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Introduction

Scan the adventure columns of almost any of the popular home micro
magazines and you’re bound to see heartfelt cries for help from suffer-
ing adventurers. One of the main attractions of adventures is their puz-
zle content. However, the pleasure and gratification experienced while
playing can soon turn into a nightmare of frustration when you be-
come one of the host of unfortunates who have got bogged down
in a particular part of the adventure. Whose plight can be more pitiful
than that of the poor adventurer who has paid out good money for
an adventure, only to find that he or she is unable to get past the very
first obstacle! It's nearly as bad as being given a Rolls-Royce only to
find that you can’t get the door open!

This book is intended to bring succour to those who have wrestled
with, and have been brought to a standstill by, the cunning puzzles
of Acornsoft’s Philosopher’'s Quest and Castle of Riddles and Scott
Adams’ Voodoo Castle and The Count. | hope that the book will also
provide a good measure of entertainment for those who have already
managed to complete one or more of these adventures, in that they
can compare the solutions given here against their own experiences.
In this way, they can verify that they have extracted every ounce of
pleasure that there is to be had from the game, as well as reliving the
adventure as they read.

In order not to spoil any of the adventures by revealing parts unrelat-
ed to a particular problem and probably not yet reached by the adven-
turer, the book has been so designed so as to minimise the risk of this
occurring. Every topic that you are likely to have a question on is co-
vered under its own heading. All you have to do is to turn to the con-
tents list at the beginning of each chapter for the heading, which will
refer you to the solution number in the main body of the text. You
are likely to find that a particular solution cross-refers to another; this



is in keeping with the book’s aim of reducing the chances of you see-
ing something you may not yet wish to know about.

Except in only the barest of outlines, | have not offered a recommended
set route or strategy for tackling each of the adventures. Indeed, there
is in all of them enough scope for you to vary your sequence of ap-
proach and still complete the adventure successfully. To have sug-
gested these in detail would have meant giving too much of the
adventure away. In any case, once you have read all the solutions for
a particular adventure, the best route and strategy should be pretty

well self-evident.

At the back of the book is a set of maps, one for each of the adven-
tures. The maps show every location and direction - you may wish
to consult them only as a last resort or as a check that you have in
fact visited every site in the adventure.

Philosopher’s Quest and Castle of Riddles are published by Acornsoft
Limited, 4a Market Hill, Cambridge CB2 3NJ. Both programs are avail-
able for the BBC Model B microcomputer and were written by Peter
Killworth.

Voodoo Castle and The Count were written by Scott Adams and are
published by Adventure International, c/o Calisto Computers, 119 John
Bright Street, Birmingham B1 1BE. They are available for a number
of home computers, including the BBC Model B, Commodore 64, 48K
Spectrum, Dragon, Apple and Tandy models. Versions for the VIC-20
are published on cartridge by Commodore, Ajax Avenue, Slough,

Berks.

It only remains for me to wish you as much enjoyment in reading and
using the book as | have had in playing and writing about these ad-
ventures. Pleasant journey!
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Philosopher’s Quest

Problems
Problem

The ancient book
The aqualung

The bare cell
The bees

The bends

BLACH
The black fins
The bottle
The box of matches
The bronze trophy
Cease to exist
The cheque
The coal cave
The cups of tea
The danger room
The driftwood
The elephant
The final point
The first dog

he gas mask

he gloomy area
T:e gold tooth

€ gorgonzola
The hallg cheese
T:e ivory tusk
€ Jewel-encru
s kel sted platypus
he keys

Solution No.
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The lamp
The M.E. maze
The mouse

The north and south end passages

The octopus

The old lady

The old mariner

The paint

The philosopher’s laboratory
The pit

The platinum portrait of Escher

The pool of ink

The portcullis

The ruby amulet

The sea

The sea cabin

The sea cupboard
The second dog

The shop

The silver chain

The slipper

The smooth corridor maze
The solicitor’s office
The stars

The steel rod

The stuffed albatross
The third dog

The treasure chest
The whale

The will
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Solutions

(1) The ancient book

This priceless tome must be collected if you're hoping to gather all
250 points available in the adventure. The book is located in the
philosopher’s library (east of the laboratory) and is a strange volume
indeed. Although you can easily GET BOOK, you cannot READ or
OPEN it. The wisdom of Socrates is just going to have to stay a closed
book to you!

(2) The aqualung

For such a vital piece of equipment, the aqualung couldn’t be easier
to find. It's right there in the shop with you at the start of the adven-
ture. _As you'll have discovered, though, helping yourself to all the goo-
dies in the shop isn’t as easy as it looks. For a sure-fire method of

painlessly extracting the aqualung from its home, you’ll need to look
at solution 47.

The aqualung comes into its own when, as you might naturally ex-
pect, you need to go deep sea diving. Standing on the east or west
beach (don’t worry about the strange buzzing sound for the moment),
a move south will take you straight into the sea. If you're not carrying
the aqualung when you go for your dip, you'll drown. Should you hap-
pen to be wearing a gas mask when you enter the water, you’ll choke
before you can get it off. If you do have the gas mask, make certain
Z\ou drop it before you go south into the water.If you try to DROP
thQUALU‘NG wr_mile under water, you shouldn’t be surprised to find
at you immediately die from lack of air as a result.

ﬁ‘s W,ith the real thing, the air supply in the aqualung is limited but
¥ eﬂ? s enough oxygen in its tanks to let you do what must be done.
ou’ll be told when half your air supply has gone (this is usually after
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about 20 turns underwater) and again when it is almost exhausted.

(3) The bare cell

No doubt you had a real problem (solution 15) just getting into this
place. Don’t worry, it's even worse trying to get out! The title of this
location is a bit of a misnomer - the cell is certainly not bare. For a
start, lying on the floor is a bronze trophy (solution 10) labelled '‘Danger
Man’. Presumably it will remind you in later years, as you look at your
mantlepiece and see it there, of the horrors of the adjoining room.
There’s more in this supposedly empty cell. Up on the ceiling is one
of those mysterious stars (solution 52), in this instance, a purple one.
Finally, the cell is full of holes, the obscure significance of which you'll
spot when you turn to solution 46. All you will be told under this entry
is that the bare cell has absolutely nothing to with bears!

The major problem with this room lies in getting out. If you attempt
to go south, a sword shoots up out of the floor and slices into your
right leg. Although it might not seem such a terrible wound in con-
trast with some of the injuries you can suffer in this adventure, it is
bad enough to finish you off. The solution lies in finding a way to pro-
tect the right leg. There’s nothing to cover it up with so you'll just
have to imitate Long John Silver and HOP SOUTH. The sword still
scythes upwards but meets thin air where your right leg would have
been. You are safely out.

(4) The bees

The bees are one of those hazards that give you a lot of trouble without
actually doing the hurting themselves. You'll not get stung badly by
them but they may be the cause of your death. The first time you be-
come aware of them is on the east and west beaches. A buzzing sound
can be heard coming from the sea to the south. When you go south,
the bees (they’re the source of all the noise) will come homing in on
you, buzzing and stinging, forcing you to duck below the surface of
the water. Apart from that, they don’t harm you. However, when you
try to leave the water, the bees will still be buzzing around. Every time
you try to go UP to the beach from just below the surface of the sea,
you find that the bees are still there and you are forced to go back
under. This is not only trying but downright dangerous since your air
supply is limited.

The only way to deal with the bees is to persist - but not by going
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UP. If you try and try again to go north or north-east, you'll eventually
flop on to the east beach and the bees will not bother you again. Go-
ing north-west also works but lands you on the west beach - the bees
won'’t pester you there, either. Usually three attempts to go in one
of these directions does the trick.

There seems to be no other way of dealing with this stinging swarm.
You might think that smoke would affect them, by driving them off
or making them so sleepy that they’d forget about chasing you. The
driftwood on the west beach should certainly make a nice fire - is that
why it’s been left so conveniently handy? If so, it's a clever red her-
ring. Smoke doesn’t bother these little fellows one bit, so save your
matches.

(5) The bends

These are not passages in a twisty maze but a rather nasty condition
caused by surfacing too quickly. When you try to swim to the surface
after some time in the depths of the ocean, a vice-like pain grips your
chest - _the bends - and you expire. The only way to avoid suffering
from this ailment is to spend some time at mid-depth. Staying at this
depth for one move roughly counteracts the effect of five moves spent
at a lower depth.

If you've done all that you should have done down in the deep, an
easy way to get to the surface is as follows. From the sea bed' go
UP. Ha\{lng done this, you should then GO EAST for no less thar'1 six
_mpves_(lf you'‘ve made the optimum moves elsewhere in the sea, six
IS Just right). Although these easterly moves don’t take you anywh'ere
Ll]qy are sufficient to eradicate the biological effects of your deep-sea'

lyl':\g. You can now go UP to the surface - you will then be faced
with a different kind of problem - solution 4 prescribes the remedy.

(6) BLACH

:‘a’;:dﬁ Wt;)ffi, BLACH appears scratched on the wall in the south pas-
g <')uto \élo_usly has some power because when you type itin, bells
oo thear'] Il_ghts flash before peace once more descends. Neverthe-
Joll{/ - znglng bells and flashing lights are hardly very productive.
in. n?a od show and all .that but what's it all for? The real power of
Stithe vglc word comes into the adventure but once, and then only
anchiar, ry end c3f the game. Unless you're particularly fond of bells

ghts, there’s no point in bothering with BLACH until then. At

15



the end of the game, you may well find yourself one short of the 250
total needed to complete the adventure. If so, a glance at solution 18
will ring the bell.

