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INTRODUCTION

Thank you for your recent purchase of
Witt's Notes. You have just joined hun-
dreds of fellow adventurers worldwide who
demand the very best in adventuring. Witt's
Notes are avallable for an ever growing num-
ber of adventure games.

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

For more information about our hint
service, software, posters, save disks and
more consult our most recent catalog. Also,
it contains all of the pricing, including
the quantlity dlscounts.

Thanks,

Kylg

Copyright (©) 1984 Witt's End Assoc.

All Rights Reserved. No part of this
booklet may be reproduced by any means,
electronlc or mechanical, without permission
ih writing from Witt's End Assoc.
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HOW T0 USE THIS BOOKLET

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

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

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

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

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



TIE CODE

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

i, 3

KNNJ TMCDQ SGD QTF
LOOK UNDER THE RUG

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

10 HOME

20 VTAB 8: PRINT "ENTER CLUE BELOW:"
30 HRZ = 1

40 VTAB 10: HTAB HRZ: GET CHAR}

50 IF CHAR3 = CHR$ (3) THEN 180

60 TPRINT CHAR3S

70 A = ASC(CHARB)
80 IF A = 90 THEN A = 64

90 IF A = 13 THEN 10

100 IF A<>32 THEN A = A + 1

110 CHARS = CHR3(A)

120 IF HRZ = 39 THEN PRINT CHR$(7)
130 VTAD 17: HTAB HRZ

140 PRINT CHARS

150 IF HRZ = 40 THEN 30

160 HHRZ = HRZ + 1

170 GOTO 40

180 HOME:END

Note: Only letters are encoded, numbers
and symbols remain the same.
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GENERAT, HINTS

Kabul Spy is an adventure with an
espionage theme by Tim Wilson from Sirius
Software. Kabul Spy features beautiful
HiRes color graphics and a hint function.
In many ways, Kabul Spy is an adventure un-
like any other.

The goal is to find and rescue prof-
essor Lisenstadt, who is in a large prison
outside Kabul. As mentioned before, there
is a hint function which can somethimes be
of enormous help to you. Often, however,
the answer to a problem will totally elude
you.

This is because Kabul Spy is not al-
ways logical. The answer to a problem will
be some elusive word or concept which you
would never guess in a million years.

Don't let this get to you, when you
get stuck, look up the question which per-
tains to your problem and go on. Do not
give up and decode every answer. Kabul
Spy is tough, but it can be solved with a
lot of effort.

You must realize that Kabul Spy must
be played over and over before it can be
solved. Saving the game will help, but
sometimes you will make the wrong moves and
have to start over. Of course, making sev-
eral saves disks will solve this problem.

Kabul Spy is laid out in a strange

pattern in that locations circle back and
forth. The map.supplied with this booklet
does not display all of the locations ess-
ential to the game. For more information
about this, see about the map.

Wilson is influenced greatly by the
original adventure. Therefore, playing
that game should aid you in solving this.
Most importantly,each time you play the
game everything along the way should be
done. For example, a magic word must be
discovered even though you already know it
in order for the game to recognize it.

Finally, there is the parser. Kabul
Spy's parser contains elusive words but it
does recognize more than two per line. Re-
member certain Afghani words are needed, if
you know where to find them. Good luck!



ABOUT THE MAP

Kabul Spy's map is divided into three
pages. The first page represents the
bus depot, Bahawalpur, the train station,
the Northeast Border, Quetta, in short
everything up the the river.

The second page contains the heart
of the game, the forest, Kandahar, every-
thing through to Kabul. The third page
shows the prison, Kabul and the airfield.
The mine is divided between the second and
third pages.

The map can get confusing because Kabul

Spy is confusing. To alleviate some of

the confusion, locations in Quetta and the
Forest (Adventure area) were left out. If
they were left in, the maze of locations

and multi-directions would overcrowd the
map. S0 we just included, in these areas,
only those locations or directions that

are necessary to navigate your way through.

On the second page of the map is prin-
ted a key which should simplify the map
for you. Just remember that we cannot
display all of the items on each map. Only
those items that are immediately obvious
are displayed in parentheses.
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BAHAVALTUR

What does the cign say?

A. Int ldzm sgd nmd sn spd dsra?

B. Rdd enq xntgrdke. I'n dzrs.

C. Hs rzxr, Bztshnm: Ids DmThmd.

D. Com's fn spdqd.

How do I get on the bus?

A. Ats z shbjds.

B. Sqx "Fhud Shbjds".

Should I fo to Quetta or NI Border?
A. Int rentke sqx ansg.

