


































Answers 62-72 
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62. Get in the tram that goes to the Place of Learning and 
give a lecture. 

63. Return to your quarters and read your messages. 

64. In the cabinet in your quarters is a pouch of sleeping 
powder. Pour it into the guard's thermos when he 
isn't looking. 

65. Turn the wings to air, the knife to the fire, the plant to 
the water, and the hammer to the stone. 

66. Dig up some ironweed seeds from the garden in the 
city. Plant them at the dig site and they will grow up 
around the column. 

67. There is a Gravity Lens at the bottom of the shaft 
underneath the Place of Seeing. 

68. Get the Cohesion Field Generator from the 
Archaeological Dig Site. Put it on the sludge and 
then press the red button. 

69. Jump from anywhere in the shaft and the sensors will 
detect an object falling at an unsafe speed. This will 
cause the disk to open and the lens to operate, break­
ing your fall and making it possible for you to take 
the lens. 

70. Each of the probes in the Hangar at the 
Administrative Center has a nav data chip in it. 

71. The sensor on the door is looking for a Science Badge. 
Wear the one you got when you solved the puzzle at 
the Archaeological Dig Site. 

72. You'll have to send a probe somewhere where you 
can disassemble it in private. Try the Archaeological 
Dig Site, or the Temple landing site. (If you can't 
launch the probe, then see the hints on getting into 
the command center.) 

Answers 73-80 

73. Astatine is in the secret building to the west of the 
quad. 

7 4. Aesthemis is the name of one of the constellations 
you can see in the Place of Seeing. If you create the 
outline of the constellation on the keypad, the door 
will open. 
* • • • • 
• • • * • 
• * • • • 
* • * • • 
• • • • * 

75. Once you have received the code to activate the pro­
totype demonstration, you can safely remove 
Astatine's datastore from the wall. 

76. Once you have spoken with Astatine, ask him to 
show you the demonstration of the prototype. He 
will give you a code to enter on the keypad. Take the 
visor that's hanging on the wall and then put it on. 
Enter the code, and when the beam of light is 
straight, take the prototype. 

77. Go back to the Temple and talk to Exegesis. 

78. Wear the prototype and push the stud. It will bend 
the beams of invisible light around you and you will 
be able to walk down the corridor. 

79. Wait until the sparks from the loose cable scar the 
housing and the workthing comes out to remove the 
shield. Grab one end of the cable, then touch it to the 
index. This will scar the shield in the same way, and 
the robot workthing will dutifully come along to 
replace it. While he has taken away the defective 
screen, you will have a few moments to work with 
the index before it comes back. 

80. Fogram used the name, "Traitor" 
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Answers 81-88 
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81. Put the datafan on top of the datastore, and then 
press the "Download" switch. Then remove the fan 
and you'll be able to get out of there. 

82. Take the datastore to Convergence. 

83. Go to the cargo bay, and then up into the storage 
room where you first met Diana. 

84. Wear the prototype and push the stud. This will 
make you invisible and give you the run of the aft 
portion of the Artifact. 

85. Go to the dream room, lie down on the couch, and 
select the option that tells the terrorist to go to the 
bridge. 

86. The safe can only be opened by a voice command 
from the terrorist. 

87. Get the radio from the Aquila. Put it down next to the 
safe. Then go to the dream room, and select the com­
mand that includes the words, "Safe. Open." The ter­
rorist will utter these words into the radio, and the 
safe will pop open. 

88. Put the green cube back on the connector. The Oldest 
One will come back to life, and you'll have just 
enough time to hop in your ship and skedaddle. 

SCORING 
For those of you who won't rest until you have completely 
unraveled our game code, this section will show you how to 
plumb the depths of our game writer's brains and gain the 
highest possible score. 

Number 
of Points Achievement 

Earth 
10 Creating an emergency in your condo, either by set­

ting it on fire or by breaking the SmartBuilding 
Unit. 

