















































































































































(9) The crypt

Having reached the crypt, you may be disappointed to find no sign
of the expected coffin. Instead, the place is full of cigarette ends and
a sign prohibiting smoking. The fact that this regulation has been signed
by Dracula himself should tip you off about what to do next.

You must be carrying the matches (solution 21) and the pack of
Transylvanian cigarettes (solution 42). In fact, you don’t need the whole
pack - just one cigarette will do (if you do have the pack, first GET
CIGARETTE). Now LIGHT CIGARETTE and follow it with SMOKE
CIGARETTE. The coffin will then magically appear (explained by the
COUGHIN pun - well, it's as good a piece of logic as you'll find in many
adventures!).

The cigarette will go out after a few turns and with it the coffin will
disappear, so you'll have to move fast. Solution 8 tells you more about
the coffin’s mysteries.

There is a vent in the crypt, accessible only by a bat. If you're wondering
what purpose the vent serves, turn to solution 43.

(10) The daisies

Pretty, aren’t they? Well, you have to assume they are since you get
no information at all about them. The daisies are growing in the window
box (solution 45) outside the dark window. Although you can GET
DAISIES, they don’t seem to play any role in the adventure other than
as a diversion. SMELL DAISIES is acceptable but doesn’t reveal
anything. | thought that EAT DAISIES might produce a result (thinking
of that popular song that politely advises you not to!) but it didn’t work.
Best forget them and go on about your business.

(11) The dark pit

The dark pit is easy enough to get into but impossible to climb out
of - unless you know how. The secret lies in the iron rings. Before
descending into the pit, you should build an escape rope using the
sheets from the bed. This is easily achieved by TIE SHEETS, and when
asked what they should be tied to, responding with TO RINGS. You
can now GO PIT with no qualms. To climb out again, simply CLIMB
PIT. If you want to retrieve the sheets when you're out, you must UNTIE
SHEETS and then GET SHEETS. Whether you bother to do this or
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not depends on whether you're planning to go to sleep in the near
future! The sheets always reappear on the bed, no matter where they
were left previously, whenever you awake in the brass bed.

Another problem of the dark pit is that it's pitch black down there.
There is an object in the pit, if you could but shine a light to see it.
If you know what it is, you can GET it without even seeing it (solution
41 tells you about the mystery object). However, you can easily catch
a glimpse of it in the pit by striking a light. Provided you've got the
matches (solution 21), LIGHT MATCH will produce a short but adequate
illumination of the pit and its contents.

(12) The doorless room

Having made the perilous descent down the sheet and climbed in
through the dark window, you'll have found yourself in a room that
has no doors. The only thing that stops the room from being completely
featureless is the portrait. Since the picture is of no lesser a personage
than Dracula, in the words of the bard, this must be the place!

All you have to do is MOVE or GET PORTRAIT, whereupon a dark
passageway will be revealed. Make sure that you have a lit torch with
you - it’s very dark down there. When you need to leave the doorless
room to go back up again, GO WINDOW puts you out by the sheet.

(13) Dracula’s demise

The art of preparing the coffin for Dracula’s return is dealt with unc_:ler
solutions 8 and 9. Now all you have to do is go back to the coffin during
daylight hours to administer the coup de grace.

Having done your spot of puffing to get at the coffin, you should
experience no problems opening the lid, having already treated the bolt.
Inside you'll see a sleeping Dracula. Provided you have the tent stake
and the rubber mallet, all that remains is to KILL DRACULA. The stake
will be driven through his heart (ugh!) and all that will remain of him
will be a mouldering skeleton with a stake embedded in the rib cage.
The previously hostile crowd will emerge, cheering like mad, to carry
you off as a hero - and so they should!

95



(14) The dumb waiter

Going west from the hall to the kitchen, you'll encounter the dumb
waiter. Not a silent butler but a lift, large enough for you to enter. GO
DUMBWAITER puts you comfortably inside. There are no buttons to
press or pulleys to manipulate but RAISE or LOWER DUMBWAITER
will get the thing moving. Going up will take you to the pantry while
travelling in the opposite direction will deposit you at the work room.
To leave the dumb waiter, you should GO ROOM.

