
by Peter Killworth
author ol'Castle ol Riddles','Countdown to Doom',
and'Philosophe/s Ouest'.

'Mirror
Maze'
Tent

'Calculator
Game' Tent

There MUST be a
magic bean around
here somewhere!

But what will
Mum say it we
go home without

Forest Road Entrance

At.l81ftAD
{:Pr.-r 464rJ
Ê.c,4 61?A

A MATHS adventure
for ages 1O to adult



GIANTKILLER

co TENIS

I ntroduct I on

that ls an Àdverture Gàne?

Chlldrên. anil GIÀxrKILlER

Proglarû culde and Hlnts, by

Locatlon of all obJects and

Pètèt x!!lrrotttl
f!easuteE

page 2

page 3

page 5

page I
gage 24

Page 9

Pàge 1l

Page 12

Page 1{

Page 15

Page 1?

Page 19

Pàge 20

ILLUSlRÀ1I ONS

!1ap 1- The vl llage

Hap 2 - outslde the Glànt's càst.le

Nâp 3 - Insid€ the clântrs castlê

ap { - the clant's ir}vel.l
xap, 5 - The clant'E têà-towel

Hap 5 - lfest of the chàsn

Itap 7 - Unde! the farrnàouse

Itlap 8 - Thê 'Patttttons Haze



GIÀNTKILLER ls baged - loosely. and 3onevhat tongue-In-cheex - on thetale of Jack and t}|e Beahstàlr(. though thts does;,t nean that Lt,s agâne fo! chtldren unaler flvel It ts squalely almeil at the 10 to 1,t agegroup. although Inany older chlldlen - àr|d plenty of aalulEs _ neveal.leady_found the gaûe charnlng. the puzzles chailenglng, àltttsucceseful. conpletlon à rewardlng and satlsfylng exp;tl;;ce. Inaddltlon to p!ov1dln9 ch!1dlen vith an arnuslig dlveislon tron
'ord-Inary._nlâths and tbe oppo!tunlty to pàrttatpàte tn rtûportàntl
p!oblem-solvlhg actlvttle3, cIÀNTXILLER providei ô flanerrork fot theteàche! to o!ganlse hIs o! he! clàss!oom teachlng th orlglnal \^ràya. orfo! the pàrent to enjoy sotne ,modeln hàthehatlca; wtth his or hetoffsp!1n9,

In GIÀNTXILLER you take the role ot Jàck - o! Jàckl.e _ anat flndyou!self rLÈh the horribl.y bo!ln9 but tnescapabl.e task of golng totnarket to buy a p19 - Hun's orders! Unfoatunàtely not even Ehe groat
she. gives you can get you one - they,ve all bèen solal. So - bei;9 àJàck o! a Jackle - you,re faced vlth two alternatlves: 9o hohe 1ndlsgrace. or glve ln to the temptatlons of tbe rîarket saàIls on shich_ with a blt of luck and some cleà! rnàtàerîattêâl thlnking - you,ll beable to cohvert your gloèt Into ô penny, then à guIneè. Éna ffnallylnlo è nàglc bean. your goàls then ale to exp.lore evelyvhele and to
-tl"9.:t1. the. treasures; only by keeplng them clearly l; tntnd wlll you
De ôDIe !o attaln the mâxlmun score of 250 potnts.
À11 of the puzzles ln cIÀNTKILLER are solldly baged on mathernâttcàlactlvltles..tn the ea!ly stages of the game these a!e mostty tled toactLvltles that chlld!en in thls a9e group should have met: calculato!rrork, sinple spatià1 investigàtions. co-o!dinàtes, àndl so on. Às theplaye! prog!esses through the gàme. the puzzles grâduatly become tnorecomplex and demandlng: tesselations, topol.ogy. and _ rnosi lnportant ofall - lnàpwo!k, tn addltton to tnt!Iguln; tfméTspace pvzzles, ln whlchyou .ea]ly do have to be in the rj.ght plôce at ahe right tlne.
The !est of thls booklet provldesi an lntroCuétIon to 'adventu!egèmlhg' fot those nev to the exfterlence; some ldeàs on ustnq theprograrn wlth chj.1d!eni and - unusuè11y - à cornplete eolked soluùlonby autho! Pete! Xil-1r,orth. À1so in thè pack ls a letter for childrenf!onr Peter, a Ij,st of the cornhands that GLÀNTKILLER vIll accept, a hàpof the player,s home vlltage, and à set of uo.k,/actlvlty sheets forteachers/parents to ls3ue at thelr dlscretloh,
Flnally. a wold of rrôrnIn9. I,tàny chlldren ale notortously good at thlsso!t of game. Thelr excltement can Iite!aI1y sweep you oif-your feet.You'd be wlse to get to knou lt well youlself, beioie you l;t them

INTRODUCTION
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What is an Adventure Game?
Ifhat ls an adventule game? It,s probably qulcke! to explôln uhat lt lsnot, Here you wtll find no aliens to zap 'rtth the touch of à key or aJcystlck; no mlnd-numblng repetltlve muslc; no tt,elve-year-old ilzarClof the keyboard scorlng à lnllllon ylthout a stqn of a bràln cell.
Insteaal, you càn proceed at a pace thét sults you; you can Leâve the
keyboald for a cup of coffee and a Iong thtnk, (Ànd you này need lti
adventule gàmes ale lntelilgent, and expect thought ln leturn. )

