THE MAGIC ISLE
(A Leoacy fTor Alaric Pt.2)

X ME, I, X BOAT, READ WORDS (riddle}), TAKE FOSTER, X FOSTER (hints),
DROF FOSTER, TAKE SHOES, TAKE ROFE, TAKE TORCH, TAKE FLASK, TAEE
STILT, TAKE BGAUNTLET, WEAR GAUNTLET, TAEE FERTILIZER, TAEKE SEED, TAEE
HAEIT, WEAR HARIT, TAKE TIGHTS, WEAR TIGHTS, TAEE WAX, LEAVE BODAT,
FILL SHOE WITH WATER, S, S, X BRIDGE., S, FOUR WATER ON FILE, DIG FILE
(don‘'t need spade to dio in the sandl, S, X FIGURE, TAKE SCROLL, READ
SCROLL . Ny NN, Ny FILEL 'SHEE WITH WATER, S5 Uy U, 'S5 'S5508Ey B, By
READ WNOTE, OFEN CUFBOARD, LOOE IN CUFBOARD, TAKE LEAD FROM CUFBOARD,
TAKE CRUCIBLE, PUT LEAD INTDO CRUCIBLE, HDOLD CRUCIBLE OVER FIRE
(wearing gauntlet), FOUR LEAD INTO WAX, X WAX, TAKE EEY, DROP WAX,
DREE CRUETBLE,  LIGHTVSTILT, Wy, W, NW, SW,; Skl 5, TAKE SFADBE, N, NE,
NE, S, SW, DIG (need spade here), FUT SEED INTO HOLE, PUT FERTILIZER
INTO HOLE, FDUR WATER INTO HOLE (giant tree appears!, U (ladder
tights), TIE ROPE T8 TREE, TIE TOREH 1O RAPE, THROW TORCH AR FLALD
{misses), THROW TORCH AT FLAG (misses againi, THROW TORCH AT FLAG
{catches this time), LOOK (see tiohtrope), REMOVE SHOES (if wornl., N,
M (fall into moat, can see directions if carrving the 1lit stilt), SE,
5, 8, 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 vou are transported To under the macic tree.

NE, M, SW, SW, W, N (forced to retreatl, WEAR (spiky) COLLAR (now on
ankley), N (zlrignht this tim=), NW, X MUG, TAKE MUG {(hear whispered
BAntIs e SE S 5.0 Bl BNE. s NES S5 S, B NN S Cin s mpat. againd;  SEy SWY TAKE
WEED, E, E, U, S, X WEED, LOGK IN FLASK, TaAKE SNOW FRGM FLASK, FPUT
WEED INTO FLASE, READ SIGH, 5AY LAW {(answer to riddle in boatl, X
WalL, DIG {(find lzddsr, ne=sd spade. which breaks), DROF SFADE., TAEE
LADDER. X LADDER. LEAN LADDER AGAINST WALL, CLIME LADDER (have to drob
sack first, if carried, alsoc vou will drop the fTlask into the mudi. 5,
A WINMDBOW, X WALL, PULL HATCH., X (priest}) HOLE, FPUSH WALL. W, TAEE
FLASE {(and sack 1T dropped). E, E, NE, N {(inner gatewayl.

X DOOCR, X KNOB, WEAR GAUNMTLET, DOrEN DODOR (dart sticks into wrist and
kills vou unlsss w=arin au atr, UNLOCE DOOR WITH EEY (the one vou
msds in tohe forge), OFENM DDOR, WEAR HAEBIT (a disguise, otherwiss the
gwarves will capturse voul, M, W, U, U, Don't go W as 1t leads to the
dwarves ouatrd room.

E, E, retreat WH; ¥ HAOY (ftind poled. by X BBILER, PUT STILT IN BUILER
{castle geis colderd, X STILT, DROF STILT, U {(only ifT wsaring
cauntlet), E, E {(butterflies in hibernation!, E (not allowed, veti.
CAST LITERAL AT HMUGE {(must b= nolding muo and scroll — the mug chano2s
to a stupid-liooking man who holds up the arch Tor voulr, E, D, D, E
{(Tind 4laric, who 1s aslespi. WAKE ALARIC, SHAKEE ALARIC ihe won 't waks
upi, AFE WEED FROM FLASE, (LOOE — in timse the weed rots and the

stench wakes Alaricl, W (Alar:ic follows!, U (fesl step move sligohily

T

f
and h=ar & grinding noiss), U, W .zee opening to sscret passags), N
4 t 1y to arrive at tn= boat on the beachl, ERNTER BDAT.

Frovidsd the oar is present. Alaric will take it and paddle the two of
vou to satetv. 150/15C.



THE MAGIC ISLE

fadditional information

The S5ACE will carry up to ¢ items. Objects can be FPUT INTO and TAEEN
FROM it.

The COAT, COIN and SWORD have no practical use.

The (laddered! TIGHTS and FIEE STAFF provide red-herrings for the

attention of the LITERAL spell. RAMSAVE Tirst then try it. Also try
TAKE STAFF.

Try holding the sword and input FIGHT. Now WEAR GAUNTLET and try
againa.

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

The FLASE can also be used to carry water.

Ty JUMF when on the bridos to the sandcastle, but RAMSAVE fTirst.
Try EAT (sand} WITCH in the sandcastle.

The STILT, 1lit fTraom the forge fire, is the light source when
underwater, also it is magic and puts out the fire in the boiler.

Ty TIE ROFE 1in locsations other then the tree canopy, and try to fie
som=thing other than the torch fto 1t.

The DAUNTLET is neesd=d 2 times — at the foroe, to take the sting out
of the dart in the door knob, and to climb back up the pole.

SCORINGS — 10% Diggino tunnel into sandcastle
147 Gettingo lead Trom cupboard
10% Holding crucible over fire
104 Dig hole in right place to grow magic tree
Cast LITERAL at collar
Fut weed into fTlask
Sav LAW to r=veal hidden door
Dig to fTind laddsr
Open lockeg coor at inner gateway
fut out Tire in boiler
Cast LITERAL at mug
fAwsken Alaric
10W Enter boat to finish