10 
5 
5 
5 
5 

10 
5 
5 

25 
10 
25 
15 

135 

Getting up to the roof 
Getting the grenade 
Getting the gas mask 
Getting the radio 
Getting the slip of paper 
Unplugging the rogue robot arm in the lab 
Getting the tuning fork 
Reading the dead specialist's white badge 
Initiating the autolaunch 
Putting a good sensor on the blue pipe 
Finish the fueling of the ship by pushing the lever 
Blowing up the tram 

The Aft Section of the Artif act 
5 Getting the vial 
5 Getting the hypo 
5 Opening the blue box 
5 Getting the metal bowl 
5 Getting the red crystal rod 

15 Lowering Diana's temperature or toxin levels 
15 Getting the green crystal cube 
5 Opening the access panel in the terminal room 

15 Plugging the green crystal cube into the jack in the 
terminal room 
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Number 
of Points Achievement 

15 Getting the keypad code for the bulkhead in the 
northeast corridor 

20 Opening the bulkhead in the northeast corridor 
110 

The Second Zoo 
5 Getting the branch 
5 Taking the animal skin 
5 Wearing the animal skin 

10 Covering yourself with mud 
10 Getting past the ape men 
10 Exploding the vial of alcohol with fire 
10 Tying the hypo to the spear 
20 Knocking out the tiger 
10 Lighting the branch to make a torch 
85 

The Third Zoo 
5 Taking the specimen cage 
5 Opening the specimen cage 
5 Getting some goo 

10 Getting some of the nasty creatures into the cage 
10 Closing the cage with some of the nasty creatures 

inside 
20 Getting past the transformed creatures 
55 

The Forward Section of the Artifact 
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10 Turning the key to free the clamp in the equipment 
room 

10 Getting the gun in the equipment room 
20 Shooting the sensor in the equipment room 
25 Killing the spider robot 
15 Pulling the green core to stop the Oldest One from 

sucking out air 
15 Pulling the blue core to disable the Engineering 

sections 

Number 
of Points Achievement 

25 Unplugging the green cube to stop the countdown. 
40 Entering the course code for Earth to fly home 

160 

The Kord Village 
5 Getting the magnetic clamp 
5 Getting the compass 

10 Entering the home of the ancient kord 
10 Seeing the kord movie about collecting the white 

dust 
5 Examining the ice ship to get the hatch entry code 

10 Getting a kord to make you a crystal bowl 
10 Getting the artist to make you a crystal cutter 
10 Seeing the kord movie of the two kords in the 

crystal cave 
65 

The Glacier 
20 Pouring water in order to find your way through 

the maze 
10 Getting to the center of the glacier 
5 Entering the pit 
5 Getting the corroded clamp 

10 Unlocking the ship's hatch 
10 Taking the pod from the Heechee 
20 Getting out of the pit 
80 

The Monster in the Spring and Beyond 
10 Getting into the crystal cave 
10 Cutting the red crystal kord free from the wall 
5 Picking up the dead kord 

20 Killing the monster in the spring 
45 

The Rescue Station 
10 Scraping the ice off the cliff wall 
10 Getting into the rescue station 
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Number 
of Points Achievement 

5 Getting the robot control module 
10 Turning on the power by pressing the handprint 
10 Using the robot to open the roof 
25 Cracking the crystal with the tuning fork 
50 Pressing the correctly colored button to launch the 

ship 
120 

The Lectures 
5 Getting the pouch 

1 O Drugging the Heechee escort 
10 Meeting Macropterous 
10 Putting the temple course card into the ship's 

computer 
15 Entering the secret temple 

50 

Fixing Your Ship 
10 Putting the dig site's course card into the ship's 

computer 
15 Addressing Raphide during a lecture 
5 Uncovering the Ironweed seeds 
5 Getting the Ironweed seeds 

