
RED MOON CLUES.-#
Listed belorù are most of the obiects. creatures. DeoDIe and oarticularlv interestino nlaces in "Red Moon". Look down
the alphabetical lists to find ühe thino vou want^to^know abôut. then tûrn to the eËtiies indicated bv the bracketed
numberè foUoqring. Of course, when you Èlo-turn to the ansrder, you may find it just gives a short clue-and another
number to lbok u!.
A feld red herrings have mixed rÿith the ans$rers, so try to only read the entries that you are directed to.
GENERAL CLUES 110. Pearr: where (252), detairs (2261.

â: 83I[àtY ?58i1:u' 1442)' iii: Ëài]s;,"]f;Ei.(?38À1.u8ËÊàlïu(i8EÀi.î ëË;IF., liiEt 113. Pool of Àcid: ûherê (234), detailÉ (300).
Z. iiàii'isÀ1i:'' 114. Potion: where (7751. 'detâiIs (387). '

3: §SSIh;"1'?9ài,. 115. Raisin: wherç-(41s). detairs (4oz).
,: §ànè7ËËètô;é: ' izazl . 116 . Rat: _ ÿrhere -(229). - êètails (2e2) .
ô: §Ëàiâ:d-i;-fËè ùâ;[: ' e65t. 117. Req l=ine: _wÈere- (res), detài].s' (311).
6: i;;;'tY ?ïaiïl -.-' '---" 118. Red Moon crvstal: whêre. (â!tàfr$"t3àrs. (475).

It: r:i5ÈmÈi,ttsu; 1â3: *î§à?'*À3Ïà'il;ri.(â3Ê.u= .,a4t.
12. Underwater Travel: (4451.
13-: ùïnÀi;o:--1a2et-. 121. Safe: where (238), dclaiLs (316).îI: ïâii"ûëëi"àôi-Éiize ror prorecrinq Jobs and 122. sarcogl3nË:ô"inif,E.Éi?âùi,9:EÊtàïrjii!Ài,.

services'-winner (490)' 13i: !3o.or.on man: r{nere rrrb,, oeEar.rs (rovr.
oBJEcrs. cREAruREs & PEoPLE 133: 8f;i8ïà: ïHEIS tiî!l: 8Stâlï: tî881:
20. Àcid: where (187), detaits (300). L27. Shirt: Ehere (?27)',.QQtaiIs (348).
7i. i{èôin: i,irtèie'r2êzi-ÈÈtâi*'l3g1i: iig: iàày.;nBÊË'i,E}i:i"Étiik ?5Ègiil:(226).22. Ànoel: where (1
zI: I'iië:-;Éeiè-«ie2) l.details (2e1). 13â: ÈBlg:;: ïHSIS lïttl 8EtâiïE [3iil:
25. Black Ball: $rhere (199), details (389). 13:. qè1uare HoIe: where'(168)..detâils'(349).
26. Silver Bars: wh27. Beans: rdhere ,ria;.îâ:ÉirrÈèiâ#;'.iii6i. i3ê: 8§slË!',HliE'rI.18ÿJ;u8t5îiÀ'«116îl'
38: BisEIf;T',*h"9à'?5àuil'â3.1113)i388ÿ:ir= 

(3s2)' 
13É. ihin ged Line: grhere.(18?), <retaitp^(311).

3Ô: BôôÈ;";n;;;-izol], .âe:Èili=Tf*\;. i36: i+atr?"36è.En?56zl1,âÀr.îï§.iàBell.,, 
.

31. Boots: where (132. Bosroq: wrrere (i51i ,-àè[âii='i5§6i . ras. tuuing: where' (47?i . details'(445) .
33. Box: Ëhere (223), tletails (411).
5i. siâéeiëI-wtrèiê-t2z7l.-âêEaiiê-i3o:.1. 140. Vampire: where (L62). details (432).
35' Bridoe: where 

'181\: Ë38âiï: [Â9tl 141. r.,atchilos: where- (tzl). derairs (386).36. BottIe: where I5i: fiôêË: ;ii;;; tâËô,: à;iàii; li|>\. ra2. wàter: Étrere_(478). aêtails (469) .