B. Dhspedq nmd vhkk cn.

C. Sgd bnqgdbs okzbd hr ptdssz.
Must I go to prison?

A. Spdm xnt gzud entme sed ldm.

B. Oghrnm ognuhcdr z uzktzakd blktd.
C. Xnt rgntke In sn oghrnm.

VWhat is in the prison?

A. Rdd eng xntgrdke.

B. Zm nkc 1lzm, =z cqzvhmf, zme 2z (tzge.

How can I sec the drawing?



7.

Che xnt saqx hs?
Sxod lnj lqntme.
Sehr hr zm hlonqszms bktd.

llow do T get out of prison?

A.
B.
Ce
D.
1.

Che xnt qdzc sgd cdrbghoshnm?

Sedgd hr z ftzqe gdqd.

Che ¥nt mnshbd xnt rshkk gzud 1nmdx?
Ptzqer bzm ad aghadc.

Xnt ltrs needq z kns.

10

QUETTA

What is under the bed?

A. Gzud xnt knnjdc?

B. 5qx "Khes Adc".

C. Xnt ehme z mdvrozodq.

D. Qdzc hs zmc kdzom zelgzmh vnqcer.

What does the little boy want?

A. Gd hr z onng rhbj bghkc.
B. Gd bntke trd rnld 1lnmdx.
C. Needg ghl osdm.

How do I pet to the bar?

A. Fds sgd ogodq eqnl sgd anx?

B. Sgd ozodq rzxr DMD.

C. Sgzs hr gnv anx fns pdqd ceqnl sgdad.
D. Rn fn VRV.

How do I enter the bar?

A. Chc »nt gdzc sgd cdrbghoshnm?

B. Sghr hr z gdkkhrg azq.

C. 2 kheskd okzx nm vnger hr qdpthade.
D. Hs hr pthsd nauhntr.

E. Sgx "Fn sn gdkk"

I'e Mnsghm{ odgrnmzlk.

VWWhere is Hiasrin, the puide?
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Gd hr hmn sgd azq.

Zrj opd azqedmedq.

Mn nmd gdgqd rodzjr dmfkhrg.

Che xnt ehme sgd mdvrozodq?

Vezes hr spd zefgzmh vnge eng vedqd?
Ugx "Rzx dniz Ghrghn".

“hould I buy a beer?

A.
13
%
e
In .

H 2zl rtqd sgd ztsgnq vntke zooqnud.
e 1hfes 1zjd sgd azqodincdq £z200X.
Xdr, h wvntke.

lIs endr jhkk rktfr.

Rhmbd sgdgd zqd mn rktfr, vegx ansgdq.

WWhat should I do with the priest?

A
Be
0
D.
e
| D
G.
Is

A.
B.

Gd rddlr snn vskk-edc enq sghr bnll-
tmhsx.

Ille Ptdssz rn onng vgx hr bgtgbg
kzuhrg?

Gzud xnt dudq banrrdc qhudqg vhsg
Ghrghm?

Oghdrsr zqd jmnvm zr ezsgdqr snn.

Gd hr udgqx rtrohbhntr knnjhmt.

Gd 1ltrs ad rgns.

orhr vzx xnt zqd mns gnaadc.

the art important?

IIs hr udgx mhbd sn knnj zs.
Adxnme sgzs hs hr tmhlongszms.

12

NORTHEAST BORDIR

I'rom Train

1. What is under the bed?
A. Rdd enq xntgrdke.
B. Sgqx "Khes Adc".
C. Xnt ehmc z lzfzyhmd.
D. Qdzc hr zmec kdzqm zelgzmh vnger.

2. How do I use the log?
A. Trd hs zr z qzes.

B. Sgd knf bntkc eknzs.
C. Tmengstmzedkx hs hr trdkdrr.

3. Can I cross the river without losing
my stuff?
A. Nns gdqgd.
B. Sgd btgqgdms hr snn rsqnmf.

4. How can I get back to the train staion?
A. Jddo fnhmf rntsg.
B. Xnt bzmmns qdstgm.

5« Should I have gone to Quetta firot?

A. Xdr.
B. Xntg hmragtbshnmr vdgqd sn ldds...
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C. Ghrqhm ehqrs hm Ptdssz. Xnt bzm...
D. mdudg bnlolkdsd sgd i'zld sghr vazx.

I'rom OQuetta

().

Where i1is the log?

A. Sgd knf{ hr zs sgd nsgdq bgnrrhmf.
B. OFhr hr 2 rhfm sgzs sghr hr sgd...
C. ghfgs okzbd sn bgnrr.

llow do T keep my equipment dry?