15 Planting the Ironweed seeds at the Archaeological 
site 

5 Getting the Cohesion Field Generator 
5 Getting the science badge 

15 Freezing the sewage 
20 Jumping in the shaft to activate the gravity lens 
10 Getting the gravity lens 
10 Entering the command center in the administrative 

center 
10 Firing a probe off to either the Temple or the 

Archaeological site 
125 
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Number 
of Points Achievement 

Getting the Transwarp Drive 
15 Getting inside the secret laboratory 
10 Taking Astatine's datastore 
15 Getting the lightbending prototype 
10 Having Raphide kill Astatine 
15 Passing the lasers to enter the datavaults 
10 Grabbing the frayed wire 
10 Scorching the shield on the index case 
25 Entering "Traitor" into the index 
10 Getting the Solifluction datafan from the workthing 
15 Downloading Solifluction's datafan into your datas-

tore 
50 Delivering Solifluction to Convergence 

185 

Endgame 
15 Meeting Diana again 
20 Getting past the guard into the dream room 
20 Getting the leader to leave the terminal room 
10 Getting the radio 
30 Putting the radio next to the safe 
40 Opening the safe with the terrorist's voice command 
20 Taking the green crystal from the safe 

100 Putting in the green cube to reactivate the Oldest 
One 

255 

1600 GRAND TOTAL 

Note: In the "OK, We Admit it, We're Not Perfect" category, if 
you inject Diana with the antibiotic before the antitoxin, you will 
be able to finish the game with 1615 points. No you won't get a 
prize. 
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TIPS FOR USING 
ALTERNATE 
INTERFACES 

Genetic Inducer, 
Robot Remote Control, 

Temple of Sterigma 

Although most of the interfaces in this game are intuitive, 
some require experimentation to operate them efficiently. 
We think that part of the fun is to try and figure out this 
alien technology, but if you are just plain frustrated, this sec­
tion will give you the background information and specific 
operating instructions you need. 

Genetic Inducer 
On Heechee Heaven, between the second and third zoos, 
you will disc;over a strange machine known as a Genetic 
Inducer. This machine allows you to analyze the molecular 
structure of stinging creatures in the third zoo and modify 
their body structure. 

After you specify how you wish to alter the creature, the 
Inducer will build a virus that will change the DNA that 
controls the targeted body part. The virus will be communi­
cable through the air, so it will readily infect any other crea­
tures within a limited range. Fortunately, the virus will 
have no effect on you or your DNA. For the Inducer to 
work, the creature you are modifying must be in the con­
tainer on the platform. 

The Genetic Inducer has eight buttons. To turn on the 
machine, press the on/ off button in the upper left corner of 
the screen. After the unit powers up, it will analyze the con­
tents of the container on the platform. If the container is 
empty (or isn't on the platform) the Inducer will display a 
warning message (in Heechee of course), and then perform 
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an auto-shutdown. If live creatures from the third zoo are 
in the container on the platform, then the Inducer will dis­
play their current structure. 

To manipulate the creature's molecular structure, you may 
choose to work on either the Creature Level or the Gene 
Level. The visual or Creature Level allows you to see the 
changes you could potentially make in this life form. On 
the Gene Level, you see a close-up view of the gene changes 
which are taking place. 

Creature Level 

The Genetic Inducer initially operates in this level with the 
bright red cursor indicating the body part selected for 
manipulation. To move the cursor around the creature's 
body, press the second set of up and down arrow keys. 
When you have selected a body part, press the left and right 
arrow keys to display a picture of how the creature will 
look. If you decide to implement this change, press the 
"implement change" button at the lower left corner of the 
screen. 

Gene Level 

Pressing the buttons immediately below the on/ off button 
allows you to zoom in and out of the Gene Level. At this 
level you will see a display of the genes selected for modifi­
cation. Use the two pairs of buttons below the zoom buttons 
to select a gene (body part) for modification and to select a 
change. Use the up and down arrows to move the green 
gene selection box. Press the left and right buttons to move 
the genome selection box. Each change has a varying num­
ber of permutations. Unfortunately, all the labels are in 
Heechee, so they aren't very informative. 

