.
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Hint: If you've committed an adventurer’s blaspheme (i.e. forgetting to
take the slipper), rap your knuckles with a wooden ruler! Now lend
me your ears—one of thy merry men will roll his eyes and snicker a
bit, then place the slipper in your cave.

Blow the animal’s bony outgrowth (the horn, silly—this isn’t Leisure Suit Larry,
for crying out loud) and you’ll have survived Day 2. Way to go, Robin!

DAY 3: Tur Discuise

Okay, you need to find Lobb at Cobbler’s Square in Nottingham. And by giving
him Marian’s slipper, he’ll aid in your quest. But how are you going to get into
Nottingham dressed as Robin Hood? You can’t—you’ll need a disguise. Go to
Watling Street Overlook and wait fora hunchbacked beggar to appear. Greethim
with kindness and offer him "2-a-penny for his rags. Use the map icon to travel
to Nottingham. Click the walk cursor on Cobbler’s Square. Examine the
surroundings using the eye cursor. Talk to the tailor woman. Walk through the
east doorway (this is where the Cobbler lives and works). Talk to the Cobbler.
Offer him Lady Marian’s slipper and he’ll give you pertinent information about
King Richard, Queen Eleanor, Prince John, Lady Marian, and the treasure.
Finally, he’ll give youasilver comb that you must return to Marian in the Willow
Grove upon theriver. Leave Cobbler’s Square by clicking the walk cursor on the
south portion of the screen. Day 3 will now end.

DAY 4: Tur SHERIFF’S MAN

Talk to Will at the campsite; he’ll remind you that Little John went to the
overlook. Travel to Watling Street Overlook. Intercept the Sheriff’s manand the
innocent poacher. Talk to Hodge (the Sheriff’s man). Unfortunately, he remains
set in his ways, compelling you to use force. Use your trusty longbow—and
Robin, be careful not to strike the poacher.
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THe WiLLow GROVE

After slaying Hodge, you must  GErEs s BUENESER
meet Lady Marian in the Wil- .~ :
low Grove. Use the map icon to
travel there. Talk to Marian. Give
her the silver comb and she’ll
give you another assignment:
retrieving a small scroll (from
the Monastery) containing an
outline ofa hand. Click the half-
emerald (which you received
while dreaming of the spiral
dance) on Lady Marian and she’ll combine her emerald half with yours. After
she departs, retrieve your weapon and walk south. Day 4 will now end.

Day 5: FEns MONKS

Talk to your men, then travel to the Widow’s cottage using the map icon. Upon
your arrival, you’ll be shocked to learn that the Sheriff’s men have arrested the
Widow’s three dear sons. Before heading into town, you’ll need another
disguise. Use the map icon to travel to Watling Street Overlook. Save the game.
Wait for a monk dressed in black to appear. When you see him, confront him.
Attempt to slay him; he’ll challenge you to a duel with quarterstaves. You can
accept or decline his offer. If you decline, you’ll lose 100 game points. If you
accept (and win the duel), you’ll gain 100 game points.

After dressing in the Fens Monk’s clothing, click on the inventory icon to
examine the whistle and pouch of gems. Use the map icon to travel to the
Monastery in the Fens. To cross the Fens, blow the whistle made of marsh reed
(it’s in your inventory). A shallow draft boat will appear. To enter the boat, click
the hand cursor on it. Talk to the Monk. Give him the whistle and the pouch of
tokens (gems). The Monk will give you three riddles that you must answer
correctly. Miss one riddle and you’ll die, so it would be advisable to save the
game. On pages 10-11 of the game documentation you’ll find the answers to the
Monk’s riddles, which serve as the game’s copy-protection.
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THE MONASTERY

Enter the Refectory, located in the center of the Monastery, and you’ll witness
the Prior preaching to a pair of punks—I mean Monks. Converse with them.
When the Prior leaves, quickly follow him into the northwest tower, which holds
the torture chamber. Talk to the Dwarf. If you get no response, release the rope
from which he hangs. Fulk, the King’s Jester, will ask you to locate and return
his lost verses, written on a ragged bit of scroll wrapped around a wooden
cylinder. Leave the torture chamber and enter the southeast tower (the scribe
room). Here you’ll find the Prior studying Fulk’s scroll. Before conniving a plan
to steal Fulk’s scroll, get the scroll of which Marian spoke (you’re welcome for
the reminder). To do this, walk to the rear of the roomand find the scroll matching
Marian’s description.

Hint: You'll be notified by a window when you 've found the correct

scroll.

To seize the Jester’s scroll of verses, you must distract the Prior. Hey, do you see
what [ see? Why, it’s a chalice of port! Click the hand cursor on the wine and it’ll
spill all over the Prior’s freshly washed cowl—forcing him to leave the room.
This would be an opportune time to snatch the scroll of verses and return it to its
rightful owner.

After Fulk has his scroll, he’ll lead you through a secret passageway. Hop
onto the shallow draft boat using either the hand cursor or the walk cursor. To
open the gate, you’ll need to move (push) the gargoyles in the correct order.
Numbering the sculptures in a clockwise direction, from 1 to 7, the answer is

0 153
After reaching dry land (and kissing the ground on which thee stand), Fulk will

reward you with the Ring-of-Water and some other goodies. Wipe the sweat
from your brow, since this completes Day 5.
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DAy 6: ABsey Monk

Take a deep breath, then use the map icon to travel to Watling Street Overlook.
Wait for the Abbey Monk to appear (he’ll be wearing a brown robe). Confront
him. Click the hand cursor on him. Use his robe as a disguise.

Travel to town via the map icon, or walk south down Watling Street. Enter
St. Mary’s. Use the eye cursor to familiarize yourself with the Abbey. Enter the
laundry room. Take the three robes. Enter the Refectory. Look at everything in
the room. Talk to the Abbot and he’ll send you to the pub for more ale. Take the
empty cask from the table. Leave the Abbey and head toward Robin’s favorite
place, the Pub.

Enter the tavern. Use the eye cursor on everything and everyone in the room.
Did you notice the old mansitting at the table to your right? Talk to him: He wants
to play a game called Nine-Men’s Morris. Before you accept his offer, save the
game.

NINE-MEN’S MORRIS

Nine-Men’s Morris is a very simple game to learn. The objective is to create as
many mills as you can. A mill is created when three playing pieces are either in
a horizontal or vertical plane (diagonal mills are illegal). Below is an example
of valid mills.

— " A [
| D 1| |
| 1 I e e R I
‘ | o _ B |
| il e il
- L ek il s - > ‘

Valid Mills

After all your game pieces are placed on the playing board, you’ll take turns
sliding them back and forth, trying to create mills. Once you’ve created a mill,
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you can remove one of your opponent’s playing pieces. The game ends when
either player has less than four chips remaining. Good luck!

After winning the game (and obtaining the purple amethyst), speak to the
Innkeeper. Give him the empty cask and he’ll allow you to return to the Abbey
viathe secretcellar tunnel. Walk to the rear of the Puband click on the cellar door.
Ifthe Innkeeperisn’t too busy, he’1l open it for you. From within the cellar, click
the hand cursor on the tap of the second barrel—the false front will open,
allowing access to the secret tunnel. Crawl into the barrel to enter the tunnel.
Walk east, north, then northeast. Click the hand cursor on the richly woven
tapestry (whichappears to be justanotherdoor). Once inside the Refectory,agree
to drink with the Abbot. Place the amethyst into your cup.

Hint: Place the purple amethyst into your chalice to keep from getting

drunk.

After the Abbot falls into a drunken stupor, take the empty cask and search his
body. Leave the Refectory and walk into the Abbot’s bedroom; it’s here where
you’ll find the puzzle box. Search under the pillows—the third one to be
exact—and take the puzzle box. Now quickly leave the Abbey and hustle back
to the Pub. Give the Innkeeper the empty cask and pay the Abbot’s bill of 12
pennies. Click on the cellar door.

THE RESCUE OF THE WIDOW’S SONS

Enter the tunnel by clicking on the tap ofthe second barrel. Walk north and you’ll
reach a door. Peer through the keyhole and eavesdrop on the guard’s conversa-
tion. After the guards leave, open the door. Place four pennies on the table. Exit
the room. When the guards return, they’ll find the pennies and leave for a second
time. Reenter the room and use the hand cursor on the trap door located below
the table. Toss the robes to the Widow’s sons. After freeing them from the
holding cell, enter the cellar.

(1 Agree to enter the Pub

10
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When the Sheriff pleads for a blessing, click the talk cursor on him. Now travel
to the Widow’s cottage and you’ll obtain a golden net. Congratulations, Robin:
You’ve survived Day 6.

DAY 7: Tue ScroLL

Begin Day 7 by visiting Lady Marian in the Willow Grove. Give her the hand scroll
and she’ll divulge the secret of the Druid Code (hand code). She’ll also tell you that
you must present this scroll to the Queen’s spy (at the Saturday Fair, in Nottingham)
under one condition: The spy must identify the correct coat of arms.

Hint: Write down the coat of arms (it’s different in every game). You'll

find the coat of arms on pages 12-13 of the game documentation.

Next, Marian will tell you about a green man who dwells in the ancient oak.
Continue talking to Marian for additional clues.

THE Wo00D SPRITE AND THE GREEN MAN

During your ventures throughout Sherwood Forest you may have noticed a tiny
tree pixie jauntily prancing about. You can only catch this wood sprite with the
golden net you received from the Widow.

Leave the Willow Grove. Comb Sherwood Forest in search of the wood
sprite (you must remain in a particular scene for a short period before the little
twerp will appear). Once you see him, get the golden net from inventory, take
aim, and throw it at the shifty little character. Since wood sprites are very fast,
you may need to do this a few times. After catching Pixie, he’ll take you to the
ancient oak tree. After the Green Man has spoken and returned to his abode, save
the game.

| Hint: Save the game—now! I

11
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Summon the Green Man (by clicking the talk cursor on the oak) and he’ll give
you his riddles. If you fail his test, you must pay the ultimate price—death! Refer
top. 2 of the game documentation for the locations of the letters needed toanswer
the oak’s riddles (copy protection).

‘ Hint: Use the hand code to answer the oak’s riddles. I

The answers to the oak’s riddles (in random order) follow:

WOOD
SNOW
FEATHER
BEEHIVE
FUR
COMB
CHEESE
COIN
EYE

cooduoodod

After successfully answering the oak’s riddles, you’ll inherit the power of the Druid trees.
Whatthis meansisthatyoucanhide fromany dangers lurking within the forest, by finding
aDruid Grove and spelling the correct name (of the Druid tree ) using the hand code. Refer
to pp. 8-9 of the game documentation for the names of the Druid trees.

DAY 8: Tue Sarurpay Fair

Day 8 begins as all others-—at the outlaw’s campsite. Since you’ve been hitting
the hooch more than usual, your men will remind you that today is the day of the
fair and the archery tournament. Use the map icon to travel to Watling Street
Overlook. Eventually a sturdy-looking yeoman will appear. Confront him. Offer
him money for his clothing. At this point, Robin will automatically summon his
men. After changing into the yeoman’s clothing, travel to the fair using the map
icon.

There’s much to do at the fair, but remember your objective—you must give
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the scroll to the Queen’s spy disguised as a scholar. There are many so-called
scholars roaming about, so be careful to give the scroll to the correct spy. After
presenting the scroll to the correct scholar, he’ll offer you a reward (which you
may accept). While at the fair, talk to everyone you meet. You may even find the
designer of Conquests of the Longbow somewhere among the crowd. If you find
Lady Marx, she’ll reward you in a strange way. Just remember to enjoy
yourself—it’s a fair, after all.

Hint: To gain additional game points, give the beggar some of your loose

change.

THE TOURNAMENT

Enter the tournament by walking due west. Since this is a very difficult arcade
sequence, I suggest saving the game and/or adjusting the arcade lever to the
appropriate setting.

Note: The arcade lever can be adjusted using the computer icon. If you
wish to skip this arcade sequence, move the lever to minus (re-

member, you must split the Master’s arrow to win,).

After paying the whopping entry fee, the contest begins. It’s similar to the
shooting glade, so keep an eye on the flag—the wind will affect the outcome of
your shots. Good luck!

After winning the golden arrow, the day will end and you’ll automatically
travel to the campsite to celebrate with your men.