A. Xnt qdzkkx bzm's.

B. Tizsbgdr vhkk zkvzxr ad qthmdc.
C. Bhfzgdssdr cn rszx khs.

[Tow can avoid the thieves?

A. Sgd sghdudr zqd udqgx ctshetk.
B. Sgdx gdzkkx knud sgdhg ezsgdq.
C. Ezsgdg bzm zkrn ldzm oqhds.
D. Sgd oghdrs hr z bnlltmhrs.
E. Mdws shld jhkk sgd oqhdrs.

14

THE FORIS'

What is the importance ol Lhe <ign?

A. 2 mmacd egnl rlnjdx sgd adzqg?

B. KEnnj nts enq sgd zqrnmhni.

C. Vgdqd spdgd'r ehqd scdagd'r vzq.
D. Zs kdzrs hm Zefgzmhrszn.

This place looks familiar. [lave I been
here before?

A. He'r udqx onrrhakd.

B. Gzud xnt okzxdc lzmx zcudmstqdr?

C. Sghr venkd zqdz hr szjdwm cqgnl Zc-
udmstqd.

D. Mhbd sn jmnv vgzs hs knnjr khjd.

How do I light the lamp?

A. Sghr hr z 1lnrs cheehbtks olyykd.

B. BRnld lzsbgdr lhfgs gdlo.

Ce Xnt regntke gzud rnldsghnl sgzs atqmr.
D. Khs bhfzqdssdr cnm's 1'ds vds.

E. Xnt rentke khfgs nmd adengd bgnrrhmi.
F. Sgdm fn M D R V zme dumadq.

What does saying Plugh do?

A. Cndrm's gtgs sn sqgx.
B. Sgzs ozqs ne sgd bzud hr bknrde.

5. How do I open the grate?
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A. Vegdgd hr sgd knbjohbj? B. Mdhsgdq cndr rozaabm!” vhsge jinhed.,
B. Nq xnt bzm akzrs vhsg cxmzlhsd. C. 5gd fgte hr udgx onvdgelit.
C. Itrs trd ned jdxr, Iddy. D. Seghr hr spd nmkx qnnl hin sgd bzud.

BE. Gd cndrm's gzud en ad jhkkde.
e Itrs szjd sgd Inke vme kdzud.

6. What is the necklace for?

A. Chzlnmer bzm bts fkzrr. 3., What does the wall say in Lhe Grud'c

B. Rzud hs. Den?
C. s hr 7z sqdzrtad. Fhudr 1lnqd onhmsr.
A. Vdkbnld?

B. Rzx rthqhr zmec ozsg nodm adengd xnt.
7. How do T unclog the debris? C. Hs cndr nns vnqj hm ¢ hr bzud.

A. Chudgs: opd rsqdzl.
B. Lzxad raxzhmf wxyyx vhkk gdko. 4. How can I befriend the |runians?
C. Engids hs, hs vnm's vnqj.

i A. Xnt cnm's gzud sn I'u gdagd.
B. Gnvdudg sgdgd hr z v:ix on adeghdme
sgdl.

C. ¥nt rgntkec qdzc cdrbqhoshnmr,
D. Sgd lzm hr jzmczgzq vdllr jenldmh

oFnenr.,
IANDANAR
5. What do the markings in Lhe cave mean?
A. Gzud xnt knnjde zs ha%
1l. Where is the aotaff{? B. Sqx 'Knnj Vzkk'.
C. Schr cqzvhmf hr z uvl Luakd blktd.
A. Qdzc cdrbghoshnmr. D. Hs renvr z rdbgds ovcirzl'd tmedq
B. Nke 1um ven rdkkr opnsnr gzr hs. oghrnin.

C. Needq ¢hl rnld lnmdx.

6. Can I save the soldier®

2. How do" "I kil 1™the Brud®?
A. Gd hr ecxhmf.

N 5 n{rnng]”n" cendrm' o -v-nqj. . B. Mn ats xnt bntke SZ!:,'] £ ,5_11]..
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C. Bgx "Zrj lzm"*.,

Q. Ghr vnger wqd fzgakde ats gdkoetl.
Iie Gd rzzy en zrj zs aza hm jzatk.

o Gd fhudr ©d vNoC SZqTes.e....

What is the vork LAY 60 e?

A. GZuq *nl nddm sn izhk hm azgrzvzkota?
Q. Knnj z¢ rord nke lzm'r cqzvhmf .

C. Hs hr sed wzld ne sed ahf oohrnm.

De Sed vigqe hir szqrheczm. '

How do T cal in the tank?

Ao Xnt mdde = jax.
?. Sgd idxr sad hm srd vdkkentrd.
Ce Xnt vhilk snud sn tn azbj.