Inslde àny advehtute gane you'l.L flnd a r,orld created fot your
enjoyment. It may be a fantasy norldi lt rnay be closer to home, set Ln
the p!e-!rar houses of Greàter London; or, às ln cIÀNTKILLER, setpaltly In the Glantrs castle at the top of à beanstalk. The woal.d rl.1l.
have ru1es, Ju3t has the real uo!Id does. you won't knor these ruIes,
ànd flndlng out about theh Is one of the chalhs of playlng an
adventure gane. You'I1 have a goal Èo achj,eve. This. too, cèn vaÈy. In
one game you might be taylng to prove your llghtful lnhelitance to a
throne; ln another to legaln your memoly; or slmply - as ln à
chl.ldlens' adventure 11ke GIÀNTKILLER - to collect as mucn Eleasule as
poss I ble ,

But achlevlng that goal wIIl neve! be easy. puzzles, valylng from the
easy to the nind-bendlng, ,/111 block your uay, Sometlmes you,1l
discover àttê! a \reek that you badn,t solved a puzzle you thought you
haal - and Eeel thèt eày agaln a week later! There wlll be other
lnhabitants of the vor]d. nost ot !.hom wlll be thete to hinder you.
The computer wlII becone a rpuppetr, an extenslon of you, It r.Ill ect
as your eyes, hanalE, and ears, But your11 laptdLy stop seelng 1t as à
puppeti YOU ûIll react as l! the evenÈs ln the gàme hèppen to yOU.
You'11 say to yourself, ,If I don't get out of here qulck that clant
tnouse wI11 take ne for cheese,. It,s thls personal lnvolvement thàt
glves adventure gànes thelr speclal flavou!.,.
lfhen /ou buy à noveI, the lêadIn9 charactets èhereln Inhablt a yorl,d
ànal hàve goal.s, Àn adventure game Is someehôt llke a novel - but
ràthe! an lnÈe!àctlve novel. Have you eve! bought a book and vlshed
that the endtng had been dlfferent? fn an adventule game, you havê the
chènce to modlty yhat happensi wtthtn litnlts. you can explore where
you wl1l., and tly out actlons you would shlrk fron ln real 1lfe..,
You probôbly also donrt buy novel3 to 3ee à collectlon of
llluctrations. Nor wlII you flnd many ilLust!ètlons tlr 6IÀNTKILLER.
Instead, chlldren wlll flnd lrtelate ùext, r'lth desc!Iptlons that can
conjule up lrnàges às stlong as those ln plctures. Xàybe thls ls the
iay to get reluctànt readers read!n9 agaln,,.
so holr alo you go àbout plàylng àn adventure gàme? Letic auppose you,ve
got GIÀNTKILLER runnlng. Your 9oàl ls to explore everyvhere and to
collect as many tieasures as you can flnd, 30 that you ênd up plth
the nàxlrun number of polnta.
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Ifhen the gane hae started yourl.l 3ee gomethlng on the scleen llke
thls:

You ôre Jackle, a bold young lâss. Your Hurn has glven you a groat
to buy a plg at nalket.

You are standlng !n the garden of you! house, the entlance of
\rhlch lles northuest, the !oad ls southr fo!e3t blocks the othe!
exf Es.

lhe f1!3t thlng that r,11.1 strlke you, lf yourve neve! played an
adventure gane before. ts that noèhIng rllI happen unle3s you
lnteract wtth the game by typlng somethlng. Reactlon tlmes are not
lnportant here. The r:' syhbol ls called a rpromptr. It tells you that
the cornpute! Ls waltlng fo! you to teII tt what you want to do. To
tâ1k to the proglan you don't need to knor any speclal. keysi the
standard QWERTY keyboard \r111 suffice. You nust coûnanCl the p!ogram to
do somethlng ln !eèsonable, short Engllsh ph!ases.

what would be à 3ensIbIe thlng to do flrst? Since your!e supposed to
Iocate and collect a1l avallable treasute. It mlght seem 3enslble to
have a look aaound your house. So how do you te11 the computer that
you want to do that?

Varlous posslbllltles cone to ml.nd: EIITER BUILDIIIG, or ENTER HOUSE, or
GO IN, llÀLK lll , EllTER, or INSIDE. Sone - not àll. - of the3e ri11 vork
ln GIÀITKILLER, The computer may reply, 'EH?r (r,hich means It alldnrt
understànd the flrst vold you sald) or 't don'è urderstand tàat!'
(lrhich usually meens lt didn't understand the second eord you said).
By and large, ûovln9 around Is easlegt If you stLply glve à d.trectton
(eg a conpass dllectlon 1Ike NOR?H, or a rstandardr dllectlon llke UP,
or OUT) though many othet veislons and abbrevlàtlons ale often
undelstood. Hote to the polnt, ehy type ENTER HOUSE uhed Just IN nay
do? (Werve provlded a llst of most of the voads that the côûputer
unde!stands ln cIÀNTKILLER. l,to!e conpltcated adult adventures
understand many lnore uords and much more conplex syntax.)

You uoô't find much of lnterest ln the houae. there's à tlapdoor
thàt'5 always puzzled you. becèuee you! nother never lets you dol'n
there. lrten you've flnished explor!ûg the houae, uhy not hàve a look
around the gèrden? The sorld of GIÀNTKILLER ls r,àItlng fo! you to
expLole lt, and the nlce thlng about GIÀN!(ILLER o! .ny other
adventule gane Is thàt nole thè4 one playcr càn play lt at a a tlmei
Indeed tvo nlnds nay vell be bette! than one.

