Scapeghost

“SCAPEGHOST" CLUES. COPYRIGHT © 1989 LEVEL 9 COMPUTING

This clue sheet starts with alphabetical lists for each of the three parts of “’Scapeghost’’.

Each part has General Hints, Objects/Ghosts and Places. Look down the appropriate list to find what you want to
know about, then turn to the entries whose numbers follow, in brackets.

If you want to find something, use the number after ““where”. For details of it, use the number after ’dtl”’ (details).

For example, if you want to know about the Pebble in part 1, look at its entry, 119. For details, look up the number
after “dtl” and turn to entry 680. This gives very brief information and refers you to 670 for more. And so on..

GENERAL HINTS FOR PART 1 91 hedgehog: where (1085). dt] (769). 173 car park: where {521). Qti (5654).
33 RECEORgmeEhet e tho) (e 189); . 174 Spnobipn: Wnges (esal: Wil (8571
176 circular clearin
L Beginning the 9278511637 93 Joe Danby: where (714), dtl (604). T S enere (511), details (139).
; 94 Key: where (195)  dtl (734). 7
3 Flnlshln part 1 45 1) 177 Colonel Rycroft s _grav
3 $ g {8389 95 lantern: where é191), tl (844). where Getails (795)
Gt g itepger: P (551 96 leaf: where (179), dtl (68 i- 178 conclave: where (191 557 ’
il o T i e 97 lever, short: where(104).dt1{734). 179 copper beech: where(%ll) dti(ss&i
¢ gelhy plggss: o1V (8 jovie: gellumesiintl diigl)- |
, H ere . .
§ Grders to 2983 osts etc.: (568). 100 15ght: whege (B15), atl’ (602) 200 Devif Rigpaie gRge: L . i (160
9 People: é 70 101 light bulb: where (201), dtl(683). ' )
10 Scoring for Part 1: (701). 102 light (spgtllghtéi Sawady 655 181 Edith Dean S ? ave:
where . etalls . 3
183 gt swltch wnerd 361} g% (673 DT
105 10Rg 16Ver: where (104). ati(73a). 182 gate: where (560). dtl (521).
OBJECTS/GHOSTS ETC. IN PART 1 183 grave, Dngd gggE- details (147
110 magazine: where (676 dtl (845). RATTE ). details ( ).
20 abb here (49)., dtl (603 111 marigolds: where (55 2' dtl (51 R (eeg) details (805)
51 Alan’Chance: where 57) ‘°38) (s86). 112 matchbook: where L656 1 (317} a5 grave, forgotien :
22 Alex P Shere (552 ati (3365 113 me: where (187). dtl 65353- " where (690). details (890)
ae DSk Py (60 et 13 (845) . 113 medium lever: where(104).d€1(734). 186 grave, Joe Danb :
25 bags: WbEEs (204% Tarn (543&.' 115 mound °£h§§§t?1s Astails (597 * where (667). details E 14}.
26 bailifr: where (748). dtl (612). 116 mournerS: where (1679 at1 (637, 183 L k.o 11040 .
4 Dhne: wheer? (4537 ati ket 117 newspaper: where (194), dtl (657 where (665). details (795).
189 grave, Violet Con ay:
%8 bgffh ﬁﬁggé ?ggi? (g%})z7g§i(569) 118 new wreath: where (187§, dtl(840 " where ( 59) details (835).
31 Bert willmot; where(190) .dt1{849) 119 pebble: where (187). dtl (680). Ll grages. e L
32 bone: where (65 datl 69y : where (667 detalls 810).
33 pottie: where 6150), atl é%la). 129 BStath: "onese {138 dﬁ%xtéggi : 191 grotto:"where (715§, Gt1 (865).
3 pui: wete (30H AL GsED. T 132 porles Wheel LHe) S} (B0, 192 doe Danbys
2 us. u on: where & = 3
33 Dutton: where (2615" “atl’ (¥52) 122 Bym. Alex: where (s§z) at1t {7383 : ere®(867). details (714).
40 candle: where (23), dtl (606). 125 relatives: where (116 atl (607). 133 paddock: where (748).  dtl (865).
41 card, white: where{1ed). dei(é71) 126 Ridge, David: wﬁex(‘eslém,dtl 843}. 154 Bath? where" (669, at1"(762)"
42 card‘ yellOW Wh§re(74 dtl(684 127 rope handle: where 68&. dtl(712). 195 rellquary where (170 dtl(BOB)
43 carrlerwbgge(?ggl?) Napadse %512; 128 Rycroft: where (658) t1l (759}). 196 road: where (521). l (5
44 carrier bags: where(204),dt1(643). 130 sarcophagus: where (580).dt1(152).