(7) The black fins

No prizes awarded for guessing that these ebony triangles belong to
a school of sharks. You won’t see them unless you've already been
into the sea and are attempting to go back in for a second dip. As
you try to go south into the sea from the east or west beach for another
swim, you are warned that black fins can be seen swimming in the
ocean. Since nobody wants you to become a supper for Jaws, you
will not be allowed to go into the water. The whole point of this kind
of device is to make life harder for the adventurer. In this case, all the
goodies that are in the sea must be salvaged in one swim - there’s
no way the program will let you make two trips. So if you're confront-
ed by the sharks and realise that you've left something behind in the
sea, you just might as well quit and start again. There’s no getting
past the sharks and no way to remove them from your path.

(8) The bottle

What's a bottle for in an adventure if not for filling with a liquid? You'll
find the vessel down at Piccadilly Circus and, since this empty bottle
is no exception, you'll also need to look for something to put in it.
Water is the usual commodity but, although there’s plenty of it down
near the beaches, that is not what is required. Oil is another fluid often
worth collecting but there’s none in this adventure. The tea is already
quite content being in the cup so there’s no point trying to transfer

it to the bottle.

There is one place where you'll find some other liquid: down in the
stony depression where there’s an inky pool. If you go there and FILL
BOTTLE, you'll then have a bottle of ink. You won’t be doing any writ-
ing with it. Solution 33 will tell you where and how to use it.

(9) The box of matches

You'll find the matches down at the dead end which lies to the north
east of Piccadilly Circus. Things ain't what they used to be - you only
get five matches to the box in this adventure. Be very sparing with
them, each one is vital to your survival. The matches are not of the
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highest quality, either, each one lasting for only one move once lit

It must be one of those Chinese boxes, as it does not res

BOX and there seems to be no way of removing the mat?:gg:.tlzs?c::y
whenever you want to use a match, all you have to do is LIGH1"
MATCH or STRIKE MATCH. The match will flare up, stay alight for
one further move, and then go out. Once it has died, the match dis-
appears. When you've used up all the matches, an inventory will tell
you that you have a box of matches but what it really means is that
you have a matchbox. Once the matches have been used, you might
just as well discard the box because it's of no further u;e :

There are tYVO occasions when the the matches come in handy. First
you can strike a light whenever you're in the dark without your. lam ’
T_h!s is usually a wasteful use of a precious resource. However. if ou'\F/) ,
visited th_e coal ridge and been talked to by the ancient marirllery ou’fl
have noticed that he had a strange effect on your lamp Althc’n}l hit
may r_mave been burning brightly when you met him, some %orm of c%rse
is mfluctgd upon it, and a few moves later it starts to become dim. T
avoid this _happening, you can turn your lamp OFF and light a métcg
before trying to go west (going west is what causes the mariner to
start boring you and putting the hex on your lamp). However, you'll
neet_:l to use twp matches to go west as the first blows out wr;ile the
mariner is dror_ung on. Once west, you can turn your lamp on agai
;2:3 ;rno:bli with t:is course of action is that, even assuming yc?u.?’l\r/‘é
ugh matches to do it anyway, it will gravely red
chances of completing the adventure My advice ig to leayv vt ol
) y e the
felgze ;ntll very near the end of tr_me adventure. Provided it isnrjrz:)rtma(?r
y dim when you meet the mariner, the lamp will still have enough
power to enable you to finish the quest. o

L:icieecso;:gr glqtcg to use the matches is a crucial one. Without the
i you’ill is :nllkely that you'll ever see daylight again. In this
e ;lou . nee threg, anq sometimes four, matches to help you
o mariner'san see that If'YOU ve already used two of the five against
iy gurse, there’s a real chance of you not having enough
g espgrate_ly ne_ed them. The place where the matches
worth their weight in gold is inside the whale, and the way

to i 7
use them is described under solutions 57 and 22.

(10) The bronze trophy

There is not ve

in the bare e ry much to say about this except that it can be found

north of the danger room and that it’s one of the items

17



that must be taken to the shop to gain points. The trophy is labelled
"Danger Man’, probably because you have to pass through the danger
room to get at it.

(11) Cease to exist

When you enter the dark east-west passage to the west of Piccadilly
Circus, you'll see a sign cautioning, ‘Those uncertain about existence
should venture no further’. Well, you can’t say you haven’t been
warned! Should you choose to disregard the notice and go west,
doubts as to your existence flood your mind and before you know
where you are, you aren’t! You cease to be. Should you try to move
further or take an inventory, for example, you'll be met with the terse
reply, “You don't exist. Sorry.’

In case you were beginning to wonder just what this adventure had
to do with philosophy, it is here that one of the few links with the title
comes into play. The famous philosophical statement, ‘| think, there-
fore | am’ holds the clue. All you have to do is THINK - there’ll be
a flash of light (inspiration, no doubt) and bingo! you’ll be in the
philosopher’s laboratory. However, the flash of light is only momen-
tary. The lab turns out to be in darkness, which is a bit rum consider-
ing you have your lamp with you - or do you? A quick INV reveals
the sorry truth; all your possessions have disappeared! Any attempt
to move in the dark is met with instant death from the usual spider
who is always lurking in the dark. Any subsequent use of THINK merely
receives the sarcastic response, ‘About time you tried that’. You are

stuck.

The way to prevent your belongings from vanishing is to leave them
all behind at the dark passage before you go into the ‘cease to exist’
state. This includes dropping your lamp; make sure you leave it
switched ON. Go west and think to get to the lab. It will still be dark
but if you RUN EAST, you'll find yourself back at the dark passage
without meeting a single spider. Now all you have to do is pick up
the lamp, together with any other belongings, and go west again. This
time you won’t pass through a state of non-existence but go straight
to the laboratory. To leave the laboratory a second time, there’s no
need to run; a normal EAST is sufficient.

(12) The cheque

The cheque is one of the twelve articles that must be collected and
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stored in the shop for points to be awarded. It can onl :

by taking the will (solution 58) to the solicitor’s office ‘(lst;?u(:it:)t: 'Sf )d
provided you haven't previously made use of the solicitor, the sign
in the office should indicate that a valuation service, for o’ne ob-egct
only, is available. Drop the will in the electronic office, leave by gojing
east and return by going west. The sign will then tell you that
according to the terms of the will, you are the sole beneficiary. The
will is retained by the solicitor but, in exchange, you will find a -larg by
cheque, made out in your name, there for the taking.

(13) The coal cave

This cave is s.ituated t'o the south-west of Piccadilly Circus. It is
memorable chlefly for [ts occupant, the old mariner. Just as in the
famc:jus rp:oen# this ancient mariner has a tale to tell. What his story
is and what effects the telling of it has on somethin i

are narrated in solution 35. A

(14) The cups of tea

There are two cups of tea in this advent i i

" ure, neither of which co
with saucers. You cannot GET TEA and even if you could, you vratlal
?ot be able to DRINK_ TEA. Don't worry, the tea’s not for you but
or the old lady (solution 34) who lives in the bungalow.

:g:etr":tr‘sjt CL;;J of tea is found in the shop, your starting point in the
o i ere.h ou are only gllowed to remove a certain number of objects
i Isto;; (§ee solqtlon 47 to discover how to do this). You could
ey w(l)1 :)_ time trying to get the cup out of the shop and that's
- o? it vyould be - a waste of time. You can save yourself the
i carting a cup of tea-a.round because there’s another one
i g trh to the place where it is actually needed. The second cup
BB _tsellarder to the east o_f the kitchen, right in the old lady’s
iy itself. The Iarfier door is locked so you'll need something
e shop to open it before you can GET CUP.

S
sl:?:::, z(:tj'lltry to be extra cleve[ and take the cup of tea from the
Higiving b ; go to the larder, hppmg to curry favour with the old lady
4y berbtwo cups, you’wﬂl not find the second cup there. The
Sewad artla. Once you've taken the cup from the shop, you've
atyou’ll never find another. Be especially careful not to put

'€ Cup down - D N :
Will not be pleaseljj?P CUP breaks it into tiny fragments. The old lady
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{(15) The danger room

Aptly named, this room is full of dangerous traps and contrivances.
No doubt you fell into the pit filled with
first tried to enter it from the gloomy area
worse to come. Should you attempt to leave the danger room by go-
ing south, five spears will shoot out from the wall and impale you.
There's another exit to the north (solution 3) but trying to go there
results in a blade swishing out at waist height and cutting you in two.

Nice architects, eh?

knives and died when you
(solution 21). Well, there's ‘

To get into the room to the north, you have to keep below the sword

and this is done by the command CRAWL NORTH. To leave the
danger room to the south, you have to dodge the spears. Fortunate-
ly, you happen to be rather good at the 50 yard dash so RUN SOUTH
has you safely sprinting past the spears.

There is a gas mask lying in the danger room which you'd be well ad-
vised to take. You can find out how to use this protective piece of
equipment by consulting solution 23.

(16) The driftwood

Near an ocean is where you'd expect to find driftwood and that's where
it is - on the west beach. It has obviously dried out quite nicely in the
sun because you can set fire to it. There is one crucial place where
you must indeed burn this driftwood - to smoke this out, you'll need
to turn to solution 22.

(17) The elephant

The elephant comes charging out at you when you attempt to leave
the large room by the north-east exit. It's probably a very kindly Jum-
bo at heart but it doesn't notice you when it rumbles forward and so0

squashes you flat!

Stopping the charge is fairly easy. Itis well known that elephants aré
supposed to be afraid of mice. All you have to do is carry the mousé
(solution 31), which you came across in the small room. The pachy-
derm will let out a shriek and run off, whereupon you can procee
on your way north-east. You won’t need the mouse again.

A word of warning - the elephant has not gone far and won't fall fof
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the same trick twice. Should you attempt to mess around in the large
room a second time, Jumbo will barge in again and, realising how fool-
ish it is to be afraid of a mouse, proceed to flatten you!