3a. suÈhèËi h,iièiè (166,: dèÙàita 1264t. li?: W3îfîi3i",l,83àt'whele (1e1). derairs tz3z).
î3: Elâit,r$ÀÈ;",?5âtr jrââlaiî3r?àTi) j376) . iÀ3: fià3fiiu;ng}3'?rélTf'}a.83lîà'?26Éï1)'
41. CIoak: where (427), detail-s (22].\..i2. éiààiiêa"§ùâtuè:-üfrérË-ii63l.'âËiâirs (248t. ll7^. \iiz:. where (le§). Qetails (416).

i;: Ës1fit;ô;g:r$i,a+iiè"t?:iii'7§9.'ii;"troai:' 1i8: zà*ri,"*f;:F.(?13Ài.ua:ÊàIî=(?93),.
x3 : 8I3§H?',;hEI3'?36â91 ) â.Ê:lîà',? ,Lt??) ' pLAcEs
47' crucifix: wheÈe (463)' detairs (268)' 150. Acid pool: r"rhere (2341. details (3oo).
48. Daocler: where (338)- details (4441. 151. Alchemist's Sanctrim: rihere (24L); details (340).

Éô: ffi§$;l'r,HlFâ1iÊ?ÿl:.ÊtlîiÈ118îïl' 15?. Beautj.rur. Room: ,nere (aâ7èairdsr?ààBr(3e6).

cl: BiâTi"xl;Èè,t?8ii:isÈiiiiêiteell: 1s3' Bone Room: where (273)

53. biààoiiËi-Ètrèiâ-t5odi.-âêËaiié-tàosl. 1s4. camelot: where (?531, -details (374).

Aé: BisËiâ;î.;;Èls.È;i;f9,;:È:iîi.i,iiï:, ili: E*!r;:uxt:ü"[],*ÀéTË:T3ilT.lâgiàr+u-(sos)56: üniËIËËi:"iitièie'iioâi.-àèiâiis'ià6â\. 1s7. ca5i Dü;,i wËèrô'rzeBli.da:ràiî=(?u;i , iiÉ, Efisriitt§iÈ;l??§i;,|3ËËiliiliîài;,:l1il."58' Dwarf: where (1 160. circulâr Lamprit noor:"iùËiê"ài6î'.'detairs (.374).

33: EïËïsàî;s"F8â8,(*fl31a ?:gôi)=ué3:?i; «ruo . ïEL. 8I$ESï 8f,"Y3riiÎ8i.'*â3[3'{3',?à52î:'"ilu 
(zse) '

61. Fan: where (le8|,.d8:eà1î.(1:;À,. 181: BÊ[["*Ë8"fiàîî: ïHEIE [â39]: g8tâiïB [33ê]:62. Fire: where'(1763' Flashino Liohts: where (2741' details (397)' 165. Fantastic chamber: hrhere ,23:-l. detaits (374).64' F!ask: üheré '?lll."3qlîiÈ:,{6iTl: 165: Èiâ;Ëràô-riôËtËi-;n;;Ë',\glii.:lÉtiiiEÈii*it.:'65 - Ëror: : where (29
Ë6: iiffiiiù.i";ËErè'(5â2rl'àËËâirÀ"iâ6sr. 183: Fàîî9:u"fËlÈ"tàr6îi.Eu."rr= (43r.).
67. Gas Mask: ÿrhere (2441. details (433\ 169. Foreêt: where'14tr9), -details (2391.
6ô. éàIe'j-wiiéré"ii5sil'déiaii;-?3dsi.--'' 120. Foise: where (350). details (4s1):
6e Gian'È: where 