45 cart; where (553), étl 5518). 131 seat: where (560) . étl {518)? ) %82 gggglcgggldghere (559). dtl (709).
46 carvings: where {138 - atl 5801 . 132 sepulchre where (559i, gtl (709). where (668), details (768)
47 cenotaph: where (652), dtl (597). 133 shed: where (559). dt (7551_ 202 ahed, outside .
13 Shance: muen: yhsge (7). deb(ooey. 137 Snort Tever: whexs (Uaal gclizse. | owhgre-is1s) dastails (700).
= shove where . "
i gelfiipet mere il Sl 1 BRI el 200 speing:ikere TRl AT s
5 statue whnere s
whare {658; details (759). 138 stonework: where 179), dtl é&ll) %8% gggigt gggggy‘SBO). dtl (565).
E% SONDRnY: ges . 139 sundial: where (1 6A dtl (5 41- where (553) details (835)
onway, Violet: . 140 supervisor: whe ( 63% dt1§5 8) 5 i
54 copper Desen: (éggée(s E?léiliggg; 131 switch: where (201). dti (673) 206 Willmot graves
55 crack of doom: _ 142 thermometer: where {580;,dt1{707} gt (567) details (810).
where (702), details §842)- 143 thistledown: where 192).dt1(680
25 grlmlnal ghere( 63;- gﬁi Egog}- 144 time: see (805)
rosses: where . 145 Time magaz
§0 Daily Mail: where (64). dti (703 © “where”(676). dtl (845). N S . e
6% Danbg Fos: shere (k. %%, 1503 147 urn: where (130), dtl (664). %%g Eggéggégg gart(z (716).
64 Ravid Rigge: whereflzl). qrliged 150 vandals: where (520). atl (678) 12 Finding things: (6 i),
64 detective: where (187), dtl (555 155 vane: where (383): 95l (823): 213 Finishing part 2: (739) .
65 dog: where (520), dtl (653) 152 vault: where (580), dtl (709). 214 Ghosts and Ghost Powars: (763) .
€2 $9Tionds Tondna 15095t 823%1s07) 153 Violet Conway: ; 215 Going places: (601).
0 RN oE ahhrin- : ; where {208). details (835). 21f ne.P(757
where (560), details (608). 154 vodka: where (150 atl (597). 217 Or ers to ghosts: (720 %
gg §°°§5°f ﬁhed (gs?reéﬁgz%égg}{704g 155 wall of abbey/church: 218 Scoring for part 2: (831).
ru wnhere . :
¥ where(580), details (863).
70 Edna Willmot: where(206),dt1(811 156 watch: where (301): &E1°(309). )
71 Edith Dean: where (181). Gtl aos} 157 white card: e (118) dt1(é71). OBJECTS/GHOSTS ETC. IN PART 2
72 eleventh commandment: see ;5 6) igg ﬁliimog Egrt wgere;%86 ‘ggi gig . 230 Alan Ch h (353),dt1(586)
z 2§ mo na:where . . an ance: where ’ .
73 emblem: where (748)., dtl (753). %g? w1ng = 1mﬁ5 H?EES 15% -?g% 5799 %%% aicove wh%re (523).7dt (715
window: where - aluminium ol
78 fgded wreath: where (90)at1(611). 1€ workman: where ssg). dt1 ' (598 where (264). details (883).
72 Prame e amness 163) i ). 163 worms: where (806). dtl (756). 233 amaranth: where (748), dtl (830)
_.vwhere (580)  details (597) 1E8 MHSath’ ot nEee %gg;'ggiiggg;' 234 body: where (758), dtl (902
. & reen.wnere . . o . where z
77 fungus: where (748), dtl (844). %gg wre%th aEEd’“?§53,9°3f§t%é3%}" %gg E°€tT3r“b waere 1563+ St (729)
80 gates: where (513), dtl (654). WELLLRG : WReLS . : ottle, bro
. where (731), details (597).
3% g?gag:: gpare g%é ». 8t ggﬁ : 168 yellow card; where (74), dt1(684). 237 bottle of o SSAEY
83 gnomon: where (557). dtl (862). 169 yew: where (560), dtl (518). 238 b 3 wh gre (324% d§§?1%§95751)'
. ranc where
8% Uiavesi-whocs 1983} &E1 %341 333 Brlefcase: Where (ég%g) atl (r39)
u clear: where .
87 hasei: ehave’ (7641, dot (E1e). | OAGES M BARE 1 41 puib pessl: wharslinl] dii[iee):
. u w. .
86 Dautioi uhere- (58] abl 3512). 170 bed, of roses: where(748).4t1(711). g A e
89 headstone: where (660), £l (597). 171 bushes, do 243 card, plastic:where(773).dt1(292).
90 heap of branches: . here (205) details EBO?;. 245 Chance, Alan: where}353i,dt1£586g
where (559), details (611). 172 bushes, elder:where(558),dt1(676 246 chimney: where (813), ati (907)