9e hope thl3 short sêcÈIon has glvên you àn ldêa of t,hàt àdventurê
ganes ale all àbout. The only !eè.1 way to ftnd out Is to 90 expTotlng.
ghy noè sltp that dlsc lnto the d!Ive rlght noy.,?
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Child ren ano GIANT KILLER
ÀItàough thls sectlon Is nàlnly lnÈended for teachets, pa:.ents nayveli flnd nldny ot the foltoylng tlps ànd ldeas useful ln tdckllng
GIÂI{IKfLLER l,lth tàel! orrn chi.ldten.

I Stretcàlng' Indlvlduàls

GIÀNTKILLER ls not lntended iust for mole ôb1e chlldten. It has been
trlèIled wlth chlldlen of à11 abllltles. Indeed lÈ has oftên been
notlced that chlldren who ftnd rordlnalyr ûaths dtfIlcult are able to
tackle such adventure gànes wlth gusto and deltght. although they need
help, of course, \rlth many of the puzzles. It is thêrefore a
parÈlcuIa!Iy useful neans of châllenglng all chlldren.
Àlthough, In oul oplnlon, GIÀNTKILLER ls bè3t tàck1ed by mole than one
chlld at è tlne. some teachet3 have achleved great succegs In
notlvatlng partlcula! tndivltluals who. for one reaeon o! another, have
been requl!ed to tackle the adventure on thelt own. Thè best stràtêgy
fo! thls seetns to be to llterally thlov them In at the deep end. They
coulal be glven the leÈter fron Peter Klll.vorth, the map of the vIIIage
ànd the vocabulary 1lst, be lemlnded oI the origlnal story and,
flnally. be told that cIÀNTKILLER fol.lo,Æ thls story only loosely but
that, fron tlme to tlne, theyrll maybe dlscove! shàt to do next by
thlnklng back to the orlglnal story.
Peter KIlleorth's step-by-stèp notes (sectlon 4) glve lndl.catlons of
!,here chlldren ale llkely to cone unstuck. Usuèlly the falry godpe!3on
can be relled upon to glve some sort of neantngful, asslstance, but the
chlld worklng on hls or her orrn ls llke]y to need - dependtng on
àblllty, o! coursê - a lot of support and back-up. lJe suggest that the
soak/àctlvlty Eheets àre j.ssued Èo the cblld onl.y lf helshe Is ftndlng
à puzzle parti.cularly hald to solve or dlfflcult to recoÈd.

Ho!. Iong should a chlld eork at the proglam? Trlal3 sugge3t that
chlldlen càn concentlate on lt for great lengths of tlme, but
soireehere betreen half an hou! and an hour seems optlnat. Àt thlgpolnt the game càn be 3aved (so that lt can be !êtulned to àt a later
alate). Àlternatlvêly thc chlld can be told to ,take è breèk, r,hen
he,/she comés up àgalnst a partlcularly dlfflcult or tlnê-conaunlng
problem. Àgàln, thê qanc ahould be 3àved, and the chlld can Èhen 1lork
at the problen bèck at hls ot he! desk.

Ëa'ty chlldrcn cnjoy lccplng a dtary of thclr ïolk, ('tàls Ir r.àat
àèppêned to rc toatày... '). Àll lhould be cncoutâgcd to hêêp ôn
accutàtê rêcold of thè puzzlês thcy coma acloss, and of thclr
solutlons.
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Gt oupvork

Ife have tound thôt the optlmum slze of gloup that can efftclently workon GIÀI{TKILLER aÈ a tlne Is 2 or 3, The gloug should be expected tokeep a dlaiy of lts ,goes' at GIÀN'KILLER. ihls could tàke the formof: a collectlon of textual descriptlons of the scenarlosi rough and,1ater, 'fal! cople3' of the te!tlto!Ies explored; and, flnàLly; clea;descrlptlons of the puzzles eôcountered anà the solublons lound, Thts\rorj( can profltably be sàated betueen the membêls of the group.

The strategy for getttng the group golng should be - agàtn dependtng
on ablllty - nore or lecs the same às outllned above for uglnq thêprogram elÈh a slngle chlld. ?he r.o!ksheets, màp3. letter àndvocabulàly llst can be freely copied for eàch chiId, InsIst thèt thèy3tudy ihls documentatlon before they stalt the progtam, The eholeclass can be 3hown hot/ to get the proglem start;d ;nd hoy to load àndsave games,

lJe st!on91y advlee, howeve!, that the eorksheets ale 'he1al back, flomthe grouçr untll they start flounderlng on a problem for whlch a sheetls èval]able. lJe say thls because ee,d much rather chlldren ln.rentealÈhelr ol,n lJàys of tackllng puzzles and recordlng thelt attempts. t{uchvaluable leàrnlng càn be got out of spendlûg a ie, tnlnutes stth agloup looking àt the strat€gies they àdopted and. lf necessàry,3ettlng them on the !Ight tlack and tssutng the worksheets If they are
hope less ly stuck.

chlldren uslng GIÀI{TXILLER can be vely pelsuaslve. rcan ee àave a fetJ
more mlnutes, please?, tte,ve found that It's best, fron the outset, to
91ve them a clea! Indlcàtlon of holr 1on9 they côn have oô the conpute!
'thls 90r, and that !t ls best to ÈalIot thls to the nember o! theg!oup l,hose concêntlatlon spàn ls 1eàEt.

