
PRrcE oF MAGrK cLUEs i89: üi§i5i,"*f;§"(?11ài.u33Êàïï"(?È1Ài.Listed below are most of the thinqs, interestino

È[a.iËlii:ËlirTI*Ë§]'ËTtiiE";iiËïË:ilxrÊ9'[n.-iiilrËEEË i§â' §î;§ü'§isËlrifiEi"ri;!;, !1â!1,§§tâïi§, t3â6]:
numbers for details-
General ilà: 8â1.T"*f;:;à ils5i.(3lEàrrS"tfli|y. taasr '

l. çetting-startedl: (SZ4). rr5' oxrem: h'here (260) ' details'(431) '

â' sËiÈeÉ i"*u'lrÉi;i!:;: s6 
ïlii Ëli*'.+u+:liliillililiilliiiii','

9: 8?t3,"'"$"1*":Êi:{§:'lt55i .(s76)'
8: 8Êâàix(ifi85irflt tetal :

1 0. §eeing ir tbu DaÈkt 72641 .11. Travel: (503).
12. üJinning: -(586).

obj ects i?Ê: §Êàl&:8i,:*f;5;" ! ?38à i . 
UEEÊàIî= (?8.) .

iî: r*Esi?',n':Ë'r',{iilïi:alu,r3,ràa,, iâBl §it§i:**tlË:iifiii*Èiiliiiii âili"22- AoÉ. Armv: wheÈe
23. Àshes: tvhere (364)- âétairs (288).
24. Axé. whèiè-(425t:' âetàirê-IsÔZ).' 199. §art: phere (37t). derairs (3oe)

!§ Balrs: de,ai,s (zzil iiâ' §ÊiËiii:ilÈ*riiiâlliâlÈ:rîstiliiî,ÿ?"26. Barroon: where {1r9Ài"1î!"ï\*{122r.

si: aili;ugiÈil:iÊËi;,Iiliiii;iiiiiifi,;,,., iigl §fiiËiüiiii:îiiiiliiiËÉi;rËiiai*iii:ï:33 Blue Boi: whéieuil?iàiel*:ài§ej1:at, ïâÎ: 8*Bs; sx:l: t?E8I: ssEâil5-ll:iai:34. Bloodworm: wher
3t: BBn!;'"ffi::;(?i§|ji'e!iàii:'lii\t: 

iâi, §tHiliiirËir:ii:Ëili:Eêiliti;iffiîi'.tr"33 E?s5Êi sil:l: [398]: Êstâiï: lltZl +it, ÈËàÊÊi:;H[Ë!53e case: *n"'" "ueàreiEËÈïi+i1îià* ieg' §iâiËi;:'l'.';;Éiit[;sitiiitiiis]ü:,:z7o'40. Caild].e: srhêrè (:
41. Chair: where (21

â3:8[35H31 iil8I8'l?gTl ÊSE3iï3 t"9?\. 1t1:8$3iâi â!Ë5î,{3?iÀ;-àètâirè-i3Î6).44. chute: where (324);ugg:îil=,{âé?lt 1s2. sylph: where (317).'detairs (3e3).45. CIaw: where (56,

î9: tlsxn:'Êi"ix'iî,5ÿ9'àa.3îi,'rti,611o)' 13?: lali*"x1.;r"l3rfàaeii,âËÈit{É,î}iat,
i8: Slsxs? *ffifà ?5s5î.(â3lar13'?ààEilu")' 1ss' tà.èÀtiÿ: $,iièi156. TeÈroriSts: wl56 ëi5ËËàr:.,;;;.a-(iiil?itÊlàrlr:iii;I 