248

NRNNNORN BN
OOV LU
NBWNHO HOW

268 envelope: where (261), dtl (928).
269 evidence: where (576), dtl (576).
270 extension lead: .
where (350), details (911).
271 Fata Morgana: where(732),dtl(750).
72 fire: where (939] 328857759
273 firemen: where ( 63& dtl 37%.
274 fireplace: where (367), dtl (858).
275 fluorescent llg > )
. where 65), details (619).
276 foil: where (264), dtl (883).
277 footsteps: where (371), dtl (682).
280 ghosts: (615).
281 gnostic: where (525), dtl (812).
282.grandfather clock: .
where (3655. details é?éﬁ).
283 graves: where (353), dtl (565).
284 hand: where (718;. dtl (852;.
285 harness: where ( 48% acl 00%
286 headlights: where { 73). dtl(529
287 headstone: where ( 53%. dtl (518
288 herbs: where (358), dtl (597).
289 house: where (566), dtl (726).
290 ice: where (736; datl (721%.
291 icon: where (41 ;. dtl (61 ;.
292 1D card: where g 73). dtl 5 29)
293 images: where ; 26&, datl $ 97
294 ivy: where (827), dtl (827).
295 Joe Danby: where (3531, dtl (720)
296 joss: where (614)., dtl (561)
300 lampholder in hall: ;
where (360), details (619).
301 lampholder in kitchen:
where (364), details (728).
302 lead, extension: .
her 5350), details (911).
303 1id: where (331), dtl (722).
304 light: (777).
305 light, ancient: .
where (562), details (733).
306 1light, fluorescent: %
J where (365), details (619).
307 light from headlights: |
_where (373?, details (529).
308 light in hall:where(360).,dt1(619).
309 light in_kitchen: ’
where (364), details (728).
310 1light on landlng: ;
X where_ (365), details (619).
311 lightbulb, clear:
where (300), details (764).
312 lightbulb, pearl: "
) where (301), details (728).
313 lightbulb, spare: i
_ where (790)., details (748).
314 1lilly: where (748), dtl (577).
315 Luke's ghost: where(365).,dt1(899).
316 map: where (238), dtl (729).
317 Mol whece® (1333 -att ééas)!
318 mirror: where (352), dtl (617).
320 open secret: where (816).,dtl(896
321 ouija board: where (748),dtl(688
322 owl! where (565), dtl (597).
323 panel: where (282), dtl (927).
324 paper, charred: )
where (858%. details é729).
325 pendulum: where (247), dtl (518).
326 plug: where (270), dtl (911).
327 puddle of whlskg: -
where (782), details (903).
328 socket: where (270)., dtl (911).
329 switch in hall: !
. where (360), details (619).
330 switch in kitchen: i
where (364), details (898).
331 tank: where (350), dtl (870).
332 telephone: where (360), dtl (527)
333 tower: where é353). dtl é565).
334 trap: where (828), dtl (815).
340 wall behind ivy: :
where 27). details (858)
341 walls: where (621), dtl (852).
342 water: where (265 dtl (578).
343 wergild: where 5743). dt ;7 7).
344 whisky: where ( 37% dtl ( 61%.
345 workmen: where (333), dtl (783).

cloud of_ vapour: j
where (782; details
cobwebs: where (5 2% datl {
cornucopia: where 24), at
curtains: where (364), dtl

?nby. Joe: where §353). d
irectory: where ( }
ivining rod: where(271)
y: where (7 Si
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dispenser: where (364
ditch: where (362), d
door, bricked-

where (B13). details (881).

PLACES IN PART 2

350

W Www wWw
(516,18 R (615 N[5}
WO bW -

360

attic: where (567)., dtl (581).

backwater: where §715). dtl é?OB).

bathroom: where (363). dtl (622).

cemetery: where (522), dtl (565).
clink:rxhere (74@) &tl (525)

copper beech: where(353),dt1(569).
garden, front:where 566}.dt1{597 s

garden, herb: where(530).dt1(798

green, village:

whereg(537). details (529).

hall: where (363), dtl (619).

herb garden: where (530),dtl1(798).
house: where (566). )

kitchen: where (363), dtl (918).
landing: where (73
lich-way: where
lounge: where (363), dtl (853).

Ridgeway: where (715), dtl (691).
where (363).
tower: where (353),
village green:where(537),dt1(529).
wen: where (715).
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GENERAL HINTS FOR PART 3

Finishing part 3
Ghosts and Ghos
Going places:
Hglglng the P
Light: (891).
Orders to people: (78
Scoring for part 3:

601) .
o{ice! (856) .
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OBJECTS/GHOSTS ETC. IN PART 3

Alan Chance: where (487)
angel: where
Asphodel: where (

Beano: where (393
John: where

bottle: where (470)
briefcase: where (
broken glass:

bucket: where
bulb: where (4
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church: where (4
cigarette: where
circuit breaker;

where (408
connectors:
cupboard: where
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door, heavy oak: X
(583), details (693).

ouse: wher? (533). dtl (891).
828), details

é??gli(ﬁgz).

fox: where (8

hammer: where

water: where
: where (694),.

jacket: where
journal: where
ude: where (81

Kali: where
key: where (44

E?gldggi)where (470), dtl(ell).
htﬁu{b: where (430), dtl (882).
me: where (487)., dtl

merry maidens:where(8
money: where (
movements: where (470),

newspaper: where (821),

o G

53??5&1(792).
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phial: where
pocket: where
police: where

riest: where

o
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ropes: where
rubble: where
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Sarah Pearson:
Severian: whe
shelf: where
skull: where
sprayer: wher
air which cr
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table: where (49

tyres of taxi:where
tyres of van: where

an: where (744)
ault: where (5
vicar: where

Weasel: whege (855

whetstone: wher
whisky: where
window: where
wires: where (

L S
AOWOVOVOROY - VOV LLnULn
ONOUIBW NHEO UbBWwN

PLACES IN PART 3
470 attic: where (588)., dtl (856).