The dumb waiter is a handy way to travel, but it does have one
disconcerting habit. It seems that if you tackle the adventure in a certain
sequence, the dumb waiter eventually vanishes from the kitchen,
effectively preventing you from gaining access to a very important closet
(solution 6). Most disheartening when it happens - you have to go and
rethink your entire strategy. To avoid this happening, solution 37 offers
a recommended order for tackling the adventure - don’t look at it until
you're desperate. Y

(15) The dust

Down in the closet you'll find a lot of dust that appears to have gathered
over 100 years. The dust is quite useless except as a pointed indication
that very few people, if any, have ever visited this place. Perhaps you
could hide yourself or some objects here in safety? Solution 6 gives
a not-so-dusty answer!

(16) The flag pole

What a frustrating flag pole this is, to be sure - it was all | could do
to restrain myself from making comments about being driven up the
pole! To get to the dark window beneath the bedroom window ledge,
you'‘re going to have to use the pole. As unreliable a method as it is,
there's no alterative route that | know of.

When you step out on to the ledge, you might be tempted to CLIMB
POLE. This will result in the pole splintering as soon as you get to the
top, sending you to your doom (but not before you've been given a
passing glimpse of the dark window). What you have to do is TIE
SHEET (TO POLE when asked to what object you wish to fix it). Having
done this, | strongly advise you to SAVE GAME before attempting a
descent. The reason | so counsel is that the pole has a nasty habit
of breaking as you climb. Either that or your lit torch sets the sheet
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on fire. Both end in your death.

These accidents seem to occur at random, so you've no way of
knowing if your next attempt will be successful or not. If at first you
don't succeed, try, etc., etc.!

To descend, CLIMB SHEET. Assuming that you do not fall io your
death, this will bring you to a window box (solution 45) outside the
dark window. At this point, you can either GO BOX or GO WINDOW;
both place you in the window box. GO WINDOW or GO ROOM will
then put you inside the castle. To ascend, simply reverse the procedure,
i.e. GO WINDOW/CLIMB SHEET/CLIMB SHEET/GO WINDOW.

When you tie the sheet to the pole, a fold is made in the sheet so that
you can leave things in it. | found this to be too dangerous a facility
to avail myself of - the sooner you're off the sheet and inside the room
the better. Dropping objects when standing securely on a window ledge
is far safer than when dangling from a sheet suspended from a brittle
flag pole!

(17) The iron rings

The rings are located in the dungeon, beside the dark pit. Their only
function is for you to use them in climbing out of the pit. To see how
to make the most of their presence, consult solution 11.

(18) The lens

If you've found the lens, then you've managed to get inside the oven
(solution 27). The lens confirms that the source of all that heat and
light was the sun and the oven can now be recognised for what it is
- a solar oven.

The lens cannot be moved and serves no other purpose in the game.

(19) The letter

The letter is delivered, along with the package (solution 28), when the
postman calls at the castle on the second day. The sound of the bell
(solution 3) alerts you to the fact that a delivery has been made just
outside the castle. If you're already there when a delivery is due, the
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postman won't come (shy, retiring employee that he is!).

READ LETTER will tell you that this is a missive from Count Yorga to
his old drinking chum Dracula, advising him not to open the
accompanying package until Halloween. You should cross the bounds
of etiquette and rip open the package. You should do this as soon as
possible, never mind about Halloween, as it could save your life. You
won't need the letter, so leave it behind.

(20) The locked door

In the work room is a locked door for which there appears to be no
key. You badly need to find out what lies behind this door, so you must
find a way to open it without a key. Typing HELP will indicate that a
spot of lock picking is called for - you'll need something wiry to tackle
this job. Solution 6 teaches you the art of door-lock tinkering.

(21) The matches

Although the spelling of sulphur may appear strange to some eyes,
these matches are as good as any on the market. What’s more, they
are in plentiful supply. No paltry six in a box as in some adventures
— once you've got these from the pantry, you’ll never need to buy
another match in your life! These matches, although they come without
a box (you can’t have everything!), are inexhaustible. When lit, each
match flares briefly before going out. This is quite sufficient for your
needs in this adventure.

There will be three occasions when you'll be glad to have the matches.
First, striking a match in the dark pit will reveal your surroundings there.
Secondly, an unlit torch won't be much use until it is ignited. Thirdly,
you are going to be required to do a bit of puffing of a noxious plant,
so matches are necessary for setting fire to the leafy tubes.

