How to solwve 37 Stens’.

1. Say helloc to dying American. He te2lls you that "JULIAT is the key to the

code in his little black bock. JULIA represents the T vowelse A E I O U.

Feplace the letters JULIA with the vowsls and start the alphabet afisr the A
B = O TN O S B R = U R R e 8 e = e s O S e O = F G
ABEDRDEFGHIJIELMNMNOREG RS T W WX ¥ 2

Hhen you read the black book the word KERISWL GIUDE now becomes SECRET PLANS.

2. Climb on cabinet in bedroom to find a torch.

3. Search bed toc Find your diary. Read it or you will not hear the milkman in
the morning.

4, Exam table to find several items. Exam cabinet to find a tobacco jar.

S. Get pipe and box of matches and then SHMOEE FIPE. A&fiter 3 chort periocd of
time thes tobacco will bs sxpended.

4. Examine body to ses a knife

open hands to find 2 bution. SEARCH BODRY to find a belt.
ith knifs and then FILL PIFE with itobacco jar present. You wil
ack book.

Jood
Jont

2. ¥You must decode a the m=ssages in the black book in order to gain Full
T

F. bet body and place it on bed — a3 key will F311 ip the floor. This key
unlocks the door ito Scadder’s fiat.

iQ . Szarch his wardrobe in fmerican’s flat o find =som

M

BONEY .
i. FEEL IUINDER WORDREORE in same room fo find = postcard. Read it.

a sovereign in order to buy = railway ticket.. If you have
decoded the words MEAR DUMFRIES then the clerk will give vou =
ticket ptherwicse your ticket will only be valid for Glasgow. IF
& then pawn the belit.

you

iZ. When train is stoposd by shesp on the level crossing open the door and
jump out ptherwise the train will continue to Dumfries where you will be

id. When confronted by approaching car the first time after flesing from the
train go down to avoid. However, an asroplane will fly over and vou only have
a short time to find a hiding place befoars vou are spotted. The safe routs
from when you first hear the plane is Sd — BE — S — E — HIDE — BWAIT -

{ Azroplane moves off Y. Go back into the heather to find a dissued guarry,
move th= rubble to find a deteonator.

If znothesy car approaches at the same spot WAIT and take up Jopley’s offer of
2 Jift.

Yot

and clenched hands. Pull out kpife and uncliesnch



i%. Bay hello to roadmender and then agree to help him. Get tools and just
MEND ROAD until ths whole siretch is completed. A8bout half way through this
sxercise a car will stop. Say hello to the driver and help him changs
damaged wheel. You will find that zfter he has departed he has iIsft 3 ssall
chizel in the road.

i5. When road mending completed go back to roadmender’s hut and wait for the
surveyor itoc appear. Now go to roadmendsr®s cottage and say hello again. Swap
you +ﬂbacco pouch for s stick of dynamite when he offers vou the sxchange.

7. To find the locng length of fuss that yvou nesd vou must push the heavy

=r the FEanbler®s Rest vou must wear rucksack and carry a2 walking

= are giving toc vou by the pawnbroker in exchange for youry Dips.

= go straight upstairs and enter the bedroom at far norih snd of
#xamine the cabinet and read the I=zaflet. Take note of what it savs.

sigen afisr your hectic day.

re you knock on the door of 39 B
t wou have the following ite
ma+cn =. = chisel, = torch and a
oet sveryihing from vour poche
r“an;ck in the hydranocea bush.

Iate

the dark BET ALL FROM S0CKS and then TURN ONM TORCH. Don™t hang sbout in

the men will open the door and kill you.

- Once yvou have blown a large part of the wall down go to the old mill a2nd
co up. You will tear your coat on 2 nail. Come down immedistely and go to the
nvecot,. Examine the dovecot and go ub. LIE DOWN and FEEF OVER HWALL . Once the
men leave to ssarch the weods go down and intc the hpouse. Get the secret plans
znd leave. Don™t forget to recover the rucksack from its hiding place.

Mow malke your way to fine house and ring the bell. Say hello o
tinguish gentleman and then show him the book and the plans in that order.

-

ZE. EBack st front door of 3% Stspst BREASK DOOR to snd the adventure.

mavimum points yvou must drop roadmender®s toocls by his hut. You
-+

ner =2t Crews station. You must alsc have in your posssssicn 2t

game, the postcard, the pocket waich and the button.