The changes displayed will have no effect until the final 
button is pressed. If you have specified a change to the 
creature's genetic structure, the button in the bottom left 
corner will be surrounded by a red highlight. Pressing this 
button will generate a virus and immediately infect the 
creatures in the box. Once you have implemented a change, 
you can zoom out to see how the change has affected the 
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creature. If you wish to exit without making any changes, 
simply press the on/ off button in the upper left hand cor­
ner. 

Be careful, the creatures may become more dangerous than 
they were when you started. 

Robot Remote Control 
In the rescue station's machine room on the Ice Planet, you 
will discover a discarded remote control module. When 
you examine the control, a new interface will appear. The 
remote control is linked to a robot locked inside a supply 
room. With it, you can move the robot around the station, 
see what it sees, and have it perform certain tasks for you. 

The screen at the top displays what is currently in front of 
the robot. Along with the visual information, the robot is 
relaying other facts about the area. Unfortunately, all this 
data is printed in Heechee, which you don't understand. 

Under the screen, you'll see six buttons. Four of them are 
set up like arrows. Each of these buttons represents a cardi­
nal direction: north, south, east, or west. Pressing them will 
cause the robot to attempt to move in that direction. If 
movement is impossible, the robot will sit still. 

The other two buttons have special functions. The one with 
the bulkhead symbol will open any doors in the immediate 
area. If you press this button while the robot is still in the 
supply room, a door will open or close, depending on the 
door's current state. The other button with the trident sym­
bol will extend the robot' s retractable arm which may allow 
it to operate some of the controls in the station. 

Temple of Sterigma 
The Temple of Sterigrna is located on the Heechee's ances­
tral homeworld. It was created long before the Heechee 
fled into the Black Hole, when they still had a healthy inter­
est in religion. They worshiped the elements: stone, air, fire, 
and water. The temple was built to pay homage to these 
gods, as well as to conceal a meeting place for the religious 
order. 
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The temple featured one altar for each element. The north­
ern altar was dedicated to air, the eastern altar to fire, the 
southern altar to water, and the western altar to stone. 

In the center of the temple are moveable stone disks. Each 
is graven with an icon: a plant, a hammer, a dagger, and a 
set of wings. If you touch the icons, an overhead view of 
the temple will appear. You will see the altars around the 
perimeter as well as the four stone disks in the center. 
Clicking on a disk will turn it clockwise ninety degrees and 
point it to a new element. When you match the correct 
symbols with the correct elements, the temple will open. 
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MAPS 
The on-screen mapping function will not give you maps of 
the Ice Planet, the Glacier Maze or the Heechee City so we 
have included them here. 
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Glacier 
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Glacier Maze 
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INPUT 
WALKTHROUGH 

Whether you are interested in a quick tour of Gateway II: 
HOME WORLD, or you are really, really, really lost, this 
input list will help you out. By no means the only path 
through the game, this section takes you on an efficient path 
through the game and allows you to score a winning num­
ber of points. 

Part 1: Earth Mission Control 

Beginnings Examine specialist 
Examine badge 

Southwest Read badge 
Take matchbook Examine console: 
Take fax A552 
Read fax Select Aquila Mission 
Out Authorization: AERIE 
Wait [Gateway Exec message] Down 
Wait [FBI agent message] Wait [until tram arrives] 
Burn trash Get in tram 
Southeast Wait [until next stop] 
South Out 
Open door 
Up Launch Pad 

The Conference Room Pull pin 
Drop grenade 

Take radio Up 
Take paper Take red sensor 
Take mask Take blue sensor 
Take hand grenade Put red sensor on blue pipe 
Wear mask Pull lever 
Read paper Up 
Out In 
Unplug cable In 
Take fork Sit in command chair 
Down Wait [Until ship takes off] 
Wait [until tram arrives] 
Get in tram 
Wait [until next stop] 

