





























































































































































































































































































































































































































































































































































































































































































































































































































































































































































































































E. There's a way to transfer it to something, other than the
satchel, so that it will be accessible when you get back to the
Heart of Gold.

F. That something is Arthur Dent.

G. Give the fluff to Arthur.

H. This is a rather weird action, and Arthur won’t accept the fluff
until he’s had enough beer.

I. After Arthur runs back to his house (now rubble), follow him
and give him the fluff. He’ll accept it at this point and put

it in his pocket. Then just wait for events to run their
course, and you'll soon find yourself back in Dark.
When you get back to the Heart of Gold, the satchel
fluff should be in the pocket of your gown.

THE WAR CHAMBER AND THE MAZE

What's going on in the War Chamber?

A. Have you tried listening to the conversation?

B. Have you examined the approaching star system?

C. Do you remember the long piece of text that appeared when
your careless words set off an interstellar war?

D. Those two warring races have now set off on a quest for
vengeance against the world (Earth) that spawned the person
(you) whose remark set off their war.

How can I get the awl out of the War Chamber?
A. Just TAKE AWL!
B. Then solve the puzzle involving the giant dog.

How can I prevent being swallowed by that giant dog?

A. The dog really isn't a giant dog.

B. It's a normal-sized dog. The spaceship you're aboard is
microscopic.

C. Have you seen a dog anywhere else?

D. This is the very same dog you ran into in the Country Lane
back at the beginning of the game.

E. The dog swallows the space fleet for one particular reason.

F. If you examine the dog at the beginning of the game, you'll
notice that it's very hungry.

G. You need to feed the dog back at the beginning of the game.

H. If you want to avoid starting over from the beginning, there’s
another way to feed the dog.

I. You must become Ford Prefect first.
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J. During the scene where you're Ford, buy a sandwich, then give
the sandwich to Arthur. When Arthur dashes out of the Pub,
he’ll feed the sandwich to the dog.

K. Once the dog has been fed, you can survive the War Chamber

scene and go on to the Maze.

Where is this Maze?

A. Synapses? Gray Matter?

B. Remember you were just teleported over from a microscopic
space fleet...

C. ...so you must be microscopic-sized yourself.

D. You're inside a brain.

E. Ah, but whose brain?

F. Remember, the VI'Hurgs and G'Gugvunts were teleporting you
back to the Heart of Gold.

G. You are, improbably enough, inside your own brain!

Can the Maze be mapped?

A. The usual way of mapping a maze in this sort of game is to
drop one object in each room of the maze. That way, when you
return to the room, the game will mention that “there is
a (whatever) here,” and the rooms will no longer look
exactly alike.

B. However, that method doesn't work in this Maze, since any
thing you drop just sails away and vanishes.

C. The Maze is totally unmappable.

D. In fact, the directions you can go in the Maze on any given
turn are totally random, so it makes absolutely no difference
which direction you try to move in.

E. The third time you successfully move to a new Maze room (as
opposed to being blocked by a synaptic discharge), you'll run
across the black particle.

F. If you ignore the particle, you'll run across it again 14 success
ful movements later, and then again after another 19.

What's this black particle? What should I do about it?

A. Have you read the markings on the particle?

B. The particle is your own common sense!

C. You have an opportunity here to remove your own common
sense.

D. Does that ring a bell?
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E. See the question about no tea in the General Questions sec
tion.
F. Taking the particle also has the beneficial side effect
of getting you out of the Maze.

What's the point of the War Chamber and Maze scene?
A. You should be able to figure it out for yourself.
B. Do you know the answers to all the other questions in this
section?
C. There are two goals for the War Chamber/Maze scene.
D. The first goal is to get the awl.
E. The second goal is to remove your particle of common sense.

INSIDE THE WHALE
Who am I?
A. You're still Arthur in this scene.

Where am I?

A. You're inside a sperm whale, obviously.

B. Note the sound of rushing air.

C. The Improbability Drive, in one of its nastier coincidences,
has transported you inside the very same whale you created
when you used the Drive to save the ship during the missile
attack.

D. If you recall, the missiles were turned into a sperm whale,
which was last seen plummeting through the atmosphere of
Magrathea. This explains why, after a few turns, the whale
invariably splats (and you along with it).