(22) The meandering path

You'll find this path outside the castle. From it, you can see the castle
towering high above you. A fence, an open gate and, beyond, a crowd
of peasants are also in view. EXAMINE CROWD (or GATE) shows that
the mob is angry about something. Don’t let the open gate fool you;
if you attempt to GO GATE, the mob attacks and kills you. It
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seems that they were expecting you to stay in the castle until you'd
destroyed the vampire - charming people!

The gate is just a lure, while the fence is of no use whatsoever. Enioy
the view and then go back inside - you're not going to see the outside
world again until you've completed your mission.

(23) The memo

The memo, found in the work room, is a personal thank you from Scott
Adams. A nice touch (even though it does use up one turn!), the memo
can be read, enjoyed and then left where it is. Don't bother looking
for any hidden meaning behind the words - there is none.

(24) The mirror

North of the hall is the bathroom - there you'll find the mirror. It's quite
an ordinary mirror, so much so that if you drop it, it will break and you'll
have earned seven years bad luck. As if you hadn’t got enough to worry
about! Should you try to pick up the glass fragments, there will be
an exclamation of disgust (I can’t think why) followed by the sorrowful
statement that it can’t be done.

The mirror is merely for looking at yourself, vain creature that you are,
and you don’t even need to pick it up to do that. When you fi(st LO(:)K
MIRROR, you'll see that today you look healthy. However, if you've
been bitten in the neck, the mirror will reveal that you look pale and
drained - who wouldn't after being nibbled on by a vampire!

The mirror is not an essential part of the game, and can be safely
ignored. If, however, you insist on picking it up, there is a way to Firop
the mirror without breaking it. Just make sure you've dropped the pillow
first - it will cushion the mirror’s fall.

(25) The nail file

Funny place to keep a nail file, but inside the oven is where you’(e going
to have to look to find it. The file is vital for breaking the slide bolt
- to learn more, slide along to solution 8. If you haven't learned how
to enter the hot oven, solution 27 will cool things down for you.



(26) The note

The note is attached to the postcard (solution 33) by a paperclip
(solution 29). READ NOTE is met with a rebuff - the paperclip is in
the way (must be a small note or a large paperclip!). Remove the
papercllp and repeat the request - you can then read that the postman
antncnpate_s delivering a package to these premises tomorrow. This
message is a clear hint for you to be on the lookout for the package's
arrival (solution 28). Be careful if you're only taking the clip from the
postcard - GET CLIP will also place the note in your possession. Since
the number of objects you can carry at any one time is limited, you
don't want to retain superfluous items. The note, once read, is of no
further use to you.

(27) The oven

The oven is in the kitchen (where elsel). It's an odd sort of oven; if
you try to OPEN OVEN, you'll find that the door is already open and
lf you try to close it, you can’t. The oven is emitting a lot of heat and
light - what a waste - but you can't ignite anything from it, even though
the door is open. No matter how hard you try, there is no way of
entering the oven while it is hot. The question is, how do you get it
to cool down?

Thg answer is that you don't have to do anything - except wait. A clue
is given in the fact that the oven is giving out light. If you investigate
thg oven when the sun has set, you'll find that it is no longer hot or
bright and you can GO OVEN with ease. Obviously this is one of those
new-fangled solar ovens! Inside you'll find two things, one very useful,
one not.

(28) The package

Brought by the postman on the second day and left with a letter
.(solution 19) outside the castle, the package contains two interesting
items. OPEN PACKAGE will show that the contents comprise a bottle
of type V blood and a pack of Transylvanian cigarettes. Both of these

grtic!les are essential for your quest - solutions 4 and 42 provide the
etails.

Having opened the package and removed the two objects, you'll see
th_at an empty 'box remains. This is of no use to you and can be left
lying where it is - there are no litter laws in The Count!
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(29) The paperclip

This little item comes with the postcard (solution 33) and is holding
the note (solution 26) in place. REMOVE or GET CLIP will put it in your
possession. You're going to need it, but not for keeping papers together
- the paperclip comes in very handy as a substitute for a key. Solution
6 picks out the place to bring the clip into play.

(30) The pillow

The brass bed has some of the usual sleeping accessories, namely
sheets and a pillow. The pillow has only one function in the adventure,
and not a critical one at that. It prevents the mirror (solution 24) from
smashing to bits when dropped. Provided the pillow is on the ground
(or on the bed, if that's where you are) when you let go of the mirror,
the glass will remain intact - and so, perhaps, will your luck!