471 back of the cellar:
where (481). d 929
2 barn, back of:where 1(940
3 barn, inside: where 1(796).
4 bathroom: where (74 97).
5 bedrooms: where (745), 518).
6 bench: where (634), dtl (707)
7 beside tge fafggg?seé tails (597)
where ., details .
478 behind the farmhouse: ’
where (822), details (407).

480 catacombs: where 715%, dtl é632).
481 cellar: where (544), dtl (916).
482 cellar. gack ?854 detall 929
where etails 7
483 cemetery: where (%22), datl (é35)!
484 cemetery, outside:
where (545), details (645).

485 exorcised graves: !
where (746), details (540).

486 farmyard: where (794). dtl (597).
487 grave, mine: where (483),dtl(834).
490 hallway: where (492), dtl (909).
491 Hell-fire Club:

where 636}, details (859).
492 house: where (533)., dtl (891).

493 inside the barn:
where (547), details (796).

494 kitchen: where (747), dtl (906).

495 lake: where (715), dtl (578i.
496 living room: where (836).dtl(802).

497 my grave: where (522), dtl (635).

0 outhouse: where (477)., dtl (518).
1 outside the cemetery: .
where (545), details (645).

502 stairs, top of:
where 550;, d
503 steps: where (600), d

Answers

510 Hello again! It must be a good few
months since we last _met.See (854)
Roughly NW of where I started.
There's no way _to save it.
At the edges of the cemetery.
Can be used to hit the (165?.

In many places.

It's beyond (26%. .

Evidencé that (64) is one of the
gang. Not that I needed it.

ust scenery.

Examine the™ (121).

First seen at darkness, wandering
about the graveyard.

I couldn't leave the,cemeterY on
my first night (i.e in part 1).
Where I started.

Hidden.. Almost. See (534).
Keeps cropging up in cluesheets.
Second to Fifth century.

In and around the House. To see
them., just concentrate.
Disconnected. See (518).
Destination of the g?ggggers.

(5,05 RS, 18,1518 18,15,1%;]
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Avoid each car. See

West of the Front Garden.
Classic British comic. Scenery. .
Stogs the mains electricity coming
back on. See (546).
533 North of the armgard. To enter,
turn off the lights. See é407).
534 Behind something. See (318).
535 glndus oddess of destruction.
ee 3
ggg Usually on lookout; in the Attic.
538
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East and north of the Cemetery.

Go south of the green, wait for

it to pass. and try again (548).
539 Out-of-date telephone number list.

540 Deadly to ghosts. Run away! I
dared not visit exorcised places.

541 You can't have'creation without
destruction (thermodynamlcsl. yet
Christians and humanists often
fa;selﬁ.eguate destruction with
evil. Hindus are more sensible.

542 Remains of fallen church tower.

543 West of "Inside the Barn". I could
never go there in gerson.

544 Beyond the locked door (410).

545 West and south from my grave.

546 Push it.

547 Where the van goes. See (460).

548 There is just enough time to go
north across the green.

549 Almost buried by Rubble (445).

550 Up from the Hallway. ,

551 My powers were limited in part 1,
see (670), but there are several
other ghosts to help, see (568).

552 "Disguised”. Examine (137) etc.
and see (706). .

553 Driven by the Supervisor. i

554 When lots of ghosts are following,
they are called this. See (568).

555 The one of the drugs sguad who
set me ug. I couldn't do anything
against him yet.

556 Thou shalt not get found out.

557 Part of the Sundial. See (564).

558 North of Violet's grave.

559 Due west of my grave.
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602

603

630

631
632
633

South of the Church.

Idol where you stick joss sticks.
In the Church etc.

Arrive to_douse a fire See (272).
Push it. And see (575).

Just scene

1n thls E
To the nort ide he Y;llage

Green (359 And ee

Above the and;ng

I would need help from all elght
other hosts See (585) fo

list o g hosts and (598) for a
list of the things the{ could
help with. The (65) ed too.

Examlne the Stonework e And see

etails of the specific obJects

. Why would gollce drivers make

good ghosts? See ( )
idden in the {

In the Attic and o her

Comes to life in the

Sarah should wait near b
408 and be ordered to
r1e case when it was
guarded See (897).

another ghost to do this at

he same time.

There is Evidence in and around

the house: study the 293) to

find some of them. see (589)

for details.

Flower assoclated with death.

Flowing water is a barrier to

Blaces

getgthe

hosts etc. So see (592

E you're sure, see (58;)
East of the Church

Something is hidden. See (331).
Funeral route to grave
Downsta1rs from the Ha lway
Searc

The

(22& { A (51).(62).(70).