Who's the old man with the wooden puppet?

A. The old man is Gepetto the carpenter.

B. The puppet is his creation, Pinocchio.

C. Their boat was swallowed by the whale. If you hide in the
Cargo Hold, perhaps you'll be able to escape.

D. Don't go on until you've met the evil ice queen, the
seven dwarfs, and the talking dragon.

E. What game are you playing?
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How can I get out of the whale?
A. There are no exits in any direction.
B. If you wait long enough, you'll splat and return to Dark.
C. There's one other way to get out of the whale.
D. It's a method you've used before.
E. It will also leave you in Dark.
F. Hitchhike using the Thumb.
G. The Thumb is probably broken, though. You’'ll have to get it
fixed by an Engineer robot.

How can I prevent the whale from splatting?
A. You can't.
B. No matter what you do, you've only got ten moves in the whale
before it splats.

How can I get the flowerpot out of the whale?
A. There are two ways to do this.
B. One way involves the Thumb.
C. The other method involves the thing your aunt gave you which
you don't know what it is.
D. To obtain the flowerpot using the thumb, just pick up the pot
and hitchhike.

E. For more details, see the question on getting out of the whale.
F. To obtain the flowerpot using the aunt’s gift: the aunt’s gift has
an unusual property you may not have discovered . See the

question about the aunt's gift.
G. Just put the flowerpot inside the aunt’s gift and then wait
until the whale splats. Within a few turns after leaving Dark,
the aunt’s gift should reappear, containing the pot.

What's the point of this scene inside the whale?
A. Isn't it obvious?
B. There really isn't much here.
C. The only point of this scene is to get the flowerpot.

GENERAL QUESTIONS

Is there any significance to “no tea”?
AL iYes.
B. It's a hint that at some point, getting tea will be important.
C. Also, see the question about the screening door in the
Corridor, Aft End in the “Heart of Gold” section.
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What the Zark is the thing my aunt gave me which I

don’'t know what it is?

A. Have you tried examining it?

B. Have you tried getting rid of it?

C. You've probably noticed that it keeps turning up.

D. If you leave it behind, it will pop up about a dozen moves later,
sometimes on the ground where you are, sometimes in your
inventory, and sometimes in your gown pocket. (The thing will
only “follow” you when you are Arthur.)

E. There's something else that you probably haven't noticed about
the thing your aunt gave you.

F. You can put things in it. In fact, you can put almost every
takeable item into the thing at the same time.

G. This is useful for transporting more objects than you can
carry, but it isn't ever necessary to do so.

H. Because of these two properties (auto-return and containment)
the thing your aunt gave you provides an alternate solution
of one of the puzzles in the game.

I. It's a puzzle toward the very end of the game.

J. It's the puzzle of getting the flowerpot out of the whale.

Is the Hitchhiker's Guide important?
A. Well, the game is named after it...
B. The various entries in the Guide contain all sorts of useful
information and hints that you'll need to solve the puzzles
in the game.

C. The proper syntax for reading a particular Guide entry is
CONSULT GUIDE ABOUT (item). For example, you could
type CONSULT GUIDE ABOUT MUSHROOMS.

D. Once you know the solutions to all the puzzles, you could play
to the end of the game without ever using the Guide.

E. There are 39 Guide entries in the game. A complete list of the
topics appears in the “Guide Entries” section.

What is the Thumb? How does it work? Is it important?

A. The Thumb is an electronic Sub-Etha Auto-Hitching Device.
If used properly, it will allow you to hitch rides aboard
passing spaceships.

B. You should read the Guide entry on the Thumb.

C. You can examine the Thumb to determine whether a spaceship
is within range. (If the lights are flashing, a ship is nearby.)

D. If a ship is within range, you can transport yourself to the
ship (via a matter transference beam) by pushing the green
button.
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E. If you press the green button when there is no ship around,
you'll break the Thumb.

F. Also, the Thumb will break down on its own over the course of
the game.

G. If the Thumb is broken, you will not be transported when you
press the green button, even if a ship is nearby.

H. A broken Thumb can be mended.

I. To do so, push the red button to summon a repair robot. See
the following question for further details on repairing
the Thumb.