DAY 9: Tue SHERIFF’S MEN
Day 9 begins (surprisingly enough) with a warning from one of your men: A
sense of uneasiness lurks within Sherwood Forest. And for good reason—the

13



CONQUESTS OF THE LoNGBOW

Sheriff’s men are sweeping the woods in search of full-bellied outlaws like
yourself.

Use the map icon to visit the Widow. Save the game. Enter the realm of
Sherwood Forest with open ears. Search for a Druid Grove—only there are you
safe from the Sheriff’s men. Look closely at the leaves of the Druid trees and
compare them to the illustrations on pp. 8-9 of the game documentation. When
you hear the Sheriff’s men approaching, use the ancient oak spell to elude the
medieval battalion. To accomplish this, first click the hand cursor on Robin, then
spell the italicized name of the Druid tree. This will temporarily transform you
into that particular Druid tree. After eluding the Sheriff’s men, you’ll automati-
cally transmogrify back into Robin.

Use the map icon to travel to Watling Street Overlook. A lapidary (jeweler)
specializing in gem stones will appear. Talk to him, then threaten him using the
hand cursor (DO NOT use the longbow). If he resists, use the hand cursor on him
again. Eventually he’ll give in.

Now it’s time to visit the Sheriff himself (gulp!). But before we put the cart
before the horse, check inventory and notice the small, round wooden box
containing rouge. Open the box and rub the rouge into your beard and eyebrows
(you never know who might recognize you from the tournament).

THE SHERIFF AND THE CASTLE

Under your rouge disguise, travel to Nottingham. Approach the castle and speak
to the guard. Talk to the Sheriff. Show him the gems you received from the
jeweler. Naturally, his wife will take special interest in them. After the Sheriff
agrees to some of your requests, angrily grab the gems from his desk. His wife
won’t like that, and she’ll force her husband to fully comply with a// of your
requests. The game will now enter automatic mode. Sitback and enjoy (click the
mouse button to advance the documentation).

DAY 10: Tue PuzzLe Box

Begin Day 10 by solving the puzzle box. Click on the inventory icon and look
at the scroll you received from the King’s jester. Use the hand cursor to open the
scroll. You’ll need to use the first letter of every name (sequentially) to find the
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code to open the puzzle box. The code is
d N-E-M-O-R-A-L-I-S

MARIAN’S RESCUE

With the Ring of Fire safely tucked away in inventory, it’s time to save your love,
Lady Marian. Realizing that you can’t accomplish this feat alone, you seek the
advice of your men.

(4 Choose Little John’s plan of rescue.

Once intown, visit the Pub. Talk to the Innkeeper several times. Eventually, he’ll
realize that it’s Marian who’ll fry at the stake. Enter the secret passageway via
the second barrel. Walk east, north, then northeast to reach the tapestry. Enter the
Abbey. Once inside, leave the Refectory by walking east. Walk to the center of
the Abbey, then north to the chapel. When you reach the chapel, save the game.
Also, if you haven’talready done so, click on the inventory icon and retrieve the
Ring of Fire. Click the ring on Robin. You’ll notice doors to your left and right.
Enter the hedge maze through either doorway. (Refer to the map of the hedge
maze at the end of this chapter.) Wait for Little John’s signal before rescuing
Marian from the Abbot. After traveling to the Willow Grove, cure Lady Marian
using the half-heart emerald. She’ll then whisper a password:

d TORCH

Note: The password may differ because of random generation.

DAY 11: Tur TrEASURE TRAIN

The Abbot’s treasure train was spotted by the northernmost scouts! Summon
your men. Discuss a plan of attack. Listen to each plan carefully:

15
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4 Choose Tuck’s plan

The ambush will occur automatically, and you’ll gain enough silver for the
King’s ransom (if you won the golden arrow, that is). This will end Day 11.

DAY 12: Tue Knigar

Day 12 begins with some bad news: The Sheriff’s mongrels are on the prowl
again; deal with them first. Enter a Druid Grove and wait for the approaching
men. Using the hand code, spell the Druid name.

Use the map icon to travel to Watling Street Overlook. There you’ll
encounter the Queen’s Knight. Do you remember the password that Lady
Marian whispered to you in the Willow Grove? Using the hand code, spell the
password:

d TORCH

Do this twice and you’ll realize that this guy’s an impostor! Immediately nock
an arrow and kill the perpetrator, then search his body and you’ll find a letter
sealed with the imprint of the Prior’s ring. Summon your men. This concludes
Day 12.

DAy 13: Rescue oF THE QUEEN’S KNIGHT

Welcome to Day 13, the final day of the game. Summon your men. Travel to the
Fens Monk Monastery and slip the Ring-of-Water on your finger. Speak to the
Will-o-th’-Wisps floating above the marsh—they’ll help you cross the Fens.
When you reach the tower, exit the boat by clicking the hand cursor on the ivy.
Examine the 1vy and compare the leaves to those found on pp. 8-9 of the game
documentation. Using the hand code, spell the Druid name of the vine. The Druid
code 1s:

Jd GORT

The vine will double in both thickness and strength, allowing you to climb it safely.
Inside the tower you’ll encounter the Queen’s Knight. You’ll need to prove your
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identity before he’ll cooperate. Use the hand code to spell the password that Marian
whispered to you in the Willow Grove:

D

TORCH

LocATiON OF OBJECTS

clroorurlordododdouoooo o

Ale Cask ..o Abbey Refectory
Amethyst ..o Pub (Winning Nine-Men’s Morris)
DISZUISES ..ottt Watling Street, St. Mary’s
Emerald Half-Heart .............c..coooiiii Robin’s Dream
Fulk’s Scroll.....coooooiiee Scribes’ Room (Monastery)
GEMS oo Fens Monk and Jeweler on Watling
Golden AITOW .......oooiiiiiiiiii e Tournament (Fair)
GOIAEN NEE ... e Widow
Hand Scroll ..o Scribes’ Room (Monastery)
HOTT ..o Cave
LETOT vt False Knight (Watling Street)
Money PoucCh ... Cave
Puzzle BoX ...coooooooiiiiii Abbot’s Bedroom (Under Pillow)
Reed Whistle ... Fens Monk on Watling Street
RiINg-0f-FIre ....coooiiiiiii e Puzzle Box
Ring-of-Water. ............oooiiiiii King’s Jester (Fulk)
RODES . Laundry Room (Abbey)
ROUEZE oo, Jeweler on Watling Street
STUVEr Comb ..o Cobbler
SHPPEL. oviiiiiiiiie e Random Location in Sherwood Forest
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CHAPTER 2
LEISURE SUIT LARRY V

GRAPHICS: TevedX STORY LINE: 7¢

ARCADE: Py INTERFACE: T¢7¥7¢v¢
DIALOGUE: ¢ AUDIO: POk k¢
ANIMATION: Y¢70% LENGTH: PAOA Ok ¢

OVERALL ANALYSIS: 7€ 7€

SYSTEMS

d MS-DOS IBM-PC/Tandy & Compatibles
d  Amiga
d Macintosh

FEATURES

A Original score by Hollywood composer Craig Safan: Emmy nominee,
composer for the Cheers TV show, composer of movie scores for The Last
Starfighter, A Nightmare on Elm Street 4, and many other films.

d  Hand-painted, digitized graphics in fabulous full color (including several of
your favorite fleshtones).

W No-typing, ‘grope-and-click’ interface for quick-feel, one-hand action
SCOring.

J  Our most amazing and outrageous animation ever.
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SCENARIO

Hold onto your joystick,
folks: That madman Al
Lowe is on the loose
again. He escaped from
Larry I and surfaced in
a gallery of goons that he
likestocall Larry V(leav-
ingusall to wonderabout
LarryIV). His latestsexy
adventure can best be ex-
plained as totally and ut-
terly naughty—parental
discretion is highly ad-
vised! Consumingnearly
8-million bytes of hard
disk space, Larry Visn’ta
scanty game by any
means. In a game of such
magnitude, there are
many places to visit. To
reach these destinations,
you’ll have access to a
limousine and even an
airplane. To pay for ex-
penses, use your limitless
gold credit card. Unlike
its predecessors, thisquest
allows you to play more

| thanjust the role of good-
ol” Larry—you’ll control Passionate Patti as well. Although this may sound
great, changing back and forth between Larry and Patti can become quite
confusing, especially if you aren’texperienced in switching sexesonthe fly. You
should keep some notes—or have this book within arm’s reach—to get through
this one!
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WALK-THROUGH

PPC

The game begins in the lobby of PornPropCorp.
You’ll hear (if you’re one of the lucky few who own
a soundboard) Larry’s boss, Silas Scruemall, yelling
for coffee. Click the eye cursor on the coffee maker.
Get the coffee pot by clicking the hand cursor on it.
Then Larry will automatically walk into the confer-
ence room and spill coffee on his boss. This will give
Scruemall a very unusual idea: Send Larry across the
United States to find and audition three of the most
beautiful women in the country—you lucky dog, you. Mr. Scruemall

Note: At this point, the game will ask if you want to protect it with a pass-
word. If you have children and you don’t want them to play Larry

V, enter a password. But keep in mind—if you forget your password,
hang up your leisure suit.

Once you’re back in the lobby, enter the videotape room by walking north, then
west. Open the drawer farthest from the door and get the battery charger (a
perfect device to keep your pocket-protector camcorder’s battery fully charged).
Get the three videotapes located next to the monitor at the lower-right portion of
the screen. Find the degausser on the table next to the fuzzy dice. Click each tape
on the degausser. Check the inventory icon and look at each tape (just to make
sure that all the tapes have been properly degaussed). Click on the disinfectant
toclean Larry’s hands (and to gain additional game points). Find the 8-track tape
player and play your favorite tunes. Exit the videotape room. Enter the lobby.
Charge the battery of your camcorder by locating the wall outlet (next to the
conference-room door). Plug in the battery charger. Place the camcorder on the
charger. Wait a few seconds, then look at the camcorder to make sure the
battery’s fully charged. Retrieve the camcorder and the charger.
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Hint: Full battery strength will give you five minutes of recording time.

Enterthe filing room by clicking on the brown door. In this room you must obtain
three resumes and a gold credit card. You’ll find the resumes in the top drawer
of the right file cabinet. The gold credit card is in the blue-and-white credit card
imprinter located on the desk. Once you have these items, you can exit the filing
room. Get a drink of water from the water cooler. Then look at the resumes by
first clicking on the inventory icon and then clicking the eye cursor on each
resume. Within each folder you’ll find an object containing an important
address.

If the battery of the camcorder is fully charged and you have the following
items in inventory, you can leave PPC by walking east:

Three resumes

Three degaussed videotapes
Napkin

Business card

Matchbook

Camcorder

Battery charger

Gold card

Mr. Bigg

cdldoouoo

Click the hand cursor on the limousine and enjoy the ride. Watch the short
animated sequence and, before you know it, you’ll arrive at the airport.

THE AIRPORT

The first thing you’ll need is a boarding pass. You can get one from the ATM
machine located outside the terminal. To use this machine, click the hand cursor
on it. Next, place the gold card in the slot. Click the hand cursor on

1 New York

To pass the off-disk copy protection, locate the correct code in the game
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documentation and enter it on the keypad (be sure to use the code corresponding
to the location and departure time). After passing the off-disk copy protection,
get the boarding pass. Oh, and Larry: Don’t forget your gold card or you’ll never
finish this quest!

\ Hint: Don't forget the gold card. I

Enter the terminal via the silver doors. Walk around the concourse. Locate the
moving camera and flash your gold card at the lens. After the door opens, enter
the waiting area. When the Now Boarding sign flashes, place the boarding pass
inthe ABM machine. Board the plane. Once aloft, read the magazine located in
the seat pocket directly in front of Larry. Be sure to read the magazine instead
of just placing it in inventory. Now the game character will change to Patti. Save
the game.

PatT1 IN THE LAB

When you change characters roles,
you’ll go through (among other
things) a short animated sequence.
After this sequence, you’ll find your-
self in the FBI lab playing the role of
Passionate Patti.

Look at everyone in the lab, in-
cluding those in the screen to the east.
Also, be sure to write down the log-
ging information the FBI agent gives
you. In the version I played, the infor-
mation was as follows:

d 556-2779
1 BB-30,7
d 65493756
d Making Whoopy
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Walk through the east doorway. On your return, you’ll need to collect some
objects before leaving the lab. Find and retrieve the following items:

1 DataMan (the tiny yellow electronic device)
1 2 ROM cartridges (DataPaks)
[d Double-barreled brassiere (the hooter-shooter)

Leave the lab via the north doorway. Click the hand cursor on the limousine. Get
the bottle of champagne from the liquor rack. Use the phone located to the right
of Patti. Dial the number the FBI agent gave you:

L 556-2779

After speaking to Patti’s boss, Inspector Desmond, click on the inventory icon
and look at the DataPaks. Find the P.C. Hammer DataPak and click it on the
DataMan. To communicate with Bobby, the limousine driver, show him the
DataMan and you’re off to K-RAP radio station. You’ll now change character
roles.