"i§il,ltïiËïl:133Éli+s (434) iià,Ei§Eï,iiïî*;,ËlE;t,lâiit;.ËEiiilî,l3iil'
70. Gloves: where (
71. GLovrino Soherei72. GiasueË: fuhere (363). detaiis (2921.
73' Gratino: where l?9uà;.3iT3i+5r{1:u)' 174. Herix or He!: wheçq- lz2zt. details- ,ss).74. Grid: Éhere (18i5. ëiiii:";Ëè;e'?i56i.-àèiâiïs'ii6rt. 175. Hospital: where (2781. detairs (23e1.
i6: ë;ûêi'"Ëëià-ràâIii'aËEàiîË-r3iôi i' 176. Hou§ét where (235). âetaifs (324).
77' Guardian: whère (466t' detairs (472)' 178. Kenner: where (383), details (386).
78. Handle: where (233), details (349\. 179. Lake: where (330), details (356).
79. Healer: where (151), details (340).

3i. iliiîlisËi:HE,Êri;iliiilliiiiii+li3+3'f igi: üiffi;-flf;tU"tigiiiiâilili§EiiiËiÏdîïiài'= 
n'n

84 ' Ker I r: .where t'T1)a.8:tîÈ'ir{6T?) ' 185. paradise.: where-(323)-. dtetairs (331) .85. Key: where (233),-details (339)' 186. prain: where (373), detairs (333).
86' Lamp: where (1e2|ir9"58tàir{'?ZLn, 183: 833À"T5,o;f,3;""?aigrj'33};t13'iàà3r(300)'87. Lear,les: wherè (88 Lioh'Ls 

',"'"=n'"g}: i!9ii:é33ilir!'Tliii 
(3e7) 

iâi, ili§sËlsi*Hi:1fuÉÉâîlât?i:lÈËEriirîlee;r
89. LiËe: wliere (18
90. Linen Shirt: 'hrh

91. Maoician: where (272\. details (359). tg2. f,uined Stone House:'wheie (235), drltails (324).
92. Chàin MaiI: wherè (2441. detailÈ (3761.
65. ùânâânà:-ôËeië-Îieii;"âtlAài:-43??ii;"e24). iBi: 8fiâîlyi,E5.oÀElfiTY;hëlE:i,64îi,arBSTiÈli.{319)94. Man in the Moon95' cà' Mâsx:-whèié-(2À41 ' ôétaiis (433r' 195' stained Room: whqre^(370)' detairs '(z3e)'96. ùèàt:--wiièrê--I3lzil-âéÉairÀ-?Zôsi.--'- 196. Stairwav: where (4s2), detairs (416),
67. Màààirïiinl*wÈéiË'?a7iÿl-âétàîié'izszt. 197: Stiân-filted Rôorir: .whêre -(322)..-detâil§- (333).
98. Mertin: where (154). ôêtails (3521. 198. stunninslY Fantastic Chamber: âEEâîrjrià)il.ee' Metal Gate: whe6e.(â38àrr3t?36àÎ-('ou)' 

zo0. rinv passaoes: r.rhere (486), deraj.rs (424).100. Mole: vtt:.ere (22
iôi. iiôôn'ciïàtàri-wtréie-iàdâ1] àétàiis (47s\. 2ôi. 1ôii6 ôf-àÀ-nvatat of-Littôi Muurdox:'where (436t.
îô2. iiùmi,iyI-i,Éè;ê'tii1i. àôtâiis-iàa6i: '-'-'' 2ô2. iôwèr:-w[ére (22e). delails (47çr,- 4e!.eils (476).

ISii Uugn*":mÈ;iEl:'1;13i9t;.8:iiiri;rEi1'} ' ',8i: llif,îsn',XÊH}';nEl:'?,§âT?)a"83iîà'?,18ÿ1'}'
105. NeckLace: where (479\. details (26». 205. Underwater Traÿel: see (445)
îô6: i,iè;rli;à: ;iièièrÀiÿ?,;"È:iiili,i3i?,. Z3t: VSTà:JEôÈl.EÈt:t**à;."t8ât;jrâ3larîS.?àÈB)!,un).107. Nezzon:-rdhere (

108. oir: where (2e6). details (31s). 208. ÿreII (Blocked): where 
,{333) tn8iT:'à:.i1î3) i445).1ô9. ôÿ-ter rungu-: i+heie (3À2).-details (3e3). 