+83, î§i§lËËi.ii:iÊ.iialil,à:r§ii§'iïeâil,,51. Crvstal BalI: wl52. cuÊtain: where [ÊâÉii'âilI]ÈE'ii!§i(323)' 133: i3ifi]:Èr xr:ri

gi: B::h ir8it,*H:;E"é'??..dgE:îil:({;9îI. iEi' ÿâi§iÈ3:i"sl';f;.13'?}soÿ:'âàÈâii3"I'85. ieü6,r-nr,èrè"i2ggi.uEElîil.,lËgî1.'il îëâ: i-ri;:'*x;;:=ira5fi"iSiiii,"iË!|iÎ"(?38Ài.56. Desk3 where (24t57 Devil: where ''liàai"iiiàt:lliii:' 
igg: il:ggtliirgli;ii+ii:ià;çË$i:ài {tîil'

58. Diamond: wherè
33: BBBËïà"atfiEÊ11"",i.. e' (22s). detairs (s37).
51. EctoDlasm: where (430). details (303). 168. LlerËwÀtr: -wÈÀ.à-71ôâr--ÀIÊâirà-YÉl'
62: EiàËË ë;a;.:;i§,{'?tÀiii:Eei}!1§'?âÀo 

iii. iliËiii$:*:,Ëliil'ligâiii:tiiËiir,;,,,8i : ËiËsii"it?'3,,é13' l ra gi: :à:8.{ ?2' lzu n t .65. Eÿes: Éhere (284),' aetâils 12641:
55. Feldspar: hrhere (2051, detaits (291

Él' Ei§isÊii.gËiËszl?:ÉAi.îi§:îËi,l:î1r iiÉi iliiiii+H**glitiiti;ltà;iiFiiinitl?iÿ'69. Front Door: Èherê' (281), detailê (439).
70. Garqoyre: where (2L4r. deÈails (333). 777' zombi: where (272)' deEairs (318)'
l!. Çatéwây -(GrowiBg): wfuère.(327). detâirs (344).
72. Ghost:-where (328). detaiis (3721.
23. chosts of Thiigs:-where (336), dêtails (428).74. Ghoul: where (268) - detaits 14441 -75. Giant Creaturès: ôetails (2861.
76. Gnome: where (199). details (341).
77. GoLd: where (27).-details (4471.'
78. Golem: where-(4291. details (480).
7!. Grandmother Clocki'where (193), ôetails (475).80. Gremlin: where (4621. detàils'(483),81. Grimoire: where' (2091 . details' (2821 .

83: fiîiëTsEhÀ"El8i",{ê13) tnBili'àÊ,11f3'} (esar .84. Hobbit: where (4021. details (415).
Q§. !!oof (Croyen): .wtreie (57). detcile G42).86. Horror: wherê (287), details (314).
87. IdoI: where (263). details (4271-
88. Imo: where (317). details (341):
89. InÈcripEion: whêre (465), details (467).
90. Knife: where (153)- detaits (510).
91. Knocker: wherè (196), details (4671.
83 : ftsË3ià?*f,3;""t5iir i'à3èarî:'?5àî) 1"0)'
94. Lake: where (221). details (304).
95. Lever: where' (460). details- 1278\.96. Lounge Lizard: whêie (289), details (413).
97. MaiL: where (469)- details (310).
9E. Maoik l.Iords: -detâils (441). -

99. Maidrake: where (203).- details (2691-

18?: üill5l3!'uElâiî"(?39ài.u""trs (3a0)

102. Monkev: where (351)- ôetails (331).
103. Moon:-where (283) -'âetails (3À71 .'lQ{. Moonbeast: where-(2141. detàiIs- (403).
105. Moth: where (430), detài]s (4421:

'z=??'
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Places
180. Altars: details (345).
lq1. Àrch-Roofed Corlidori whçre (405), details (453).182. Attic: where (438), details (389):
183. BeIfry: where (355), details (597).
184. Bone Room: wheÈe (516), details (321).
185. Bosky Àcres: hrherè (483), detailÈ l2?5).
186. Catacombs: where (363). details (297).
187. Cellar off Seadoq's Rôom: where 16011. deteils (371)
188. CoLd Store: wheré (406). iletails'(44O\-189. Collapsing Junctiori: where (356),'detâits (496).
190. Distorted Junction: where (273). detaits (275)-
191. Druid G]ade: where (185), details (477).
192. Elm Panetled Corridor: where (358). detai]-s (83) -193. Entrancè HaIl: where (298), dètails (475t.
194. Ferrv: where (208). details (584).
195. Fountain of Kriowlêdqe: where'(2741. details (341).
196. Front Door: where (281), details 7439).
197. carden (Herb): where (320). details (3?4\-
198. Garden (Roof): where (3371, detaiLs 12751.199. Garden (Markêt): wheré (363). detailÈ (4541 .200. Glowing Gatewaÿ: where (327), details (344).
201. HaLI of Statues: where (407). details (5721.
2283: fiÊ3trêg.l3i!';*3;è i5:6i. 