Foe On the tra =itops
OFEN DOOR - don”t hang about too long or the train will start up ag=in

:in tc move things along type WAIT. When train

Z&, At first locaticn whea yvou escape from the trzin dig to find 2 tobhacco pouc

1

& = it the fuse hide becide the large trunk which must be =2t
=outh End atherwiEE the supiosion will kill



—
i

ne Z7 Bteps — & ster by step sciutiocn.

s — bet 211 from pock
svs — Examine ms

ch in pocket — Get man
: man on bed — Get key — Exasine key — FessllSesarch
t — Wear belt - Search bed — Read diary — Drop diary — Pul
knife - Open fi Get button — Examine butiton — Climb on cabinet - Get
torch — Down — Examine torch.

I — Examine ¢C hes — Examine pockets — Examine sock
— Examine wa #amine kevs — Lock door — Droo

=
E n — He
man — Full cut knife — Say hellic — st man — Put wa r
i =
1

i
<
Nprth. — "Pi
Zuamine b=l

inset — Examine jar — Socuth — Examine table — RFesad oaper
pe - Get box — Examine box — i

pi Smoke pipe — FPut 511 in pocket — Open
Leave - Up — Get key — Unlock door — Enter — DBron key — Borth — Feel
wardrobe — FEead card — EBsarch mardrobe — Get 211 — Put all in pockst
— Open door — Leave — Down — fipen door — Enter — North — Fill pipe
pipse — Gzt knife — Ciezan pipse — Fill pipe — FEead book — Type house
nesr Dumfriss — Type 39 Bteps — Type Sscret plans — Types Ropisr —
danger — Read bock — Put a1l in pocket — Sleep.

South — Open door — Leave — Bay hello — & — Get 211 - Daown
A X »3

South — Sguth — Enter — Say hello — A8 — East — Enter — Sa

- FRemove beilt - Show belt — 8 — Show pipe — 8 — Leav

Morth - Say hello — & — N — bMorth — ipen door — HWait {

=tops ) — Oosn dooy — Esst — Buy papsr — Eead paper —

dzit { Eepeat until tr=sin stops ) — Open door — Up — Eacst

St ticket - Hest - Open door — Hait { Repsat until t

door — Wait — Exzmine ground — Dig — Get pouch — Examine

NE — Egst — Dowhe

Weet— 50 < S —SSa=tEact = Hife —sgddt. — Hn - West = Sauth —

Eet detonstor — Put all in rucksack — NMorth — East - NE — NE —

dagy — 88y belds — Up — Horth — North — Open dogr — Enter — Exami

— Read leaflset — Siesp — Wait — Mait — B - Drop stick — North — 5 it
Wzit — & — Examine car — West — Mest — West — West — West — N — Sav hello —
B = Exuamine topis - Get tools — Mend road — Mend road — Mend road — Mend
road — Say hellc — A — Get chisel — Mend road — Mend road — Hest — West -
West — West — dest — N — Drop tools — Wait — North.

East - Enter — Bay hello — G2t pouch — A — Leave — West - Bouth — BE - East
— L East —iEFacst — Fast = East — Sputh — 8l — South —5F — East '~ East — Hp ~
Examine house - Examine bush — Hide all in socks - Get 211 from pocksts —
Put all in rucksack — Get torch — Get box — Get knife — Get det — Hide =211l
in csocks - Remove rucksack — Hide rucksack in bush — kneck on door — Sav
hello — Get all from socks — Turn on torch — Fush trunk — Socuth — Make hol

=
in dynamite - Drop knife — Get fuse — Morth — Push trunk — North — Examins
wall — Remove lopse brick — Insert det in dynamite — Insert dynamite in hole
- fBittach fusse — Examine ground — Dig — Get clay — Ram clay in hole — Light
fuce — Sputh — Hide — Wait — #@asif-— Qp — North — Nporth — Enter — Up — Down —
igave — pNorth — Examine dovecot — Up — Lie down — Feep over wall — Down —
South - SE - Spouth — Get plans — Open door — Leave — Get rucksack — Wear
rucksack -~ Down —~ East — NME — SE — East — 5E — Morth — East — Ring bell —
Say heilloc — Get book — Ehow book — Show plans — Bresk door — Game over 1007
in 3890 turns.
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