GlÀ.lr?r( ILLER vetsus ?he Class,

In thls sectlon re tlescrlbe the uay ln !,.hlch one teacher usêd
GIÀIITKILLER wtth a clàs3 oÉ alound thl!ty chlldlen. lte sas Lucky tnthàt he vas able to have the cotûpute! In hls classlooil for a peilod ofseveral reeks, The progràn uas lntloduced to the class as a vhole.lrhên they heard that they yere golng to play a naths gàne besed onJâck and the Eeansta.lr( thele wele hoots of laughte!. ihese 11 yeatolds thought tt vas golng to be à rclnch,...

Thls lntroductory sesslon con3lsted of: gettlng the class to, brtefty,re-teIl, the story; shoulng them hoe to 9et thè p!ogran sta!têat;
shoulng then hoe to SÀVB and hou to ûrovê àEound Èhè vlllàg.; andspllttlng them up lnto groups. À lota ras establtshed, dràrn up anddlsplayed, together elth à chàlt on vhlch groups tlck;d oÉf thel!rgoesr and !ecoldêd thel! scores.

lhen, shlle thc rêgt of thc c1às3 got on stth soncthtng cl3c, thêfIlrt gloup got 3tàtted, the têàchê! by thel! stde to ieatt thén
through_ thelr catly movca. thts ua.tn,t teally nêcêssèry, but tt helpcdto.atablt3h a lcnre of ordêr at thê rDàchlne. Thcy kept havlng to'rêstôrt thtough rîektn9 'daft, rtlstakês, so thê clàss ràpldly dactdad
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thàt each groupre rgor should be ltmtted not Just by tlne but also by
nuûber of lestôrts.
Às the days p!og!essed, a p1eàsant etnosphère of conpetitivene6s yas
fostered ln the cLassloom. In the early stages the tèachetrs role wàsslnply that of organ.lser. ênàbler ànd encouràger. tllth one g.oup onthe computer - àhd, even mole so ehen he wà3 able to get hls hènds on
another computer - the classloom r.as a stlangely gu.let place, the
group,/s on the compute!/s operàtlng ln whtspeted secrecy. I/htle the
rest got on wlth thelr rork, ears cocked for any hlnts that they mlgbt
overnèa!.

Irnagi.natlve arteork blossomêd. as chlldren sketched 1n thet! dlarles,got ltleàs, and expanded them lnto tro-dlnênslonal ônd three
dlmenglonal eork of all klnds. Storles uere rrrltten àntl, as the
teècher came to appleclàte the poser of the program to stlnulate
màthemàtlcàl ,ork àwaj/ from the computer, he was àb1e to lntloduce the
class to toplcs thàt he Rlght otherwlse noÈ have da!èd, and to toplca
that he knes ùoul.d be conlng up as the chlldren grogressed thlough the
plogram.

Àfter several days, 'rlth conpetltlveness - In sone casès - gettlng a
bit out of hand, àntl other clàsges clamou!lng to tly the proglan, lt
wà3 ileclded that the clàss \rould take à day off flon the comf,utea('rhlle the other classes rrere lntroduced to lt) and pool ldeès.
Dlarl,eg vere conpatetl, and fàIr coples nade of màps, etc. showlng
locatlons of treasures and puzzles. It eas declded thàt solutlonsto guzzles eouLd not be dlsplayed, but that if a group needed help
vlth a pôltlcular puzzl.e they could 90 to anothe! group for lt. Any
gloùp requl!Ing euch help \/as to lose 5 polnts from thelr flnal score
for eàch plece of help gtven; anothe! colunn uas addad to the chôlt
for thle purpo3e.

Ànd so the project went on. untll most of the groups hed successrfully
conpletêd the progran. Had tlme run out cortpletely, the Èeàchêr had
p!èpared for one flnal, all-out brà1nstolrnlng sesslon, *lth the ehole
class tackllng puzzles at the sam€ tlme.

t{ext tlne lound, he says herll tackle lt à dlffetent vày. t{oe that he
knovs thê plogran Inslde out, he has a gletty good ldea of the
stlcktng polûts ànd knoHs rhat toptca thc prorect ls IIkêIy to t!lggeroff. He plàna to basê the whola of à tclnts naths teachlng - short of
baslc nunbe! \rork and calculaÈot practlcê - tackllng thê prograû vtth
the clàss. Chlldren yltl stll.L eolk ln groùps, but thcy,II stop rhen
they cone to è pattlcula! puzzle, and tha wholê clàss e111 pltch ttg
Intelllgence àgalnst thls puzzle, He plans to hàve à yholè scrles of
worksheets !eady to extend thè chlldren ln the ney âreàs that they,ll
cone acloas ln thê plogram, !o that rahlle they,re laltlng for thclr
next rgor to con loundl, thêlr dàlly màths nlIl stlll be retatcd to
the GIÀI{TX ILLER vorK .