NEw YORK

Welcome to LaGuardia Airport. After a hasty departure, walk south into the
terminal. Below the security camera is a charity canister where you’ll find a
quarter. Walk one screen west and read the sign above the purple door: It’s an
advertisement for the Checker Limousine Company. Copy down the phone
number:

1 552-4668

Now, just to be safe, check the battery strength of the camcorder. 1f you need to
charge the battery, do so now. Approach the pay phones by walking east. Use
the first telephone (the others don’t work) and dial the limousine service (552-
4668). Leave the concourse by walking one screen west, then south. To enter the
limousine, click the hand cursor on it.

To communicate with Bobbi, the sexy limo driver, show her the Hard Disk
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Cafe napkin that you found in Michelle’s resume folder. Once you’re on your
way, get the blue appointment calendar book located on the seat just to the left
of Larry. Open it and you’ll find the following items:

‘4 Money

1 Credit cards

1 Mutual fund account access codes
[ Swiss bank account number

Save the game when you arrive at the Hard Disk Cafe. In the lobby of the cafe,
locate the maitre d’. Talk to him several times. Eventually he’ll give you a
membership ticket. Get the ticket from the purple paper tape reader.

Did you read the magazine while on the airplane? In that magazine is a clue
that will now prove useful. Find the music box in the lower-left corner of the
screen. Click the membership tape on the music box to punch a few more holes
init. Now click the membership tape on the purple tape reader and you’ll get into
the cafe.

Sit at the table next to the heavy-set woman shoveling food into her mouth.
Soon you’ll see Michelle. Look at her, talk to her; get Michelle’s attention
anyway you can. If she slips through the doorway, click the membership ticket
on the tape-reading machine. Finally you’ll find yourself sitting but a few feet
away from Michelle.

Talk to her until she allows you to sit at her table. Now TURN ON THE
CAMCORDER (after inserting a blank videotape, of course).

‘ Hint: Turn on the camcorder. I

Give Michelle the appointment calendar book (which you found in the Limou-
sine). What the heck—give her all the credit cards you found (except for your
gold card). Talk to her again.

Use the lobby phone next to the maitre d’ to call the limousine service. Do
you remember the phone number? If not, I’ll give it to you again:
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L 552-4668

) Hint: Did you remember to turn off the camcorder? I

When youreach LaGuardia Airport, purchase a boarding pass for Atlantic City.
Take both the boarding pass and the gold card from the machine. Enter the
terminal. Walk west. Locate the electrical wall outlet and recharge the camcorder.

\ Hint: Recharge the camcorder. I

Whenthe battery’s fully charged, carefully unplug the charger from the wall (and
Lar: Don’t get electrocuted). Remove the videotape of Michelle. Place a blank
tape into the camcorder.

Flash the gold card in front of the security camera and have a seat in the VIP
lounge. When the Now Boarding sign flashes, slip the boarding pass into the slot
next to the door and you’re offto New Jersey. Now the character role will change
to Passionate Patti.

K-RAP Rab1o

Welcome to K-RAP radio station. Find Krapper’s office. Unfortunately, the
door is locked. Look at the P.C. Hammer DataPak (inserted in the DataMan).
There you’ll find the code to open the office door:

45954

Note: Because of random generation, this code may vary. I

Enter the code on the keypad. Click the hand cursor on the door to open it. Once
inside Krapper’s office, you’ll need to unlock his desk. Find the desk key in the
dirt of the humus plant (I think it’s a humus). Unlock the desk and find the piece
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of blue stickum. Write this code down, because it’s different in every game.

| Hint: Write down the stickum code. I

Look at the desk again and you’ll find a folder marked Personal. Examine the
folder and you’ll see a person’s name:

1 Julius

This is the evidence you’ve been looking for. Mr. Krapper will notice if the
folder’smissing, however, so you’dbetter find a way to copy it. Locate the ZeroZ
9000 copy machine. Click the folder on the copy machine to begin the copying
process. After the machine explodes (which is unavoidable), return the folder to
the desk, lock it, and return the key.

Walk through the west doorway. Click the hand cursor on the shower. After
your embarrassing “‘showervator” ride, grab the yellow-and-purple clothing.
Walk east and look for

1 Control Room B

Click the hand cursor on the keypad.
Enter the code written on the blue
stickum. Once inside the control room,
get a blank reel-to-reel tape from the
shelving unit along the back wall.
Click the tape on the reel-to-reel ma-
chine located toward the left side of
the room. Walk to the control console
and click onitsix (6) times. Once you
have the correct setting, click on the
tape machine to record the conversa-
tion.

P.C. Hammer will barricade you
inside the control room. To get out of
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the studio, you’ll need to shatter the glass with a loud sound. Click the hand cursor
on the control console to raise the volume. Click the talk cursor on the
microphone and you’re outta there.

When you’re back in the limousine, use the telephone to contact Patti’s boss,
Desmond. Do you remember the number?

a 556-2779

Remove the P.C. Hammer DataPak from the DataMan and replace it with the
Reverse Biaz DataPak. Show the DataMan to the limousine driver and you’re
off to the Shill Building. The game will now change characters.

AtranTIC CITY

Welcome to Atlantic City, aminiature Las Vegas. After a hasty departure, walk
south from the waiting room. Walk west until you find the slot machines. Try
each machine until you find one that works. Once you receive a quarter, check
the camcorder to make sure it’s fully charged. If it is, walk to the center of the
terminal and find the advertisement for the Tramp Limo Service. The number is

(d 553-4468

Call the limousine service. Leave the ter-
minal by walking west, then south. Show
the limousine driver the book of matches
from Tramp Casino. When you arrive at
the boardwalk, walk east until you find
Ivana Skates. Enter the store. Walk to the
counter. Talk to Ivana. Give her the
camcorder as a deposit for the skates. Now
leave the store and find a bench. Put on the
rollerblades. Save the game.

Skate around while looking for Lana.
When you spot her, click the talk cursor on
her. After getting Lana’s attention, talk to
herseveral times (if you can’t find her, you
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screwed up: Restore the game and try again). Eventually she’ll invite you to the
mud wrestling show. Remove and return the skates (getting your camcorder).
Then walk west until you reach Tramp Casino.

Before entering the casino, talk to Cheri (the blonde woman standing near
the entrance door). She’ll ask you a very simple question. If you answer her
question correctly, she’ll give you 10 silver dollars you can use inside the casino.

Enter the casino. Locate a vacant video poker machine and play poker until
you win aminimum of $500. To win at poker, you must save the game after each
winning hand, then raise the bet. If you lose, restore the game and try again.

After winning at least $500 (in silver Tramp coins) walk to the north end of
the casino. Enter the arena. Pay the bouncer the participation fee. Tell him that
you definitely want to partake in the mud wrestling tournament. Now TURN ON
THE CAMCORDER and walk to an empty seat. Lana will ask you to enter the
ring.

| Hint: Turn on the camcorder. I

To win the mud wrestling match, you must click on the body parts as fast as you
can. Whenthe matchis over, turn offthe camcorder and talk to the doorattendant.
He’ll hail a limousine for you.

When you’re back at the airport, purchase a boarding pass for Miami,
Florida. Again, check the departure time and compare it to the departure times
depicted in the game documentation. (Don’t forget your gold card.) Now the
character role will change to Patti.

DEs REVER RECORDS
Welcome to the lobby of the Shill Building. Look at the elevator. Unfortunately,
the elevator can only be operated by the sleeping guard. To wake him, click the
talk cursor on him. Show him the DataMan with the Reverse Biaz DataPak
installed.

From within the studio, locate the gold record hanging on the wall near the
center of the room. Remove the record by clicking the hand cursor on it. Now
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look at the stereo. Look at the buttons on the record
player. To play the record, first place it on the platter.
Click on the button labeled Forward. Place the stylus
arm on the record and briefly listen to it. Click the
Stop button. Click the button labeled 78. Push the

button labeled Reverse and again place the stylus

arm on the record. With the record playing back-
wards, you’ll hear subliminal messages. Push Stop
and remove the record. Visit Reverse Biaz by
clicking the hand cursor on the brown door
displaying the letter 4. Click the hand cursor on
the red synthesizer three times. After the recording,
you’ll automatically enter the control room. Click the
zipper icon on Reverse Biaz. He’ll give you a small (ahem)
cassette tape. Now the game control will switch back to

Larry.

Miami
From the VIP lounge of the Miami Airport, walk south into the terminal. Walk

one screen west and you’ll find a cigarette machine. Check the coin return slot
and you’ll find a pair of quarters. Now RECHARGE THE CAMCORDER.

\ Hint: Recharge the camcorder. I

After the battery’s fully charged, remove the videotape of Lana. Insert a blank
videotape into the camcorder. Look at the advertisements. You’ll need to find
two phone numbers this time:

(d Just Green Cards
(4 The North Beach Limousine Rental

Call Just Green Cards and order a green card:
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0 554-1272
You can get a limousine by dialing

(1 554-8544

Leave the terminal. Before getting into the limousine, find the envelope
containing the green card (it’s on the trash can next to the ATM machine). Enter
the limousine. Show the driver Doc Pulliam’s business card.

Welcome to Doc Pulliam’s Dental Hygiene Heaven and Gym Dandy
Gymnastics Center. Click the hand cursor on the door of the dental office. Once
inside, check out the carpeting. Locate the lace doily on the far-right table. Place
the doily on Larry’s head, then talk to the receptionist. When Chi Chi arrives,
click the eye cursor on her to get a better view. Then TURN ON THE
CAMCORDER.

‘ Hint: Turn on the camcorder. I

Talk to Chi Chi. Give her the green card and she’ll thank you in a strange yet
wonderful way. After you finish with Chi Chi—or should I say after Chi Chi
finishes with you?—go back to the dental office. Turn off the camcorder. Use
the telephoneto call the limousine service. Call the same service that brought you
here.

When you’re back at Miami Airport, purchase a ticket for Los Angeles.
Unfortunately, while aboard the plane, the pilot’s contract will expire and he’ll
leave his post. From within the cockpit, click feverishly on every button, switch,
and lever you can find. If you’re lucky, you’ll find the auto-pilot control (the red
button in the center of the control console). But how are you going to land the
plane? Fortunately, the auto-pilot sequence will land the plane for you.

The characterrole will now change to Patti. When you’re at the White House,
shoot Julius with the Ahooter-shooter before he uses his gun. Congratulations,
dude—you’ve just become a stud!
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LocAtioN oF OBJECTS

4
.
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
Q
d
Q
Q
Q
Q
Q
Q

Appointment Calendar .............cocoeveiiiviiiiiieic e, Limousine
Battery Charger ........ccoovvvviiiieeicie e PornPropCorp
Blue Stickum ...t Krapper’s Desk
Business Card .........cccccoiiviiiiiiii e PomPropCorp
CamCOTALT .o.vviiiiiiieiiic ettt PornPropCorp
CaSSEe TAPE «..veeiiiiiiiee e Reverse Biaz
DataMan .......c.oooviiiiiece e FBI Laboratory
Desk KeY .ooiiiiiiiiiiieiiie e Plant (Krapper’s Office)
DOily oo East Table (Dental Office)
Gold Card ......ooooviiiiiii PornPropCorp
Gold Record.......ceeviiiiiiiiiiiicce e Des Rever Records (Lobby)
Green Card....o.cooeveviiiiii Trash Can (Miami Airport)
HoOOter-shOOLer .......ooviiiiiiiiiiiiiecce FBI Laboratory
MagaZINe ......oevvviieiieiieetece e Airplane (Seat Pocket)
Matchbook .....ooiviiiiiiii PornPropCorp
Membership Ticket ..o Hard Disk Cafe
NAPKIT 1ot PormnPropCorp
Personal Folder ...........ccooiiviiiiiie, Krapper’s Desk
QUATTELS .vevivieciie et Charity Cannister/Slot Machine
ReSUMES ... PornPropCorp
ROIErblades ........ocviiiiiiiiiii i Ivana Skates
ROM CAITS v FBI Laboratory
Tramp Coins .....cooevvvveieieiiiiieeeeienen. Blonde Woman at Casino Entrance
VIAEOLAPES ..vvvviieieiiiie ettt PormnPropCorp
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CHAPTER 3
RISE oF THE DRAGON

GRAPHICS: 7Y% STORY LINE: YYi¥7¢
ARCADE:  T¢v¢ INTERFACE: “Ye7%
DIALOGUE: “ev¥ AUDpIO: A gk ¢
ANIMATION: ¥¢ LENGTH:  Yrieve

OVERALL ANALYSIS: Y 1¥

SYSTEMS

4 MS-DOS IBM-PC/Tandy & Compatibles
1 Amiga
‘4 Macintosh

FEATURES

More than 8§ megabytes of game data.