(3:8àrlg.t3ili (321) .

204. Ice Room: where (518). detaiLs (600).
205. Inner Sanctum: wÈere' (487). detàils'(321).
206. Laboratorv: rchere (408). details (605)-
207 . Lakeside: -where (227\ .- tletails ( 3ô4 ) . '
?Q9. I-endins Stêge: w)iere' i3se); détàiIa' (sE4).
209. Librarÿ: whére (494). 'detâils (275).
210. Marble Vautt:'where (339)- details (377).
211. Mists of Time: where'(609i . detàils'(38âi -212. Misty Corridor: where'(49ôi. details'i17ô).213. MolehiII: hrhere (363) - -detâils (483).'
214. Moon Room: where-(378) . detai.l-s'(593) -215. Musty HaII: rÿhere- (3221 . details'(155) .216. Myglâr's Base: where (546), details (530),
217. North Tower: where (375), details (606).
?lQ. Qak.Panelled Corridor: where (416), details (346).219. 0ffice: where (4721. details 14911:220. Ominous Chamber: where (493). 'detâils (605) -??1. Qther Plein: where (969). dêfalls (369r.222. Oxfam':, where (260), -details (431). '

?29. PçI!agonaI Room;_where (376t. details (225r.224. Pi1lar: where (221). detailê (435)-
225. Porch: where (570). iletails (537):
226. Portico: wherè (387), derailÈ i5ô1).227. Priest'!{oIe: whêre (521), derails 1605).22;-. ?yramro: rÿflere 1462), dèfails (483r.
229. Recess: where (4771. details (321)-
230. Red Room: wherè (602). detailê (275).
231. Reflectino Room:'wheié (608). dètails (321).
232. River Tuniel: where (594). ôetails (562)-
233. Rock-Walled Room: whère t5z2t. ôêtaiiè-?Sezt-234. Roof Garden: where (337), detàils (275):- -'
235. Scullerv: where (418). detaifs (2?51.
?36. S]ime Slide: where- (596), -details (140).237. Smithv: where (363); detâilÈ-46ôô):
239. Spherlcal Junciioni where (598). Aètaits (562).
3i3. 8BX3ii'$i.13'IuBi!|'Eà.EIî§.,{g!11. derairs (361).
241. Stonéhenqe: where' (6071. detàils' (27O\.
242. Stone Ro6m: where (399), details (427\.
243. Table Room: where (4201. details (164)-
244. Treasury: where (365r,'âeÈàirê-ISèZ):''
245. Underwater: where (591), itetails (591).
246. Vine: where (362), details (27L).
247. bleb Cavern: where (525). details (383).
248. t^rindinq Corridor: wherê (556). detailê (2751-
249. Woodshèd: where (380). dètai1À (42\1.
250. l.Iorm wood: where'(363), details'(463).