(18) The final point

Not a place, but the last mark to be gained to i

of 250 poiqts. A little elusive this one.glt’s no fur:et?:i:gt ';?u?:}? )<()Irr1n ;:91
points having collected every item and visited every location in the
adventure. However, there is one mystery still to be cleared up. BLACH
didn’t seem to produce much other than a lot of clanging a;'nd flash-
ing. Trying it now won’t result in anything new unless you are in the
shop. If you are, you'll be greeted with the cheeky message, ‘Well
done! You got the point!” You’ve now got your 250 points a,nd th
adventure comes to a successful close. ;i

(19) The first dog

Although you don't' know it when you first start out searching for the
_shaggy dog, there is not one but three of these hairy canines hidin

in the adventure. Ypu are only told about the others as you pro ressg
The second and third dogs will not be accessible to your searchgs u ;
til the first one has been caught and returned to the bungalow *

'::1:“0?(:3!; gscr:)eme aw;m?1 of dog number one when you have brought
t r much thirsted-after cup of tea. It is onl i
ing the tea that she will ask . il el
you to go and look for her dog whi
gone absent without leave. The w: i inei S s
b k andering canine is not t :
g ) oo far awa
'ncltt::: in r'the elephants’ graveyard (see solution 25) points the waz:
elephangs ,a)veyatd, as wgll as some large footprints (presumably
e » You Il also notice some small ones leading north. Go north
u’ll be in an alcove where the shaggy dog is waiting.

(20) The gas mask

An - .

spo(tass?ﬁrmael ::g\rln, the gas mask is to be found in one of the toughest

et outenture, the da'nger room (solution 15). Once you've

W mask iy w"I Iyou automatically wear it until it is dropped. Without

ok 90rg'onzo|a |hnot be able to deal with the extremely ripe and nox-

the i cheese. The mas_k offers only limited protection against

1 vou. esy furnes - solution 23 tells you the rest of the story

ve dealt with the cheese, you can get rid of the mask. Bé
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careful not to wear the mask if you decide to go swimming as it inter-
feres with your breathing (solution 2).

(21) The gloomy area

This location lies immediately to the north of Piccadilly Circus. When ]
you arrive in the gloom, the route north is blocked by a portcullis. To |
see how to raise the portcullis, have a look at solution 42. Having
opened the portcullis, you can now move northwards. However, if .‘.‘
you do stride boldly north, you will fall down a pit and become im-
paled on knives at the bottom. Congratulations! You have just been
introduced to the danger room (solution 15). The only safe way to
enter this room from the south is to leap the pit. JUMP NORTH pro- ‘

vides the means.

(22) The gold tooth tt

A whale is a funny place to find a gold tooth, but that is where this
valuable points-earner is located. Once you reach the tooth via the
wriggly, wet tunnels inside the whale (solution 57), all is far from sweet-
ness and light. When you enter the whale, you are likely to be carry-
ing a slipper, keys, a treasure chest, your lamp, a box of matches and
some driftwood. If you are, you're carrying too much to take the tooth
as well and so will be forced to drop something. Provided you've
finished with the keys (solution 28), you could drop these. Once you
get the tooth, you're in bad trouble because you start up a chain re-
action. The whale jerks and starts to pump gastric juices into the area;
unless you can find a quick way out, you'll be digested in just four
more turns. In other words, if you don’t discover the solution, you'll

be a solution!

The answer lies with the driftwood. Before you GET TOOTH, you
should DROP DRIFTWOOD. Follow this action immediately with
LIGHT MATCH and LIGHT DRIFTWOOD. The wood starts to burn,
sending out clouds of smoke. The smoke causes the whale to give
such a cough that you are ejected on to the sea bed. The whale then
swims off. You can now return to the surface - carefully (solution 5).
Should you have the temerity to swim down to the wreck and up again,
the whale will appear and repeat the swallowing process, only this timé
you won't escape!

to the

(23) The gorgonzola cheese

Some cheeses are well known for their strong bouquet but the
gorgonzola in this fadventure beats them all. This cheese is lethal! It
can be found by going south-east from Piccadilly Circus to the angu]ar
passage. One move spent in the company of this cheese is one move
too many - you inhale the fumes, collapse and die.

What you need is some protection from the deadly aro
aqualung, although you might have thought it technica»;ly su;:llal;leT-f:?
the job, proves woefully inadequate. There is only one object that will
give you sufficient protection, and that's the gas mask. Solution 20
tells you where the mask can be found.

Provided you're carrying the gas mask, you can make fi i
moves in the presence of the cheese before the fur:/w:sc 2;:13:@1“\;?
th.rough to your lungs and overpower you. On the sixth move. if ym? re
still \_mth tf)e gorgonzola, hard cheese! My recommended str'ateg for
dealing with the cheese is as follows. First, GET CHEESE and :lhen
make three directional moves (e.g. NW, U, E). Immediately you've
made tho§e moves, DROP CHEESE and move to another location
pnce you're out of the room, your lungs will recover rapidly (i e.
mgtantly - isn’t fresh air wonderful!). Now you can go back to the roc;n;
with the cheese and repeat the cycle again. With care, you'll be able
to carry the cheese to precisely the place it must be 'taken without
poisoning yc?urself. If you're not sure why you should be lugging this
ovler-.npe dairy product around, perhaps you should take a peek at
:vool:'t(voz :1. By t!;e way, don't bother trying to EAT CHEESE - it doesn't
e :gviz:y‘,’vlo[t:g Zgl;quet can kill you in six moves, just think what

(24) The hall

:Il:is}at;yt?: north of.the olc{ Ia}dy’s sitting room is the hall. When the
e kite?wts you in her sn?tmg room, she may well drive you back
ahol Howg en, so preventing you from even knowing that there is
ERvor: oy s‘ver, there wn!l be c_>ther opportunities to getinto it, depend-
ady, Whan uccess or fan!ure In certain missions of mercy for the good
- e you do get Into the hall, you'll find that an earthquake

€d up a deep pit there. Should you try to go north or climb

he it . . .
- PIt, you will meet with an untimely death by falling in. Sad to relate,

ers ;
ining, :ﬁgugz to their doqm down this pit. Every cloud has a silver
by (é] , and therg IS one occasion of grief when popping in
ut not the pit!) will not only provide something that will
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stand as a testament to your perseverance and kindness but will bg
financially rewarding to boot. Solutions 34 and 58 give the last worg

on this situation.

(25) The ivory tusk

A valuable commodity that will gain you points, the tusk lies in the
elephants’ graveyard which is situated to the north-east of the large
room. To gain entrance to this final resting place for pachyderms, you
will first have to overcome the devastating effects of one who has not
yet decided to lie down and curl up its toes. The solution to the
stampeding elephant (you didn’t think it was a rampaging ferret, did
you?) can be found in solution 175

(26) The jewel-encrusted platypus !

There are undoubtedly some strange treasures to be found in adven-
tures but a jewelled platypus must surely merit bonus marks for im-
probability. This points-earning objet d'art is tucked away in the twin
east-west passage beyond the six-roomed maze of smooth corridors.
To get to the passage from dead-man’s end, go D/W/W/NW/N. From
the twin passage, you can go west to the solicitor’s office (solution
51) or back to dead-man’s end by travelling E/SE/SW/NE/U. :

(27) The kennel l
"l
The kennel is secured firmly to the floor in the alcove to the west of
the curly passage and no amount of tugging and heaving will ever shift |
it from its moorings. You can’t go inside, under, over or round it ‘
so what is it doing there? Well, the kennel serves as a visible indica-
tor, telling you that there’s no smoke without fire. In other words,(
where there’s a kennel, there must be a dog. Although there’s not
a sight of a canine for miles, a dog will eventually turn up here. To.
find out when and in what circumstances, you'll have to look at solu-

tion 55.

(28) The keys

You may have puzzled over what items were most needed from thé
shop, especially since you're not allowed to take all of them. The key*
are essential to your success so you've just got to find a way of remoV*
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ing them (solution 47). In most adventures , when you find keys (plural)
as opposed to a key (singular), it usually indicates that there is goin
to be be more than one door, chest, etc. that needs unlocking Thge
keys in this quest fit two doors. .

The door to the larder in the old lady’s kitchen is one of the two, and
it can only be opened if you have the keys. Unless you get intc'> the
larder, you will not be able to bring something that will warm the old
lady’s heart (solution 14). OPEN DOOR is sufficient to unlock the door
Once it is open, you can walk into the larder by going EAST. .

The other door is at the bottom of the ocean, in the cabin of the
wrecked ship. A similar process will open the door whereupon you
can go WEST to enter the cupboard. A valuable item is concealed
within, so it's not a door that you can afford to pass by.

Onc_e you've opened both of these doors, the keys are never needed
again and can be discarded without qualms.

(29) The lamp

Ah, yes! A rather evil little trick, this one, although it’s not really un-
fair. Most_ adventures require you to have some form of light source
for exploring the darker regions of the environment. However, most
of th_erp leave it lying around somewhere accessible so that y(;u can
gbtam it before having to enter the darkness. Not this one. No sooner
thave you left the shop (the starting point, and there’s no lamp there)

th::: \t/)c;té :(e plunged into darkness. Try to move in any direction othe;
iy (;Egi the shop and you're a goner - the spider that lurks in
el 3\’ : e; you u;'). One way out of the mess might be by using
| ord, but ymlj ve barely begun so you don’t know any vyet!

oks like the game’s up before it's hardly got going.