Hand-painted 256-color graphics create a stunningly realistic gaming
environment.

Complex character intelligence and interaction add depth and dimension.
No-typing, point-and-click environment appeals to experienced and novice
players alike.

Haunting original soundtrack and sound effects.

More than 85 scenes and locations, each with dozens of randomly generated
animations, multiple story branches, puzzle solutions, and outcomes, mak-
ing Rise of the Dragon infinitely replayable.

LoD OO0 OO
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SCENARIO

The place is Los
Angeles, Califor-
nia. The year is
2053. And you, a
penniless  P.I.
named William
“Blade” Hunter,
take your place in
this trilogy of tur-
moil, mystery, and
future decay. Rise
of the Dragon, cre-
atedby Jeff Tunnell
of Dynamix (partof
the Sierra family),
is a futuristic tale
casting only adult
characters. Dedi-
cated to verism,
Dynamix chose to

have its characters speak like adults. Therefore, the game contains some
language that may be unsuitable for sensitive players. Using real time, Rise of
the Dragon strives to achieve virtual reality. Real time requires you to stay on
your toes during the entire quest, since the game will continue with or without
your presence. Though the storyline is powerful, the graphicsaren’tall that great.

Many screens are small, some not much
bigger than a baseball card, and the colors
seem vague, even a bit illusive. If you’re a
diehard adventurer, however, these short-
comings are easily overlooked. But enough
chit-chat—it’s time for you to hit the streets
and use your violent techniques and brash
disregard for regulations to put an end to the
Dragon.
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WALK-THROUGH

BLADE’S APARTMENT
Begin the quest by checking inventory. To initiate the main inventory window,
click the right mouse button on the inventory icon. Since the game’s just begun,
inventory, naturally, is empty. Pick up the clothes and place them in inventory.
Find the coat (it’s hanging on the hook to the left of the window) and place it in
inventory. Once you have these items, you’ll need to dress Blade. To accomplish
this, right-click on the inventory icon to bring up the main inventory window.
Hold down the left mouse button and drag the clothes over Blade. Release the
button and Blade will be wearing them. Repeat this procedure with the coat.

Examine Blade’s apartment. Find the cupboard above the sink. Click on it
to get a closer view. To exit the cupboard scene, move the cursor outside the
picture window and click the right mouse button. Left-click on the pillow and
you’ll find Blade’s weapon. Put the pistol in inventory and replace the pillow.
The power cartridge for the gun sits next to the VidPhone terminal. And,
speaking of the VidPhone, click on it for a closer view. The flashing red light
alerts you to any recorded messages. Turn on the power by clicking on the main
power switch. To operate the VidPhone, use the remote control. Play all three
messages and pay close attention to the first and last message.

The first message 1s from Vincenzi: His daughter was brutally
murdered and she was last seen at the Pleasure Dome with someone
named The Jake. You’ll also receive a hardcopy (picture) of his
daughter. Take the hardcopy. The third message is from Karyn, 4
your girlfriend. She’s irate because you (a.k.a. Mr. Romance)
stood herup lastnight. And, to make the situation worse, she has
your keys. You’ll need to meet with her at the Bureau of ®
Records later in the day. Before turning off the VidPhone, get
your I.D. card from the slot. If you forget to take itand leave the
apartment, you’ll be locked out. Finally, take the power car-
tridge (used to charge your weapon) near the lower-left corner
of the screen. Enter the bathroom and open the medicine
cabinet. Get the bottle of NaPent and the first-aid kit. Left-click
on the inventory icon to bring up the quick-inventory window.
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Right-click on the NaPent to get a description of this item. You can, and should,
do this with every item you place in inventory.

To review: Karyn’s infuriated with you, she has your keys, and she’ll be at
the Bureau of Records; Vincenzi’s daughter was brutally murdered and she was
last seen at the Pleasure Dome with someone named The Jake.

It’stime to get your keys and find this Jake guy. To leave the apartment, move
the cursor to the left side of the screen and click the left mouse button. When
you’re in the hallway, click on the lower elevator button to enter the Em-Way.

Crry HaLL
Locate the Em-Way map and travel to City Hall. Talk to the flower vendor and
buy a dozen roses using response No. 2. Pay for the flowers with your L.D. card
and remember to place both your I.D. card and the flowers in inventory.
Walk past the bum and you’ll see the entrance to City Hall. Enter the lobby
and talk to Jenni. Deny all her proposals. If you accept any of them, Karyn may
break up with you, ending the game. Use the following responses when talking
to Jenni:

a 2-1

Enter the Bureau of Records and speak to Karyn using the following dialogue
responses:

a 3-3

Getthekeys. Travel to Blade’s apartment. Enter the apartmentusing the 1.D. card
in the security lock. After the door opens, remove the I.D. card from the slot. Use
the keys to open the locked cupboard. Get the mini-bombs, the wire-tester kit,
and the Fisto candy bar.

This would be an opportune time to charge your weapon. Click on the
inventory icon and drag the power cartridge over the gun. Once the power
cartridge vanishes from the inventory window, you have properly loaded the
gun, Travel to the Pleasure Dome. The bouncers will scan your body and detect
the weapon. Use the second response when conversing with Slen. Give your gun
to Martha, the woman in the window. When Slen asks if you have anything else,
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give him the candy bar. In return, he’ll give you a claim ticket for your weapon.
If you don’t give Slen the candy bar, say goodbye to your gun.

THE PLEASURE DOME
Enter the barroom. The Jake will be sitting at the far end of the bar. Talk to him
using the following responses:

a 1-2-2-1

Show him the hardcopy of Chandra. If you don’t have it, go back to Blade’s
apartment and get it. When you’re sitting at the table with The Jake, talk to him
using the following responses:

a 2-3-1-3

After he gives you Chen’s address, exit the Pleasure Dome. Give Martha the
claim ticketand retrieve your weapon. Go back to the Em-Way station and travel
to Chen Lu’s place.

CHEN Lu’s PLACE

Get Chen’s 1.D. card from the VidPhone, then leave before the cops get there.
When you’re at the Em-Way station, travel back to Chen Lu’s place. Use his I.D.
cardinthe VidPhone and write down his gun permitnumber and his S.S. number.
In the game version I played, the information was as follows:

4 SS2343-343-0772
d GP GN102A0772

Enter the bathroom. Getthe drug patch from the counter. Enter Chen’s bedroom.
Click onthe dragon’s eye and the statue will lower into the base, revealing a wall
safe. To open the safe, find the four digits common in both Chen’s gun permit
number and the S.S. number:

a 0772
Get the candy bar and the oriental script. Leave Chen Lu’s apartment and head
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back to the Em-Way.

THE WAREHOUSE DISTRICT

Travel to City Hall. When you see the flower shop, click the cursor to the right
of the flower peddler. There you’ll find the alleyway leading to the warehouse
district. Follow the alleyway until you reach an old oriental man sitting on an
empty shipping crate. Talk to Chang Li using the following responses:

a 2-1

Give him the scroll (which you found in Chen’s wall safe) and he’ll be happy to
translate it for you. Next, he’ll give you four items:

(1 Bulletproof vest

1 Tome of Ancient Wisdom
1 Rock of Life

(1 Fortune cookie

It’s time to meet Karyn for your date. Travel to Karyn’s house and enjoy the
evening. Next moming check the VidPhone for messages. If there aren’t any,
travel to City Hall. Enter the Bureau of Records. Talk to Karyn. Give her the drug
patch and she’ll have it analyzed. Give Karyn Chen’s 1.D. card. When the
computer screen appears, find the box labeled SELECT and click on

(J No. 1
d No.2

Before leaving the Bureau of Records, grab Chen’s I.D. card and place it in
inventory. Now travel to Jonny Qwong’s house.

Jonny QwonG’s HOUuSE

You can’t get into Jonny’s house, but you can get under it by clicking on the
manhole cover. Once you’re in the sewer, save the game. Because you’re on a
time limit, the following sequence 1s very difficult to complete. If you act too
slowly, the sewer rats will eat you. After saving the game, find the VidPhone
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trunk. Look at the schematic wiring diagram (like that’s really going to help).
Blow openthe access panel with a mini-bomb. Getthe wire tester from inventory
and click it on the panel. Again, save the game. Only after you see the close-up
view of a sewer rat can you begin the difficult operation of tapping Jonny’s
VidPhone. Take a deep breath and prepare to restore the game often. Follow
these steps carefully:

(4 Placethe redalligator clip on the left (red) wire attached to the battery located
just to the right of the meters.

1 Affix the blue alligator clip to the yellow ground clip attached to the conduit
near the bottom of the panel.

(3 Finally, locate the eight vertical (yellow) terminals and affix the yellow clip
to the second terminal from the bottom.

Aftersucceeding, [ must congratulate you! That was the most difficult sequence
in the entire game. Now travel to the Pleasure Dome. Enter the barroom. Talk
to The Jake. He’ll suggest that you sit at his booth. Give Jake the chocolate bar
(DO NOT give it to Slen). Use the following response with The Jake:

g 2-2-1-1

Leave the Pleasure Dome. Travel to Blade’s apartment. Check the VidPhone for
messages.

THE WAREHOUSE
It’s time to flex your muscles and show these guys who
they’re really up against. Remember those handy-
dandy mini-bombs you took from the cabinet?
Well, let’s use one to blow up the warehouse.
Travel to City Hall. From the scene with the
flower peddler, walk down the alleyway.
When you see a large fan (and a small
door in the distance) move the cursor
overthe fence near the right side of the
screen. When the cursor changes into
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an EXIT sign, click the left mouse button.

Welcome to the warehouse. Find the door at the far end of the room. Look
through the window. Exit the scene. Find the reactor electrical system. Place a
mini-bomb on the second electrical panel and run for cover.

Hey, I'll bet The Jake would like to hear about your dastardly deed. Travel
to the Pleasure Dome. Check-in your gun with Martha (don’t forget to take the
claim check). While conversing with The Jake, do as he asks. And if the day
hasn’t ended by now, you’re one hell of an adventurer!

THE LAB RESULTS
Begin the new day by traveling to City Hall. Enter the Bureau of Records. Speak
to Karyn using the following responses:

a 2-2-2

Before leaving the Bureau of Records, take the MTZ VCR tape. Now you can
visit the Mayor and show him some hard evidence. Talk to Jenni and tell her that
you must see the Mayor. Use the following responses:

a 1-1
Use the following responses when conversing with the Mayor:
a 3-2-2

He’ll agree to your demand and give you a security pass. With this pass, you can
gain access to the police armory—the perfect place to get a bigger gun. Before
leaving his office, take the pass and place it in inventory.

PorLicE HEADQUARTERS

After the Mayor has given you the security pass, enter Police Headquarters and
show the guard your pass. Locate the armory. Do you see what I see? Grab the
M1000X assault rifle from the wall mounts and tuck it safely in inventory. You
may look around if you wish, but the rifle is all you’ll need from the armory.
Explore the city until the day ends, or speed up the game time using the inventory
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window.

Start the new day by checking the VidPhone for messages. To your horror,
you learn that Deng Hwang has kidnaped Karyn—and if you interfere with his
plans, he’ll kill her. Maybe he’s bluffing. To find out, travel to Karyn’s
apartment. If you find her, you can relax. If she isn’t there, try her place of
employment—the Bureau of Records. If you still can’t find her, go back to
Blade’s apartment, remove your coat, and put on the bulletproof vest. Place the
coat over the vest and continue your search for Karyn.

Avcust 4, 2053

Begin the new day by checking the VidPhone for messages. You should have
a message from The Jake: He wants to meet with you at 8:30 p.m. at the
warehouse. Since it’s still early in the day, you can continue your search for
Karyn.