(31) The pocket watch

The watch is located in the bathroom, and a weird watch it is. When
you EXAMINE or LOOK WATCH, it tells you that there are so many
moves to sunset. How many moves that might be depends on what
stage you've reached in the adventure. Whenever you wake up in the
brass bed, the watch is reset to show about 65 moves remaining before
the sun is due to go down. This means that you can enter 65 commands
before darkness will fall. It's always just before sunset when you
experience the inevitable, overwhelming tiredness.

The watch is not a vital item for your survival, but is certainly useful
for keeping an eye on how much time you have left. For example, the
first postal delivery generally takes place at around 37 moves tc sunset,
while the second delivery occurs on the following day when around
25 moves remain. Similarly, it usually starts to get dark when there
are about 10 moves left, and exhaustion starts to set in when there
are but 5 moves left.

You will know about the deliveries by the bell sounding (solution 3)
while the onset of night and tiredness will always be announced with
a warning. It follows that you don't need the watch except as an initial
indication of the amount of time you have to play with. One bizarre
effect can be observed, should you manage to stay awake during the
night - the watch goes negative! It will reset perfectly again next time
- and there will be a next time! - that you go to sleep.
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(32) The portrait of Dracula

Vain Count that he is, Dracula keeps a portrait of himself down in the
doorless room (solution 12). At least this serves as a clue to tell you
th_at you're not far from his secret hiding place. To progress further in
this room, you mwust MOVE or GET PORTRAIT. A dark passageway
will be revealed which you can safely enter - with a lit torch. The portrait
?as r:jo. practical, aesthetic or commercial value - drop it where you
ound it.

(33) The postcard

This is brought by the postman on the first day and left outside the
castle - the bell peal will tell you that a delivery has been made. All
you will be told if you EXAMINE POSTCARD is that there is some
writing on it. READ POSTCARD is better - it informs you that this is
a drinking and ghouling bill for Dracula from the local mortuary! The
card itself has no significance but is a nice example of Scott Adams’
humour. The two articles that are attached to the card, namely the
note and paperclip, are much more important. For more information
on these items of stationery, you should consult solutions 26 and 29.

(34) The rubber mallet

| don’t know why this mallet is made of rubber as opposed to wood,
but it does the job perfectly well. The job the mallet is required for,
in case you hadn’t guessed, is to drive the tent stake through the
Count’s heart (see solution 13). How embarrassing if the mallet had
bounced rubberily off the stake at the crucial moment! You'll no doubt
be relieved to hear that it doesn’t - just as well because there's not
another mallet or hammer to be had in the castle. This one can easily
be found by visiting the work room.

(35) The sheets

The sheets adorn the brass bed and are always to be found there
;/v:tenever you awake, regardless of where you may have previously
eft them.

They become very useful when knotted together and used, in traditional
Boys’ an fashion, as makeshift ropes. You'll find them most
convenient for escaping from the dark pit (solution 11) and for tying
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on to the flag pole (solution 16). The sheets have an annoying and
unpredictable habit of catching fire if you are climbing them carrying
a lit torch. Not to worry - perseverance will win out in the end.

(36) The slide bolt

Trying to beard the Count in his coffin can be rather tricky since you
can only destroy him when he's at home. The trouble is, he's only chez
Count during daylight hours, and to protect himself against the likes
of mischievous you, he locks himself inside the coffin by means of this
slide bolt. There he stays during the daytime, as safe and as snug as
the proverbial bug in a rug.

What you must do is enter the coffin when he's out doing a spot of
neck biting during the hours of darkness. Only then will he leave the
coffin unbolted. This is when you must seize the golden opportunity
to disable the bolt, rendering it to all intents totally useless. Dracula
will still return to the coffin but it will now be vulnerable to entry by
unauthorised personnel - you!

To accomplish this daring deed, you'll need a tool with which to break
the bolt - solution 25 tells you what it is and where to find it. Solution
8 explains how to execute this cunning wheeze.

(37) Strategy

What follows is the barest of outline strategies for tackling this teasing
adventure. Because your success depends so much on playing the
adventure in the correct order against a time limit, you might find life
very frustrating if you fail to discover the proper sequence. There may
well be other sequences of taking on the Count, but this one works
and is for those who are completely stymied.