Ànswers

FLY on it to see what is beneath.the Riddle. The answer is the third word of

260. Oxfam, 274 Banbury Road, Oxford OXz 7DZ.261. In the middle of Stonehencte. See (241) and (2701.
261. Hake it using lhe spell nàmed in 1452t.253. Bevond the L6cked dôor. See (2421:
?É4. "RûD eyebrishÈ into eyes". IÈ grôws in (203).
265. Don't 6ite éff more than vou càn chew.266. Drop it in the (94).
267. ltle]-L the (77) ii the (2371 .268. SW, tt frori the Roof Gàrden.269. Take it confidently, withouü hesitation.
229. The best iÿay in.is SE, SE, Tr, Sl.r, Nsr, NE, S.27L. Cut the (162) with anv weaDon.272. South of 'the'PentaoonâI Roôm.273. NW and N from the Éock-Wa1led Room.274. Adventurers CIub, OL-794-L26L.275. Just an ordinarv Dlace.276. There are two. 131) and (51). See also (102).
227. ?cgvided to hoLd the (29) büt not reallÿ neêded.278. Pull the Lever.279. East of the Entrance HaIl.
?Q9. Placates the Bat. For DET. See (453).
281. l.Ihere vou start.282. For thê MÀD soell. See (470).
283. On an Altar, llE & N frorir thê Distorted Junction.284. PatE of vou-
285. For the GÀS soell. See (466).
286. Ànts, Bloodwoim. Sl.uo arid Sôider.287. See (69) or (7291-
?Q9. For fhe'ZÀP èpell. See (473).
289. Buy it a drink.
290. Wear it for Drotection in combat.
291 . For the SEE -soell. See (482) .292. S. E from the'Oak Panelled Corridor.293. A container. Examine it.294. HeId bv the Cherub. See (262).
295. For thê HID snell. See (492)l
?9É. Light it, but'deal with'the'(142) first.zYl. Keer) movrno-298. Opeir the FËont Door, IN and Nÿi.299. Fôr the IBM spell. See (476).
300. Throw it at Mvo1ar to kilt him.301. The Bat chaseê-it awav.
99?. A hreapon. For the KIL-spell. See (4EO).
9Q3. For the WOW spell. See 1498)304. Drink the watèr.
3Q5. Underwater, (245), see (68).
306. SE of the Bode Rôom.307. For the DOW sDel.L. See (495).
308. IN, D, D, D. §tl. N from-the-PiIIar.309. Throw it at the SIug.

919. -Eof. lhe F-IN speLl. See (479).
311. WaLkino about-. near (235).
312. PulI uË the (99).
313. For thè FIX Èpell. See (502).
314. Gets vou a bohus.315. North-ef the Attic.316. For the EYE soell. See (485).
317. Down from the' (1721.
31E. Leave it alone.319. For the MIS spell. See (505).
320. West of the Woodshed.321. Just an ordinarv Dlace.322. E, E. S from thê I'listv Corridor.323. For the ESP sDeII. Seê (508).
324. At everv one-i.rav exit.325. Its puz2le was left out during the programming.
326. For the FLY soell. See (527).-
327. SE. NE from the Hal.L of 'Statues.
328. Àppears when vou touch the P1ate Àrmour.329. FôÈ the DED s$ell. See (511).
330. Liveroool.
391. Take it to the Cold-Store.-See also (25).
332. For the CÀN sDeII. See (520).
333. TeIl it the aiswer. See'(126).334. You can't reach it from below. See also (151).
335. I believe in Sanitv Claws. For SÀN. See 15171.336. If vou kiII somethinq, its qhost can comè baêk.337. NE,-NE from the Mistÿ Corridor.338. For the HYP soell. Sêe (514).
339. E, SI{, W, SW îrom the Lànding Stage.
340. Socialists who mean it.341. Not in the oame.342. In a cold pIace. See (102).
343. For the SPY sDeII. Seè (523).
344. Give anv soeLl focus. Sèe (5). I oive the (115).
345. For the-onè with the Red tJloôn. sée (125).'and'for

the one with the Ta1isman. see (154).
346. There's a secret door in one roôm. See also (357).
347. Touch it to become vound.. twice. Sèe also (360):
348. KitI it. usino maoiê. if vou hrant thè Shield.349. OriginaLly a 'Gumfier". USâ. Examine it for a bonus.
35O. Cut it with anv weaDon.351. Go throuoh the'Gloerino Gatehrav.
3§?. Bub it. tô travel. to aid from Éomewhere. See (227).
353. Wear them to walk on the Lake.354. Blon it out ouicklv. Then see (343).
355. UD fron the North tower356. NW, SW from the Librarv (where the Books are).
352. Push- the Per-rel.s. §ee (370). for the right roorir.358. Northeast of the Entrdnce-HaIl-359. tr, D, NW, W from the Winding Corridor.
360.
361.
362.
363.
364.
365.
366.
367 .