J. There are three points in the game when you can use the
Thumb.

K. The first time is near the very beginning of the game, when you
use it to get to the Vogon ship.

L. The second time is when you're in the Airlock of the Vogon
ship. It isn’t necessary to use the Thumb here, because simply
waiting a few turns has the same result.

M. The third time is when you're Inside the Sperm Whale. Once
again, there's an alternative to using the Thumb,
but in this case it's not as simple as just waiting. See
the section entitled “Inside the Whale” for more information.

Is the Engineer robot important?

A. Only the Engineer robot can fix the Thumb.

B. Once you've summoned the Engineer robot, SHOW (or GIVE)
THE THUMB TO THE ENGINEER ROBOT.

C. If the robot claims that there's nothing wrong with the Thumb,
then it wasn't broken.

D. If the Thumb is broken, the Engineer robot won't agree to fix it
unless you also SHOW THE GUARANTEE TO THE ENGINEER
ROBOT.

E. Actually, you can shortcut by showing the guarantee first.

What's all this nonsense about fluff?

A. There does seem to be a lot of it scattered throughout the
game.

B. Have you consulted the Guide about fluff?

C. The ancient legend is of particular interest.

D. There are a total of four pieces of fluff in the game. You'll have
to find and obtain all four.

E. Try finding them yourself. When you're stumped, return to this
question.

F. Hint: You have four different roles over the course of the game:

Arthur, Ford, Trillian, and Zaphod.
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G. You can obtain one piece of fluff during each role.

H. A list of all four, and their locations, follows. You shouldn't
look at this list unless you're completely stumped, because it
will give away a lot.

1. Pocket fluff: in the pocket of your gown at the start of the
game. Satchel fluff: inside Ford's satchel (see The Earth,
Revisited). Jacket fluff: on Arthur’s jacket (see At The
Party). Seat cushion fluff: under the pilot seat of the
speedboat (see On Damogran)

J. Now that you have all four pieces of fluff, any idea what to do
with them?

K. Don't continue until you have the flowerpot.

L. You should plant each piece of fluff in the flowerpot.

M. Now wait.

N. A tiny plant will sprout around ten moves later.

O. For more information, see the next question.

What do I

A. Left to itself, the tiny sprout will never grow any further.

B. You have nothing to water the plant with.

C. Read the Guide entry on fluff again.

D. Notice that this rare plant once grew on a tropical world.

E. Can you think of anything around that’s similar to a tropical
environment?

F. Carry the plant into the sauna.

G. Now examine the plant.

H. Now see the question about opening the hatch in the Heart
of Gold section.

What are all these tools scattered throughout the game?

A. Have you examined them?

B. Many of them are rather excitingly high-tech, aren’t they?

C. They don't really have much use...

D. ...until the very end of the game.

E. See the question about opening the hatch in the Heart
of Gold section.

F. Marvin will ask for one of ten different tools.

G. A list of all ten, and their locations, follows. You shouldn’t
look at this list unless you're completely stumped, because it
will give away a lot.

H. Flathead screwdriver: in your Bedroom. Toothbrush: in your
Bedroom. Tweezers: inside Trillian’s handbag. Molecular
hyperwave pincer: on the Bridge. Ionic diffusion rasp: in
the Engine Room. Hypersonic pliers: in the Engine Room.
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Thermo-fusion chisel: in Marvin's Pantry. Laser-assisted
monkey wrench: inside the toolbox on the speedboat.
Ultra-plasmic vacuum awl: in the War Chamber. Number
twelve asteroid paint chipper: you're holding it when you
return from your adventure at the end of the Traal scene.

What is the goal of the game?

A. Have you tried asking some of the other characters in the

story?
B. Have fun, be happy.

C. Solve all the puzzles, reach the end.

D. The ultimate goal of the game is to step out onto the

surface of Magrathea.

E. Knowing this fact is of virtually no help in getting

through the game.

How can I read the footnotes?

A. You obviously didn't read your manual very carefully. That's
explained in the section entitled Important Commands.

MAPS

Map of Earth Pg.
Map of Vogon Ship PE.
Map of the Heart of Gold pPE.
Map of Traal pPe.
Map of Damogran pPg.
Map of the party pg.
Map of the War Chamber and Maze Pg.
Map of the Whale pg.