To begin with, collect as many of the accessible items as you can before
the sun sets on the first day. Of paramount importance is the paperclip
- with this you can lock away the stake to prevent it from being stolen.
When the sun begins to set, let the tiredness overtake you. You'll wake
up in the brass bed, having been bitten in the night but fear not - you're
still alive even if a trifle anaemic!

During day 2, collect the package as soon as it is delivered. Lock the

pack of cigarettes up with the stake but keep one of the cigarettes on
you. When darkness and exhaustion again set in, eat one of the tablets.
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Make haste to the crypt and, using the single cigarette, gain entrance
to the coffin for some dirty work on the bolt.

When the sun sets again, let yourself fall asleep but have the bottle
of type V with you. You'll awake yet again in the bed, but the bottle
will have saved your neck. Fetch the pack of cigarettes and stake from
their hiding place, then head at top speed for the crypt. Once there,
you should have time to spare to finish off your quest by finishing off
the Count!

(38) The tablets

When you're feeling tired, these No-Doz tablets are just the thing to
pep you up. In fact, they turn out to be life savers since if you let yourself
become too weary, you end up in the brass bed, with every chance
of being bitten by a vampire while sleeping. One tablet will keep you
wide awake through the wee small hours and so prevent an unwanted
trip to that blood-letting brass bed.

The tablets, and there are only three of them, are in the vial which can
be found in the locked closet. When you wish to swallow one of these
pick-me-ups, do not TAKE TABLET - it isn't helpful. EAT TABLET will
work wonders, though.

(39) The tent stake

This is an essential piece of kit which you’ll have on you right from
the very start of the adventure. You don't even have to go looking for
it - you're already carrying it, as taking an inventory will confirm.
However, although you have the stake as a free gift from Scott Adams
at the start, if you try to hang on to it, you'll lose it. The problem is
that every time you fall asleep, the stake is stolen. Since without it
you have as much chance of killing the Count as a cow has of climbing
Everest, you have to find a way to safeguard it. Locking it up is the
only answer - solution 6 tells of a safe place.

(40) The toilet

The toilet is one of Scott Adams’ little gags. When you enter the
bathroom and EXAMINE TOILET, you are told that there's something
there and that maybe you should go there. Falling slap-bang into the
trap, you type GO TOILET to be told ‘Ah, that's much better!’ Well,
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you can't say you didn't ask for it!
(41) The torch

An adventure just wouldn’t seem like an adventure without a trusty
lamp somewhere in it. In this case, the lamp is a torch - the ignitable
not the battery kind. The torch is craftily concealed - you'll find it down
in the dark pit (see solution 11).

Because you don't have a torch when you first visit the pit, and because
the pit is very dark, you won’t see anything at all. What you don't know
is that the unlit torch is actually lying at your feet! All you have to do
is GET TORCH, even though you’re still in the dark. If you want to
see it before picking it up, strike a match (solution 21).

To be of any use, the torch must of course be lit. Easy enough to do
provided you have the matches - LIGHT TORCH has it bursting into
flame. Once the torch is lit, it cannot be doused. It is important that
you don't light it too soon because it has a limited life; you’'ll need the
torch in naturally dark places during the day as well as in all places
when the sun has set, so you can't afford to have it burn out
prematurely. Wait until you need to visit the crypt before lighting it.

(42) The Transylvanian cigarettes

Hardly a well-known brand, the pack of Transylvanian cigarettes comes
as part of a package (solution 28), a present to Dracula from his buddy,
Count Yorga. GET PACK places the whole pack of cigarettes in your
possession. If you've paid attention to the cigarette butts and the sign
in the crypt, you'll have a good idea where the cigarettes might best
be puffed. Solution 9 will blow away the smoke screen from this puzzle.

There are three things to note about the cigarettes. First, the pack will
disappear in the night if you fall asleep. You’ll never find it again if it
does so you must take great care of it by locking it up. Solution 6 tells
you where.

Secondly, you can take an individual cigarette from the pack by GET
CIGARETTE. This feature can be used as part of your overall strategy
for playing the game - solution 37 suggests one.

Thirdly, once lit, a cigarette only lasts for a few turns before going out.
This has implications for the coffin, as solution 9 will explain.
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(43) The vents

If you've spent a lot of time endeavouring to find a way into the vents,
you're going to be very disappointed to hear that they are of no use
atall in the adventure. Except, of course, to give you a totally frustrating
time!