iLe, see (296r.
Priest HoIe.

he Entrance HaII.e Weight before doing anything.
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368. Wear it to breathe Untlerwater.369. Rub the Talisman.
370. S. SE from the Mistv Corridor.
371. Ooen the rioht chest and look in. See (385).
372. Bürv aII it5 bones. See (36). (921 and-(139).
373. Cut-the mirror in the Àttiê Èith (58)'to irake theIittle one. Use this for (458)
374. Take evervthinq.
375. Northerest-of tEe Roof Garden.
1ZA. D. D, _S from the Slime Slide, Beyond the SIug.
377, Just for amusement.
378. South of the Ice Room.
379. Rub the Lamp.

380. West of the Front Door.
381. Scare them off. See (398).
382. Prettv uselèss. See (400).
383. Cut tâe (166) with a'weaôon.
384. PulI it,-if ÿou like.
365. Cast DOW at êach in turn. See also (396) & (459).
396. Hefd by the Stêtue. Use masic to get it. Seê (400).
387. N, N, Ê, N, l.I from the GtoÉino GaEewav.
388. À ouick wav of oettinq aroundl There âre exits fromthé Mists ôf Tifie to fiost Dlaces in the qame.
389. There's somethins behind the Mirror. Seé (373). Tosee j.n the dark, 5ee (264).
390. Burv it. e.o in the Herb Garden. You need the (136)
991. S!.l ând § fr6m the Spherical Junction. See (367).
392. Throw Salt at it.
393. Prettv, but totalLv useless.
394. Just inside the Frônt Door.
395. Evervwhere.
396. E.s:lCÀST DQI{ ÀT-RED CHEST. See also (5).
392. In-(218) and l24O). Cast SEE.
398. Cast IBM at them.
399. In, N, lù1.r, N, N, SE from the Portico. See (22).
400. Give the HaiI to the Statue, but see (119) first.

Then Look at the Statue and see (411).
401. Stuck throush the ceiling. See (414).
402. Excellent b6oks and lessér oameè.
403. Friohteninolv horrible. Henée see (413).
404. The-intere§tinq ones are (196) âncl in (242). Forsecrêt doors. ëee (134)
405. S, SÿJ from the Oak'PanêIIed Corridor.
406. S- S, NW, S from the Rock-Walleal Room.
407. Northeast from the Spherica]. Junction.408- N. Nl.l from the Colla-osino Junction.
409. 1o bury things. See 172)I
4!.9. Down lggm thg Slime Slrde, past the Slug.411. Cast FIN at it.
412. St"r. SE from the Attic.413. It doesn't like others of its kind. See (419).
414. Fintl the blade above the hilt. See (218). Then see(2781 to frèe it.
415. Slothful and infestedl with buqs.
416. Str, ll, D. E, SE from the Àttië.417- Bevond the Mirror. See (373).
418. soûth of the Rock-Walled Roôm..iii. '|ûaue a MiÛor at it.
420. Southeast of the Roof Garden.
421. Examine everything and see corresponiling hints.
422- A Rèd Môôn oimmicÉ.
423. See (436) fôr details. To use maoik- see (133). For

indiÛiduâI spelLs, see (441), aid for a- corirptetelist, see (441).
424. 7n the Sarôoohâous.425. South of the-ReÈl Room. Be careful and see G34).426. Scenerv. Rino it to summon the Nameless Hoiror.
427. Tnvolvêd in the trickiest puzzle. See (531).
428. It's your own fautt for killing things.
429. West from the l"linding Corridorl
430. South of the Repositorv. See (341).
431. À famine-fightihg charity.
432. AiL over thë Dlace.433. Search it, onèe the (102) has qone.
434. Wear armour, or send'somêone else in first..
435. Go inside and head down.
436. To use a SDeIl, vou needl to knoh, its name. e.o ESP.and own the coriespondinq obiect, the focus.-Thereis a different focuà for éverÿ spell. See (446) for

more details and (459) for an-exàmpl.e.437. In meny pLaces. See eÈpecia]]y (94) and (245).
438. Uo the'Vine and oo west.
439. Eiamine it, open-it, or knock on it.
440. Enouoh to freeze the whatsits off a thinoamaiiq.
441. NameÈl in the followino clues: (280), (2821.-(ZEEI.(29L\. (299t. (302).- (307t. (310). (313). 1323\.