@1 (93)

his game A ghostly
ex- pol ceman Examine me.
Because of ail their practlce
rushlng about 901ng Whoo! Whoo!
Above the Top of the Stalrs 502) .
There_are five items. See 9).
See (739) for where to put them

These are insulated and just
scenerK But see (407)
Avoid him. Run awa
But after using my p wers 1
could reach across. See (612
Northeast from the Farmyard (486)
imals can see ghos
Worn bg Sarah in the Cellar
Level S new arcade game Ystem
for 16-bit micros: the wHolly (or
§01¥) Universal Games Engine.
us
The thlngsrgre (SB) (36),(155).
Wait until moonrise

Leadlng down from the_hallway.

Us TO place, or FIND thing, or
FOLLOW erson. See instructions.
Ghosts do not like ll%ht Theg get
weak in ordinary ligh canno

into br1ght1g 11t places, and are
temporaril anlshed 1f caught by
sudden light. See to 102)
Ghosts cannot enter church

(aka chapel/ab bey% but art

could be used to o

g sters’' plans:

ollow him, and when hlE "guided
tour” is finished he will follow
orders and help solve puzzles.
Inside the Chur

Flickers to reveal the presence

of invisible ghosts.
The living learn of

"

the past from

ghosts But In_ this game ¥ou, as
ghost, must learn from

11v1ng Follow them.

There is no way in. See (603),

Remove to pleasSe the Do (Spirits

CAN perform conJur1n3 trlcks Hl th
bones). See also (6

In the Cemetery after dark.

Search it and iise what's there.

Freeze the Water.

Sitting on the Wall.

As1a

ghosts are about tonlght.

Joe (295& and one other i L
bol which the original artist

ght meant someth1 ng.
Some h1ng s here. For what
the error

Beslde the path, (559).

The ewltch in the hall controls

both the hall light and that on

the landing, above. See (631).

First pat the Dog a few times.
All over_ the place. The important
one 1is (340).
Look in the mirror {617)
Cobbett's name for London.
I seemed to have kicked it.
Break it.
gar gower to the farmhouse.
ee
Once the Ropes are cut, Sarah can
remove 1t herself

Everywher
Thgy(gre)(239),(268).(292).(316)

Approaching the Farm. But the gang
would see them first, and escape,
unless something was_ done,
See efore pushing it. Then
see

In thousands of “fantasy“ games,
but not in this gam
Must be deflated to help stop the

see (625).

b W WW W

OOy OO OOV OOOM
WNHO O N Uik

couldn't do it.. See (646).
Where the gang will go: in court.

Leavebthe cemetery as rapidly as
0SS1
gest Hycombe in the 18th centur

xplore the cemete
low Joe and see
West and south of m¥
Can be short-circui ed See (649).

)ter dark,

Create an image in _his camera.

I needed the Map. See

Remove the clear bulb.

The gangster's drugs. Find a way
to delay them. See (651

Practice moving 1li ht o] Jects
670;, recruit fel hoggs)

until the Farm.

So Sarah had to be told to,

The only way to turn the llg
ff galn is found in the (364).

See ( for details.

A kind o perhaps.

e,
Touch them w;tg the Sprayer

Push it across the Quija Board
Immobilise the bags. See (155).
Roughly Northwest of My Grave.

Unlike numans animals can see

ghosts. this one can hel
with heav¥ obJects See (661?
Scenery was not yet strong

enough’ to leave the cemetery
Prevents ghostl
southern part o
Press the (36) to turn 1t off
before tackling _the
Drogped by the detectlve

elp tell the story.
Wand erlng near the Cenotaph.
Beneath the Marigolds.

activities in the

All over the Cemeter

First help it: see ( Then it
copied when e. g r1e “to 1ift a
heavy obje his was especially

usefu% thh the (118) and (127).

H

DoEng thlnga in the graveyard.
Pushed to impress Alex. I needed
to be strong flrst see T

North of the Cenotaph.

This is its number

Due north of my grave

Open the door. See &

Basically follows the hurch wall.

At first, I was too weak to lift

an¥ but the llghtest objects. But
ound I could train my powers,

see (687

ghow?dzt e New Wreath was mine.
ee

Ancient form of Icons. f i
Push to toggle the shed L ghtbu b.
See (683

One of the undead.

On some kld, I guess.

Search (172).

Transfer to New Wreath,. $ee (695).
They will be scared off z

1nk a night wat chman 1s abou
(101{ in_the Shed.
West of th

Light object. $ee (670).
Worth 1ook1ng into.
Indlcation that somethlng

e Copper Beech.

nasty is
stairs. Watch out for 15
Te%g scares away the Vandals. See

1nd1cat1on that its wreath is

Edna's. See (677

South of the Sepuil
Prise it open w th the 99!
Carry each light obiect artin
with” the lightest n order; (6 6?
Form of communication in which one
person cheats and the others are
amaze
Car electricity. There are
insulated, but see (407).

've forgotten.
EK favorite long-distance path.

E from Avebury along the Downs
and Chiltern esCarpment.
Use Broken Glass to cut the Ropes.
Ghosts can float through the wood,
but I had to wait for it be
opened to take anything w1th me.
Only at Level 9.
Take this to the Willmot Graves.
Unaxded Ghosts are not strong

5
143 12 96 i 2 119 41).
é ? 5 (146&)(50) £ 3 (sga( ’
15 van key to hlnder he
ﬁang s escap
etal is conductor See §407%
Allowed Blg John to watch he
Police; see (385). Just Scenery.