There are two vents, which may lead you to the conclusion that they
could be useable as a short cut between the two locations. One is in
the work room, the other is in the crypt. When you try to access the
vents, you are told that a bat might make it but you can’t. Don’t turn
yourself into a bat by deliberately allowing yourself to get bitten too
many times - you'll just end up dead!

It seems that the vents are there as one of Scott Adams’ litle red
herrings. Try as you might, there just doesn’t seem to be any way
through the vents, and in the end you are forced to use the only other
route to the crypt, via the unreliable flag pole (solution 16). So if you
haven't already wasted several hours trying to squeeze yourself through
the vents, take my advice and give them a miss - you'll save yourself
a whole heap of vexation.

(44) The vial

The vial is locked away in the closet so you’ll need to find a way to
get at it; solution 6 supplies more information.

There are three No-Doz tablets (solution 38) inside the vial. To get at
them, simply EMPTY VIAL. The tablets are what you need (remember
to GET TABLETS) so don’t bother hanging on to the vial - just leave
it where you found it.

(45) The window box

You'll first see the window box when dangling precariously from the
sheets tied to the flag pole (solution 16). When you're beside it, GO
BOX will place you in the window box (ignore the daisies - see solution
10) and GO ROOM will take you from the window box through the
dark window to a new location inside the castle. The window box serves
only as a landing stage, as it were, for this other floor of the castle.

106

HEROES OF KARN:MAP 1

FROM
PATH

TO
VALLEY

TO HALL

oF
PHoEMY

EAST
DEAD
OF = PATH
COTTARE COTTARE MOORLAND MOORS MARSH
OF PLAIN
N%Tuuq | oF QYPsy HILL | MONASTERY
BARROW STONES CAMP
LONG
BARROW
ya
I i | TO ICE CAVERN
NORTH SWORD GATE PIRATES SAND | | HALL
ca$fie RoOM HousE LAIR CAVERN i
SANDY SEA
DUNGEON CELLAR BEACH CAVERN
=
TES
VALLEY Q*OF TREASURY
KARN [
l TO
WI2ARD'S SAND HALL HALL oF | PRAGON'S
R 1 &% FOUR | (AR
CHAMBER ooM GOLD WINDS
| [ [
STAR BIRD VAST
CHAMBER CHAMBER HALL =
I ] CAVERN
CRYSTAL DEBRIS STAIR
ROOM RoOM ROOM
TO_STEAM CAVERN |
BAT H#.L
GAVERN STAIRS




HEROES OF KARN:MAP 2 " LORDS OF TIME:PRESENT MAP ZONE 1

STORE
ROOM
|
’. FAR MASTER
‘ UPSTREAM BANK BEDROOM LANDING
HALL “:FLL HYPRA'S STAR ":;L oiL Acip \
Music INFINITY AR CAVERNV SMOKE RoOM ROOM EAST FLOWER HALLWAY | o oursie
| [ T . BANK GARDEN OF coTTAGE
o |
e 2 TORTURE “QFLL ICE CASCADE VOLCANO HOAFLL | l [ ]
™ CHAMBER [ M CAVERV CAVERN [T] cAVE u P RA LIVIN g
TADE il ) 7 FENCE PATIO oM F—KCHEN
[ TO SAND CAVERN
TOOL. . l I
e o T e * | wittow
HALL OF oF $ ' OUTSIDE
FIRE | PHOENIX CAVERN SLség GATE PATH CARPORT
BAT CAVERN | I TO CLOCK
'
|
| SHED
| ROAD
‘ WORKS
| NG CROSS LONgG
| ROAD ROAD ROA D
HALL KING'S HALL
OF OF )
MG:(I}I‘LAG{N ANTE ROOM WISPOM !
l l f T0 OUTSIPE GRAVEL G RAVEL
HALWAY ~| coTTAGE DRIVE DRIVE
K/Nq"s FALCON K,Nq,‘s |
CHAMBER CHAMBER STAIR "
%
, INSIDE
| cLock
PLANT RALL ‘ T
ROOM BLACK | 1
&iC caLp-
) LOOKING
ROOM
|
. LIVING
| ROOM




