

























































































































































































































































































































































































































































































































































































































































































* Appendix #171-197 207

171 Don't fiddle with it or evil will befall you.

172  You can't.

173 Try sharing your lunch with him.

174 The Rowboat will take you back where you came from.
175 You can't.

176 Say “Ulysses”

177 Hand him a treasure and stab him. Repeat until he is dead. | hope you
have an armload of treasures.

178 You must Wear the Gas Mask and gas the mutants before opening the Lab
Door.

179 You have to make like a bird to leave the Island.

180 Most of them are self-explanatory. Make sure you examine the pocket of
the Lab Uniform.

181 You must Continue in the same general direction you have throughout the
game.

182 The Brown Spool and a Lamp are in the Radiation Lab.

183 You must be carrying the Garlic outside the bag.

184 You can't, without dying of radiation sickness.

185 You don’t need the Torch past the Shaft Room.

186 You must fly North from the Beach the Anchor was found on.
187 You must follow Floyd’s instructions to the letter.

188 It is used to take equipment to areas you can’t carry it into.
189 You can enter the Lab Office only from the Auxiliary Booth.
190 Try turning it into a Diamond.

191 Drop everything before going West.

192 Lower the torch in the hand basket.

193 Check out the end of the Rainbow without delay.

194 Head back through the Main Lab and go directly to the Projcon Office.
One false move and you're dead.

195 This Machine will help you make another treasure.
196 Lower the Screwdriver in the hand basket.
197 Use a magic word to take the former Frog back to Serenia.
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elcome to the ultimate challenge in adventure gaming!
The Adventure Companion gives you as much help
as you need to solve such popular adventure games as
Wizard and the Princess, Zork |, Adventureland, Transylvania, and
Planetfall.

Each game'’s solution is presented in four parts so you can test
your ability to solve the game before you reach the final solution.
Section One provides helpful hints on how to approach a
particular problem. Section Two provides detailed maps that
identify possible moves, items found in each room, and locations
of objects. Section Three tells you what words are used in each
game and how various objects are used to solve the adventure.
(This is where you'll learn when to use the objects and words and
how many points each object is worth.) Finally, Section Four
shows you the complete solution for each game.

Play against yourself or friends to see who can solve the adventure
games using the fewest clues. Then go back and try to solve the
games even faster!
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