1326\. (3291'. (33s),'(338), '(3431,- (4521', (4ss),
ând (458). A total of 18.

442. You ian't do anvthino about it.443. Use it to cut sômethino. See (101).
444. XiIl it, or leave the 6oriiblè thinq alone.
445. Protects vou from anv one soell. Mo§t imoortant.
446. Names are'aII three-letter i.rords, in cabitals. and

are spread round the garne. See also (580).
447. UseIe3s.
449. !{ear !hem-until-you-find_§e,peone deserving. (456).
449. For the FÀR spell. See (532).
450. In the Belfrv. You need the (49) to take it.
451. Buried in thê Dead End.452. FoÊ the BOM sDeII. See (538).
453. Read vou-know'-what. Trièkv.-isn't it? See (4841.
454. Àubriêtas are verÿ oood. there are lots ot-shaÈles.455. For the XAM soelll See (535).
456. Give to the (78).
457. NE, N from.the Entrance HaII. You can't do anything

about it. directlv. See (414).
458. For the ZEN soelll See (529).
459. Suooose vou have the PendüIum and want to findl if

thè'Go1eir is maoik. Use the Dowsinq sDeIL DOI{, and
"CÀST DOW ÀT GOÉEM". trith experieàce-, the pendul.um
swing can be interpreted to give your answet.

!§Q. Sticking up in a hidden room, off (218) 
"461. Blocks ènefrrv attacks.462. În the Gloofrr. See.(250).463. Detects some danoeis. See (533)

464. Àny improvement Ëo ygur sgôre, or any use 9f magik,Increases YoUf aqe. .l-Or the DurDoses of this dàmê-vou are assumed to tlie at 100. See also (481) --465. Hiqh uo in the Àrch-Roofed Corridor. See'(48â).456. Sléep ôas surrounds the taroet. See (541)l
4§1. Examjné it to leapn q.gpelli See (484).468. Use it to lasso the Hilt469. llorn by the Golem. See (480)