Where do T drive the tank?

A. I'hars he )V Lra ad ehwde.

B. ¥Xnt mdde “od vagdmbyr,

?. %krn Xt lhre ote sigi'd nhik hm,
e Cahud he coqntfe aed lhmdechdke.
lie Rnagx e szmj bzmmns ad ehwde.

18

10. What does the rebel wanl®?

A. Sgd qdadk vzmer sn jhlidl xnt.
B. Bn jhkk ghl ehqrs.
C. Sgdm s2zjd sgd rhkuda.

THE MINE

1. How do I escape from the wine?

A. Sgdqd zgqd svn vzxr.

B. Nmd vzx hr sn chf xntq vux nts.

C. Xnt rgzkk mddc sgd ryoudk.

D. Sgd nsgdq vzx hr sn nodm sgd cnnqg.

llow can I open the iron door?

A. Hs hr hlodquhntr sn dudgxgosghml.

B. Lzxad hs hr qtrsx.

C. S5qx nhkhmf hs.

D. Sgd enng ltrs ad noduwde ax lzfhb.

FE. Vdgd xnt hmn sgd fqtc'r cdm?

F. Rzx rthghr (rhghtr rodkliic azbjvzge).

What is the emerald forv
A. Hs hr z sqgdzrtqd.

B. Sgd rzld sghmf sgd rhkouda hr enq.
C. Vnogsg Ingd onhmsr nm bnlokdshnm.



4. MMow do I open the trap door?

A Jdxre?

B. Gnv zonlbke rzxhmf "Szqrhezm".
C. Che xntl dwzlhmd sgd cnng.

De Sgd cuna hr udgx gtrsx.

b Ote vuld nhk nm sgerd cnng.

Y« Vlhere is the shovel?

A. Hs hr udgr cheehbtlks sn ehme.
I)‘ Z (th!'f(] oann eZq. N

C. Hs hr oure sgd ahf gnkd.

De Knnj zsf ¢rd 1%0.

KABUT,

1. llow do T ; el over the bridee?

A. OCgza banvrdr sgd qzuhmd?
Be Spd zmrvda hr ghchbtkntr.

X9

C. Xnt volle mdudg ftdrr hm z 1lhkkhnm

xdzqr.
D. Bnldnmd r7r cqzvin z aqhefd.
Ile Sedx jjdr vnae hr cqzv.
e Veze o cazvm bzm ad dgzrde.
G. Sxod "dgzird aghefd*.

?. Iow con Lhe rate be opened?

4.

A. Zs sgd zhqgehdke.

B. Zmnsgrdq sntfghd.

C. Svn udgar vhkk vnqj.

D. Vezs gzr addm rds...

L. Bzm ad qdrds.

. Sgx dhsgdq rsgnad fecd ng gdrds [zoed.

Where is the tunnel under Lhe wall?

A. Xnt gzud fns sgd vanui olczubd.
B. Sghr hr sgd zhgehdkc mns sgd oghrnm.

How can I get in the pline?

A. Sgd okzmd hr knbjdc.

B. Sgdqd hr z gnkd hm h:sr rhed.

C. Rnldsghmf ehsr hm gdqgd.

D. ¥nt mdde cduhbd sn nodm bnbjohs.
5. Ots sgd cduhbd hm s¢d okwund.

How do I see the object more clearly?

A. Xnt 1dzm vdrs ne sgd 1dzenv?

B. Zmx bzqgnsr zqntmc?

e Rnldsghmt 2zs sghr knbusham gdkor.

D. Vgzs hr hm ldzcnvr?®

i, Lzxad xnt gzud fkzbntiz (I'nc Engahc).
' 5gx "Rlnjd rnld fqzr".

Ge. Zgz!t

Where are the bomb shellecra?
A. Sgd eqdd nmdr?

B. S5gx sgd bnlgzed hmm.
C. Hs hr svn aknbjr cnvit jqdlkhm zud.
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What do 1 do in the tavern?

A.
[3.

C.
De
I e
e
G.

quhjd Lo v bnmudqrzshnm.

4r azqedwedq zants knbzk zssqzbs-
hnmr.

Zrj £hl zints sgd oghrnm.

Gd rodzjr mn dmfkhre.

Fhme nle «¢pd mzld ne oghrnm.

Sqx ray jniz szqrhczm.

Rnqqx, mn anla rgdksdqr.

[flow do 1 el in the helicopter?

A.
Be
C.

D. Englde hee. Spdgd hr mnsghmf hlongszms.

nt 1dzm hm jzatk,
Vex mne caqx hs?
I"ds sied ovirr eqnl sgd nke lzm.