LORDS OF TIME:ICE AGE MAP ZONE 2 LORDS OF TIME: STONE AGE MAP ZONE 3

|
THRONE l
ROOM ‘
l 70
e Ve vAULT
icy IN icy ALPINE 35
WATER [ | PooL [ PooL GARDEN !
TO SHELL ROOM
(
| 10 WOODEN
FREEZING ! y BRIDGE
WATER 1
|
(
HU&gE FOX SILVE 4
cHAmeer [ TUOETION (- 0 T Zave: 1B INVENTIY
| ROOM
Y - ' SHELL SMALL
| N ROOM CAVE
s FROZEN t
FREEZING 0ST INVENTION To STUDIO
LEDGE CAVE CHAMBER ST VAULT [ ALCOVE g
HANDICRAFT ARMOURY | rra
l 1 f CAVE CAVE | e
EE| AN
HOLLOW A ASIEE r INVENTION
' RECESS
| , | STORE
TO CLOCK CAVE
MOUNTAIN
Eg?E ROCKY | CAVE
ICE TRACK | I
[ OWTSIDE
SMOOTH ' CAVE
ICE |
| evge |
l T F——— > — — — — ——
IcCE — PATH
SHEET A
|
' DEEP WEST BELOW NEAR WATERING
ICE - PIT PRAIRIE WL [ WL [TIWABRM& T HoLE
VALLEY R —
PROM CLOCK

CLOCK



LORDS OF TIME: VIKING MAP ZONE 4 LORDS OF TIME: TUDOR MAP ZONE 5

. ALE EDGE | PEEP COPSE
COPSE
| HoUusSE ngss COPSE
1
W | r / :
L w 2w ’ - | conpirp || COBBUED | | CASTLE '
"J ! S
wo 3 | | I :
| ROAD NORTH I
| END MOAT |
| |
T
W cLock |
gy = P 1 |
S g 5% | |
; P | SOWTH
b | | MOAT
o " .
<Su CASTLE
WZ— 3 ENTRANCE
m(d i 2 ‘
" A | COWRTYARD
~ |
Za < §- L § 0 |
=2 4 Py 3 3 r
>* v = |3 $5 %> | |
£ @ §§ : ARMOURY KEEP
.
T ; | 2
o Wy |% ABOVE GREAT STORE
ya
»‘5‘-§ . e'g‘? § o | STARS | | HALL ROOM
28 [ 22 |o 2 | | ——
. = . - § i
& ‘ STAIRS
| | |
z |
Lu |
§§ ’_q g:_ § 2 : DUNGEONS
< F 2 g 1
HOLE
T
PEEP
HOLE




!

!
|
!

LORDS OF TIME:MEDIAEVAL MAP ZONE ¢ LORDS OF TIME: FUTURE MAP ZONE 7

MAZE

W. E.
GALLERY gﬂf@g GALLERY
BEDROOM SHORE [-Tommze | BEDROOM
MASTER'S MINSTREL'S Music

BEDROOM GALLERY ROOM

N. U- SHAPED LONG
AN HALL ROOM
ANQ?A'ET!M? 5 ':ows Lo%]e‘(

HALL ROOM
Flt\t FROM
i £
I l l
MAZE MAZE MAZE
MAZE MAZE
MAZE MAZE

MIDDLE | v, our

OF
MAZE

WELL

SLEEP
ROOM
ToP
oF SWIMMING: | o\ CONTROL
MILKY POOL RSHIP
fIL) ROOM
[ [
HALF STAR
WA ARS PLATFORM
I I
FOOT NORTH
MI?(] WALKWAY
wl [
BUREAU FLAT EDgE
DE JUNCTION =
CHANGE PLAIN TUNCTION ™1 eeirer
I
SOUT H i
WALKWAY FENCING |
HALL o
{
SPORTS
ARENA CRATER HABIDROME|
|
POOL LON.
Roofv'r‘ ALCOVE
l /N
HOLE
TO CLOCK
ROOF LESS
ROOM CWABICLE




14
1

|
LORDS OF TIME:ROMAN MAP ZONE 8 | ORDS OF TIME:FAR FUTURE MAP ZONE 9

FROM
CALDARIUM

FROM STONE DOLPHIN

HoT
BATHS

l

HY PO CAUST

HYPOCAUST]

l

HYPOGAUST [ HYPOCAUS T HYPOCAUST]