HOW ALL THE POINTS ARE SCORED

342
342
343
343
344
344
344
344

This section should only be used as a last resort, or for
your own interest after you’'ve completed the game.

Action Points

Taking the buffered analgesic

Drinking or enjoying the beer (first time, as Arthur)
Drinking or enjoying the beer (second time, as Arthur)
Drinking or enjoying the beer (third time, as Arthur)
Arriving at the Vogon Hold

Getting the babel fish in your ear

Enjoying the Vogon poetry

Opening the glass case in the Vogon Hold
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Entering the Engine Room of the Heart of Gold 25

Getting the Nutrimat/Computer Interface 25
Drinking or enjoying the beer (as Ford) 15
Leaving the party with Phil 25
Stealing the Heart of Gold on Damogran 25
Taking the common sense particle 25
Drinking the tea 100
Entering Marvin's Pantry 25
Blooming the plant by entering the sauna 25

- Getting Marvin to open the hatch 25
TOTAL POINTS 400

NOTE: You lose 30 points each for eating the cheese sandwich, drinking
the Advanced Tea Substitute, or turning on the spare Drive
while plugged into the large receptacle before the missile attack

FOR YOUR AMUSEMENT

You shouldn’t read anything in this section until you've
finished the game. Things in the section will invariably
give away the answers to puzzles in the game.

Have you tried...

looking under your bed?

enjoying the mud while you're lying in front of the bulldozer?

to PHONE HOME from your bedroom?

asking Prosser for the time?

to GET DRUNK in the pub?

buying peanuts (as Arthur)?

listening to the jukebox music (several times, then again when
you're Ford)?

petting or kicking the dog?

feeding peanuts to the dog? (You can only do this as Ford, of
course.)

hitting Prosser (before and after your house is demolished)?

enjoying your house after it's been demolished?

asking PROSSER, WHAT ABOUT MY HOME after it’s been demol
ished?

giving the towel, the thing your aunt gave you, or the satchel to
Prosser? (You can only do the last one when you're Ford,
of course.)

talking to Prosser after the Vogon fleet has arrived?

eating the cheese sandwich when you're Ford?

going straight to the Pub when you're Ford, instead of giving
Arthur the towel, and then waiting a few turns?

yelling in the Dark?
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-waiting about 60 turns in Dark to see the hints you get?

-not eating the peanuts in the Vogon Hold?

-drinking the Santraginean Mineral Water?

-asking FORD, WHAT ABOUT THE EARTH once it's been de
stroyed?

-enjoying the Vogon poetry without the babel fish?

-opening the hatch in the Heart of Gold before landing on
Magrathea?

-kicking the screening door, then entering Marvin’s Pantry?
-closing the screening door once you've opened it?

-reading the tiny message on the circuit board with the
magnifying glass?

-smashing the circuit board?

-turning on the spare Drive, plugged into the control panel, before
the missile attack begins?

-turning on the spare Drive during the missile attack, without
first plugging it into the control panel?

-asking Eddie to open the hatch after the ship has landed

-not going to the Access Space after asking Marvin to fix the
hatch?

-saying something other than your name when the Beast asks for
it?

-saying your name with the towel over your eyes?

-to CARVE NAME ON MEMORIAL (rather than CARVE MY NAME
ON MEMORIAL)?

-carving the Beast’s name on the memorial?

-reading the memorial (both before and after carving your name)?
-showing the thing your aunt gave you to the Beast?

-waking the sleeping Beast?

-drinking the wine at the party?

-eating one of the hors d’oeuvres? (Try several times.)

-throwing the glass of wine or the plate of hors d’oeuvres?

-to PICK UP ARTHUR or PICK UP PHIL at the party?

-jumping into the water from the Presidential Speedboat?
-throwing something into the water from the boat?

-shooting the crowd, the guards, Trillian, yourself, the toolbox...
-ordering GUARDS, SHOOT both before and after they've dropped
their photon rifles?

-examining the approaching star system and the third planet
from the War Chamber of the battle fleet?

-talking to the VI'Hurg leader or G'Gugvunt leader?