Part 2: The Artifact 

Out On your ship . 
Up Out 

Open medikit 
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Take hypo unit The First Zoo Show rod to chief Turn green dial to 4 
Take autodoc North Throw vial in fire Inject me 
Take vial Take twig Tie hypo to spear Inject me 
Open door South Turn blue dial to 6 North 
Out North Turn green dial to 5 North 
Open door Take ooze with bowl Throw spear at tiger Touch portal with rod 
North Northeast Southeast North 
North Climb tree Northeast 

The Spider Robot 
Up Take pod Put branch in fire 

Throw it at dino North Northwest 
In the Storage Room 

Take pod Northwest Open door 
Open box Throw it at dino Northwest West 
Take bowl Take pod Touch portal with rod Turnkey 
Take rod Throw it at dino North Takegun 
Put autodoc on Diana Wait Shoot sensor 
Tum blue dial to 4 Wait 

The Third Zoo Shoot robot 
Tum green dial to 4 Wait North North 
Push toggle Northwest North Open panel 
Inject Diana Empty bowl on tentacles Take cage 

The Oldest One 
Inject Diana Takeegg Open cage 

Pull green core Turn blue dial to 3 North 
Inject Diana 

West 
North Northwest 

Give egg to lizard 
Inject Diana Takerod Examine obelisk Open panel 

Wait [Until Diana recovers] East Touch portal with rod Pull green core 

Talk to Diana North Northeast 

Down 
Touch portal with rod 

North Open panel 

East 
North 

Take goo Pull green core 

East The Second Zoo Put goo in cage Southeast 

In the Terminal Room North Close cage Open Panel 

North South Pull green core 
Open panel Examine obelisk Touch portal with rod Pull blue core 
Put cube in receptor Touch portal with rod South Southwest 
Push button: North South Pull blue core 

Talk to Miki Up Put cage on platform Northwest 
Get the bulkhead code Northwest Examine screen: Pull blue core 

West Take branch Use Inducer to change Southeast 
West Southeast mandibles & stingers South (6 times) 
Northeast Take skin Take cage East 
Northeast Wear skin North East 
Examine keypad: Take mud North Pull cube 
Enter bulkhead code Northeast Touch portal with rod Flying Home 
Northeast North North 
Northeast West 

Northeast North West Examine obelisk 
Touch portal with rod 

Take thong Open cage North (6 times) 
North Wait [until creatures all Northeast North North change] 
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Northwest Scrape ice with cutter Wear pod 

North The Glacier Wait [until diggle makes hole] Out 
North West Examine console: West 
North South Select the course code that Pour water 
Put pyramid in impression Wait [until escort looks away] matches the pattern on the Northwest 

Put powder in thermos obelisk outside the second Pour water. The Rescue station 
Wait [until green light comes zoo. South East on] Pour water Take control module West Part 3: The Ice Planet Southeast Examine module: Out 

The Landing Site Pour water In interface, push ''bulk- East North head" button, and then the North Take clamp Down right arrow button three Examine communicator Take compass Examine ship carving times, then the ''bulkhead" Out Wait 
Examine keypad: button again. West East Enter code from carving East Wait until 2:55 North Open hatch Push handprint Northeast East Take pod West Wait [Until Macropterous South 
Open panel West arrives] North 
Push blue button North East 
Take clamp Hit fork The White Hand Examine dust 
Drop corroded clamp Up Out West Put clean clamp on corroded Examine moqule: East Southeast 

clamp In interface, push left arrow Southeast Take lamprey carving 
Step on clamp button once, then up arrow Wait [Until prophet repeats Take worm carving Push red button button three times, then himself] Take ship carving 
Out the "trident" button, then East Take gem carving East down arrow three times, South Take bowl carving 
East . then right arrow button Move dirt Take cutter carving North once. Take seeds South North Push [color] button: North Show lamprey to artist 

