
THE MAGIC ISLE 
CA Legacy for Alaric Pt.2) 

X ME, I, X BOAT, READ WORDS Criddle>, TAKE POSTER, X POSTER {hints>, 
DROP POSTER, TAKE SHOES, TAKE ROPE, TAKE TORCH, TAKE FLASK, TAKE 
STILT, TAKE GAUNTLET, WEAR GAUNTLET, TAKE FERTILIZER, TAKE SEED, TAKE 
HABIT, WEAR HABIT, TAKE TIGHTS, WEAR TIGHTS, TAKE WAX, LEAVE BOAT, 
FILL SHOE WITH WATER, S, S, X BRIDGE, S, POUR WATER ON PILE, DIG PILE 
(don ' t need spade to dig in the sand>, S, X FIGURE, TAKE SCROLL. READ 
SCROLL. N~ N, N, N, FILL SHOE WITH WATER, S, U, U, S, S, SE, E, E, 
READ NOTE, OPEN CUPBOARD, LOOK IN CUPBOARD, TAKE LEAD FROM CUPBOARD, 
TAKE CRUCIBLE, PUT LEAD INTO CRUCIBLE, HOLD CRUCIBLE OVER FIRE 
(wearing gauntlet>, POUR LEAD INTO WAX, X WAX, TAKE KEY, DROP WAX, 
DROP CRUCIBLE, LIGHT STILT, W, W, NW, SW, SW, S, TAKE SPADE, N, NE, 
NE, S, SW, DIG (need spade here>, PUT SEED INTO HOLE, PUT FERTILIZER 
INTO HOLE, POUR WATER INTO HOLE (giant tree appears>, U <ladder 
tights>, TIE ROPE TO TREE, TIE TORCH TO ROPE, THROW TORCH AT FLAG 
<misses), THROW TORCH AT FLAG <misses again), THROW TORCH AT FLAG 
(catches this time>, LOOK (see tightrope>, REMOVE SHOES (if worn>. N, 
N (fall into moat, can see directions if carrying the lit stilt>, SE, 
S, S, U, E, TAKE COLLAR, X COLLAR, WEAR COLLAR, CAST LITERAL AT COLLAR 
(must be holding both collar and scroll, the collar changes into a 
spiky one and you are transoorted ~o under the magic tree. 

NE, N, SW. SW, W, N (forced to retreat>, WEAR Csoiky) COLLAR Cnow on 
ankle), N (alr1gnt this time>, NW, X MUG, TAKE MUG (hear whisoered 
h intJ, SE, ~, E. NE~ NE, S, SW, U, N, N (in moat again), SE, SW, TAKE 
WEED, E, E, U, S, X WEED, LOOK IN FLASK, TAKE SNOW FROM FLASK, PUT 
WEED INTO FLASK, READ SIGN. SAY LAW {answer to riddle in boa~ > . X 
WALL, DI G <find ladder, need spade, which breaks >, DROP SPADE. TAKE 
LADDER. X LADDER. LEAN LADDER AGAINST WALL, CLIMB LADDER (have to droo 
s acK f1~st, if carried. also y ou will orop ~ne flask into the mud ) . S, 
X WIN00W. X WALL, PULL HATCH. X ' oriest) HOLE, ?LISH WALL. W. TAKE 
~LASK •and sack if C rQoped~. E, E, NE, N \ lnner gateway). 

X DOOR . X KNOB. WEAR GAUNTLET. O?EN DOOR <dart sticks into wrist and 
Kill s ~ou un l ess wearing gauntlet ) , UNLOCK DOOR WITh KEY (the o n e you 
m2 o e in t.1e f c.rroe 1 . OPEN DO!JF; . l1JE:AR .-IA.BIT (a disciuise. otr1en·nse tr1e 
cwa rves wil l cao~ure you >, N. W, U. U. Don · ~ oo Was it leads to ~he 
d war v es o u ard room. 

E. E. ~e ~ r~a~ W. X HAY lfind oole ) , D, X BOILER. PUT STILT I N ~OILER 
l castle ge~s colder ) . X STILT. DROP STILT. U Conly if wearing 
gaurtlet ) . E. E (butterflies in hibernation). E <no~ allowed. ye~ l ~ 

=AST LI TERAL AT MUG l must be ~old1ng mug and scroll - the mug cGanoes 
to a stupid- l ooking man who holds uo the arcn for youj, E~ D, D. E 
, fi~d G1a~ic. who is asleep ! ~ WAKE A_ARIC. SHAKE ALARIC Che wont wa~e 
uo l , TAKE WEED FROM F-ASK, <LOOK - 1n time the weed ro~s and the 
s~encn ~aKes Alaric ) , W (~la~1c fc i owsl, LI (feel step move slign~ly 
anG hear a grinding noiseJ, U~ ~ ~ee opening ~o secret oassage J , N 
~ even t ually to arrive at tne boat c , the beach>, ENTER BOAT. 

crovideo the oar i~ present. Alaric will take it and oaddle the two of 
y o u to saTety. 150 / 150. 



THE MAGIC ISLE 

Additional information 

The SACK will carry uo to 9 items. ObJects can be PUT INTO and TAKEn 
FROM it. 

The COAT, COIN and SWORD have no practical use. 

The (laddered) TIGHTS and PIKE STAFF provide red-herrings for the 
attention of the LITERAL spell. RAMSAVE first then try it. Also trv 
TAkE STAFF. 

Try holding the sword and inout FIGHT. Now WEAR GAUNTLET and trv 
again. 

The answer to the riddle ~n the boat is LAW. It reveals the existence 
of a door in the curtain wall. 

The FLASK can also oe used to carry water. 

Trv JUMP wnen on the bridoe to the sandcastle, but RAMSAVE first . 

Trv EAT <sand) WITCH in the sandcastle. 

The STILT. lit from ~he forge fire. is the 11aht source when 
underwater. also it is magic and outs out the fire in the boiler. 

Tr~..t TI~ RJ;::·E irt l8c .s.tions =.i-::;her tf-1en tf-1e tr·e2 ca.nociy. ar11j tr ·'": tc, t:12 

s~met,1ng other than the torch to it. 

The GAUNTL~T is nee~ed 3 ~imes at ~he forge. to take tne s~ino out 
of t~e dart in tne door Knob. and to climb oack up the oole. 

SCORIN~ - 10 % Digging tunnel into sandcastle 
10 % GettLng lea~ from cuoboard 
10 % Hold1nQ crucible over fire 
! 0 % ~i~ h ole in ri~nt ola~~ ~o orow maoic tree 
10 % C3st -ITERAL at collar 
10% PLt weed in~o flask 
2 0 % Say L~W ~o reveal nidcien door 
10% Dig to finci :~cider 

10% Ooen lockea ooor at inner gateway 
-~~ PLl o~t fire in ooiler 
lG". C2st :_ITEF:AL at mug 

10 % E~ter ooa~ ~o finish 