Whenthe clock strikes 8:30 p.m., prepare for the firstarcade sequence of the
game. If you don’t like arcade, try it five times and the game will allow you to
bypass it. After the arcade sequence, get Snake’s 1.D. card and place it in
inventory. Now travel to the Hollywood Reservoir.

THE RESERVOIR
Prepare for battle by saving the game. If you have the assaultrifle, definitely use
it. If you only have the pistol, don’t despair—you can still win this arcade
sequence. Wearing the bulletproof vest enables you to take a few hits, but don’t
take too many or you’ll die. If you’re using a mouse, move the crosshairs over
the soldier that you wish to shoot, then strike the space bar. This is probably the
easiest way to defeat them. Slowing down the computer is another way.
After killing all the soldiers, steal their hovercar. To operate it, look at the
map in the center of the dashboard. Click on Deng Hwang’s place and you’ll
travel there automatically.

DeENG HWANG ENTERPRISES
After landing on the roof of Deng Hwang Enterprises, exit the hovercar. Enter
the red elevator. Use the following responses with the receptionist:

J 3-1-1-3
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Save the game. Enter the security room by walking west. Find the security panel
located under the big-screendisplay. Once you have a close-up view of the panel,
you must act very quickly, because the guards are hot on your trail.

l Hint: Perform the following procedure rapidly. I

Flip the large, blue lever (at the lower-right corner of the panel). The screen must
display the following sentence(s) before you canenter the manual override code:

(3 INSERT ID CARD
or
O ENTER MANUAL OVERRIDE

Click on the inventory icon and look at the fortune cookie the oriental man gave
you. There you’ll find the security code. The code is—

O RYP YWP YRP WRY PBW

After bypassing the security code, slide the four switches to the following
positions:

J HOLDING LOCK — UNLOCK
d ROOF LOCK — UNLOCK
O BREAKLOCK  —LOCK

O JANITOR LOCK — UNLOCK

Locate the small, square button at the center of the console. Turn off the /00 KV
unit. Leave the security room. Exit the lobby by walking to the right of the
receptionist’s desk (to the left of the elevator). Enter the first red door you come
to; this is the Janitor’s closet. Open the electrical panels and turn off the circuit
breaker. Using the screwdriver (which you took fromthe sink), open the fuse box
panel. Grab a handful of wires and place them in inventory. Exit the Janitor’s
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closet. Enter the Interrogation Chamber. To save Karyn, begin by clicking the
wires on her. Get a close-up view, then disconnect the three wires attached to the
Arterial Injection Collar (do this before time runs out on the clock located behind
Karyn). One final arcade sequence to go and you’re home free. [f you don’t like
arcade, try it five times and the game will ask if you wish to skip it. Answer in
the affirmative and enjoy the climax of the story.
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LocATioN oF OBJECTS

LIy I O I A A A I iy iy Oy

46

Bulletproof VSt .....ceviiicieeee e Chang Li
Chen’s ID. Card .....ccooooviiiiieiiceci e Chen Lu’s VidPhone
CIOthES .o Blade’s Apartment
COAL .o Blade’s Apartment
Cupboard Keys ......cccoeviviiiiiiiiieiieeee, Karyn (Bureau of Records)
Drug Patch ..o Chen Lu’s Bathroom
First-Ald Kit .o Blade’s Medicine Cabinet
Fisto Candy Bar ........cccccooviiiiii Cupboard/Chen Lu’s Safe
FIOWETS .oeiniiciicec e Flower Peddler
Fortune CookIe ........coooiiiiiiiiiiii e Chang Li
HardCopy «oovveeeiioe Blade’s VidPhone
ED. Card ..o Blade’s VidPhone
M1000X Assault Rifle ..o Police Armory
MiIni-Bombs .......cooiioiiiii Blade’s Cupboard
MTZ VCR Tape....ccoovvvieiiiiiiiieiieeice Karyn (Bureau of Records)
NaAPENt .o Blade’s Medicine Cabinet
Oriental SCIIPL.....vviiieeiiiet e Chen Lu’s Safe
Power Cartridge .......coooiviiiiiiie Blade’s Apartment
ROCK OF Life oo Chang Li
SCrewWdrVer ......ooooiiiiiii Sink (Janitor’s Closet)
SECUIEY PSS ...oiiiiiiiii e Mayor
Tome of Ancient Wisdom ..........cccooeiiiiiiiiiiiiieieeeee Chang Li
WEAPON i Under Pillow (Blade’s Apartment)
Wire TeSter ....ooovvvvvieiiiiiiieee, Cupboard (Blade’s Apartment)
WITES ooeviieiiie e Electrical Panel (Janitor Closet)
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CHAPTER 4
HEART oF CHINA

GRAPHICS: 3X1¢7¢7¢  STORY LINE: TYTCIY

ARCADE: Ak ¢ INTERFACE: Y T¢vevY
DIALOGUE: Tei¥ AUDIO: PRk @ok'e
ANIMATION: X 7¢7VY LENGTH: PGk Sk ¢

OVERALL ANALYSIS: 2¥2¢ ¢

SYSTEMS

d MS-DOS IBM-PC/Tandy & Compatibles
d Amiga

[J Macintosh

FEATURES

W Breathtaking graphics and an original stereo soundtrack bring the adven-
ture to life.

A Avrich, detailed story unfolds through characters that think for themselves,
remember your actions, and challenge your every move.

A4 powerful yet easy to use point-and-click interface allows you to explore,
communicate, and interact without typing.
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SCENARIO

Heart of China by
Dynamix instantly
grasps your attention
with a Raiders of the
Lost Arkor Romancing
the Stone atmosphere.
You’ll travel the clut-
tered streets of Hong
Kong, cross knee-deep
snowfields in the
Himalayas, and take a
breathtaking ride onthe
Orient Express. Along
your journey you’ll en-
counter many worthy
companions that you
may wantto travel with.
Once they’ve accepted
you into their group,
you’ll know what they
know. What they can
do,youcando. Simply
placing a certain char-
acter in control can aid
In your gaming strat-
egy. The characters in
Heartof China,like yourself, have a past that shouldn’t be overlooked. They also
remember what you’ve said and/or done to them—so treateveryone withasubtle
kindness while remaining extremely cautious. [naddition, aclever device called
a Romance Meter has been incorporated into the game. This meter registers
Kate’s feelings toward Lucky. You can access the Romance Meter any time
while in flight. And it’s imperative that you do so: You could solveall the puzzles
in the game but not see the optimal ending sequence if Kate and Lucky aren’ton
friendly terms come Paris.
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WALK-THROUGH

TrHeE Dock oF Hong KonG HARBOR

Move the arrow cursor over the debris in the water. Click the right mouse button
to look at it (follow this procedure every time you want to look at an object). Now
shift your attention to the seagull. Look at it, then move the cursor over the
inventory icon. Click the right mouse button. Left-click on the gun and drag it
over Lucky. Release the mouse button and Lucky will be ready for action. Click
on EXIT to leave the inventory window.

Let’sseeifyou’re a sharpshooter. Press and hold the right mouse button until
you see the crosshairs. Move the crosshairs over the seagull and (while holding
the right mouse button) click the left button to fire. Bye-bye, birdie. If you
missed, try again.

THE RicksHaw COOLIE
The rickshaw coolie is the taxi you’ll use to travel around town. There’s no air
conditioning, radio, or rumble seat, but it sure beats walking.

THE TowN oF HonG Kong

Havethe coolie take youto Hong Kong. Look ateverything. Notice the exit signs
and where they lead. There are two doors to your right: One leads to Madam
Wu’s place, the other to Ho’s bar. Enter Ho’s bar. Oh, [ almost forgot—in Hong
Kong, they don’t appreciate people walking into their establishments waving a
gun around. So if you haven’t pocketed the gun, do so now.

Reenter Ho’s bar. Carefully look around while remaining as discreet as
possible. Move the cursor to the left side of the screen. When the cursor changes
into an exit sign, click the left mouse button. The screen will scroll toward the
bar. There you’ll encounter Ho and a dangerous lady of the evening. Use the
following responses when communicating with Ho and the Goon:

1 Conversation with Ho: 3-1-1-1
1 Conversation with Goon: 1-2-1-3-2
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By now you know that the Goon is really Chi. Unfortunately, Chi refuses to fly
in an airplane. Therefore you must convince Chi that “arrow-planes” really can
fly. To do this, leave the bar and retrieve a leaflet blowing about the streets of
Hong Kong. Reenter the bar and (by using the main inventory) drag the leaflet
to Lucky’s hand. He’ll automatically fold it into a paper airplane. Exit the
inventory window while holding down the right mouse button. To toss the plane,
click the left mouse button.

After leaving the bar with Chi, you should familiarize yourself with
switching characters. Click on Chi’s icon. Check Chi’s inventory. Exit the
inventory screen and return control to Lucky.

Chi will want to visit Madam Wu’s place to obtain healing herbs. Since she
doesn’t want to communicate with Lucky, place Chi in control. After Chi
convinces her to speak to Lucky, return control to Lucky and continue with the
conversation. Madam Wu will have an unusual request—bring her some
disgusting seagull doo-doo. Using the coolie, travel back to the docks and change
control to Chi. From Chi’s inventory, grab the prune and give it to the seagull.
Get the doo-doo that Madam Wu requires.

Travel to Wu’s place and give her the seagull droppings. In return she’ll give
you the healing herbs, then offer you other things that may or may not help you
with your quest. I suggest taking the map. Now it’s time to visit Lomax. Use the
coolieto travel to Lomax’s place. But be forewarned: He won’t be thrilled to see
you.

THE AIRPORT
After your (ahem) friendly encounter with Lomax, it’s time to leave Hong Kong
via the Yankee Fagle and fly to Chengdu. Use the coolie to travel to the airport.
Who’s that man standing in front of the Yankee Fagle? Why, it’s an
Immigration Official (gulp). Whatever you do, don’t give him the fake pass-
port—ifyou do, you’ll spend the next 10 years behind bars. When a response is
required, choose No. 2. Board the plane and examine the entire aircraft. Find and
take the crowbar, grappling hook, and rope. Have you noticed that the cursor
changes into an airplane when you move it across the cockpit area? Click the
mouse button when the airplane cursor appears—it’s time to pilot the Yankee
FEagle to Chengdu. When you’re deep within the clouds, click the left mouse
button to exit this screen. Ask Chi where to land the plane.
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’ Hint: Ask Chi where to land the plane. I

CHENGDU FORTRESS

It’s time for Chi to earn his money. Before placing Chi in control, give him the
rope, grappling hook, and healing herbs. Give control to Chi and have him talk
to the peasant. Use the following responses:

a I-1-1

Have Chi wear the peasant’s clothing. Get the cow (using the rope) and travel
to the fortress. Hide behind the bushes until you witness another peasant
approach and enter the gate. Observe him carefully.

‘ Hint: Plot Branch. I

With Chi in control, enter through the front gate. Once inside, change into the
Ninja Veil. Visit the gate house and grab the keys hanging next to the window.
Also, with Chi in control, enter the Throne Room-—there you’ll gain important
information.

Travel to the fortress’s west wall. Using the inventory icon, combine the rope
with the grappling hook and toss it over the wall: This will allow Lucky to enter
the fortress grounds. To rescue Kate, begin by placing Lucky in control. Hide
inside the gate house until the guards have passed. Enter the Dining Room
(located west of the Throne Room). Find the bottle of rice wine and place it in
inventory. Now you must create a diversion to preoccupy the guards. Knocking
over the oil lamp will create a fire in the Dining Room-—a perfect diversion.
Knock over the lamp and dash into the kitchen. Oops, did I forget to mention that
there’s amean ol’ dog in the kitchen? Don’t despair, just pour the rice wine into
his bowl. Enter the cook’s bedroom. Grab the knife on the night stand. Enter the
Great Hall by walking through the far doorway. There you’ll find Kate guarded
by a pair of cobras. To give yourself more time, bar the door behind you. Shoot
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one cobra. Unfortunately, Kate will be bitten by the remaining snake (this is
unavoidable). Grab Kate and run to the balcony at the far end of the Great Hall.
Climb down the balcony by clicking the left curtain rope on the center of the
railing. Slide down the rope to escape the guards.

THE Tank

Arcade, arcade, arcade—it’s here to stay. And now it’s time to test your skills.
Y ou may skip this arcade sequence by answering the game’s query as such. Or
you can adjust the difficulty level of the arcade sequence. But you should at least
try it once—it’s really exciting.