\a,\rl:I;I)'r;?;re isa .magic word of sorts. In fact, there are two and they
ey plzgzaéc All you have to do after leaving the shop and arriv-
< bac':( 4 ark room is to say GgT LAMP. Much to your amaze-
do an’lNVent c())mes the response ‘OK’! Now it just remains for you to
s ry to discover that you have a lamp - to see exactly where

» Simply ON LAMP. The crafty little trick that this adventure

ad up its sle
: eve was to place the lamp in a dark area - it’
fight but you can't see it! p ea - it's there all

Turnin

g the lamp on and off is si

p simply a matter of commanding ON
and OFF LAMP. Although there is enough power in thegllamp
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to enable you to complete the adventure, you should conserve it where-
ver possible. The lamp doesn’t need to be on in the shop, on the east
and west beaches, at the bungalow entrance or on the surface of the
sea. Moving into or from a lit area with your lamp off is safe but any
moves from one dark location to another with the lamp off will result
in you getting eaten by a spider - even under the sea!

Once your lamp is exhausted, you cannot bring it back to life. However,
you are warned when your lamp begins to dim. Your lamp will also
run down prematurely after visiting the old mariner (solution 35). To
see how to avoid this, consult solution 9.

There is one other source of light you could use if you're desperate
- see solution 9.

(30) The M.E. maze

The M.E maze is the more interesting of the two mazes in this adven-
ture (the other is the Smooth Corridor maze). It is an eight-roomed
complex, reached by going down from Piccadilly Circus. Each room
has four exits (N/S/E/W), each exit being a slide by which you go
“Wheee...0of!" into another room. Over the north exit of three of the
rooms is a sign saying, ‘Caution! Slide Under Construction!’ Should
you disregard the sign and go north, the slide collapses and you break
every bone in your body. What you should do is wait until the work
on the new slides is completed before using those exits. The building
work can be speeded up as follows. On entering the maze, go
N/S/E/W:; this route takes you in a circle back to the first room.
However, on arriving back at the first room in the maze, you will be
in time to see a workman carrying away the three warning signs. It
is now safe to proceed to any of those rooms previously signed and
to go north to the one room you could not visit before.

When you eventually enter this last room, you will find the valuable
portrait of Escher. The inference from this picture is that the letters -
M.E.in the maze's name are the initials of Max Escher, originator of f
those drawings of impossible constructions.

Meeting the workman face to face has one other major benefit - the

chance to have a conversation! If you're wondering what use this can
possibly be, solution 54 will tell you the story.
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(31 The mouse

The little rodent is playing happily in the small room to the north of
the west beach. Trying to pick it up is no use as the mouse is too fast
to catch. What you need is some cheese, preferably rather smelly gor-
gonzola. Provided you're carrying the cheese, GET MOUSE wiill cause
the mouse to squeak “Yum!” and let you pick it up. You can now safe-
ly drop the cheese. Be careful to retain the gas mask because you’ll
be coming back Fhat way again and don’t want to get gassed! You
need the mouse in order to bypass a large obstruction - solution 17
explains.

(32) The north and south end passages

The north end passage is immediately to the south of the shop. When
you first arrive here, it is pitch black. It would be nice to have a lamp
to see with but there doesn’t seem to be one in sight. That's because
it's dark! The lamp is actually lying at your feet - GET LAMP will place
it in your hands. Don’t forget to switch it on!

The south end passage has two oddities. The first is the wi

scratqhed on the wall. This puzzle is unravelled in soluetior? ? ?’tﬁggf
cond is that when you try to go south, the walls move in and crush
you to death. What you need is something to keep the walls from clos-
ing in on you - what and how are revealed in solution 53.

(33) The octopus

At the bottom of the ocean, in the car ip, i
torr ’ go hold of a wrecked shi
\éﬁ:rte(s;gr II. find the §ad octopus. The octopus is guarding a treagt'u'l:
- e ution 56) - if you try to t.':.\ke it, the octopus will reach out
. t(; and throttle you. There is a way to cheer up the octopus
e youe (r:‘hest. Olly is sad because he's run out of ink. Like a boy
= ini<y OSIO\L/‘\I/d come prepared, preferably with a bottle filled from
hutely deI[i) r?t .d h_en you D_ROP BQTTLE, the octopus will be abso-
i thg : with the gift and glide proudly away. You can now
i chest. Although you can’t open it (it must be rusted solid!)
Is valuable and worth points when returned to the shop.'

You s
N hould take careful note of Olly’s exclamation on receiving the

INk asitis g .
the whale, clue to help you deal with yet another denizen of the deep,
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(34) The old lady

The old lady plays a major role in this adventure, not least because
she expects quite a lot from you. She lives in the heavily-shuttered
bungalow (‘Shangri-La’) to the north-east of the west beach. Besides
the entrance, the bungalow contains a kitchen, larder, hall and sitting
room, the last being where you’ll find her.

She is expecting you, but don’t come empty-handed. She is dying
for a cup of tea and if you arrive without one, she’ll shout and wave
her brolly at you, driving you back into the kitchen. Should you be
have a heart of stone and insist on confronting her again without the
tea, she'll protest, sniff and run off to her bedroom to the north. No
sooner is she out of sight than you'll hear a loud cry, then an ominous
thump followed by total silence - all from the direction she was head-
ing in. If you now proceed to the north, you’ll find, not a bedroom,
but the hall where a pit has opened up as a result of a sudden (but
silent!) earthquake. There at the bottom of the pit in a lifeless heap
is the poor old lady. It’s too late for that cup of tea now, you callous

swine, you!

Naturally, you won't let this happen, will you? No, | thought not. You'll
be kind and fetch the old lady her cup of tea - solution 14 will help
you if you don’t know how to get one. As soon as she sees you with
it, the old lady is most grateful even if she does comment on the fact
that the cup has no saucer! Seeing that you're a decent sort at heart
after all, the old lady now asks you to find her lost dog for her (solu-
tion 19 puts you on the trail of the missing canine). Should you return
without it, she will immediately take umbrage and stump off to the
north. Guess what - she falls down the pit! Game over as far as you're

concerned.

If, instead, you do eventually return her long-lost hairy pet, the old
lady becomes delirious with joy. ‘Oh, hooray, my darling Spotty-wotty!
I'll make you a bequest in my will’. Without further ado, she writes
something, says ‘I’ll go and blot it" and toddles off to the north. You've
guessed right - down the pit she goes! Although you may think that
this adventure is beginning to make Othello look like a comedy, there
is a blessing behind this final tragedy. If you look carefully, you’ll seé
that something has been dropped beside the pit. Solution 58 will re-
veal all.

that

(35) The old mariner

The mariner’s berth is the coal ridge, just south-east of Piccadilly Cir-
cus. When you meet this old tar, a strange feeling of familiarity creeps
over you. For a start, he has a long grey beard and a glittering eye

He has something tied around his neck but just what is not revealed
until it is too late - for you! Although you’re not one of three wedding
guests, if you try to go west the ancient mariner (for it is surely he)
stoppeth you. And then he’s off with his “frightfully interesting story
about an albatross’. His story is so boring that you fall asleep. When
you awake, the mariner has gone, hopefully to bore the pants off
another adventurer. What you don’t realise until a few moves later
is that he has put a curse on your lamp. It starts getting dim and will
shortly go out forever. Even worse, if your lamp is already dim when
you meet the mariner, it will go out almost immediately after he has
told you his tale. There is a way to avoid the lamp curse - solution
9 proffers aid.

An even nastier curse may strike when you venture west. Unfortunate-
ly, go west and suffer the curse you must - that is, if you're ever going
to ﬁr_'ush the adventure successfully. There is simply no alternative
Moving west brings you to the albatross room, so named becausé
there’s a stuffed albatross on the floor. The albatross must be taken
pack to the shop to gain points but, horror of horrors, when you pick
itup, you_can’t put it down again. The wretched thing has somehow
fastened atsglf around your neck and cannot be released! Now you
know_what it was that the ancient mariner had tied round his neck!
The bird can be freed, pretty much in the same way as you acquired
it, but you'll have to look at solution 54 for the way to lift the curse.

This is a real tough one so gi
! give yourself three pats o i
discovered it for yourself. . D e

(%) The paint

::ufr:t:?:it think that having gone east from the north end passage
suming tha:'ou!'self at dead man'’s end, you would be justified in as-
e Asg?;‘pq west would now return you to the passage whence
10 make s:uch Isisan adventure and not real life, you'd be dead wrong
eXperionca it :ln lnfe.rence. Seasoned _adventurers know from bitter
ofa enturesa Gsu_ch innocent as§umptlons have no place in the world
90 north for tr.m tlc;"t:g west doesn’t lead back to the passage (you must
1Y, there we E:d A ut to an alcove. Apar_t from some bizarre topogra-
éome uld be nt')thlr?g remarkable in that were it not for the fact
sort of device tips paint all over you as you enter. Luckily
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for your best togs, the paint immediately and miraculously flakes off,
leaving not a trace of a stain (any dry-cleaners playing this game wi||
reckon this to be the worst incident in the entire adventure). You arg
completely unscathed and can happily go on your way again with ng
ill effects.

Should you ever go back into the alcove again, the incident will not
be repeated - the paint only falls once. Apart from the unlikely possi-
bility of the whole thing being a prank, what use is the paint device?
The answer is - for making the invisible visible. The only invisible ob-
ject in the adventure is the third dog (solution 55). You must take it
into the alcove whereupon Spot will be coated with the paint and be-
come visible. Spot is spotted - dreadful, isn't it? If you don’t know
where the invisible Spot is hiding, you'd better trot along to solution 55,

(37) The philosopher’s laboratory

Getting here is a major problem - you have to stop existing in order
to find the way. Getting out is even more difficult - you have no lamp
and so are faced with the giant spider in the dark. Both of these difficul-
ties are fully dealt with under solution 11. Although there’s nothing
of value in the laboratory itself, it does adjoin the philosopher’s library
where there is something worth acquiring - see solution 1.

(38) The pit

The place where the old lady and her three dogs (and maybe even
you) come to a sticky end. The pit is in the hall to the north of the
kitchen. You will not be able to gain access to the hall at first but when
you do you'll discover that an earthquake has opened up a deep pit
there. It's safe to go into the hall but, to quote my local bobby, mind
how you go. Solution 34 will explain all.