Eaybe yoù | 1.1. dêvlse othe! vey' of utlng thè ptogtam ylÈà chltdaen.
ve'at love to hêar fron you. yhy ùoè èlzop us a llne ât tàê addless ontàc bacx of tàls booll.et?
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Tàe pulpoee of tàls gulde 15 tàrêê.foldi Èo eàov you hoe ùo 9eù theproglan.etaltedi to prov!ë)e à yolr(ed solutlon for tàe yàole gane,
lnclud.lng-àh opttnal ordeli and to dlgcuss èach pûzzle rn dêtall, etttlâ ràtlonale. fr sone cases, guqgestloog fo! c]ess totk ani!/or
extenslons. to the puzzles arc qlveù, In thrs vay, sone gu.Ictance ls
! tye-l tor hov nany htnts ale necellsary (though tte ,fa!zy godperson'bullt lnÈo tlre 9àmê ptovtites hlnësl. tlany oi the puzzlei atetanitomraed; càI.ldren should becone ayare that tàe solutlon l,àlcàvotked fot thelr nélghbouls doès not necessarjly votlr foz tàen. Tàegarne fàl]s lrto ratu!'al sectlgns (ln addttton t; belng gcored as ttproceealst, qtvlng chtldren a chaDce Èo conpate thelr ;uccess !aùegverba-l]y (,1've got past tàê càasm',, etc.). Tàè descllpttoh ttatfoTloes 1s brolen doyn Into these cleètly Cleftned gectlons.

Gettlng Started

?o get the gaûe ctôrted, follorr the Instructlons on the dlsc label,
these a!e repeàted on the sêparate leaflet entltled ,Tcchnlcà1. Notes'supplled vltb thls 9!ogram. À loadlng screen elll appeaE, then youwrrr oe à3xeo thecher you àre a boy or a gl.!1, ànd how loud you yant
the gound effêcts. (wB Sone vels.lons may not ptovtèle sound f;cl.lttles;
reÊeE to lecànlcal tiotes fot lnfohatlon.) Àfte! thts, the garne vlllstart.

Program Guide, and Hints

?he flrst message that you \1111 see reôds as follorsi
To 3tart f!on scratch, ,ust pless RETURN.position, swep dlscs lf you need to, then

1o stalt fron à SÀVED
type the nônê you need.

For_the flrst fee tlmes you plày, you lrould tJant to start ftom the
l:9li]tl"g' To do. thls, Just pre53 RETURI{. À short 'housekeeglng'. flle,vnlcn.fieeps track ot ehat you,ve done so fa! ln th€ gène, i.hat obJêctsàre there, eÈc. ls rcàd fron the dlsc. Obvlously If you,re stâEtln9fton-scratch you haven,t donê anythlng yct; nonithelâss thê progranstlll ncêd. thls fllê, shlch Is èattcà itrr ànd ts on thê gane dl.c.Bvêry tlne you stôrt ftom the bcalnnlrg, you,ll need the gtnê ctlsc lothe drlve, so, tl ùany groups vtil be uslng thê proglan (iron a slnglcorlc copy) ye luggcst that I IT be copled onto spèrê dlgcs. (lto, to dothls ls -ln tàê Îêchntcal l{oÈes.,

If you presled the vrong key by àccldênt (lupposê you wônted tostàlt tlon a Jôvêd gamê but prêssad RETURN tn êrror) than don.t yotly;
tust usè the LOÀO optlon nêntlon€d tn thê vocàbulàry ltrt.

Pàge I



l'|ap 1- Ground lêvel cast of chasm, ènd i!ô!kêt

Hàny chlLdrcn lJlll not be used Èo the concept of mapplng. yhllè sone
of them vlll àlmost celtalnly be able to nenoll.se thê route as they
dlacover lt, à complete colutlon ellL be lmposstble wlthout some
actual nàpplng and ô gtêat deal of pêncll. and paper *o!k. Thua aII
chlldlen should bê êncouràged to dEàer'à nàp (o! ùaps) as they proceed.
Haps can usefulLy be a collectlon of boxes connected by alrows 1ô up
to elght horlzontàl dlrectlons| - the nunber of vertlcal connectlons ln
the gàme has been dellbe(ately mlnlnlsed to aid the nàpplng plocess -
or a urltten llst of exlts, (Coples of l{ap I are provlded separately
for lssue to children. lte hope that thls wIlI encourage them to
construct 3lmllar màps for tbelr ot,n use.)

- 
P(mirror)= 1.O

^,rtM P(mir ro r)= 0,6

MAP 1

;l
,2

olt leEâ st

tenl
lorest

" C alcu lâtor
game lent

Genê!à] corûient.g: thls area ls falrly stlalghtfolràld, vlth three
9u'z-I;s ôn-3oma stàge-settlng, Thc plàycr! shoul.d be encouràged Èo
explore the uhole à!êa bcfore settlng off up thê b€anatelk, ar Itrs
lmpoltant they dlscoveE hou to call for help, ànd thele àra obJects
they necd lat€r. Hovevê!, they shouldn't be spendlng a lot of tlne at
thls 3tà9è trylng to c!os. the chastû o! open thc tlapdoor - thêy
càn't, yêt.