To start the tank, place the key in the ignition and tum it. Press the button
directly above the ignition to start the engine. To make the tank go forward, use
the up-arrow key. To slow the tank, use the down-arrow key. Use the left and
right arrow keys to maneuver the tank and the space bar to fire. Follow the road
while blasting any tanks that appear in your path. When you reach the T in the
road, turn left. Proceed at top speed, but watch for obstacles such as cows. After
the herd has passed, you’ll have a tank hot on your trail. Quickly turn and fire.
Continue on until the road ends. Turn left. Enter the Yankee Eagle.

KATHMANDU

Before reaching Kathmandu, check the Romance Meter by clicking on the heart
icon. Thenclickanywhere onthe map to land at Kathmandu. After crash-landing
on the icy plains of Kathmandu, exit the plane. Discuss a plan with Chi. Use the
following responses:

a 2-1-3

‘ Hint: Plot branch. I

After Lucky goes for help, enter the Yankee Eagle and grab the blanket and tarp:
These two items must be used to shelter Kate. Use the healing herbs on Kate.
Have Chi perform his Shaolin healing ways. Do this by pressing and holding the
right mouse button until the cursor changes into a hand. Place the hand cursor
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over Kate’s forehead and click the left mouse button.

AMA’s Hut
Welcome to Ama’s hut. With Lucky in control, talk to Ama using the following
responses:

a4 3-1-1-1

Kate will be too weak to speak with you. If you return later, however, she’ll be
well enough to converse. Say goodbye to Ama and exit her hut.

THE LAMA SANCTUARY

The Lama’s Sanctuary is located on the crest of the center mountain. Once you
reach it, click on the door. You'll be greeted by a disciple. Use response No. 3.
Look at the items in the room, then speak to Wally Lama using the following
responses:

g 1-1
When the Lama begins to pray, leave the Sanctuary and travel to town.

THE TAVERN

Okay, you’ve visited Ama and Wally Lama. Now, it’s time to visit Sardar in the
tavern located on the left side of the screen. Enter the tavern and find Sardar. Talk
to him. Ifhe seems a bit reluctant, buy him a drink—heck, why not buy everyone
adrink? Do this by talking to the bartender. Once Sardar has a few drinks in him,
he’ll talk to you again. Use the following responses with Sardar:

a 22

Leave the tavern and check on Kate: By now she should be well enough to talk
to you. After using the following responses, travel to the junkyard:

4 33
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THE KATHMANDU JUNKYARD
Welcome to the Kathmandu Junkyard, a favorite hangout of young Kubla’s.
Kubla is the only one in town who can help you get petrol for the Yankee Eagle.
Unfortunately, Kubla is aware of the fact that his precious cargo is worth a lot
to you. So you must convince Kubla to give you the petroleum.

Begin by switching characters. With Chi in control, find and take the cigar
box. Left-click on the inventory icon. With the items in Chi’s inventory (except
the herb), make a pull-toy for Kubla. Combine the following items:

 Coins
( Chopsticks
(4 Cigar box

Change control to Lucky. Talk to Kubla using response No. 1. Give Kubla the
pull-toy and he’ll give you a siphon hose. Place this hose in inventory and leave
the junkyard.

TELEGRAPH OFFICE
Before heading back to see Wally Lama, visit the telegraph office. There you’ll
need to send a telegram to Lomax. This sequence is self-explanatory.

BEFORE LEAVING TOWN

After sending the telegram, have Chi talk with the teller. Leave the telegraph
office and travel to the Lama Sanctuary. The Lama will gladly speak to you.
Listen closely to what he says. Before leaving Kathmandu, you must revisit the
tavern and speak to Sardar using the following responses:

a 1-2-1
[ know this sounds crazy, but get your gun from inventory and give it to Sardar.

This will give him and the rest of the townspeople enough power to attack Bojon.
While in flight, check the Romance Meter. I’ll see you in Istanbul.
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IsTanBUL

Welcome to Istanbul. If you haven’t already done so, exit the Yankee Eagle.
You’ll notice Turk, the mechanic, standing at the right side of the screen. Talk
to him; he’ll give you your next clue. Leave the airport. Enter the gates of the city.

Hint: The following sequence must be performed rapidly.

Enter the city and immediately go to the side street. Enter the British Officers’
Club; Kate will remain outside. Speak to the bartender, Hoji. Have two drinks,
then ask to use the telephone. Use the following responses with Hoji:

0 1-1-2

Once you have E.A. Lomax on the line, use the following responses:

a 1-1

Talk to Hoji. Leave the British Officers’ Club and you’ll be captured. Don’t be

alarmed; the game will continue, but with Kate in control. As Kate, you must
figure out a way to rescue Lucky. Begin by visiting the Pawn Shop.

THE PAWN SHOP
Talk to Kasim, the owner. Find the hacksaw. Left-click on Kate’s inventory icon
and give Kasim the locket. Use the following dialogue responses:

a 3-2-1
Accept no less than 105 sheckels for the locket. Purchase the hacksaw. Before

leaving the Pawn Shop, be sure to place the hacksaw in inventory. Now it’s time
to play Mohmar’s shell game.
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THE SHELL GAME

Before playing the shell game, save the game (Mohmar tends to cheat when he’s
losing). You’ll find Mohmar sitting on the street corner. Try talking to him and
he’ll beckon to you. Accept his invitation.

Place your bet by clicking on the up-arrow icon. To lower the bet, click on
the down-arrow icon. Once satisfied with the bet, click on the PLACE BET icon.
Watch the shell closely: Mohmar is very quick (and sneaky). Play the shell game
until you win at least 200 sheckels.

THE CAMEL, THE FLOWER, AND ALMIRA

It’s time to buy a camel, find a flower, and get help from Almira. First, buy a
camel. Do this by traveling to the city gates; there you’ll find the camel trader
named Acayib. Talk to him using the following responses:

a 22

Pay nomore than 100 sheckels for the camel. Also, remember to place the camel
within Kate’s inventory—otherwise, it’ll stroll away. Now, you need to obtain
a flower for Almira. Across from the camel trader you’ll see a young boy named
Hakim. To get hisattention, tip over his cart. Use response No. 1. Once you have
the flower, you must obtain Almira’s help. You can find Almira at Nabob’s
Palace. Speak to the guard. Walk to the west side of the palace. Talk to Almira.
Give her the flower that you received from Hakim, and she’ll help you rescue
Lucky.

Once Lucky has been freed, travel to the airport. After the Yankee Eagle
explodes, hustle to the train station. Purchase a cabin ticket from the agent at the
ticket booth. Place the ticket in the inventory before boarding the train. Don’t
think that you’re safe on the Orient Express—there’s someone following you ...
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LocATioN oF OBJECTS
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Blanket ..o Yankee Eagle
Cabin TICKEt ..o Ticket Booth
Came] ..o Camel Trader (Acayib)
CIAr BOX oiiiiiieiiece e Junkyard
COW e Peasant
Crowbar ..o Yankee Eagle
DUSZUISE .ottt e e ee e Peasant
Fake Passport ... Madam Wu
FIOWET ..o Hakim
Grappling HooK ... Yankee Eagle
Hacksaw ... Pawn Shop
Healing Herbs .......coooovvviiiiice e Madam Wu
Keys (Tank) .....ooooiiiii e Gate House
KNIE (o Cook’s Bedroom
Leaflet. ..o Streets of Hong Kong
IMAD o Madam Wu
Rice WINE ...oooiiiiii e Dining Room Table
ROPE .o Yankee Eagle
Seagull DIOPPINES ...eeoiiiiiiiiie e Docks
Siphon HOSE ..o, Junkyard (Kubla)
TAID e Yankee Eagle
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CHAPTER 5
LEaTHER GODDESSES OF PHOBOS 2

GRAPHICS: 7vev¢ STORY LINE: T¥v¥
ARcCADE: N/A INTERFACE: Yo evevx
DIALOGUE: ¢3¢ Aupio: PA @k ¢
ANIMATION: ¥ LENGTH: PRk g

OVERALL ANALYSIS: 7€YY

SYSTEMS

Q

MS-DOS IBM-PC/Tandy & Compatibles

FEATURES

Q

L O 0O o

Marvel at the astounding attractiveness of shapely attendants lusciously
illustrated in high-resolution graphics.

Listen to conversations and clues broadcast over your LifeSize Sound
Enhancer to more than an hour of amazing digital soundtrack.

Scream at the pig-headed residents of Atom City who get fooled by the
Goddesses’ conniving plot—they think you and Barthgub are the enemy.
Set them straight with the reclusive scientist and his beautiful daughter—
they know the real story.

Writhe in the clutches of the Amazonian Leather Goddesses when you travel
to their evil Pleasure Palace to rescue the love slaves from unspeakable
torture.

Save the human race when you sabotage the scheme to conquer Earth.
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SCENARIO

Designedand written by
Steve Meretzky for
Infocom, Leather God-
desses of Phobos 2 is
actually three games in
one: Which character
youselectdetermines the
game version you’ll
play. The character
choices are: Zeke
Zarmen, owner of a gas
station; Lydia Sandler,
the beautiful daughter of
Professor Sandler; or
Barthgub el Nikki-
Nikki, son oflelgobar el Zayda-Zayda. Barth, by the way, isan alien from Planet
X. And yes, you guessed it: This is a science-fiction, adult-oriented adventure.
The story takes place in the peaceful town of Atom City. The year is 1956 and
Planet X is believed by Earth scientists to be the tenth planet in the Solar System
(remember, this is the 1950s). Unbeknownst to the townspeople, a lone
spacecraft was careening across the galaxy when it struck a small meteor that
knocked itoff course. Barth tried frantically to steer his crippled spacecraftaway
from Earth, but his gallant efforts failed and he crashed somewhere near their
dusty Nevada town. Yourmission, as Zeke or Lydia, is to find the alien, heal him,
and save Earth from the clutches of the Amazonian Leather Goddesses. Your
mission, as Barth, is to find some food, heal your wounds, and repair your
spacecraft. To enhance gaming enjoyment, LGOPZ2 uses
digitized speech. If you don "thave a soundboard installed
in your system, you’re still in luck. Included with this
game is a device called the LifeSize Sound Enhancer.
When plugged into an unoccupied printer port, the En-
hancer simulates the sounds produced by a soundboard. It
does, however, require amplification.

Steve Meretzky
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WALK-THROUGH

ZEKE ZARMEN

Click the mouse button to bring up the character-selection screen. Move the
cursor over Lydia and she’ll introduce herself. The same goes for Zeke and
Barth. Let’s play the game as Zeke Zarmen. Begin by talking to Lydia. She’ll ask
you to investigate the meteor—this is your first clue. Also, she’ll ask you to meet
herinthe Diner later thatevening, sodon’t forget. Study the menu oficons. These
1cons contain pictures of the people and/or items you can ask about. The bottom
icon (the lips) is for kissing. Begin with the top icon and work your way down
the icon menu.

THE METEOR

To find the meteor (spacecraft) Lydia
mentioned, travel west, then north. Note
the muddy tire tracks leading to a dirt
road. Follow the dirt road until you see
the tail of the spacecraft. Turn west to
view the entireship. Openthe spacecraft’s
doorand climb inside. Jingle the dice and
try the levers. By turning 180 degrees,
you can view the rear of the cockpit. Jingle the dice again, then exit the ship.
Travel east, then north. Welcome to Coyote Gulch. Look atthe boat. Travel back
to the main highway. Walk south, then north until the road ends at Tunnel 73.
Walk back to the gas station.

THE GAS STATION

Talk to Slow Flo. Click on the remaining icons to get as much information from
her as possible. When you’re finished with Flo, investigate the bathrooms. Enter
the gas station’s office. Talk to Stern Doe. Search the room. Take the staple
remover from the desk. Before leaving the office, look at the calendar. Zoe, your
mechanic, is busy fixing the General’s car in the garage. Once you’re face-to-
face with Zoe, grab the frobizmus hose from the vehicle’s fender. Greet Zoe.
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Work your way down the icon menu. If you give Zoe a kiss, she’ll give you a
wonderful surprise. Open the passenger door of the General’s car. Get the
transmitter. Click on the horn. Turn the ignition key. Travel to Atom City.