What docr Lhe Tnkeeper say?

A.
B.
Ce
De.

il
10

Gd hr thmhnil xnt chgdbshnmr.
0qx kdzohnl spd hmm.

Fn vdr::.

Gehr hre o owmdv knbzshnm.

Gd rzxr [n vdrs sgdm mnasge.

21
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10. How do I get across the hole?

A. Ttlohmi?

B. S¢d enkd hr uvdgx cddo.

C. ¥nt mdde z aghecld.

. Tzxad rnldsghaf bnilc wd ots nudg
hs?

L. Dudq okzx zcudmstqd®

P. Veze lzed z aghefd ha coudmted?

G. Sgx vzuhml z qnc.

H. Ots sgd gqne hm sgd pulid.

1. llow can T crosc the minciield?

A. Sgdgd hr z 1zo ne ho.

De Sgdgqd hr 2z vzX £n bedbj eng lhmdr.
C. ¥Ynt mdde sgd jmhed.

D. Sqx rdzgqbghal nq oan:ilueni’.

L. Trd z chgdbshnm khjd oqgrad dzrs.

yWhat do I do to get throvyh the ffence?

A. Qdze cdrbghoshnmnr.

B. Segd hr z {tzqe hm aod
¢. Sqx regnnshmi ftzge vhay
D. Trd sgd ghekd.

. l\‘."]q-
ohrsnlk.
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E. Ltrs g7nod cgd atkkds eqnl iddo.
F. Bts oy d cdmbd vhsg spd vhgdbtcsdqr.
llust I o Lhrough the minefield?

A. In, =t com's gzud sn.
B. Spgdgd hr = 1lnqgd rtaskd vzx.

Ce Gzud :nk dudg addm hm sgd rlzkk bzud.

De Spdgd hr w oecqzvhmf nm epd vzlik.

lie s revvr o otmmdk tmedq sgd oghrnm.
e Sed slomdlk kdzer hmen sed oghrnm.
G. lls dwhor ¢rgntlg 2 sqzo cnng.

[low do I el past "something barring my
woy"?

A. Xnt rynlle jmmv gnv sphr £z1d vngjr
mnv.,

B. Hs hr = olkzx nm vnqger.

C. Sgd jdx vnge hr azqghmr,

D. Sgx dds n=pr.

Vihat do 1 do with the Professor?

A. Bnmfq:r.eblechnmr!

Be I"ds eh1 nli ne gdqd.

Ce Xnt bntke codde phl.

De Ng hvd ohl rnlad vzedqg.
I'e H523d ¢hl 1 aed zhgehdke.
o Bkx znvex om sgd LIHF.

24

COMPLETE LIST OF ITEMS

This list contains only those items
that can be picked up and carricd. It
is intended as an aid for the player who
needs to know what he is misgsing. It

should not be studied too closely by those

who have not yet solved the game.

Money Belt 0il
Rubles Emerald
Pistol Beer
Knifg Rifle Bullet
Cyanide Device
Bus Ticket Piece of Paper
Train Ticket Shovel
Newspaper

Magazine

Log

Cage

Rod

Necklace

Keys

Lamp

Food

Water

Cigarettes

Gold

Photo of Khomeni

Staff

Rifle

Diamonds

Silver Bar

Wirecutters
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JUST FOR FUN

Each of these suggestions should really
only be tried alfter one has solved the game .
In fact, just looking at some of them might
give away problems. Also, many of them
result in death, and unless you have just
saved .the game, you may not want to risk it.
But anyway...

Have you ever tried...

Saying "Hello" to Sally Struthers...

Typing Probe north etc. (While not in the
mine field)...

Killing the old man...

Crossing the river (without shooting Father)
Offering the boy less than 10 rubles...

Walking into the Iranian cam i
Photo)... ARGy Sk

Reading the sign (in awkward canyon)...
Shooting the soldier...

Eating the cyanide pill...

Smoking a cigarette...

We hope that you have enjoyed the
use of this bhooklet, and that you have
received the maxilmum benefit possible.
If you should still be having any problewms
with this game, feel free to send In your
queries. We will try to answer your letter
as soon as possible, providing you with per-
sonal service.

Also, should you have any complaints
or suggestions about this, or any other of
our products, feel free to wyrite us. '

Your purchase assures you a free
catalog with your order and quarterly up-
dates. Anyone can order another even 1If
they have not purchased any of our products,

Witt's End Assoc.
42 Morehouse Rd.
Easton, CT 06612
(203) 254-0728

lappy Adventuringl!
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