3î3: #i*à"(839Si-§È:l3uliuât. derêirs t3 .,.._
ZII: Hilf,ÿ-35gis'*zii;'ù*f;âi.(?38Ài . 

u8!Êàiî'(??8ài 
.



ÀNSWERS

220. Monday on teLevision.221. llear to ward off (134).
f,ll. \cros_s tlrqr, chasm, '(158) 

.223. Inside (121).
224. Ànswer his iiddles to reach(185).
ll§. lxtinguish it. See (243).
226. Treasüre.
227. 1l the-Wardrobe, northhrestof (160).
228. SW, 'Sw,'W from (160).
229. W, S from the Môund.
,ro. 

Tliâ, 
(102) is present. see

231. Beyond the Acid PooI.232. Rubber. See (249).
233. Examine (38) -234. E. S, S. 'E from (174).
?35. South of \dhere yôu start.236. On a cloud.237. North of (158).
238. In (203).'
239. Notliing' special.
240. Due south of the Bone Room.241. Down and due east from theGreat Ha1I.242. Bevond the Pale.
?43. Usè Masic. A spell or (25).
244. Bevond-(137). '245. Gailic keeo§ off (140).
2aQ. Eint:, read'(30). See (257).
247. Search ( 87 ) .'248. Àttacks. Sêe (255) to avoid

t-hi s-
249. tlear for insulation. See(260).

302. Eat it to carrv more.303. Dio at (184). -
304. Dué west of'the Great HaII.305. Ooen the oate with (85).
306. E: E, NE,-N from the Câstle

Entrance.307. SE, E. E from the CircularLamolit Room.
308. Apoèar çrhen vou take (101).
309. Çirte. Alnrost'worth t,9.95 by

itself.
310. Yeucht311. Don't CROSS the Line. See(327) instead.
372. È. E: SE, N, E from the

Castle Entrance.
313. E, E, SE from the Forqe.
314. U, U, NW from the ChiÉney.315. Plavs no Dart in the oamê

becâuse Aèoinall foroôt it.316. Fordet the'Dial. See-(281).317. Sevéral obiects Droteèt vôuin combat.-e.o bï absorbinoblo$s of ÿ>ur"opÊonent. Seé
( 32.9r -318. Droo'in (187).

319. À vèrv effective weaDon.
See (328) to carry it'.

320. Verv litei:al. See (311).
321. North of the Lake ôr Nôrth

and NE from the Pothole.
322. From the east end of the

Great HalL, qo D,E,S.S,D.323. Comino Soon.-
324. Leave-treasul'es here.
325. l.lhen creatures ,/ people are

killed in combat,-thèy mayreturn as ohosts and âttaêkaoain. Killino ohosts oains
Iittte, so "rün-awav" ifvou can. To avoid cieatino
ôhosts. see (337)

326. Àbove the Fiie. See (335).
327. Rub it out.328. tlear (70) first.
329. Ring,'Shield & Chain Mail.
330. S,E,N,N from the Pothole.
331. Not in this oame.
332. Shrink. See 1353).333. Nothino soecial.334. Ooen tHe Safe. See (316).
335. EkÈinquish it, see (243),

then tackle the GriII.
336. W, S from the Straw-Filled

Room.
337. Àvoid fights if possible,

and see 1358).338. N, E, l,M. w from the Mound.
339. Unlocks the Gate.
340. Buv evervthino. See (351).
341. EIêctrified. §ee (357).
342. In the Lake. See (356).
343. Tou ca.i'i. rise maciik if anviron obiect is neàrbv (on -

the oroünd/ carried/-wôrn) .
If màoik fâils. examine all
the o6iects around, drop
anv thât are iron and môve
awây before trying anothersoelt.Note that weaoons or
aimour mav be made ôf iron.

344, Trv a oruêsome adventure.
345. !rôm_t[e Mound, go N, E, U,

U and N.
346. East of Flashinq Liohts.
347. Its hit points,- dodge etc.are set èoual to vouÈs on

entry. Seé (354).-
348. Wear-it to protèct your

skin from (39).
349. Put (78) in (81) and turn.
350. !'rom the Pothole, go D, SE,S- E and tl.
351. Çive.NeZ?on three objects.