(39) The platinum portrait of Escher

This work of art, wrought in an unusual yet highly valuable material
can be found in the M.E. maze. Itis a treasure, pure and simple, which!
will be worth points to you when you get it back to the shop. Th:l
subject of the portrait has no significance other than to explain th
name of the maze (see solution 30).

(40) The pool of ink

Travelling down from dead man’s end to the smooth corridor and then
st will bring you to the stony depression in which you’ll see the inky
ol. Doesn’t look inviting enough for a quick dip even if the program

allowed you one, which it doesn’t. The adjective is significant, though

 this isn't dirty water but more the sort of black liquid that eight-armed
swimmers (solution 33) just love to squirt at their foes. You'll need

a vessel to carry away some of the fluid - the bottle lying in Piccadilly

Circus will do the trick. Solution 8 will tell you how to drain off some

of the precious liquid.

(41) The portcullis

There is only one portcullis and that is at the gloomy area (solution
21), north of Piccadilly Circus. The portcullis is decorated with human
bones, notification that this area is hardly the place to come for a holi-
day. Above it floats a green star, the significance of which is discussed
in solution 52. The portcullis has been lowered and is barring your way
when you first arrive. To open it, you must be carrying the ruby amu-
let (solution 42). A simple RUB AMULET wiill raise the portcullis - it
stays open so you don’t have to concern yourself with it again.

(42) The ruby amulet

The amulet is easily found, lying openly in the curly passage. It serves
:wo purposes: as a magica_l device and as a points-winning treasure.
_ts maglpal properties are disclosed in solution 41. Once you have used
it e:ffectlvely, the amulet can be taken to the shop and deposited for
points. You will not be needing it again.

(43) The sea

ﬁ?;ntghseo:eth from elther.the.east or west beaches will plonk you straight
S I 0a. As you will discover, the sea is indeed a perilous place
talent.s y‘é uu are not to drown (the program disregards any swimming
ing apparatmaz_have), you must .be carrying the vital piece of breath-
se, dor d::ls |scuss_ed in solution 2. Whatever else you do in the
G 10 the su(:fp any objects on your way to the sea bed or while return-
the mur ace. If you do, you'll never recover them - they fall into
below and are lost forever.
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When you've taken the plunge, you should GO DOWN twice to plum,
met to the sea bed. Once on the bottom, you may think there’s noth.
ing else to be found since you don’t seem to get anywhere by
swimming around. There is something else - a wrecked ship - and yq,
must GO SOUTH about six to nine times before you reach it.

Coming up has its own particular problem. You may find that in swim.
ming to the surface, you develop vice-like pains in the chest which
immediately kill you. These pains are caused by the Bends, that dreaq
affliction of deep-sea divers. Solution 5 will tell you how to avoid be.

ing stricken with this malady.

Having overcome this little difficulty, you might have thought you werg
home and dry, but there’s a sting in the tail when you reach the sur-
face. Solution 4 tells all.

(44) The sea cabin

Down at the bottom of the sea is a wreck. By proceeding south-east
from this hulk, you'll enter the cabin. There’s nothing in it but a locked
cupboard (solution 45). The only way into the cupboard is by opening
it with a set of keys.

(45) The sea cupboard

The cupboard is at the west end of the sea cabin. Although it’s locked,
you can easily open it as long as you have the keys from the shop.
OPEN CUPBOARD followed by WEST will take you into the cupboard,
where you'll find a valuable treasure (solution 49).

(46) The second dog

When you take the first dog back to the old lady, she tells you th
this isn’t her dog at all - her dog, Spot, is much shaggier! The dog
that you've taken such great trouble to find and return runs off nort
wards to the hall and barks no more. To discover the reason for thé
silence, have a look at solution 24. You must now face up to search’

ing for the second dog.
One clue, if a pretty obscure one, lies in the fact that dogs do a |

of digging. When they dig, what do they create? Right, holes! Th
only location in the adventure that has lots of holes is the bare ¢
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jution 3). Sure enough, when you get near the location,
s0 gy footprints head[ng north. However, when you reach t}l\(;ubs;?:
cell, Spot is nowhere in sight. He's there, all right. Just say SPOT
and he'll pop up out of one of the holes and run towards you. Don‘t
forget to GET DOG or GET SPOT or you'll leave him behind.

(47) The shop

As well as being both the starting and finishing point for your quest
the shop also acts as the repository for all the treasures you must col:
lect. Once a treasure is deposited here, points will be added to your
total - SCORE tells you how many (out of the maximum of 250) you've
gained to date. The shop is a devilish place to start. You are told that
you can only take two objects out of the shop - and there are four
items to choose from. Should you disregard the warning and walk
out with more than two, you will be immediately transformed into a
lettuce leaf! And it’s no good thinking you'll take two away and go
back later for the others because when you return, the objects you
didn‘t remove have disappeared into thin air. Finally, you may think
that only two of the items are worth having. Surely the keys and the
aqualung must come into play somewhere but the steel rod doesn’t
do .much when you wave it and the cup of tea hardly seems worth
taking. In fact you need three of the four objects, but you’ll have to
's(;ort :r;ier the solutions relating to them to find which is the unneces-

So if you need three but taking more than two turns you into a sn

;or arabbit, just_how is it done? The answer is simple -)\llvhen you kn“:)cwk
it%vi: The warning gnly said that you couldn’t take them with you -
i Jnot say anythm.g about hurling them out of the door ahead of
o tl-19 gt gr:ab an obj_ect and TH.R_O.W it and you'll find it will fly out
N g ut exit aqd into the adjoining location. As soon as you do
i wi't : \,l.'mce will remark. that you are very clever but won't get
Shinct our :‘ € same rus'e twice. Sure enough, if you throw another
ing thro, the door, you're sud_denly part of a green salad again. Hav-
g witr? zne, you should simply pick up the other two and walk
pick them yvnthout fear of harm. Once out of the shop, you can

P the previously thrown object - if you can see it!

(48) The silver chain

Beay
ina r(:z ::::ht'he .Befast comes to mind here - the silver chain is lying
ich is right next door to the malodorous gorgonzola. The
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chain is lying at the dead end to the south of the angular passagg
the latter location being the residence of the niffy cheese. The silve;
chain is a treasure to be taken to the shop; it serves no other Purposg
in the adventure.

(49) The slipper

Once you‘ve opened the cupboard at the west end of the sea cabj
and then moved west, you'll locate the filigree slipper. The slipper jg
worth points to you if you can get it back to the shop. Best take it
with you before you return to the surface - you won’t get anothg

chance!

(50) The smooth corridor maze

The smooth corridor maze is reached by travelling down and west from
dead man'’s end. It is a six-roomed maze, each room having a num
of exits in any of the eight compass directions, as well as up and down,
Although there is nothing in the maze itself, you must enter it in ord
to get to two important locations, the twin east-west passage, wh
you'll find a valuable treasure (see solution 26), and its adjoining lo
tion, the solicitor’s office (solution 51).

(51) The solicitor’s office

Located at the end of the smooth corridor maze, this office has
electronic sign which tells you that rapid valuation and advice will
dispensed for any single object left there. The valuation is not und
taken while you wait - you must drop an object, leave the office a
then return. If you left a treasure, the sign will now confirm that
is valuable and advice you to look after it. If it wasn't a treasure,
sign will tell you that the object was worthless and that it has b
disposed of! The solicitor is as good as his or her word - the obj
has vanished for good. Should you attempt to go back for further va
ations, the sign will say ‘Out to Lunch!’. Since you can only make u$
of this expert service once, you must ensure that you only drop so
thing for which a solicitor’s advice is essential. Where there’s a

there’s a way; solution 58 has the last word.

(52) The stars

These heavenly bodies can be found in various places around the ad-
venture. There’s a green star floating above the portcullis a pink sta
on the ceiling in the large room, a purple star in the bare’ cell, and ar
yellow star.scratched on the cliff at the east beach. You can'not do
anything with them and they seem to exist, so far as | can determine
simply as warnings of nearby danger. Two of them appear to havé
some significance for the type of peril: the pink star hints at the elephant
while the yellow one is associated with the bees, Enjoy their a

ance and then forget about them. S

(563) The steel rod

The steel rod is one of the items you must take out

. odis or of the sho -
tion 47) as itis indispensable. The rod enables you to get past th: érsl?slg-
ing walls at the south end passage. Standing in that passage, you have
to THROW ROD. The rod will jam itself between the walls and forever
after keep them propped open.

(54) The stuffed albatross

Although it appears to be worthl i
ess, the albatross is one of the items
that you must get back to the shop in order to gain points. Having

Wh . “
4 thaet ‘:',Zt:krrnngit _do ,:s find somebody to talk to, and that somebody
N e 4 dlf} t"e M.E.maze. Havupg got the albatross, proceed
v B phovy the route detailed in solution 30. The work-
matically o wn}tf hlg signs and as soon as he does, you will auto-
One-way: 1 ?a é;te im in convers_atlon. The conversation is rather
old marirlyer v » You are now telling the workman exactly what the
il stillyl?u. The albatross loosens itself from around your
Bboor o s kave it and can now drop it whenever you choose.
B o r man waddles of.1r - goodness knows what sort of

carrying around with him!

Since
Your lamp wi m
rlamp will have been affected by your visit to the ariner,
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the best strategy in playing the adventure is to leave the maring,
alabatross/M.E.maze segment until the very end. You will still hay,
enough power in your lamp to tour the maze, lift the curse, pick
the one other treasure in the maze (solution 39) and get back to th,

shop.

(55) The third dog

When you return to the old lady with the second dog, you will be mgg
disconcerted to hear that you still haven’t got it right. This dog is st
not hairy enough (yes, this is a shaggy dog story!). The second dg
pads off to the north where it meets a similar fate to the first one, i
it falls into the pit. You are now faced with your third attempt ag
dog-catcher and this final canine is really elusive.