A gossippy spirit.

The score is 5 times my strength
"weight" of the heaviest object
carried), plus 25 for each

ghost recrui ed (not Joeg

dealing with the g and
50 for finishing. Tota

In the book of relevatlons

relavat.. revlat.. In the Bible.

Crummy newspaper ‘See (657).

I had to open door.See (712)

Bert s wreath, thou h Edna claims

hers. Resolve their argument

w1th (118) .

Follows orders once woken. See

ook at the Wall behind it (155).

Dig here

Where the gangsters have hidden
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Scenery Allows Eeople to catch

glimpse of wh Rpenln in
the Shed. Especi 1ly the El
Roses are very n ce See
Flrst ogen the Lo (725&

hen pull the Handle )
Recrult its g
Joe material ses after dark like
the other ghosts. See (604).
Not in this game.

to the House, see (529% and

tackle an thlng there (3157.
Then see ¥
Small hldlng place See (523).
At the end of my arm.
Pull the Handle, The Door is
opened if the (65) is around.
Only Joe will help in this part.
Hasyno bad effectpon ghosts o
I could not move it, and so had
to (727) instead.
gtop(them from retrieving it.

ee
Every kind of pest and disease
loves them.
To open it requires four ghosts.
See (734).
Investlgate all the Images (797).
collect evidence 1 and
summon the author ties (273).
Get into the Tank (331),
First tackle the %5 ht in the

Hall. Then see (8
Evidence useful to the Police, in
interpreting events at the house

and tracking down the gang's new
hideout. See (739).

Flow1ng underground

Push the

Possibly in "Lancelot".

Term in building laws, preventing
blocklng of neighbours' windows.

A Key works by pushing all the
Levers at once, and turning the
BISER tneGaggstis by b

oc. e gangsters uryin
their lootg Sge (651)Y P
Freeze the water. See (265).
Blood money.

Beware! It was not safe to be
here while (315) was about.
Leave all the evidence in one
place, ideally the (360% with
somethln to attract attention.
i.e and summon the
au‘horitles (273

Earts of (370} and elsewhere.
had to get our hosts to
H e same. See ?
ea
Drop the Bulb.
Qutside the Cemetery., and later
in _the Barn
Off the Landin
Most of the Cemetery Avoid them

like the Elaﬂ
East of ¢t allway
N in this gam
g JOE HAIT 3. PUSH LONG LEVER
BE i IT 2, PUS EDIUM LEV

PUSH M
EDNA, WAIT 1, PUSH SHORT LEVER
TURN BARREL

Morgan le Fey.

Hav1ng recrulted all the ghosts
see ( the idea is to

the gangsters weak point ?643&
Controls the Spotllg t and needs
a firm push. See

Another ki nd of Icon

Not in this part. :
To enter, see (68). Once inside,
see (768).

quirmy creatures. See (765).
Inward-looking ga herlng
Hidden in the

Will help, and follow orders

once the (150) are dealt with.

So get e host_to helg See ;775)

A v ent blend ee (7

See 1ndav1dual objects.

See ) for helpful ghosts. My

Eowers had increased, see (780).
ve. so that the landlng llght

will work alone. See (619).

or every animal which dies in
blood sports or experlme i
millions die on farms Sliced

bz ploughs, poisoned bg chemlcals
q etc. And why don'
iect to this carnage’ 774
1ls downstairs if pushed 776
Seg details for the Bell é779)
Button (752) and Switch i
Cute animal which eats (

Could not even see me clearl
until I learnt manifestation in
part 3, Until then only ghosts
and animals could g
ngsvapour (782) woul burn. See
hosts have the secret of eternal
life. See (945
Buried somewhere See (778).
Because the anlmals are worms
and worms aren t cuddly. So they
don't coun
g JOE, WAIT 1. PUSH BUTTON.
PU H BUTTON

The Clock can be used to drag the
270% behind it

hosts do not llke lights. For
details., see (306) - 310)

I dug _in the Herb Gar But I
needed 797) .

to know where. See
Makes a noise. See (7856).
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I could concentrate to see astral
Images in some places i797) and
ut my hand through walls 858) .
vaporating and producing :
Push the Bottle and it breaks,
producing (327) and (248). And
see (903?

Clearing away the rubble, but the
an 's gugs will be buried for a
whlle .

Hedge ¥ree. A
Escs e the graveyard via the
460), and enter the farmhouse
891). Then see (38 é.
iolet can hear it. See (799).
Agart from at the very start of
this part, Sarah would follow
orders if she could hear them.
For this, I had _to be manifest
évzs1ble and audible to peogle).
he could hide herself and help
with (395)., (453) and _(460).
Plant genus associated wit
death, see (314). h
Why does a sain 1§ policeman glow
brightly? See (943).

There isn't one. Perhaps someone
has borrowed it.

Smoked by one of the gang.

A stone circle.

Deflate to hinder the gang's
escape at the end.

East of where the Van stops.