480. Give it somethinq comfortable to wear. See (128).

âËà: ["ËE]iî:s;"Ë3t!Èts":3jET'âB:iB.yEË; 
stt 

f125''483. Not-in this oame.484. Cast flv on ÿourself.485. Creates-a flÿino eve. See (557)-
486. PIav it to charü the Snake.'
197. yt-,. S from the. Collapsi4g Junç!ion. See (4961.488. Hakes tarqet berserk. Sée (499).
489. ÀIlows usé of harder spel}ê. Sêe also (585).
490. Str, tr, D, E, N from the Àttic.491. Examine the_Table.and take everything.492. Detects hidden obiects. See (547).
493. SW, SE, NE, S, S,-E frorn the'Pentaoonal Room.494. E. N from the Bone Room.
495. Is teFge! magic? §ee (555). For example, see (459).495. Cut thé Curtàin rdith anv weaoon.497. N, NE, [r, N, N fron the-Oak-Panelled Corridor.498. ImDress tarqet so it will obev vou. See (545) -499. E.(, to make-you fight better.-Sêe (563).'
500. Give it the Bones.501. Scare awav the Ants. See (398).
502. Cure taroèt. See (567).
503. There's -a spell' which hetps, see (529). See also(2211 and (24L1.
504. type, e.g-'"kill weEewoLf" each turn, to attack it.Yôü'tI do-better if you have a weapon and sôÀearmolrr. Mqgikal__çombât is possible, eig using théspell named-in (288). See (5).
505. Màke targe! clumgy in çombàt, See (551).
506. Has verv-sharp clârus. See (45).
507. "Createtl" bv the spell namèd in (310).
508. Look into rôom in taroet directiôn. §ee (551).
509. ÀIwayq harle bf,acf. hafs. to distinguisli thém fromthe 'freedom fighters" in white hats.
51O. Maqikallv sraken thèm for thinos to hâDDen.
511. Deèal zo4ê. Ca4ce! all spells.'See (569).512. It's a diamond rinq. Seè (443t.
513. Wake it maoicallv to be tâuntêd-514. HyDnotise Earqet-so it obevs vôu. See 1377\-
515. è-irefy old, péL,erfu-J., evil-wiZard. Sèe'(530).516. NE, N; NI.I, N-from the Entrance HaIl.517. Make taroet sane. See (571).
51q.E, NE.-S; S, § from thè Stône Room. See (427).
519. Cast IBM at them.
§!Q. Çance1 ênimatjon_of target. See (565).
521. North of the Studv. See-(482).522. IN. l,r- W from the-Front Door'.
523. See room where taroet is. See (581).
524. KiIIinq him ohvsicàI1v is not oood' enouoh as he'Iliust réturn às-a ohost. So see-(534) instead.
5?1. Ë, Str, tt, SE, E,_SE !rSB.the LaÀdin§ Stase.526. Taroet can flv. See (573).
527. N. Nl.l from thê Libraiv.
52E. You start rdith 100 stâmina noints and lose some for

each wound. Zero stamina meàns death. See (539).
529. Takes you to the Mists of Time (388). See (579).
530. Remove his use of Maoik. See (540).
531. Get the door opened from the ôthei side. See (542).
532. TeleDort to whère vou last used maoik. See (483).'
533. thev-won't obev iu3t Iike that. Seé (544)
534. Canêel a1I spellÉ with the magik Àameô in (329).

See also (31'l -535. Examines maoik DroDerties of the tardet. See (583).
596. Ihe (49)-heIps idheh takins it. See (548).
537. Yet another tlummv entrv. -
538. Brinqs some inanimate thinos to life. Seê (575).
539. To rëstore health, use the-spell named in (313r.
54O. Make him seDe with the spell mentioneil in (335).

Then see (5241.
541. See (150) to learn. Focus. see (150) and afso (285)
542. Cast'ESP'east to see bevondl it.-Their see (550) l543. See (164) to learn. Focùs. see (23) and also i288).544. Use the hypnosis sDeII named in (338).
545. See (213)-to learn-. Focus. see (21) ândl also (303).
546. Northwest from the Moon Room. Sèe i593).547. See (185) to learn. Focus. see (161) ànd a].so (295)
548. It chaseà awav the Bl,oodworm and (560)
549. See (137) to 1earn. Focus, see (137) ând also (310)

550. Cast BOM at the Idol and see (558).
551. See (41) to learn. Focus, see'(169i and also (319).
552. Score involves becominq a bettèr mâoician. shôwn bva decrease in sanitv. You score ooiËts foi learninôspells, obtaininq sÊel1 foci. thè first use of eac6sÉeLl and for ÿisitinq D1aèes. There are a couDLe

oF bonusses,_!oo. The -bètter (Lower) your sanity,the more spells vou can use.553. See (206) to leain. Focus. see (65) and also (291).
554. Cast BOM'to waken the Picture. N fiom the Red Rooil.555. See (115) to learn. Focus, seè (115) and also (307)
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NW. S, S from the Retl Room.
See (55) to learn. Focus, see (EE) and also (316).
Eso àoain, and cast HYP to conÈro1 it. See (566):
Seè (33) to learn. Focus, see (33) anil also'(299r.
If hvDnotised, see (338), can take the Wheel.
See 169) to learn, Focus, see (51) and also (323).
Just Scenerv.
See (164) tô. Iearn. Focus, -See (24) and also (302).
From'the-Dark SDaIdn. See (554).-
See (199) to .leârn. Focu§; seè (41) and also (332).
Esp àoaii, and enter, "IdoL opèn âoor'.
Seè (I55)- to l-earn. Fgcus, see- (159) and also (313)
The OolfÈbane keeps the l'Iererdolf awâv.
See (20) to learn-. Focus, see (170) ând also (3291.