The kennel to the east of the curly passage is where the third dogj
lurking. Although there’s not a sign of the dog, you know it's the
because you can hear some joyful barking. The reason you can’t sg
it is because - wait for it - the dog is invisible! How the dog ever bg
came invisible remains one of the unsolved mysteries of the world
Having located the dog, all you have to do is GET DOG and back
come the reply, ‘OK’. An inventory will confirm that you do indee
have the dog. What you must now do is find some means to mak
Spot visible again otherwise the old lady will think you're some ki
of a nut. Solution 36 supplies the method.

(56) The treasure chest

Guarded by the sad octopus, the treasure chest lies in the cargo ho
at the bottom of the ocean. Once you’ve got it, you must take i
chest to the shop to earn some points. The chest cannot be opené
so save your energy. To see how to extract it from the octopus’s lé
consult solution 33.

(57) The whale

What a shock you get when, in trying to swim up from the wre¢
you find yourself sucked through some nasty red wriggly tunnels t
are full of foetid air. Your name may not be Jonah but you've b€
swallowed by a whale none the less. Inside the whale, there seé
to be nothing but more of the wet and wriggly red passages. E2
time you move, there’s either swooshing air buffeting you about;
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the whale burps (you've given itindigestion!) and you're thrown about
some more. No 'm_atter vyhlch way you go, you become hopelessly
Jost - and your air is running out. The reason for all this confusion is
that the tunnels and du:ectlons are generated randomly so there’s no
power on earth by which you can map your way around.

if you remembered what the octopus said about strikin i

w,}; be on the right track. You must have some matches V\%t: Sg: thg::
you get sucked up by the whale. Inside the whale, you have to LIGHT
MATCH (STRIKE MATCH also works) whereupon you will see smoke
from the match drifting in a named direction.Obviously, air must be
plowing in from _the way out (whale’s mouth? gills? spout?). All you
have to do now is to go in the opposite direction to the smoke. You
will need two or three matches (caused by the randomness of thé tun-
nels) to get you to a location where you will find a gold tooth. Havin
usedhthe dritf)tl of thg sﬁmoke to find your way here, you will n.ow facg
another problem. Drift over to soluti i i
iy ution 22 for some assistance if you

(58) The will

The will materialises only when you've found the old lady’

returneq itto her. She then changes her will in your favour:n?io?/viri‘l:
the ink is barely dry, suffers a tragic fatal accident in the hall 'If you
leaf:jter the hall now, taking care not to fall into the pit where .the old
. y t;veeipt to her_ dgom, you will find the will which she dropped there.

toyt:w y h the wull, is valueless and is worth zero points if you take it
3 shop. You'll need to take legal advice on the matter - solution

counsels you on the action to take.
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Castle of Riddles

Problems

Problem Solution No.
The bald spot 1
The bear-sized bed 2
The big bear 3
The black rod 4
The bloodsucking monster 5
The boat 6
The bomb 7
The book of scary stories 8
The can of red paint 9
The clock 10
The contraption of cloth and wire 1
The corridors of doom 12
The cushion 13
The cylindrical cubicle 14
The diamond 15
The dragon 16
emerald necklace 17
The forest 18
e fountain of youth 19
glants’ shooting galle 20
LOOP g gallery 91
The gold coins 2
€ hang-glider 23

€ hell hounds 24

€ Jet-black maze 25
The jewelled brooch 26
The lamyp, 27
little bear 28



The Ming vase

The mink stole

The mirror

The narrow ledge
The onyx sculpture
The open courtyard
The password

The pattern of dots and dashes

The pinnacle

The portcullis
The portrait

The rain

The riddles

The ring of power
The ruby figurine
The safe

The silver tiara
The solid box
The solid case
SOS

The three chairs
The tiny cell

The white maze
The wishing well
The wooden bucket

OB ESEE RS LERRYRIRBLEL

Solutions

(1) The bald spot

This location is tucked away to the west of the forest. You'll only need
to visit it once, to pick up a gold coin that’s lying there. For more about
the coin, see solution 22. Suffice it to say that it isn't a treasure and
if you don’t collect it at the start of the game, you’ll soon be wishing
you had.

(2) The bear-sized bed

Naturally enough, this piece of furniture can be found in the bears’
bedroom which itself can be reached by going DOWN or NE from the
north gateway. Tempting as it might be to LIE DOWN in the bed, you
are strongly advised to resist the urge. The bed serves no purpose other
than as a quick means of getting you polished off by the big bear.

(3) The big bear

gag::\; ?t:'?r is none too friendly, though there’s no reason for you ever

ok bedlm' If you attempt to read the book (solution 8), lie down

ey (solgtlon 2), or mess about near the bears’ quarters, he’ll
In muttering, ‘Who's been ...", and hug you to death. Do none
€se and you'll never see him, the wisest course.

@) The black rod

1j :
p:':p'eﬁ;\:h!ch can be found at the wishing well (solution 52),has two
ut 3 puff' cfme r:nystlcal, one practical. When waved, the rod sends
b ) vyhlte smoke from the hole at its tip. That in itself is no
¢ once in the jet-black maze the colour of the smoke changes
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depending on what room you're in. To map that maze, all you n
to do is to move from room to room gaily waving the rod. SO|Ution
25 gives more on the peculiarities of this maze.

is that you must have the wooden bucket (soluti ;

e second is that you must wait until the prég?’gjrzotréllss:” ;mh .
ing quickly’ before bailing the boat - any attempts to Jo L; gt)z do

the crisis point will be rebuffed. it before
The second property of the rod comes into play when you find you
in the tiny cell (solution 50). The only way out of the cell is to DIg,
However, unless you've got the rod with you, your newly dug escap,
tunnel will collapse and kill you. The rod acts as a roof prop - you dopy
have to do anything other than make sure you've got it with yq
Unfortunately for your rod and for your map-making, the tunnel caye
in anyway - you escape but the rod stays buried forever. Not to wory
- as long as you know your way around the jet-black maze, you wonj
need the rod again.

(7) The bomb

There are two sealed objects in the game, the solid box (solutio 46
and the solid case, both of which start ticking as soon as s
them up. The solid case is located in the yellow-smoke roorr?l'J plﬁk
jet-black maze. The case turns out to be a bomb which explodes " L.e
about 20 turns. from the commencement of ticking. There’s nW't "
you can open It up or stop the countdown ) maké sure ou'? e
carrying it or in the same room with it when it goes off. A pil:; of digrci);

Once you've obtained the rod by going to the well, you are on a cours
is all that remains of the case after the explosion - the debris is of no use

where it doesn’t seem possible to get to the jet-black maze with th
rod intact. If you want to know more about this, take a peek at solutig
. The bomb has a dual purpose: it is am i
. _ e: eans of scaring off i

in mebshoo\t(lng gallery (solution 20) and the only way%ooop?: l?xlaat?)t:
solid box. You must leave the box and bomb to i

bo ; gether in the r
colrlnamlnsz1 the Jewelled brooch (solution 25) in the giants’ shoo?%m
ga fry.an hastily remove yourself. Eventually, you will hear a loug
explosion and can return to the scene of the noise. You will then

(5) The bloodsucking creature

This creature haunts the corridors of doom (solution 12) and a nast
piece of work it is, too. Although he will kill you off should you hesitat
in the corridors, you won’t actually see him in the flesh, so to speak
until you arrive at the easternmost room. Here there’s a mirror in whick
you'll see reflected the cause of all your pale misery - the bloodsuckint
creature, tentacle outstretched toward you. Since it's blood t
creature’s after, the only way to deal with the situation is to fool &
into thinking that there’s a better vintage than yours to be had. Tl
can of red paint (solution 9) provides the perfect answer. THROW CA
causes the monster to yell with anticipation, gulp down the can & ° o
paint and expire on the spot. If you have not previously opened ¥4 ®Way. You can’t OPEN BO

can, the bloodsucker will not rise to the bait but merely glance at th§"® B b-Ut vou can READ BOOK. However '
can and then choose you for its meal instead.

(6) The boat
The boat is found at the north end of the clearing. Although you thif§,

you're safe from the flood water once you're in the boat, the rd
(solution 40) keeps coming down. Unless you take appropriate actic
the boat will be swamped and you will end up in a watery grave

What you have to do is BAIL BOAT, but there are two catches.
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(9) The can of red paint

A bears’ bedroom is a strange place to keep a can of paint, but that
where you'll find it. OPEN CAN will result in you spilling a little of the
red paint, but don’t worry about that. The paint is an essential itep,
for preserving your life from a rather unfriendly monster (solution §
in the corridors of doom (solution 12). You won't be doing anythj

artistic with it but will certainly feel like painting the town red ongg

you've used it.

(10) The clock

This ticking antique is one of the treasures you must collect. Itis hiddey
inside the solid box (solution 46) which is impossible to open unles
left with the bomb. If you want to find out where the bomb is ang
how to use it, read solution 7.

(11) The contraption of cloth and wire

An essential piece of equipment, the contraption is nothing less ti
a hang-glider (confirmed as such as soon as you take an INVentory)
The glider will be needed ata high point in the game - solution 23

veals all.

(12) The corridors of doom

These are very unpleasant, to be sure. Going in, it's a one-way str
only with each move west taking you ever deeper along to what
to be a dead end. Each room in the corridor is lettered, in sequen
as follows: POOLG. This turns out to be a vital word, once you"
turned it round the right way and found where to use it (see soluti

21).

In the room marked with an ‘L', you'll find a solid box (solution &
Should you pause to pick it up on your way through, you'll meet
a nasty death (you feel ticklish, become weak and pale, then ha
in your dinner-pail). In fact any hesitation in the corridors of doom
result in instant anaemia. To overcome the death-dealing, tentac
creature that lurks within the corridors, see solution 5.