THE SHERIFF’S BUILDING

Welcometo Atom City. Enterthe Sheriff’s Building (the gray two-story building
withssix pillars). Look at the map on the back wall. Use the staple remover (which
you took from the desk at the Service Station) to remove the map. With the map

ininventory, you can refer to itany time during game play. Check the cell to your
left. Exit the Sheriff’s Building. Travel to KARC radio station.

KARC

Inside the radio station you’ll see a record collection, a microphone, a turntable,
and many other gadgets found in a typical broadcast studio. So what are you
waiting for? Spin some records. If you’ve placed a record on the turntable but
youcan’thearit, fliptheredlevertoactivate the transmitter. Once you’re familiar
with the console, exit KARC and travel to Dealer Dan’s.

DEeALER DAN

Every town seems to have a used car dealership, and Atom City is no exception.
After conversing with Dan, leave the outdoor showroom and head elsewhere.
(Unless, of course, you want to buy a lemon.)

CiviL DEFENSE AID STATION

Dr. Skelton’s office is located just east of the Sheriff’s Building. Here you can
get some very useful chemicals. Enter the office and search the entire room. In
the cabinet you’ll find the following chemicals:

1 lodine
1 Rubbing alcohol
Q Sulfur

Take the sulfur (you may take the rubbing alcohol and the iodine if you wish, but
these items may only confuse you later in the game). Exit the Aid Station.
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THE RiviERA THEATER

Welcome to the Riviera Theater. From the lobby, walk through the left doorway.
Get the 3-D glasses. Watch the movie. Exit the Riviera Theater and travel to the
First Fundamentalist Fusion Church.

FirsT FuNnDAMENTALIST FUSION CHURCH

After entering the church, search the room. Look at the confessional (flagship).
Click the cursor on the flagship door and you’ll find Reverend Jonas Layberry.
If you have plenty of spare time, talk to the Reverend. Soon, however, you’ll
realize that the Reverend has—how do you say?—gone around the bend. Time
to leave the church and visit the Barber Shop.

Tue BARBER SHoP
Talkto Tony, Sheriff Andy Schuller,and Dr. Skelton. Listen closely to what they
have to say. Exit the Barber Shop and travel to the Mesquito Indian Reservation.

MESQUITO INDIAN RESERVATION

Talk with the tribesman. Unfortunately, tonight no playum Bingo. Well, while
you’re here, might as well check out the souvenir tepee. Hey, a cola machine!
Press the coin return to retrieve your very own shiny new dime. After searching
the entire tepee, find Butch’s Bar.

BurcH’s BAR

Welcome to Butch’s Bar, a seemingly lonely place. Hey, is that a Wurlitzer
original? Be sure to play your favorite tunes before leaving. Talk to the
bartender, Butch “Muscles” Malloy. Ask him about the alien. Click the cursor
on the fist icon. Get the bottle from the bar and place it in the toolbox. Walk into
the pool hall. Examine the pool table. Exit the tavern and travel to Professor
Sandler’s house.

PROFESSOR SANDLER’S HOUSE

One block south of the Indian Reservation is the Sandler home (look for the
mailbox). Turn into the driveway and approach the house. After entering the
kitchen, look at everything. Talk to Lydia’s little brother, Jimmy. Listen carefully
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to what he tells you—this kid is smart. He’ll give you pertinent clues, such as:

A Isotopes can be obtained at the base.
Q  Sulfured liguid rubber can be used to help heal the wounds in a germanivum-
based lifeform (the alien).

Enter the basement and tinker with the Professor’s crazy inventions. Pay special
attention to the radio—you just might hear an alien broadcast. Leave the house
and enter the observatory. Talk to the Professor. Gaze through the Acme
telescope and look at the following planets:

d Planet X
[d Earth
1 Phobos
d MAG

MapaM CHAVEZ AND O’MALLEY’S STORE

Madam Chavez’s place islocated nextto the Megaton Motel. Talk to the Madam.
Give her a kiss and you’ll receive a heavenly surprise. Snatch the golden key
from the message slot. Before leaving, click on the Ouija board. If you’re bored,
enter Dave O’Malley’s general store and read a newspaper.

THE MiLITARY BaSE: VisiT 1

Are you wondering how to get into the base? Well, remember the boat at Coyote
Gulch? That’s your ticket into the base. Travel to the other end of town and climb
into the boat. You’ll travel downstream, landing at a secret spot behind the base.
Exit the boatand enter the base by climbing beneath the fence. Enter the barracks
(right door). Open MaCloud’s locker and snatch his uniform. Close the locker.
Exit through the far doorway. Enter Head Quarters. Open the desk drawer.
Retrieve the golden key. Place it in your toolbox and get the heck out of there.
Put on the uniform (by clicking on it) and leave the base through the front gate.
Since you now have the General’s desk key, travel to his house.

GENERAL CYRUS WEDGEFELLOW’S HOUSE
Welcome to General C. Wedgefellow’s house. Read the sign nextto the entrance
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door—1 hope it doesn’t apply to you. Enter the home and use the golden key to
unlock the desk. Take both letters and place them in your toolbox. Now leave his
house as fast as you can. Once outside, click on the toolbox to view the
documents. One document is a government letter marked 7OP SECRET. The
otherisaletter fromalady ofthe evening. Payavisittothe lady whowrote the letter.

Note: Her name isn't included in this book because of random generation.

Travel to the cat house and give the lady of the evening the letter. She’l] give you
amanilla folder. Place the folder in your toolbox, then leave the cat house. Once
you’re outside, look inside the envelope: It contains a secret password. Using the
game documentation, find the password and write down the corresponding code
number—you’ll need it to complete the game.

THE MILITARY BASE: VisIT 2
Once you have the secret password, you can travel back to the base. Walk
through the entrance gate wearing the uniform. Enter the room marked

O R/

There you’ll find the reactor core and controls. Look at all five screens and jot
down any codes (or special instructions) you encounter. Exit through the blue
doorway. Enter the laboratory. Click on the machine at the back of the room.

Enter the 4-digit code you found in the game documentation (be sure to add 64
to this code). After entering the correct code sequence, push the button marked

 OPEN

Take the radioactive 1sotope and leave the base.
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THE DINER

Most likely you’ve already been to the Diner. If so, did you take the bowl? Once
you have the bowl in inventory, talk to Lydia, then kiss her. After a short
animated sequence, travel to the used car dealership.

THE ALIEN

You’llencounter Barth, the alien, at the used car dealership. Give him some food
(radioactive isotope). After Barth is content, it’s time to heal his wounds. Click
on the toolbox and place the rubber hose in the bowl. Mix in the sulfur and the
whiskey. Give the bowlto Barth. Eventually anangry crowd will gather. It would
be best to leave the dealership when this happens. When you’re a safe distance
fromthe crowd, click on the toolbox and retrieve the transmitter. Enter the 3-digit
code (it was on a screen in the reactor room). A siren will sound and the crowd
will dissipate. Now you, Barth, and Lydia can travel to the spaceship. Climb into
the spacecraft and talk to Barth. Repair the ship, then speak to Barth again. I'll
see you on Planet X.

PrLaNET X

Welcome to Planet X. Find the Spaceport Regency Hotel. Talk to the beliboy.
Enter the suite. Click on the television set and a woman will appear. Talk to
Largonna-9. Kiss her. After intermission, she’ll inform you that you must travel
to Planet Phobos. She’ll also give you a self-recording record and invisibility
shield belt. Explore Planet X further. Travel back to the spacecraft.

PHOBOS

Welcome to Phobos, a very unfriendly planet. Travel to the large building in the
distance. Enter the kitchen. Search the room. Leave the kitchen through the north
doorway. To find the dungeon, walk through the north doorway. Release both
prisoners, then head back to the dining room. Put on your invisibility belt and
walk through the west doorway. When you see the Leather Goddesses, click on
the toolbox and retrieve the self-recording record. Listen to (and record) their
entire conversation. After recording the conversation, travel to the flagships.
Climb the ladder of the left flagship. Hide in the broom closet. Wait there until
the ship lands on Earth. Exit the ship and run over to the radio station. There you
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can play the self-recording record. Congratulations, you’ve just completed
Leather Goddesses of Phobos 2. Now play the game again—except this time
play the role of Barth.

BARTHGUB EL NIKKI-NIKKI

After the introduction, you’ll be looking at your damaged spacecraft. You’ll
need to find the following eight items to repair the craft:

Pylon
Grapes
8-ball
Bottle

Stop sign
Bar of soap
Pumpkin
Iron

coddodd

U

THE PyLON

You can find a pylon at the entrance to Tunnel 73. To get there (from the
spacecraft) travel one screen west, one screen north, one screen south, then one
screen north. Click on the pylon and place it in your alien inventory sack. Also,
examine the fancy gun in inventory—it’ll come in handy later in the game. From
the entrance to Tunnel 73, walk one screen south, two screens north, and one
screen east and you’ll arrive at the gas station. Using your tentacles, greet Flo
(and the other two employees). Enter the office and take the staple remover from
the desk. Leave the office.

A BAR oF Soar

The bar of soap 1s located in the jail cell inside the Sheriff’s Building. Enter the
Sheriff’s Building(the gray building with six support pillars) and remove the city
map from the far wall using the staple remover. Walk west into the jail cell and
say hello to Sheriff Schuller. After he throws you inthe slammer, get the bar of soap
from the sink. Blast your way out of the jail cell using that fancy gun in inventory.
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THE BOTTLE

Travel to the Indian Reservation. Greet the Indian. Enter the souvenir shop (the
tepee) and get the dime from the cola machine. Remove the cover from the trash
can. Getthe bottle. After placing both these items in inventory, you can leave the
Reservation. If you’re wondering what the dime is for, it can be used to buy a
pumpkin at O’Malley’s general store.

THE PumMPKIN

You can purchase a pumpkin at O’Malley’s Store—if you have a dime, that is.
To get there from the Indian Reservation, walk one screen east, three screens
north, and one screen west. Enter the teal-colored building. Greet O’Malley.
Give him the dime you found in the tepee. Take the pumpkin and a newspaper.
Y ou can read the newspaper by clicking on it from the inventory screen. Leave
O’Malley’s general store and find a bunch of grapes.

A BuNCH OF GRAPES
Youcanfindabunch of grapes at the Diner. Once inside, greet the waitress. Then
walk one screen south. On the table to your left, you’ll find some red (purple)

grapes. Click on the grapes and place them in inventory. Leave the Dinerand find
an 8-ball.

THE 8-BALL

Enter Butch’s Bar. Walk into the pool hall (don’t forget to play your favorite
tunes on the jukebox). Approach the pool table and place the remaining balls into
any pocket. Get the 8-ball. Before leaving the bar, talk to Butch.

THE StOP SIGN

Walk around town until you come across a Stop sign. After clicking your
tentacles on it, you’ll realize that you aren’t strong enough to remove it from the
post. Blast it with your laser gun. You now should have seven of the eight items
necessary to repair the spacecraft. Now let’s find the final item: the iron.
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THE IrRON

The iron is located in Professor Sandler’s home. Enter the kitchen. There, on the
counter, sits the desperately needed iron. Unfortunately, Jimmy won’t let you
take it (the little brat). He wants some technology in exchange. Since the gun is
fully discharged, give it to Jimmy in exchange for the iron.

THE ANGRY CROWD

Since you’re carrying all the items necessary to repair the spacecraft, your first
instinct would be to go to the crash site. Before traveling there, however, stop in
at Dealer Dan’s (if you don’t, you’ll be sent there later in the game). At Dealer
Dan’s you’ll encounter Zeke and Lydia. Talk to Zeke and he’ll have a solution
to patch up your wounds. Talk to Lydia and she’ll give you some food.
Eventually anangry crowd will appear. When a problem with the reactor occurs,
vamoose. Travel to the crash site and repair the spacecraft. See Zeke Zarmen for
additional clues.