See (359).
352. Mv hero.353. Eâr (104).
354. You can bias the odds. e.obv usinq {104), (114),

aird (120) DroDer.].v.
355. Àxe.'DaoôeL. Sworâ & Maoik.
356. Drain iEI See (349).
357. Wear (L44t.
358. Dispose. of. thlngs properly,

noE bv oruEe force.
359. As usèlesr: as possible.
360. Appears when vou enter the

Rôôm of MirroÊs. See (3.{7).
361. This is not a qame whêreyou win by atEacking everycreature You meet, becausetheir ohi>stsmav return tofioht aËain. Eoûio vourself

orôperl.r' for ccimbàt'with
àrmôur 13L7) and weaDons(355). Îf vôu decide'to
fisht with-masik (CAST zAP)
clo not carry Lron hreapons
etc. Note that vou cairretreat sometimês and that
it's a oood idea to use(114) if badLv iniured.

362. Ërom' the CircûIar-Lamolit
Room. oo W. SW and N.-

363. North ôf the Beautiful Room
and south of the CrYot.364. w and Ni.l from the Môünd.

365. From the Windy Store Room,
oo D. E. E. NÊ.366. In the Sanctum of Alchemy.
See (340).

367. Remove it with (45).
368. l.l of the Straw-Filled Room.
369. Mostly harmless.
370. From the east end of the

o§
Great Hall, qo D. E, S, S,E, S, S. S. D:
South of the Stairway or NW
of the Great HalI.
Behind the TaDestrv.
West of the Môund.'
Scenic.Tackle vour reflection. See(360)
Ùncoftfortable iron armour.
Wear (90) first.Kills anv sinole creaturepermanently (fheir ghost
àoes not rêtrirn). "
A musicâI.
See (326) andl (75).
Maoik does not work if iron
is-oresent. see (343). All
spells require erierç1ÿ fromthe castef's bodv, Ëô vouIose 1 "hit ooint" wheÂever
vou trv to càst a spell,
ôhetheÊ or not it wôrks.
Each soell is associated
with a- oarticular obiect,
its focùs, and wiII- onlÿwork if vou have this. Thts
if vou wânt to CAST ESCAPE,for'examole. vou had bettercarrv thè dulêimer..See the
oame'cover for details.
ülear for protect,ion againsE
heat. See'(135).D, E, S, S from the east
end of the Great HaIl.
From the Stai4ed Room, go
N, W, N. N and E.
Grows a bridqe. See (395).
Grow a beansEalk. See (9).
KilI the doo. See (405).
Drink it. Sée (407i.
Normallv this returns vouto the êrassv Mound rohete
vou start. Sêe (406).
Drop for a free'ExtinguishspeIr.
Explains how to deal with(102).
Inseit the Pills.See (399).
ImDl-acablv hoshile. Just
abôut the'only creature you
can't avoid fiqhting.
Examine it.
Droo it in the Lake.
Drob it beside the Chasm
and'see (409).
PIav the Dulcimer.Extinguish theryr, -Drop (25) .
Read it. See (390).
Gi';e the Meat to (52).
Read it when vou've taken
é31),§8u§f" right Place.
CasÈ-EscaDe white ho] rli.ucthe dulciirer. See i3ôô).-
DroD it inside for (71i.
E fÈom the Circular'Lamplit
Room.
Take the Acorn. See (395).
Poison the Meat. See'(391) .
i.lhen cast on the Mound. itreturns vou to where it n'as
used befôre. Thus it can beeasilv used to ferrv thinos
t9 anô from placed ôeep iÉthe caves.
Restores Your "hit Doint.s"to their Start valuès.
Pi]1s, see (111).
Read the Scroll.
Everv other thino in (4221 -
Open-with care! See (42O)'.
ÀIkali. See (113).
Maqneti-c. See (423).
SE'of the CrvoÈ.
Ero!-_the -Tllrftish Bath, go
W, SW and N.
Give Xiiz a treasure. See(425t.
Èrom'the Chasm, cro w. w, Sw
and NW.N, E, S from the Kennel.
Due east of the Mound.
Wear the Gas Mask.
Rouohtv NE of where vou
staÉt,'bevond the Meta]cate or nôrth of the Lake.Silver Bars, Black 8a11,
Book, Box. Brooch, Cloak,Iron Coins. Crucifix,
Crown. DuIcimer. MedaIIion,
Mermaid. Necklace, ODaL
Pear1. Diamond and Efrrerald,
wave it in (208).
Stretch the Waders.(30) is best because vouèan'oet it back easilÿ.
Take"the Red Moon Crvêtalto the Ruined Stone House.
North of the River Tunnel.
Use to move the GriLl.
PIav it, see (152), and use
it tor Magj-k, see (10).