Once you've overcome the bloodsucker, you'll be able to travel sO
back along the corridor to collect the solid box. The only thing 1o
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after that is to return to the room with the mirror - solution 31 tells
you why.

(13) The cushion

If you've found the boat, then you’ll have found the cushion which
is inside it. Make sure you get the cushion before the boat is swept
away. It serves two purposes - as an important life-saver ar?d
subsequently as one of the treasures you need to complete the game

Once the_ boat has deposited you back at the south

the cu§hlon_there - you'll need it later to provide you S\ti::z c;zsf:l;,ncci]rigp
when jumping from the pinnacle (solution 37). Unfortunately wheg
you _Iand on it the cushion gets badly squashed (surprise su;prisei)
gnd isno lgnger fit to be used as a treasure. There is one w,ay to brin.
?gt))avtr':etrz l:t: fo.rtrne.ll'I glory; take it to the fountain of youth (solutiog

on it will becom i
- e as good as new and a priceless treasure

(14) The cylindrical cubicle

Reaching this exit point from the jet-black maze means you mu
st
;):ssed through at legst a part of the jet-black maze. YThe onlyr\‘na/‘als
g pro’gress from he.re is by that favourite old standby, the magic word.
knm t\;‘e been waving the bl§ck rod to help you map the maze, you'll
. Sincea: heach room has a differently coloured smoke associated with
ra'inbow ere are sev?n rooms, each with one of the colours of the
5 RAINB' 8’3&1 shouldn’t be too amazed to learn that the magic word
e .In fac’_t, _tf_mere are two others you could use - SPECTRUM
e, 'IIN (the_mltlal letters of the colours of the Spectrum). Any
o will do - simply type the word and you'll be transported in
to one of the most frustrating parts of the castle.

(15) The diamond

One
& s:(f: 'ch:a:I tfeasures to be collected, the diamond can be found in
ond riddle room to the north of the giants’ shooting gallery.

t has no oth
i er purpose than as a treasur i
its final destination. e which must be taken to



(16) The dragon

This dragon is very house-proud and pops up whenever you drop any
object in the jet-black maze. It will always grab and run off with the
dropped item, thereby making map-making a problem. There’s
absolutely nothing you can do about the little fellow and no way of
recovering your lost property so don’t bother trying. This smoke-puffing
little janitor won’t do you any harm but if you don’t want to lose any
of your possessions, don’t drop them in the black maze. Solutiong
4 and 25 offer another way of finding your way around the maze,

(17) The emerald necklace

The necklace, one of the treasures, is located in the winding passage.
Seeing it is one thing, getting it is another. This particular area is
patrolled by a little bear who has an antisocial habit of hugging you
to death if he catches you. There isn’t enough time to pick it up since
baby bear is too close for comfort. Solutions 28 and 8 tell you how
to deal with this nuisance. Once he's out of the way, you can easily
pick up the necklace and add it to your hoard of treasure.

(18) The forest

The forest is an unmappable maze whose main purpose is to confuse
you. However, there is one location within it, the bald spot (solution
1) which you need to visit early on as it holds a vital object. Trying
to map the forest is a waste of time since it seems to be generated
randomly and any objects dropped in it just seem to disappear into
thin air. The quickest way out of the forest and back to civilisation
is to shin up the nearest tree (UP or CLIMB TREE will do it); you'll
then be told that you can see the castle. Climbing to the ground again
(DOWN works) will miraculously place you at the south end of the
castle. Jumping from the top of a tree is not recommended, even if
you do have something to help you.

Two further spots within this odd forest appear later in the game when
the weather turns nasty; solution 40 tells you more.

(19) The fountain of youth

The fountain is situated to the north of the vaulted chamber. Whilé
it won't bring you back to life after you've been killed, it does havé
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its uses- Should your lamp be getting dim, a quick trip to the fountain
will rejuvenate it. Howgver, if the lamp is on when you enter the
fountain, it won t be revitalised. In fact,the opposite will occur - your
lamp will bgcome as dead as a dooornail and you'll not get so much
as a faint glimmer from it ever again. Make sure you turn it off before
you go in. Dpn"f worry that the chamber becomes pitch black: as long
as you're going into or from a lit area with an unlit lamp, you'll be safe.

you should be warned that the fountain will only work once and its
magic is vital for restoring another object. It should not therefore be
used for the lamp unless you’re on the very last legs of your quest
when the lamp is getting dim and you also have the certain other object
with you (the fountain will restore both at the same time).

More than one of your possessions may get ruined and be possible
candidates for the fountain’s magic. The fountain only works on the
lamp and one other object - solutions 13 and 23 tell you which one.

(20) The giants’ shooting gallery

This is possibly the toughest puzzle in the entire adventure, and the
_correct solution can only be found after much trial and error. There
is only one method that is guaranteed to prevent you from getting
shot by the giants and you must follow it exactly if you are to live to
tell the tale. The secret is in finding the one room in the gallery where
you can stop for a short while in safety. Having found the place, you
can deposit the solid case/bomb (solutions 47 and 7) there and move
on. Eveqtually the bomb will explode, frightening away all the trigger-
happy giants. The course to be followed, starting from the entrance
to the shooting gallery, is:
3 N:NW:NE:SE:NE:NW:SW:DROP BOMB:WAIT:NW:NE
thhlsbShOUId place you in a riddle room where you will find refuge from
b e:) ullets. Just potter afound here or explore further north until you
toti: aloud bang in t'he distance - it will then be safe for you to return
€ gallery. You will find a pile of debris, all that remains of the bomb.
WO treasures are to be found around the gallery - solutions 26 and
tell you what and where they are.

| o " o .
Nstead of WAITing immediately after dropping the bomb, you might

w
Ish to take advantage of both the move in hand and the potential

"n‘:ef of thg explosion by leaving some other object alongside the
- Solutions 10 and 46 expound on this possibility.
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(21) GLOOP

You will have noted that the lettering in the corridors of doom can
be used to form the word GLOOP. Not in the Oxford Dictionary,
maybe, but what a beautiful word it is! You might think it hag
something to do with water, but it hasn’t. It is, in fact, a magic word
and has only one effect. Typing GLOOP when standing in the vaulted
stone chamber will cause the safe (solution 44) on the western wal|
to open. You can then walk right in and deposit your treasures. The
safe will not open until you've been on a jaunt through the corridors
of doom.

(22) The gold coins

The first of the two gold coins can be found at the bald spot (solution
1) in the forest (solution 18). You must pick it up early on as you'll
need it to THROW or DROP by the wishing well (solution 53).

The other gold coin is one of the precious objects you must collect
to gain maximum points. It can be found in the shaft near the wooden

chamber.

(23) The hang-glider

You should have quickly discovered that the contraption of cloth and
wire (solution 11) which you picked up in the riddle room near the bears'
bedroom is, in reality, a hang-glider. No doubt you are convinced that
you will be able to use it to leap safely from a high point - and you
are correct in so thinking. However, there will be more than one
occasion when you will need to leap for your life. Unfortunately you
will only be able to use the hang-glider for a single flight, so which
skydive is it to be?

The narrow ledge (solution 32) and the pinnacle (solution 37) are the
two places where the hang-glider is most likely to be used. Either will
work but the sequentially correct place to use it is when jumping from
the narrow ledge. On landing, you will see that the hang-glider has
become hopelessly mangled. Don’t bother about trying to get it
repaired (solution 19) because it can't be. Drop it as soon as you cafi
it has served its purpose and is now just a heap of useless junk.

(24) The hell hounds

Having passed through the traumas of the corridors of doom, you'll

entually find yourself confronted by a flight of stairs. As s;)on as

u start to climb them, a dreadful baying sound is heard coming from
pelow. If you attempt to go back down to see what all the noise is
you'll geta horrible shock. The barking is coming from the cavernous’
throats of a pack of hell hounds who will rush toward you and proceed
to tear you I|mt? from limb. Your only hope is to keep going forward
and try to outdistance them. Should you hesitate and make a move
that does not take you onward, the hounds will catch up with you
and commence the dismembering process.

At the top of the stairs, you are faced with a dilemma. To the east
of you is a narrow ledge overlooking a long drop to the ground. It seems
that you are trapped, since you can’t go back and there is no way
to climb down the side of the castle. The answer is to take your courage
in both hands and simply JUMP. However, you will need to have taken
precautions against the eventuality of leaping from tall buildings. If
you haven't, you'll be dashed to pieces on the ground below. To dis-
cover what these sensible arrangements are, you should consult so-
lutions 11 and 23.

(25) The jet-black maze

Thisisa maze of apparently identical rooms where the favourite method
of mapping (dropping a different object in each room and so uniquely
:’narkmg it) dgesn’t work. The reason it doesn't is that every time you
OLt:p gsz!rg:ttl;::%b‘aeli:tle Zn:;_)ke-puffing dragon (solution 16) scuttles
’ ct an i
e the ot (j) . isappears. Three clues point you toward
:g)) 'Vl'\r;e rod, like the maze, is black.
e t::éng n:gier.Od in any other place causes it to emit a puff of
(c) The dragon also puffs out smoke.
col?: :rzr(';\mand WAVE ROD causes the rod to puff out a different
i smoke fo! eacr.\ of the seven rooms in this maze, making it
e o matter to identify egch room as unique and so map out the
. a;1 SWnce you get tq thq exit, however, you'll face another problem,
er to which is given in solution 14.