-dropping something in the Maze (your brain) and then walking
around once you've gotten out?

-talking to the bulldozer driver, the Vogon Captain, or the host
ess?
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-closing the thing your aunt gave you?

-wrapping the towel around your head anywhere except Traal?
-typing I AM ARTHUR DENT to the game (as opposed to while
talking to a character in the game)?

-typing PANIC? How about DON'T PANIC?

-pushing the red button on the Thumb when an Engineer robot is
already present?

-counting the hors d'oeuvres, the crowd at the Dais, or the guards
(at various points)?

-typing DON'T LOOK or DON'T WAIT or DON'T (anything else)?
-examining the bulldozer, the Vogon fleet, the flowerpot, the
mechanism in the Access Space, or various tools?

-typing GIVE UP or THROW IN THE TOWEL or PULL MYSELF
TOGETHER?

-brushing your teeth with the toothbrush?

-typing ESCAPE at any point?

-filling anything?

-returning to various scenes after you've successfully completed
them? (Examples: returning to Damogran after stealing

the Heart of Gold, returning to Traal after getting the
interface...)

-typing APPLAUD at any point (other than during the poetry
reading)?

-answering the game's various rhetorical questions, such as “Did
you have a particular direction in mind?” or “Don’t you

think it would be a bad idea to leave the ceremonies?”, by
typing YES or NO?

-typing APPRECIATE [something]?

-asking various characters about the object of the game? (Espe
cially Prosser, Ford, Marvin, Eddie, the Nutrimat, the

screening door, and the Beast.)

-calling Infocom'’s Technical Hotline and trying to convince them
that you're Winston Churchill?

GUIDE ENTRIES

Here’s a complete list of all the things that you can CON-
SULT the Hitchhiker’'s Guide about. You should use it
only as a last resort, or for your interest once you've
finished the game.

ALCOHOL

ATOMIC VECTOR PLOTTER
BABEL FISH

BROWNIAN MOTION

339



DAMOGRAN

EARTH

FLUFF

FRANCE

GALACTIC SECURITY AGENCY
GALAXIA WOONBEAM

GENUINE PEOPLE PERSONALITIES
GREEN BUTTON

HEART OF GOLD

HITCHHIKER'S GUIDE
IMPROBABILITY DRIVES
INFOCOM

INTELLIGENCE

LARGE PLUG

LONG DANGLY BIT

MAGRATIA

MATTER TRANSFERENCE BEAMS
NUTRIMAT

PAN-GALACTIC GARGLE BLASTER
PERIL-SENSITIVE SUNGLASSES
PROTEIN

RAVENOUS BUGBLATTER BEAST OF TRAAL
RED BUTTON

SANTRAGINEAN MINERAL WATER
SIRIUS CYBERNETICS CORPORATION
SMALL PLUG

SMALL RECEPTACLE

SPACE

THUMB

TOWEL

VOGON POETRY

VOGONS

WALKING

various tools

various weapons

FOOTNOTES

The section tells how to find the place where each foot-
note is referenced in the game. Once again, you
shouldn’t read this section until you finished, because it
will probably ruin some puzzles for you.

Footnote 1 RELAX or ENJOY THE DARKNESS in the Dark
Footnote 2  Refer to your home as a HOUSE while talking to Ford
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Footnote 3
Footnote 4

Footnote 5
Footnote 6

Footnote 7
Footnote 8
Footnote 9

Footnote 10

Footnote 11
Footnote 12
Footnote 13
Footnote 14
Footnote 15

Upon arrival at the Presidential Speedboat

Listen to the music in the Pub several times, until
“Hey Jude” is the song that is playing

Remove the towel in the Beast's Outer Lair after the
Beast has gone to sleep

Type FOOTNOTE without any number after it to see
where this footnote is referenced

Shoot the Beast three times with the anti-Beast gun
Consult the Guide about fluff

Get the Guide entry on SPACE by having the Guide
with you when you're blown out of the Airlock
When the game finally gives in and describes

the Engine Room

This footnote is not referenced anywhere in the game
This footnote is referenced only by itself

Push the boat's autopilot button three times

When Ford hands you the Guide in the Vogon Hold
Read the banner at the Dais
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