lvoteg: Tho cleallng (son€vhàt vcst of the start) contaln3 a naglc l,old
to câIl lor help àt varlous stàgês, The word lr (a) randon ànd (b)

road

non-functlonal untll 'seenr; hêncê playa!3 riult vlslt thê âlca èàlly
on. Elther 'gÀt <|,ord)r o! Just r<yord>r ylII producê the !êqul!êd
vlslt flott thê fally godp.rron, vhele <uord> neans one of the thrêe
(ràndon) po.stbllltlês ÀRRÀz. PUHLI, ànd ROÀÎH.
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The nalket contalnr Èhlee puzzle. (note that obtôtnlng a ptg l.rnposslDte). Eàch puzzle requlres a speclflc entlaûce fee; thep!lzes for thê flrst trro atè thê fces ior the next. The plàyer Ic'born' vlth the flrst entlance fec, a gloat.
the. fllst puzzle ls dllectly nàtherÈttcàl: the conputêr cnoo3es anumbe! lees than 100, ànd ask! the chtld ùo ftnd vhàt nuhbcr 1t nustbe nulttplled by to make ,lOO polnt somcthlng'. Thls ts à slnplecase of dlvlslon vlth a càfculàtor (hlnted at on thc scleên). Theplayer ha3 thlee chànces to 9êt thls !Ight. The calculàtton lslàndonlsed on each entty to thè a!ea, The teason foa the closêconnectlon vlth clasg r.ork 1,5 to àvold lortng the lnterest of the lesgable chl.Id, rho will flnd the Iate! puzzles qutte thought-provoklng.
The second puzzle Involvês a comblnàtlon of mapplng abtllty àndunderstôndIn9 of analogue Informatlon. ffre plàyer -tras to navrgare am.lrro-r- nlze of 5 x 5 roons, beglnnlng at lhe SE corne! and exlalng atthe SIJ corne!. The tnaze ls pàrttÈtly randoinlsed on entry. Theplayels.should be encouraged to think yhat èhe consequenàes oÉ à largêretrecEton ln some alltectton mlght be. versu3 a snall one. ?here théy
cÀn. move ls thus belng presented ln ôn ànalogue râthe! than a dlqttàlfashlon: 'You'!e ln the nirror lrlâze. you! reflectlon looks gùail tothe north and èast, and làrgê to the south and l.estr, A nlstà*e herelsn't penàlIsed heàvlly; thè player slnply gets another try (uith à
new naze). Xèpplng should be encoutaged hele; Ée!, chlldren ljlll beable to hold the maze ln thetr heads.

The tht!d puzzle lE a nâthenatlcâl ,lnvesttgatIon,. The plàyer nustpLace 18 bottles lnto à 4 x 6 crate so that there ls an even nuîrbe! ofbottles 1n cach ron and colunn. The puzzLe ls hàndLed vtsuàIly, elthco-ordlnate lnput. Delete can be used after the filst co-oldiÀàte hasbeen entêted,

Àt the end of thlg 3equence, the playêr posse3ses a naglc beèn. Itshould be obvlous that thls needs plàntlng In the gald;n, Fo! thênêxt sectlon, the gaDe !êtu!ns to tladltlonal adventure Concepts.

OpÈlnral route, nap I
l{8: the compute! Toolrs onl.y àt tàe f!!st fou! letters ot any totèt yot,type. so the coûrD.nd l{OR"ltEÀSt' mv.È be typèd tn as IvE to dtittnguflàIt,Iron ùoRtH..rt you-JusÈ type ?l,(E taslàad ot T}.J/<E Bcc. tlre cànputervttl Eeply '?erre yhàt?' You rùust èhèn sàtt, tE6ct. and not I?.AKE EeC',vÀlch you.ld tlorougàly. confuse lt,
g (to road )

U (road south of clearlng)
GEI CHEASE
tl (cleàrlngi flnd out naglc ùord ànd tcat lt)
GET SEED
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a

E
E (êûtrance to nàrkct )IE (oarkêt I
s (i8êat thê calculato!' tent)
E (anrwêtlng calculator queltloni ênd9 u9 ln nràlkêt)N (tI!!or tênt )
N ( Dl!!o! r!àzê )
Sce nap I lor posrlblc routê3 thlough nlllor nàzei êxact loute
alcpends on the landon sêttlng, Endg ug ln rralkêt once àgarn.E (à1lêy )
s ( iBottle gàoei tcnÈ)
sfl {êntêrlng the puzzle arêài à suggcated bottl. layout ts:

\,\, ?,\t 3.Li 1.rt s,I, 6,Li r,2i 2,2, 3,2i 1,1;
. -I,3i 2,3t 3,3t 3.3t Lrat Z,at 3,1, 6.1i(End. up ln à11êy)
r (nàllèt )gt, (entrancê )
I

lf (gardcn)
PLÀT{T BEÀT

Haps 2 anat 3 - Eètly Glantrs cartlê rcquênccs

2

+.!!j3f-l94494qgr th. plàyê! hàr yet to achlêve a scole tn the gàne IThe flrst tlaasu!ê càn ba collcctcd he!a; all treasule, are tàk;n byth. fàlly god9êrron rrh"n thê lrlàyêr glckr thên up, but th. glayclrslcore gocs up. l0 golnt!i thur chlldlcn rhould ba cncouragcà tà chcckthalr scotc t han thls occulr.

@ llap

")
n ole tn

t\
\cat

CASTLE

beânstâlk MAP

P.g. 1l



corrrdor

tâ ble leg lo draughtsboard

oulsroe

lrofêsi cllrnblng bean3tàIk, and êxpIo!ln9
st!ôlghtforealil, and chlldten should be
lound it ln oldeE to dlccovcr lts shege
càstlè llt octôgonàI. Dlacouragc playar!
entêr thê front door - thêy canrt. goDc
functlon of thê rûall doo!. thGlc ls an
thê castlc.

round thc castlê, 13
encouraged to rt'alkr !lght
ànd a uaeful naglc aând. thê
froû r.rrtlng tlæ tlying to
ch I ldlcn tDày dcducê thê
êntràncc holê to Èhe êest of

castle MAP 3

À glant nouee blocks thc way lnto the castle. fhe lalry godpêrson
illl offe! à hlnt; the solutlon ls to thro!, thê checsê ln fron tho
nêxt rootn.