There j ;
€ I1s a catch in the game. Because of the sequence in which you

mu :
0us:; ::I_Ckle the adventure in order to be completely successful, when
Ive at the maze at the proper time, you will no longer have the
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rod. To get round this, you will have to pay an early visit to the magzg ‘

while you still have the rod, even though this means you can’t actual.
ly go on to complete the game at that time (but at least the maze wij|
have been mapped when you start again). The reason for this is that
you have to use and then surrender the rod in a part of the game that
must be completed before you enter the black maze (solutions 50 ang
4 explain this), and the catch is that you are only allowed to enter the
maze once in any one game (see also solution 34). You could try strug-
gling through the maze without the rod, but it's better to map it early
on and then start the game again (you have the SAVE and QUIT op-
tions to make this more tolerable). Most mazes usually cause you tg
expire many times before you can find your way through, and thig
one is no exception.

You may still have a problem getting the rod across to the maze, but
solution 48 explains how it can be done.

Two objects are hidden in the maze - solutions 33 and 47 tell you where
and what.

(26) The jewelled brooch

One of the treasures needed to give you the full 250 points, the brooch
lies in the giants’ shooting gallery, in the only room with
NW/NE/SW/SE exits, to be precise. You may have a problem pick-
ing it up since there’s an awful lot of bullets flying around and stop-
ping to collect the brooch at the wrong time is likely to result in you
being rendered lifeless as well as broochless. You can only remove
it successfully when the giants have ceased taking potshots. Solution
20 tells you how to navigate this dangerous stretch of the castle and
how to deal with the gunslinging giants.

(27) The lamp

Since you'll be visiting plenty of dark and gloomy places, you'll need
a light source. In this case, it's a battery lamp and you can find it by
going south from the north of the castle through the small hole. This
turns out be a cubbyhole big enough for you to enter, take the lamP
and get out again with no problems.

The lamp is off when you find it. Entering the simple command ON
sets it shining brightly while OFF switches it off. There is no way you
can open the lamp or replace the batteries, although BREAK LAMP
results in it shattering into a thousand fragments and promptly vanish®

50

. from the game. RUB LAMP has no effect, either, so it’
g;gpecting a Qenie to pop out. , SO It's no use

n the Ia'mp eventually begins to dim, you will be given ample warn-
ing. There IS a reasc_)nable margin of power to get you through the
me, but conserve it by turning the lamp off whenever possible. You
don’t need it on in the forest or when moving from or to a lit area'(e
the open courtyard). In other circumstances, you can GET DRO‘g.
INV, etc. in the dark wi_thout danger - a useful method of Iigh{ conser:
vation. However, moving from one pitch dark location to another is
sure to result in you being eaten by the warlock’s spider.

There is one place when turning your lamp off and on is highly b i
; ! / enefi-
cial, but you'll need to shine a light on solution 51 for t?\at‘., :

There is one way that you can rejuvenate your lamp if you are desper-
ate to do so - refer to solution 19 for further illumination.

(28) The little bear

Gpldilocks pr_obably had less trouble with baby bear than you’ll have

with tr]q onein this adventure. When you arrive at the south gateway

after visiting the wishing well, you'll see a pattern of dots and dashes

gn the floor_. They won't hglp you to get past the little bear but they
o h.ave their use (see solutions 36 and 48). To your north is the south

corridor and, i_mmediately to the north of that, the north corridor. A

:heparate Iocatl_on, the winding passage, joins the north-east side of
e south corridor to the south-east side of the north corridor.

gflldrf;;htl:g IFhe south gateway, you should WAIT - you'll then be
. e ittle bear, hldl_ng in the shadows, has shambled out and
- oieg :19 ;1n ttje north corridor. Should you go north now, you'll meet
B ;Nto lmmeqlately moves south into the same location with
Lucidly 4 ru come b_elng that the little pear happily hugs you to death.
Bihete) thyou, junior happens to bg single-minded and will continue
i s(ta same route wnth?ut deviation until the cows come home.
e omenfcy_on the bear’s part can be used to advantage by you
Ban B (o) kh|§ dea_dly 9mbracg. The little bear always shambles
B oc hwuse direction, going _from the north corridor to the
i tor then north-eas_t to the winding passage and finally north-
o agai 0 the north corndor_when he starts the performance all
n. All you have to do is keep one step behind him.

This is g :
Simply achieved by proceeding anti-clockwise around the route,
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always moving to the room that the bear is currently occupying. W
you move there, he leaves it just before you arrive - the bear alwg
starts walking before you do. Once you've arrived unmolested at the
north corridor, you will find that it has an exit to the north, to the north
gateway. The little bear will never come here so you will now be
from its clutches. In order to achieve this sequence, you will neeqd to
WAIT in the south gateway until he has moved round to the south
corridor whereupon you can proceed to follow him around.

Although you now know how to keep your distance from the littg
bear, the problem of the emerald necklace (solution 17) still remaing,
While you're busy avoiding the bear, there’s no time to stop in thg
winding passage to get the necklace lying there - you must keep moy.
ing. In order to find time to collect this essential treasure, you will negq
to obtain something with which to scare him away - after all, he's only
a baby bear and it shouldn’t be too difficult to frighten him off. The
tale of how this is done is told in solution 8.

(29) The Ming vase

As you'd expect, this is a priceless treasure to be added to the collec-
tion. It can be found in the damp wooden chamber (the low room)
beyond the corridors of doom (solution 12). It has no other purpose
and, being made of special materials known only to the Chinese, will
not break when you drop it. However, if you type BREAK VASE, it
will shatter into a thousand fragments and vanish from the game. In
fact, using BREAK with any of the collectable objects in the game
has the same result.

Since vases can hold water, you might think it is just the receptacle
for bailing you out of trouble when the going gets wet. Unfortunaté:
ly, you'd be wrong to draw such a crafty conclusion. The correct way
of dealing with the precipitation is poured out in solution 6.

(30) The mink stole

Quite what the giants would want with a fur that would hardly keeP
one of their toes warm is a mystery, but the giants’ shooting galle_N
is the place to look for it. To be exact, the stole is in the room

the north-east and south-east exits. Since there’s no justifiably ang?
mink relative stalking the adventure, you can rightly conclude that th®
particular item is a simulated, but none the less valuable, fur. It is
treasure to be collected and has no use other than to be given as?
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pirthday present to a loved one, assuming you ever get out of the castle
alive-

(31) The mirror

At the end of the corridors of doom (solution 12) is the room with the
mirror. In this mirror can be seen the bloodsucking creature (solution
5) who will attack and kill you unless you do something pretty quick-
ly. Assuming you have managed to deal with the creature, you will
now be able to play around with the mirror. You can’t GET MIRROR
put you can BREAK MIRROR if you like. In the latter case, all you'll
be left with will be thousands of glass fragments. You'll also have more
than seven years bad luck to worry about since you won't then be
able to complete the adventure.

This is @ magic mirror and the way to handle it is to assume that it
has become a bit steamed up after your tussle with the bloodsucker.
RUB MIRROR will cause you to be transported with a bright flash to
a new location, the damp wooden chamber.

(32) The narrow ledge

The ledge is at the top and to the east of the flight of stairs leading
up from the damp wooden chamber. It seems unwise to go back west
tg the stairs as there’s a distinct risk of being mauled by a pack of vi-
cious hell hounds. There’s no other exit and the castle wall is unclimb-
able. The only alternatives are to find a way to overcome the hounds
orto leap or fly or throw yourself from the ledge. Solution 24 provides
the answer to this dilemma.

(33) The onyx sculpture
;:g:icgless work of art, this treasure is on display in the indigo room
€ jet-black maze. Make sure you get it before acquiring the other

:;i(ject .that’s in the maze (solution 47) otherwise the extra time you
€ might produce a bad report that will affect your future prospects.

(34) The open courtyard

This i A
IS v:/sha \fvell-l!t area where you can safely turn off your lamp and still
at's going on. You can arrive here with your lamp already off
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or depart with it turned off. The courtyard is where you will regulariy
be issued with a challenge from a voice daring you to take the hang.
ing ring of power. To see how to respond to this call, try solution 42,

The courtyard has several exits. The north, west and east exits, oncg
used, are thereafter totally inaccessible as a curtain of light prevents
you from re-entering. It doesn’t seem possible to go south becausg
a portcullis has crashed down behind you - solution 38 gives the low-
down on portcullis perplexities.

The only other exit is the north-west one. Happily, you can use this
as many times as you like. Up there, you’ll find two important loca-
tions, the fountain of youth (solution 19) and the vaulted stone cham-
ber containing the safe (solution 44).

(35) The password

Right at the very end of the game, just when you think the ring of
power is within your grasp, you are asked to rack your brains and
remember the order of the riddles. The correct order is crucial because
the initial letter of each riddle’s solution forms the password that must
be supplied to get the ring. Get the order wrong and you’ll be
exterminated without further ado. The answers to the riddles are given
in solution 41, but the actual sequential order of the initials is TCNPIE.
Type this and the ring is yours. Well, it would be if it wasn't for the
wizard popping up from nowhere and snatching it for himself. Still,
you do get to keep all the other treasures and you do now have all
250 points. The only snag is that the game is over but you are left
stuck in the castle with no possible way out! Oh well, that’s adven-
tures for you!

(36) The pattern of dots and dashes

For those of us to whom morse code is unintelligible, the meaning
of the pattern is spelled out on the wall in the guard room. SOS is
the translation all right and is one of the magic words available to you
in this adventure. The pattern appears in two places, at the south gate-
way and in the damp wooden chamber. Typing SOS when you're in
one of these two locations will cause you to be transported instantly
to the south of the castle. You only need to rely on this Mayday signal
in one of these two places - solution 48 will answer your distress call

on this matter.
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(37) The pinnacle

This is the second high spot in the game (the other is <ns1:XMLFault xmlns:ns1="http://cxf.apache.org/bindings/xformat"><ns1:faultstring xmlns:ns1="http://cxf.apache.org/bindings/xformat">java.lang.OutOfMemoryError: Java heap space</ns1:faultstring></ns1:XMLFault>