§f§r' N$, from the Bone Room.
Yôu want to drain the Lake.
See (38) and then (349).
The Cruôifix comes'in handy
and see (447\ .
Wear it 'when handling (33)
and see (4451.
Provided-Iight.so long as
vou remal-n rnsl-oe.
ÀcceoE his offer.

37L.
372.
373.
374.
375,
376.
377 .

378.
379.
380.

250.
251.
252.
253.
254.
255.
256.
257 .
258.
259.
260.
26L.
262.
263.

264.
265.
266.
267.
268.
269.
270.
27L.
272.
273.
274.
27s.

381.
382.
383.
384.
385.
386.
347 .
388.

389.

390.
391.
392.

393.
394.
395.
396.
397 .
398.
399.
400.

401.

402.
403.
404.
405.
406.

423.
424.
425.
426.
427 .
428.
429.

430.
431.
432.
433.
434.
435.

286.
287.
288.
289.
290.
291.
292.
293.
294.
295.
296.
297 .
298.
299.

300.
301.

Not in this oame.
DroD (115). -
Exainirie (66).
Possiblv'at' Cadburv Castle.
See (250)
llhere vou start -Wear (â1).
In the Grassv Plain-
Sav Ol.Iabin. -
WeSt and due South from the
Foroe.
Sceiic trriu n615inn special.
Prot.ects you in (182).
Fifty per-treasuÈe, see
I11): iùith bonusses (275).
A treasure.
Arcade oame. Win everv timebv crouëhino at the lêft ofthe screen ànd treading onvour oDDonenE's toe.
Search'them.Light the Lamp and carryit] or use (130).
Ti'easure niade oi Iron.
Çont.1!ns eir. See (12).
ReDelIs the Vamoire.Liluifies the Zômbi.
Eat it. See (279).
A red herrinà. Sêe (2871.
In the SarcoÉhaqus.' Sêe(277r.
tl, S: .SE, W from the Straw-FilLed Roon.
S and E from the Red Room.50 initially, 200 for theùrystal -1-per SAVE, -10pei death, olus fiftv each
for the achievements-tistedin (285).
SE of the Stained Room.
Read the Book. See (283).
South of the Straw-titIêd
Room.
You shrink. See (288).
You orow. See (287).
Turn-(121) instead.
SAVE and RESTORE are likeany other. spelIs. .They donot work if iron is nêar.
Drop any iron qbjects that
vou mav o$rn ând move awavtrom them to a place wherêthere is nothinà made ofiron. Then SAVE-and RESTOREwiII work OK. (Examine
thi4gs, e.s "EXAMINE AXE",to find ouf about them).
Sav Obis beside (]-22\.'
l.teâr it to dodqe-better.
Each treasure 6wned or in
( 176) ; ent ering the . cqves ;reac[ing (189)l reviving
Kçflf ; Eridqe' building; -
killing Mumfiy and Ieaüingwith the Crv3taL.
§W_a4d S frôm the Forge.
Bad for vou.
And can üse (137). You losehit points, tempôrariIy.
Spectacular scehery.
Dio.Àn-iron weeoon-
Àvoid this.'There is nopoj.nt in fiohtino it.Part of the-Safe]
SE and E from the Crvnt.Lioht it to see in thedaÉk. See l$l-.F:i.ü'lttpué noiui ôi' thê-cfÿÉtl.
Nowhere.
Buv it.
Saÿ Satarh and visit the
Hoùse.
Drop (4O) to neutralise it.
!'leaË them to carry more.