the i'ày forwerd spllts lnto tyo: oD the vêst ls a nàrtow cotrldor(al!o clu.d as a hlalcy-holc) rhlch selvrs tro distlnct guEpoccs.
Fllst, lt provldes thé ftrst half of the rulea for a latcr pùzzlc
(rDon't get doen to 1gaDê')i chlldlcn should b! qncoulagêd to notc
donn thê ilêtàlLs, although thêy ulll Dloblbly bè puzzlêd àt thlr
stagc. gêcond, thc nalloencrr of th. colrldor vlll !.k. lt lDgo$lblô
for thc glent cat to cntê! !n à fre tulnr; pbyêl! should !!ad thè
looù dêtcrlptlon c.rêful,ly or thêy !lll nlr! thlr (cluclàl) fôct.
Contlnù1ng nolthaalt, thê plàyêr Gntelr an arca contalnlng thê olânt's
cat, If h./she ls not to bc caught by thê cat ind thlovn out through
thè càt flôp, thê plryr! nult yaltê no tlEa ln blatlng . hasti
!êt!êàt. Thl! ls th. fl!!t of tr.o 3lnllâr puzzlês dêvotêd to th.
spàc./tItûê concêpt, a lorlcvhat grùndlose nanè foa thê Ldêè that thc
pl,àyêr shoul,d b. ln à .pêctflc plàc. aÈ ât rpeclflc tl.êl In thls

Pâgc 12

living room

caslle



ca!e, fo! thc nêxt fê, tu!n5, thc player must go bàck the eày he,/.he
cane ànd dodgê lnto the narlos corlldor, vhlch the cat can,t 9êt dorrn.
The cat ytll then attend to the mouse, ànd héncèforth lgnole thèp1àyea. ÀIthough rvlolênt' vocàbuIàry ltkê rkIl.l, is not unde!atood,
ensure that playels spend as llttle tlme às posslblè tlylng uays to
renove the cat by vlolênt neans.

The vay ls no!' cLea! to acqutre vârlous useful ltêmr, and to cllmb up
onto thc clàntrs rgamêr. Thls gam€ conslsts oÉ àn 8 x I
dlaughtsboàld, ful1 of pieces except fo! a vacant squarê. Îbê boàrd_ ànd the play€r's positlon - ale shoun vtsuâlly when th€ plàye!
cllmbs onto lt. Hêncêforth the player nust heep track of hls,/hetposltlon the hatd tday, The playet must occupy the vacànt squale at the
end of each turn. the ctant ànnounces Lts co-ordlnates, \rh1ch càn
onLy dlffer by up to onê In thê x {East) and y (l{orth) allrectlons, so
that one of the etght hollzontàL dltectlons wlll leàd the p1âyer to
the vacànt square. Fallule to do thts vtll lnvolve belng thlown out;
the player cànrt re-ente! clnce the cat Is In thê uay. (The ràtlonale
fot thls àppàEently punlttvê declslon Is because later puzzle3 ln the
castle àre loglcally 'one vlslt onlyr. Thus àIthough tt eould be
useful to allow sêveral atbènpts at the clantrs gàme, lt rould be
lll.og1càI lor the later puzzlês. If playêrs arê hèvlng dlfflculty,
remlnd then that .àvlng b.fo!ê cllmblng the table teq - but aftêr
renovlng the cat - wl11 eàse thê plobleml Savlng whlle lû the game
l,tll throv the player out, since lt takes a turn durlng whlch Èhe
plàye! has not moved. )

The puzzle ls concelned agaln slth the Èlansfelence of stnple (x,y)
co-ordlndtes into phy3lcal actlon3 l,n spâcei élso because vnereàs a
chlLd rûày be àble to tranrfer OlfE vecto! lnto àn actlon, a contlnuoug
strlnq o! thêsc càn p!êsênt problemc. Hence fout ln a rou arê
offeleal. Àt the end of these, the playe! ls trapped. The fatry
godpêÈson r,lll plovlde a routê out If helg le sought elth thê nàglc
votd ÀRRÀz, PUIILY ôl ROÀTH. (Plâyers shoutdl be renlnded flom tlne to
tlne of the f.g.rs hêlptng abllitles, )

optlna.l !outê, naps 2 ànd 3

U

U
U (top of bcanstalk )
l{B
tlE ( outs lde caatlè tloot)
!l
IB
E ( ûorth
CET 9À D

sag ( êast
D (holê )

of castle )

of càstle )

IHROr CHBESE (dê-acttvatlng nousc )
Ng (noulc Ialr)
l|tt (rlde co!r ldor )
GET ÎORCH (vhlch ls unltt so fàr)
c (hldey-hole; ôote down rDonrt gct down to 1r lnfornâtlon for làtêr)
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GBT cÀ||DLBsltuFFER (tàkcn by fàily god9êrron, rlncc tt lr èlcaru!ê)
E (tride cor!ldor )
t{E ( eldê! co!! ldot )
tlE ( Glantrs llvtng roon)
Sra or B{ÀCK) (donrt r.a3te tllrè ot el9ê the cat vlll catch you)
sg ( eldê cott ldo! I
ï (nar!or co!r1dor, loslng cat)
E ( nlda cor!ldor )
ItE (r.ltlê! co!tldot )
l{E (Llvlng roon)
GET SVORD
U (à slnple glaphlcr plcturc of the draught3boald Is glvcn hêle - notethat à press of the space bar ls asked for hete, tn oider toprevent the lnformatlon scrolLlng off-screen)
Hoves ln sevêlal dlrectlons to vàcant 3quale. thêsê aEe dêtermlned
randonly l,l th i.n each sesglon.
rHelpr word to leavè the dlaughtsboard vhen clant ctops novlng pleces.( ote tàat tàê rhêlp'eold has no cfÉecÈ vhtTè atotng thc purzte. ar,d
ure of lù does not p.nallse tàc plàyer, l.ê, doês not counE a9
reftalnlng statlonary toE a tuan. eàlch r.ould cau3ê êJêctIoa faora thê
alea. )