The color to push is the one North Show gem to artist The Monster and Beyond 
that is being displayed in North Show bowl to artist East 
the machine room, as dis- In Show cutter to artist East 
played by the robot. You Examine panel: North East 
can tell which color is on Choose unmarked code Northwest North (8 times) 
the screen by the length of Out West Take kord with cutter 
the bar underneath. North West Takekord 

Turn disks: North South 
Part 4: Heechee Turn wings to sky North West 
Homeworld Turn knife to fire Fill bowl with water West 

Turn plant to water South Throw kord at monster Your Quarters Turn hammer to stone South Wait [until monster dies] 
Examine communicator This will bring you down to West North 
Take pod talk to Exegesis West North 
Take pouch North 
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Select "Where do you think I 
might get a field generator?" 

The Field Generator 

Out 
South 
In 
Examine panel: 

Choose unmarked code 
Out 
North 
Plant seeds 
Push red button 
Take generator 

The Gravitt} Lens 

Take badge 
Examine badge 
Out 
In 
Examine panel: 

Choose City Hangar 
Out 
South 
South 
East 
North 
Put generator on sewage 
Push button 
North 
North 
Jump 
Take lens 
Open pod 
Put all in pod 
Up (4 times) 
Out 
Out 
Push button 
Take generator 

The Nav Data Chip 
Out 
West 
North 
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North 
In 
Examine panel: 

Choose Administration 
Planet Code 

Out 
North 
Examine console: 

Punch in a code that matches 
the Temple code on your 
own ship control panel 

Out 
Wait 
In 
Examine panel: 
Choose Temple code 
Out 
North 
Down 

In conversation with 
Exegesis, he will tell you 
about the Trans Warp 
Drive. 

The Trans Warp Drive 
Out 
South 
In 
Examine Panel: 

Choose City code 
Out 
South 
Wait [until Place of Seeing 

opens] 
East 
Wait [until telescope is in 

place] 
Look through telescope: 

Make note of shape of 
Aesthemis Constellation 

Wait [until you are back at 
ground level] 

West (4 times) 
South 
Wait until 8:00 
West 

Out 
East 
North 
Examine Communicator 
Out 
West 
West 

Press the buttons in the 
shape of the Aesthemis 
Constellation 

Take visor 
Wear visor 
Take prototype 

In conversation, learn demo 
code from Astatine and 
convince him to free his 
datastore lock. 

Take Astatine 
Examine keypad 

Enter code Astatine gave 
you 

Wait [until light beams are 
straight] 

Take prototype 
Out 
East 
North 
Examine communicator 
Out 
East 
East 
North 
In 
Examine Panel: 

Choose Temple code 
Out 
North 
Down 

Exegesis will tell you about 
Datavaults 

The Datavaults 
Out 
South 
In 
Examine panel: 

Choose Administration 
Planet code 

Out 
East 
Southeast 
Wear prototype 
Push stud 
East 
Wait [until robot removes 

shield] 
Take cable 
Touch cable to index 
Wait [until robot removes case] 
Examine index: 

Enter "traitor", which will 
give you a datafan code 
number 

East 
Examine keypad: 

Enter datafan code number 
Put datafan on datastore 
Push download switch 
Remove fan 
Drop fan 
West 
Wait [until prototype is 

recharged] 
Press stud 
West 
Northwest 
West 
In 
Examine panel: 

Choose Temple code 
North 
Down 

Part 5: The Endgame 

Back on the Artifact 
Out 
Open door 
Northeast 
Northeast 

Talk to Diana 
Wear Prototype 
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Push stud 
West 
West 
Lie on couch 

Choose dialogue that sends 
the leader to the bridge of 
the ship 

East 
East 
South 
South 
South 
Take radio 
North 
North 
North 
East 
East . 
Drop radio 
West 
West 
Wait [until prototype 

recharges] 
Push stud 
West 
West 
Lie on couch 

Choose dialogue that con­
tains the instructions, 
"Safe. Open ... " 

East (4 times) 
Take cube 
Put cube in matrix 

Congratulations! You have saved the world! 
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