Basically scenery.
Search tge Hay. Xnd see {455).
There are astral Images 1n and

around the House, recording
violent events from the past.
Concentrate to see them.
Something was hidden here,
778). And I needed the Ma
ie 1t to the Dogwood Bush, so
she can locate her "home".

Guards the Villa?e Green.

They have no real use, but may be
worth examining.

Scenery.

Will co-operate once she has
"her" Wreath. See i
Protected my hand from the
influence. s
Edith will only help once time
has ended. This involves one of
several awful puns. See

In the ground, see ( x

Sway in the breeze. See (835).
Gave me increased energy.

Drop in the Vase.

Both are "friendly" and (849).
Unfortunatelx her wreath is the
faded one (74) but she won't
believe it. So see (819).
Someone familiar with ghosts.

In the Lounge, in the south wall
between it and the ivy-covered
wall, next to the Lawn outside.
See (145), (156) or (167).

Push the button to trigger it.
then leave before it ogergtes.
Everybody knows where it is.
Furry animal. See gogms (756) .

Card (168) and
But see (832).

These are hints of agﬁroaching
Police, see through e Window.
See (B56) .

Not in this part.

NE and north from the Farmyard.
Get the Bell and see
Northern part of the
Drop the
Irrelevant gang member
On the sout

outsfde of (267).
Not in this game.
Write in the Gravel.

Eternal flower,

Twenty points for each of the 5
ieces of evidence found. see
%576{ and five points for eac
one that is left in the (360).

And see (841).
It's too heavy. See é65).
Beside the Chimney. See (813).
Leave before it's exorcised,
Violet will help once_there's a
gource of sound to follow home.
ee .
North of the Hallway. .
A large Fire (272) was_quickly
followed by the arrival of
iremen. Give_ them a reason_to
summon_the police immediately.
See (234). ]
Publication with no VAT, unlike
e.g Level 9's publications. I
think there should be VAT on
everything, to avoid anomalies,
with other taxes slightly
reduced and benefits raised to |
compensate. VAT (purchase taxl 3
a Good Thing., as it falls on lo

eé.g income taxes which _increase

the costs of local products alone

and so benefits imports.
Write "time" in_the ?ravel and
then erase it. Yeuch

Helps to recruit (70).

Ten points each for reaching

(357?,(365) and (350); fifty
s for the

?01n host business
315). and see

848) .

see
p (268).

)
ellar (481).

s
cal
goods and imports the same, unlike

Will help once impressed with my
strength. Use the Urn (664).

Its influence strengthens ghosts.
;akf to Edl%h. Sseh 888)1:l & "
always returne ere when struc
by br?ght light, but the 1ocat§on

has no_ other power.

Martial art. . x
Plus twenty five each for seeing
Images. summoning the authorities
(27 l and finishing. There are
penalties if either you or Joe
are banished, even temggrar ly.
Will co-operate once Edna has
"her" Wreath. See (811).

This scares him to death.
Distract John from seeing the
Police aggroachlng (856),  free
Sarah (868), store the_ evidence
in safety (901), and block the
escage 934).
could put my hand through !
t this only mattered in
one glgce. See_é340 %
hing is hidden. Watch the
Images (797) and find the (324).
Scapeghost 1s Level 9's last text
adventure planned, so I hope you
enjoy the game - Pete. !
In1t1311¥ in_the Cemeterx. Drives
back to the farmhouse, where he
plays cards in the Kitchen_and
occasionally visits the Cellar.
ob is to _look out from

he Attic and warn of approaching
Bql;ce. See {864).
ide inside it to follow the

gangsters to their base. Later on,
see (867).

There was some charred paper 6324)
trapped in the Chimney. See (866).
Proof that the right name gets you
remembered.

I was the only ghost around. but
my Howers had increased.See (874).
Push the sgueaky stair (451& at
the right time. And see (856).

iy Edith. Another bad Eun.
The church wall looks fragile
and were it to fall it would 6ury
the vault below. See (873).

When movement was seen outside
the Window. and only then, I had
to _scare and distract Blg John
before he noticed. See (871).
Pray_here to summon a friend.

But I couldn't quite reach it
from inside the house. See 6872).
Bend its (426), and see (930).
When Sarah is in_the Cellar, cut
her bonds with (396): to get it
there see (410). Then see (877).
Lead down to the Cellar. For
details of the Door, see (693).

Something nasty is hidden here.
see (727). | ]
This would happen five times, and

each distraction worked once. See
A451) 5398%,(409).(679) & (886).
nd (897) for more information,
An wasn't quite sure where it
was, to reach it from the outside.
See (881).
Push it, when all the other ghosts
are there to help.
I could carry 1i?h§ objects (450).
become manifest (visible)., see
(387) and 5897). heat or cool
things (893)., and see (885).
Twitches as other ghosts arrive.
Make use of the Clock.
I became manifest (visible) to
dispose of the Weasel, see (416).
and again to give Sarah
This 1s too heavy to carrg. When
Sarah gives a hint, see (B87).
?ggg?e John with static. See

High spirit. | s
There was a bricked-up door right
beside the Chimney. See (839%.
Take and drop it. at the right
time, as one way of scaring and
distractin Blg John. See_ [856).
Use the (276) to put the landing
light out. See .
Beware of Luke's ghost. See (899
Blow things about 5409), and pus
things (416) and (451).
Cool the room. See (856).

push it.