LyDIA SANDLER

The game begins in the Sandler home. Talk to Lydia’s father, the Professor, then
to her younger brother, Jimmy. Ask Jimmy about the alien, the food it eats, and
what it requires to be healed. Pay special attention to what he tells you. Travel
to the basement. Examine the Professor’s inventions. Leave the Sandler home
and enter the observatory. Talk to the Professor. Look through the Acme
telescope. Travel to the meteor site. See Zeke Zarmen for additional gaming
clues.
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LocAatioN oF OBJECTS
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3-D GIaSSES .ottt Riviera Theater
B-ball ..o Butch’s Bar
Army Uniform .....ocooovveiiiiiiiice Barracks (MaCloud’s Locker)
BOIE oo Tepee
BOW oo Diner
DIME ..o Cola Machine (Tepee)
Frobizmus HOSE ...........ccocvviiiiieeiee e, Gas Station’s Garage
General’s Desk K&y ....ooocvvviiiiiiiiiee e Head Quarters
GTAPES oottt Diner
Hotel KEY .ovviiiiiveiii i Madam Chavez’s Place
Invisibility Belt ..o Planet X
[0dINE .o Civil Defense Aid Station
TEOM Lo Professor Sandler’s Home
OIS ettt General’s Desk
Manila Folder .......c.ocooiiiiiii Lady of the Evening
IMLAD <o Sheriff’s Building
NEWSPAPEL ..eeeiiiiiee et O’Malley’s Store
Pumpkin ..o O’Malley’s Store
PYIOT (oo Tunnel 73
Radioactive ISOtOPE .........ccccovimiiiiiiiiiiiiiee e Laboratory
Rubbing Alcohol .........oocoiiiii Civil Defense Aid Station
Self-recording Record ..........ooooiiiiviiiiiiiiiie e Planet X
SOAP e Jail Cell
Staple REMOVEL ......coooiiiiiiiiiiice e, Gas Station’s Office
Stop SIgN oo Street corner in Atom City
Sulfur ..o Civil Defense Aid Station
TIANSMITET ©.veeiiiiiiiiicee et General’s Car
WHISKEY ..o Butch’s Bar
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CHAPTER 6
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SYSTEMS
 MS-DOS IBM-PC/Tandy & Compatibles

FEATURES

Includes a FREE book with 55 fun ways to help save our planet.
Beautiful, hand-painted backgrounds and colorful underwater scenery.
Exciting animated undersea creatures.

A dynamic stereo soundtrack.

Fun, challenging, and educational ecological puzzles.

Extensive research and attention to detail create a realistic play environ-
ment.

For ages 10 and up.

Ccododd
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THE SearcH FOR CETUS

SCENARIO

Sierra On-Line
came up with an-
other  winner!
EcoQuest. The
Search for Cetus is
a luminous under-
sea adventure that
takes the entire
family onavoyage
of discovery. You
play the role of a
12-year-old boy
named Adam. His
best friend and only
companion isatalk-
ing dolphin named
Delphineus. To-
gether you must
- ‘ battle disastrous
toxic wastes, deadly fish nets, destructive oil spills, and a multitude of other
catastrophes as you seek the great whale, King Cetus. During your perilous
undersea quest, you’ll encounter numerous spectacular scenes with lively
animation and dozens of fascinating sea creatures. ZcoQuest is a fun way to learn
of the many dangers threatening the planet we call home. I must
express my gratitude to Sierra On-Line for bringing us
such a wonderful and educational game. I
hope every adven-
turer takes the
opportunity
to dive deep
into  the
depths of

EcoQuest!

75



EcoQuEesT

WALK-THROUGH

THE RESEARCH CENTER
Click the hand cursor on the bird
(it’s in the cardboard box). Click
on the detergent, then on the clean
rag. Click on the inventory icon
and pour some detergent on the
rag. Carefully use the rag to clean
the bird. Now look at the gerbil
and you’ll notice that the poor guy
doesn’t have any water. You’ll
find the water bottle on the table —
next to the cage. Look at the fish tank next to the gerbil cage. Pour in some
experimental fertilizer solution to remove the oil. Walk to the computer and grab
the envelope sitting on the swivel chair. Open it and you’ll find a membership
card. Click on the envelope to dispose of it properly. Click on the empty soda can
next to the computer and dispose of it, too.

In front of the recycling bin you’ll find Adam’s garbage bag. Place it in
inventory. Look at the computer screen and the books above it. Then look at the
blackboard. After acquiring a minimum of 70 game points, leave this room and
visit the dolphin. To leave the Research Center, exit through the back doorway
(the off-disk copy protection access code is in the game documentation).

THE RESEARCH CENTER HOLDING TANK

Enter the Research Center tank room. Read the blackboard and follow the
instructions to the letter. Talk to the dolphin three (3) times. Feed him a minimum
of three (3) fish (the mackerels are located in the bucket below the blackboard).
Climb into the tank and swim with the dolphin. Grab his fin and he’ll give you
aride around the pool. Leave the pool. Grab the green frisbee located on the table
below the blackboard. Throw the frisbee to the dolphin a minimum of four (4)
times and suddenly you’ll realize that Delphineus can speak! Take the scuba gear
from the cabinet below the blackboard. Open the underwater hatch by moving
the lever at the end of the gate, then put on the diving suit.
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THE CRUISE SHIP

Swim north until you encounter a cruise ship dumping bilge (garbage) into the
water. Use Adam’s garbage bag to clean up as much of the floating debris as
possible. Also, find the glass jar—you’ll need it later in the game. Swim west.
When Delphineus tells you to dive, save the game. Before diving, put on the
scuba tanks. Swim south until you reach the seaweed. Now follow these
directions:

(d South
(d Southeast
1 Southwest

[f you haven’t made it to the underwater village known as Eluria, restore the
game and try again. Eventually you’ll make it through the thick seaweed.

ELURIA COURTYARD
Your first objective is to find the
Oracle (and to clear away as much
trash as possible). Before searching
the ocean for the Oracle, find the steel
cage and place it in inventory. After
clearing the area of garbage, swim to
the large bronze statue of
Poseidon——the Greek God of the Seas.
Attempt to take his trident (spear). If he refuses to release his grip, swim to the
majestic Temple of Poseidon. Look at the marble wall containing three eyeballs.
Find the bronze conch shell located on the pedestal in the center of the Temple.
Place this shell in inventory. Exit the Temple and swim back to Poseidon. Place
the conch shell into the cupped hands ofhis servant and retrieve the trident. Swim
back inside the Temple and use the trident to push the eyeballs simultaneously.
You have just found the Oracle!

Talk to the Oracle and solve the tile puzzle. Use the onscreen help if you get
into trouble. Once solved, the Oracle will ask you three riddles. Here are the
answers:
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J MAN
(4 FISH
J LOVE

GUARDIAN OF THE GREENS

1t’s time to visit the Guardian of the Greens. To get there from the Elurian
Courtyard, swim west until you see a coral in the shape of a whale. Free this area
of trash, then pour the experimental fertilizer solution over the coral whale.
When the Guardian (lobster) appears, talk to her and she’ll reward you with a
bottle of healing potion. Did you notice the small shell that tumbled to the sea
floor? Retrieve this shell and place it in inventory. Swim through the upper-left
rock opening and you’ll arrive at the Fish Apartments. Search the area for a thick
cotton cloth. Use this cloth to clean the shell you received from the Guardian of
the Greens. Swim east and you’ll return to the Elurian Courtyard. Swim north
to Tholos.

THE GREAT SENATOR

When the Senator speaks, place the bubble cursor on the golden mask and click
the mouse button. The Senator will ask you to solve the riddle of the columns.
Although this may seem impossible to do, it’s actually quite simple. To your left
you’ll see three columns. Each column has three sections that can be turned by
clicking the hand cursor on them. The trick is to match the left columns with the
right ones. To do this, find a section of column that turns independently. Some
sections, when turned, will turn other sections of a column. Find the sections that
turn separately, then turn them until they lock into place. Find, and turn, the next
section of column that revolves separately. Eventually all the sections will be
locked into the correct position. After solving the column test, you’ll meet
Senator, the hermit crab. Talk to him and you’ll learn his real identity is that of
the Mayor. When the Mayor crawls back into his shell, summon him with the
bubble cursor. Give him the shell (after cleaning it with the thick cotton cloth).
It’s time to convince the citizens to attend a town meeting. Leave Tholos by
traveling west. Swim northwest and you’ll reach the Fish Apartments.
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THE FISH APARTMENTS
Properly dispose ofall the junk obscuring this once-beautiful community. You’ll
be notified (by a window, a beep, and extra game points) when all the junk has
been cleared away. Swim into the bottom-center apartment and say hello to
Greg, the watchman. Show him the badge the Mayor gave you and he’ll allow
you to pass. When you see the poor blowfish trapped in a plastic bag, help him
by clicking the hand cursor on him twice. After Narcissus has been freed from
the plastic bag, he’ll give you an algae-eating sea urchin. Thank him for the sea
urchin and properly dispose of the plastic bag. Enter the bottom-left apartment.
Say hello to Epidermis. After conversing with him, place the sea urchin on the
algae (located on the east wall). Epidermis will give you a very sharp shell.
Hippocrates, the sword fish, lives in the right apartment of the middle row.
Talk to him, then slice the plastic (wrapped around his jaws) with the sharp shell
you received from Epidermis. Hippocrates will show his appreciation by giving
you a pair of fish-bone tweezers. Before leaving, remember to dispose of the
plastic. After entering the top-right apartment, you’ll meet the sea turtle.
Unfortunately, he can’t speak because a deflated balloon is stuck in his throat.
Use the tweezers to remove it. Erroneous will give you four metal screws. Don’t
forget to properly dispose of the deflated balloon. Enter the center apartment,
located on the lower level. There you’ll have the pleasure of meeting Gregarious
A. Manatee. Poor Greg has been injured by a fishing boat’s propeller and he’s
too frightened to surface for air. It’s time to get Greg some good ol” oxygen.
Swim north. Once you’re above sea level, talk to the fisherman and show him
the cage. Tell him that you can use the cage to cover the propeller. Using the
inventory icon, attach the four metal screws to the cage. Then click the cage on
the back of the fishing boat. After swimming back to the Fish Apartments, find
the water pump and place it in inventory. Clean up the trash (that the fisherman
dumped overboard) and enter the top-left apartment. Try talking to the lion fish.
Findthe bottle of bleach and dispose of it. Set up the water pump nearthe window
and you’ll save Olympia’s life. She’ll reward you with a poisonous lion fish
spine. After the committee meeting, swim back to the Oracle. Use the trident on
the eyeballs in the marble wall. Give the Oracle the golden mask of trust, which
you received from the Mayor, then follow the dolphin. Once outside the Temple,
swim south into the vast depths of the open sea.
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THE UNDERWATER REEF

Welcome to the fascinating Underwater Reef. Swim east until you reach the
Colossus head. Clean up the debris and find the mirror. Place the mirror in
inventory, then swim two screens east. When you reach the octopus’s cave, place
the jar (which you found among the bilge) at the mouth of the cave, then swim
one screen east. Upon your return, the octopus will have removed the lid from
the jar. But before you retrieve the jar, notice the underwater maintenance
vehicle in the current screen. Behind the front seatis a panel. Open the panel and
remove the hacksaw. Swim to the toilet. Pry offthe lid using the trident. Remove
the rubber float and place it in inventory. Now get the fishing lure (it’s dangling
from one of the metal posts). Swim west and grab the jar.

While at the cave, click on the inventory icon and retrieve the mirror. Show
the mirror to the octopus and he’ll leave his domain. Get the coiled wire (cable)
from the mouth of the cave. Swim one screen west and you’ll be in the scene
containing the brain coral. Enter the airpocket by swimming through the opening
at the upper-left portion of the screen. There you’ll meet the pirate ghost—who,
by the way, has seen better days. Click the hand cursor on the Conquistador’s
pike (the wooden stake). You’ll slip and fall. Climb back into the air pocket and
repeat the previous instruction. Open the treasure chest. When the golden key
drops into the water, dive in after it.

Hey, where did that red fish come from? Better get after him—he swallowed
the golden key! After chasing the fish halfway across the ocean, you’ll return to
the scene containing the brain coral. Get the fishing lure from inventory and click
it on the purple anemone (located at the bottom-left portion of the screen). Get
the golden key. Swim three screens east and you’ll reach a very large cave.
Unfortunately, it’s much too dark in there, so you’ll need to find a light source.
Swim back to the Colossus head and look in its ear. There you’ll find a nocturnal
flashlight fish. Get the jar (from inventory) and click it on the ear. The flashlight
fish will swim into the jar.

Swim back to the cave. Click the jar (containing the flashlight fish) on the
center of the cave. The fish will leave the jar and illuminate the cavern. Locate
the opening covered with rocks. If you can’t see the rock-covered opening, read
the following (unconventional) hint. If you have found the rocks, skip the
following hint.
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Hint: Adjust the brightness control knob on your computer monitor, to its
brightest position. You should now see the rock-covered opening.

Usingthe hand cursor, remove the rocks one by one. Afterall the rocks have been
removed, find the metal box. Unfortunately