276.
277 .
278.
279.
280.
28L.
282.

407 .

408.
409.

410.
477.
472.
4]^3.
4L4,
415.
476.
4]-7.
418.
419.
420.
427.

422.283.
284.
285.



436. Froryr the Tuçki-sh Bath, goÿt. Sw. N and 1.1.437. 9rest of the Dark Junction.
438. UD and due North from the

Stained Room.439. South of the Pothole.
440. Due north of the Beaut1ful

Room.441. Brino the Glowino Snhere.442. South to the StoÉe House,take evervÈhLno and oo backto the Moûnd. See (450).
443. In the Box. Take carel
444. A weaDon. Àlso needed for

ZAP. .
445. To survive underwater, you

need (64) . (67) and (139).
446. Sav Ollabin.
447. Beÿond the cave lake: SE,

D.'tI and S from theBeautiful Room.
448. Inside the Bottle.449. Capture the Wind.
450. To the Lake: E, E, S, E, N,

N and search the Bushes.
See (458).

4s1. là91È 
(69) and extinguish

452. lnside the Marble lower,
leadino down t.o the Maze.

453. From the !üindy Store Room.
so D, E and SE.

454. From the Stone Kennel go
N, E, N and l.l.

455. Wave (82).
456- Bribe'thê Giant.
457. Bribe Mandana.458. Insert the Handle end turn

it. See (468).
459. Wave it to cfeate a greaL

$,ind. See (471) .

460. In the SarcoDhac\ls.
461. verv literal'. Sée (311).
462. Thrôwit to-extinguish the

Draoons'fire.463. EasE of the Metal Room.
464. PIaY it for (32) and use as

a fôcus for Escape. t\ t*
465. Trv the Fan. See'(4*&)iT5?
466. St.,'from the Treasure VauIt.l
467- În the Blocked iieil. Use(82) to oet thehr.
468. North onfo the drained lake

and oDen the ovster. N and
sw to'the Metal Gate and
onen it sriEh the XeY, Noh,
vôu have access to the
frhole castle. Good lucki

469. To survive under water, see(12). Or take the Bottle
ànd'see belo$, ({70) .

4gO "T&,G (for blocking

470. Fill with water for KelLf.
aZt. Wàve to defeat the Dragons.
472. Keep clear if You have-the

Eme'raId.473. FiIl the Bottle hrith water- -' ànd oive it to him.
474. Co SE, Sw from the base of

the Staircase.
475. Take to the Ruined SÈone

House to win.
476. Sàv Ôbis to open it.
477. Êr'on the tlindÿ Store Room,

oo Down and düe Sôuth.
478. Àl-1 over the place.
aZ9. rn.tfre Chimneÿ, beYond the

GriI].
480. Absorbs hostile blows.
481. See (369).
.i62. Éiôm'thè' Circular Lamplit

Room. oo SE, E, S and D.
483. ouite 6io. See (1).
484. East of the Flashinq Liqhts

and guarded bY Dragôns.-Youneeil-(61). -
485. Sav Humakaat to enter.
486. Below the StairwaY'
487. E. E, SE, N from the Forqe.
488- south of the Vast Circulàr

Lamotit Room.
4S9. Fioir the.Pothqle, go D, SE,

and contlnue Dohrn.

Ford jobs at Dundee)".

ERRÀTA FOR RED MOON CLUES

make the following changes in the c1ues, above.Please

Entry

25
282
295
380
459
ÂîÊ.ÈUJ

Change

(199) should reference, "East of the Dark
In this version, SAVE and RESTORE are just
Add, "Examine it".
Add, "Examine the Lamp (86) for details".
(472) should read (47L).
(47O) should read (459).

Junction".
commands.