Wait for Weasel, an

Then see (948).

She tears it up, fulfilling the
curse. And then follows orders.
So I arranged to wait outside

on the lawn, while Joe put his
hand through it from the inside.
Once I had seen his hand, it was
obvious where the chimney was,
and I could push the paper from
its ledge.

See (690).

To turn off the house lights, see
698) .To keep them off, see(406).
ut 1t in the Kitchen Bulbholder

and push the Switch there.

f distracting Blg John

is to cool the air. See (856).

I needed to reach it. See (641).

Despite its value, this_is not

1mﬁortant,to the game. I couldn't

take it with me. .

Surelg gou already know about it.

When John B was really scared -

after I had scared/distracted

him_ four times. see (856) - I

could panic_him by manlfestlna'

myself and becoming visible. His

898

902

903
904

905

906

907

908
909

910

911

912
913
914

923
924

925

941
942

943
944

upstairs, leaving the Briefca
of drugs ugguarded, See 395%
Operatés Kitchen Light. But
Attecks lecocionsly. but 1
acks ferocjous u
banished by 1ight.yéee (613).

Wave. Its clanking scares people.

The drugs had beeg tran$fegreg

to a Briefcase. The Police would

need this evidence, but the

Briefcase was too heavy for a

ﬁhost. and was arded in the
itchen._See (910).

Hidden. If it were downstairs. any

se
irst

visitors,  e. . would see it
and immediatgly cali the Police.
See_ (270) to get it there, and

913& for a_further hint.
he Cloud of Vapo?glﬁooks very

inflammable. 3
Thehsg?re §§)4 45410(4?§)r(473)
eac ) -
{490),(45 & 5 (4511 See (914%.
he drugs importers. To

hi
a eaching
eader of e

him gggm protecting the

rugs. see ( 3
The gang lan to 5ta¥ here until
morning. At the right time, I

needed to lure them away from
guard;ng the Briefcase. See (897).
he Images (293) show something.
gggoéase%éu h to support th
o e
Eﬁgm?g' gee:(873)'upp the Circui
mine u oard. se L] rc

Breaker (582). and see (915). ok

First free Sarah, see (944). Th
ihe ghould hhde. see (508 ! ghifg

s
%ang, see (897&. Next see (924).
tggether and oge always fol o
. ows
the other. See (923). %
Ignite it. But 1t _soon goes out
unless you see (921), g
Pgtothe Evidence beside it in the

h for 4 t

things to o?i (4067 (2§5E1?2§4&,

Z 3), (446) . (395) an
he Briefcase safely.

gngo?gggld n&'place. e.g for (446)

Free Sarah (936& then deal with
ﬁeasel. Beg é41 )é o

eeps a watch on_Sarah, later in
the game. See 5926).

Firs see (883), and at the end
see (272).
Remove your head and put it under
your arm.

Wait gor dawn .

Blow the Curtains into the
burning (248). Then see (273).
Plus ten points for each time Big
Johg i? scaiedéhang Ehe same forh
each stage in e Police approach:
a total gf 100. And see Qgg 2
Freeze (or attach) the Plug to
the (263) and see (932).
While the gangsters ran up to the
Attic. Sarah goi the Briefcase
and e.g hid i n §403). Then sh
could delay the (4 3! and (460).
Blow the curtains, at the righ
time, as one way of scaring and
distracting Big John. See (856).
Opens the cellar Door (410), which
is useful for (944). To get rid of
him, see (935). L

Close_to trap something inside.
See (270).

Evadencg. segi(729}illtés tfggg?d
and needs a rm pull. See s
Free Sarah (936).p

Get someone to deflate its tyres.
Plus fifty for crashing the Taxi
at the very end of the game.
Agta?h Ehe Socket to the Clock,
see 4

So get Joe to helg. See (941).

I bent the Keg and Sarah deflated
454) and (455). Next see (946).
aving freed Sarah, I used_the

Hammer to stun him. See (878).

Whatever her East loyalties, once

freed (944). Sarah followed

orders. See (910).

Ghosts can _do this. See (772).

Fade away into the moonset.

The best place to start it is in

the Kitchen, see (782).

I was unable to visit the site of
m{ death, so I had to get someone
g se ggoaeal with the Taxi there.
ee s
E.EL OE, WAIT 1, PULL ENVELOPE.
PULL ENVELQPE.
Put it inside and close the Panel.
Consider the clock and_ (546).
Because of his halo,halo halo.
Take some Broken Glass (396&
through the cellar Door (410) to
cut Sarah's Ropes. b
It's like pergetual motion, (937).
I waited for the Taxi and got
inside to fight the escaping
sgngsterg. See (930) first.
ital evidence, too hea
host to arr¥
help - which could only get if
it were left unguarded. gee (574) .
Tell Sarah to get the Ropes and
tie him uB. You may be able to
lock the Door, too,
Initially in the Kitchen, but soon
a captive in the Cellar.