HYPOCA

TO cLock

VEGETABLE
STALL

TREASURY

BUWTCHER'S
SHoP

l

BREAD
STALL

FORUM

ouTSIDE
TAVERN

CALDARI UM

I

STONE
DoLPHIN

TO HOT BATHS

TO HOT BATHS

ROMAN
ROAD

JUNCTION

— LOCKER

BARRACKS

L

TEMPLE

TEMPLE
—| STEPS

INSIDE
GATES

FIELD
N M ;%TS TIMELORDS
TIME LAIR
ARCHWAY T
J WUNDER
END LAND |
Il 1 STAIRS
PEAD SMOKING
END RUINS I
l l STAIRS
DEAD DEEP
END CRACK |
1 il !
- STAIRS
MAZE I i |
| |
TUNNEL TUNIVEL
PUTRESCENT ANIMAL
CHAMBER LAB.
| [ T0 PIT
X FouL PLANT | | INSIDE
HOLE ' éE M sunverion 1 room e
[ . [
DEEP - STICKY
HOLE TUBE
ROOTS

T0



VOODOO CASTLE THE COUNT

i3
CRYPT
17
DARK
PASSAGE

RooM

16

DOORLESS

7
STUCK |
gk 2] Pnz cH 52/: cAL | |
ANIMAL L s
ROOM ROOM PN ' :
| = th
[ i 8
¢ | Rk
CHIMNEY 3 | ] §
WINDoW |
LEDGE |
5 2 :
- WIN DOW
| &y § % Eé
| da B o 5
REAACE Roa N 1 3 *
| 3 $
4 T |
ROOM CHAPEL 1
BALL 24 ’
PARLOUR |
| § 8
N £ 95
14 13 plzé—Y . | : § § -
SAIL L oungEN || srarNees s e x =
. |
18 Y TUNNEL
TORTURE EMPTY ROOM E ﬁ
CHAMBER ROOM © 2 ’ é
, < vz
/ | : :
Y
37 o { g g
GRAVEYARD A 4 ; -
RMOUR CRACK
D {
Ty HOLE 2
= / r N g
Room / °

10

RooM

B i i e ———————————

10
3z
PIT

DUNGEON

2N

CLOSET




Notes

Notes



Notes

Notes



Notes Notes

- — —



Notes

DUCKWORTH
HOME COMPUTING

THE ADVENTURER’S COMPANION
Mike and Peter Gerrard
How do I survive the pale bulbous eyes? How do I get past the troll? Where is
the Pirate's Chest? How do I escape the Goblin's Dungeon?

In response to these and hundreds of other questions sent in to magazines by
frustrated adventurers, here is a complete guide to playing four of the most
popular adventures on home micros today: The Hobbit, Colossal Cave
Adventure, Adventureland and Pirate Adventure. The book provides a
solution to every problem you will meet, and is designed to enable you to
look up the answer without giving away anything of the rest of the adventure.
It also includes complete maps for all four adventures. £3.95

THE ADVENTURER’S NOTEBOOK
Mike Gerrard

This book is for both beginners and regular adventure players. It explains
what an adventure game is, gives a history of adventure games, includes hints
on how to play games more successfully and a list of recommended adven-
tures. The main part of the book consists of a series of maps with space for
your notes on verbs, nouns, locations, how to pass obstacles — everything the
keen adventurer needs in order to keep all those scribbled sheets and notes
together in one book. £3.95

Mike and Peter Gerrard are regular contributors to Which Micro? and
Personal Computer News. Peter Gerrard is the author of many titles in the
Duckworth Home Computing list, including the Exploring Adventures series,
and contributes to Popular Computing Weekly, Commodore Horizons and
Micro Adventurer.
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Duckworth Home Computing

» THE COMMODORE 64 ADVENTURER
Bob Chappell

100% Solutions to: Heroes of Karn, Lords of Time,
Voodoo Castle and The Count.

How do | deal with the evasive Pirate? What are the
passwords to the Invention Rooms? How do | get through
the tiny doorinthe torture chamber? What is the secret of
the dusty-closet? Adventurers will find the answers to
these and many other problems in this guide to four of
the most popular adventures for the Commodore 64.
There are solutions here to every problem the player will
encounter, written in such a way as not to divulge the
other secrets of the game. A complete map is provided
for each of the adventures.

Bob Chappell is a regular contributor to Personal
Computer News and writes the Hugo North Quest Corner
adventure column in Your Computer. He has also
published two adventure games with Supersoft.

ISBN 0-715k-1980-2
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