600. F].vind helos.601. S,-NW; SW from the Oak-Panetled Corriilor.602. SE. SW from the Pentaoonal Room.603. Cast the fear sDelL. -604. IN, D, D, D. Sw: N from the Pillar.605. Go there to learn a spell.605. Pulling the RoDe is ohe srav to summon the Horror.607. Waken fhe Pictùre in__the' Rock-ÿ,lalled Room, usingthe sDell named in (4521 -608. SW, SE, N from the Pentâoonal Room.609. Use the ZEN spell. See (579).
610. A Lreaoon.611. That'3 your Lot.

556.
557 -
558.
559.
560.
561.
562.
563.
564.
565.
566.
567.
568.
569.
570.
57L.
572.
573.
574.

577 .
578.
579.
580. Each soell needs a Darticular obiect to be oresent.for exàmple FLY neetls the Brooml (Note that. ingenqrêI,- _thÈre is a. cgnnection.!çtween the objectieeded anal the sDeII.) See also (588).

See (148) to leaÈn. Fôcus, see (4O) ând also (343).
Exêmine Çverytbing-, then -the nàstÿ. liqht thè woôdand extingUish flle candle before-_it 6urns arday.
Take evervÉhino and oo rrest. See (590).
See (123)-to lëarn. Focus. see (123) ând atso (455)
Give'any'object to the Ferryman' anél hop in.'Theirsee (591). '
See (153) to learn. Focus. see (81) anil atso l2*2l.
Learri aII the maqik sDeIIs, find- a}l their'focüs
objects-, . and .UÉe thè6. _. Tl_ren tackle Myglar andcaËcel his maoik. See (515) for Mvolar.
See (2271 to Iearn. Foêus.'see (49I and also (280).
Each'spell cast makes vou a- vêar olcler. Èor ân
examolè of naoik. see (459)
See 1191) to learn. Foèus,-see (48) and also (449r.
Take everything from the Garden. Now "Examine all",
and vou'rê on ÿour o}rn. Good luck!
The Égat_passaS. abovq An UqQgrwater Plaque whichyou shoulA try to read. See (599).
See (207) and- (245),
iIJp.)ëé'ér-iË.'üo6iËeasÈ, see (403), then teJ.I theGarôovle the answer to the Riddle.NorEh-of the Ferrv.
Bêcgme this-whlle'in the Boat,. See (591).
S, S from the Distortetl Junction.
Take the Bat. See (29).
N. N, NW, N from the River Tunnel.
Read it to Iearn about SAN. First see (68).

583.
584.
585.
586.

587.
588.
589.
s90.
591.

12?..

594.
595.
596.
597 .
598.
599.

Parked next to the Volvo.
See (119) to learn. trocus- see (45) anil also (335).
Wake-the'Cherub usino the soelL'nafted in (452).
See (220) to learn. Focus, 3ee (38) and also 13261 -Look-at the Door anil Vine. Eventuallv vou'J.I' wairtto climb the Vine ancl qo into the Attiê, but firstoo west to the Woodshed; See (582).
§ee (79) to learn. Focus, see'(158) and also (4521.
to climb the Vine ancl qo into the Attiê, but firstoo west to the Woodshed; See (582).
§ee (79) to learn. Focus. see'(158) and also (4521-
RAM SAVE and RÀM RESTORE aie like the riormàlversions, except for beinq much quicker to use. Thedisadvantaoe i,ith them.- of coürse. is that ânv
saved position is lost when vour comôuter is turneaoff or-if the Drooram is reloaclecl f-rom taoe/disk.Versions Which àllow Oops,_ _automatically §aüe theDosition in one-or-more buffers whenever-vou move.ànd the ooDs command is verv like RAM RESTÔRE. Notè
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