The playêr ls thèn noved naglcally !o thê next atca, the (Glant,s
lnkvêIl'.
llap3 I and 5 - Later clant,s ca3tle seouences

cene!al coa|menÈs: the Ies are nol' beglnnlng to lnvolvêthlnllng than grevlously, epart fron balng tear obvloucly rrchool
rnàths'. ÀblIlty to thlnk spôtl.lly elll be tcstcd àqaln; ûuch !

vçrr.v !sèè vsv rvuàrt àstrvsrrnàths'. ÀblIlty to thlnk spôtl.lly elll be tcstcd àgalni ûuch pencll.Esrrr . ærrrfy Eo Entnx spôEralry t,lII De gc|'Eco àgalni ûuc
aôd paper raork, perhàgg uslng thê rotkrheêts provtdea!, rltl bc
nece5Sary.

-t-indic a te s possable route.

In it ia ls may

read AR,, AH, or AK.

Page ll
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{9lL9g: once the pLayc! lcave5 thc lnkrrcll, she/hc vlll bc lnsldc a sêt
of carvcd, glànÈ lnltlalr on a dê3k. tlo Inforhàtlon on dl!êcÈlon3 It
glven, to thê plày.r has to Dap out thê lnltlàI9 (also randoûlsed),
aûal s.y Èheû at thê èxlt to lêave. 1bê Inltlôla àrê senslbly
ollêntated ulth north up thê pagê, ânô reâd rÀRr, 'ÀHi, o! rÀX'
treàsuEe (a peô nlb) Is provldêd at the êxlt.

TEATOWELS

Thlr ûov.! thc play.! to thc beglnnlng of qultê à tllcky puzzl. - the
clànt'! tca-Èorêl!. 

^ 
kêy (r.hlch rlII unloct tho t!àtdoor ln

J.cklJacklcrr hourê at thc bêglnnlng of thè gàD.l Is tounit hc!ê. Fou!
êxlt3 ara 9!ovtd!al, ôach l.èdlng vlô . ,un9 to a dlrtlnqt, Doth.àtêô
têa-torel aprÊrô horlzortàlly âbovê a toartêr to itry. Thè plâyê!
rhould nàkê â sÀlrE bêfor. trylng .ny of th. êxltr, ônd êrpÊllnênt to
dlscove! tha rgrounat lularr, Thcle arci cach Dove otthogonally alonq
â toà-toyel, rtrànd ( no!th./routh/..rt,/v..t I cllck! thê toartct dovn by
l. ôntl dêlctê! thê 3t!ând ,urt uÉêd. If thè playêr ôrrlvêa ât ô
Junctlon elth no !t!ands, hêlshê fall! lnto th. toarte!, lh.rê a!.
fatàl rcsqlts unlêsr thô to.stêr ha3 tulnêd off ( a rèadlng of zcro).

AP
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Thcsc rulcr à!ê equlvèl.nt to an Eul.r (or traverrlblê) ctrcult of a
nêtvork elthout golng ovê! a Llnê tylca. Fou! nêtrolks hôvc bcrn
devlsed tor thê play.ls to tly out, àlllth 1l nodê.. That to thc }{E
le totally non-t.avers1ble (5 ûodês rlth odal velticês). thât to the
notth-lrest mêtêly has I odd oodcr, but renatn3 non-ttavrlrlblê. 1o thc
south-l'êst, the clrcult Is travolsIblc (two odô noalês), but thê glayer
àlllvcs at the rrong nodê to bcaln rlth (àn êven nodê). 1o th.
southeôst, the ctlcult ls ldêntlcal, but thê player not' alrlvès at an
odd nod., an<l the plobl.en càn b. sol,ved, thêlc ts a grcàt dêal of
opporturilty fot rnap-d!àylng, clacE dlscusrlons, pledlctlonr ol rhere
thc tout€ nust ênd, etc, aa ycll às obvloully relatèd lca3onr on
tlavelsible clrcults. Nap 5 shova the fou! têa-towels; the relevant
clrcult càn be found by lnspcctlon,

Àssunlng the poor playe! sulvlvês, he,/she flnds a cà9ê vlth à goore
!.hlch Lays prlne golden e99s. îh. pun .ts lntentlonal; .Éte! the
pl,ayc! hà5 dealt vlth the Glant (see belorr), !he!e ls à 3/l chancê
thât the càr!led goose elll lày à (nunbered) o9g, uhlch lrllt vanlsh
one turû later if left unattendetl. À11 non-pllûê eggs à.e fàtall If
an egg ls làld, the chances à!e ,ust ovet l2l that thê ê99 elll be
pllnê.

Lèavlng the ca3t1e ulth the goose (thlough the catflapt trlggel3 a
chale, the second tllrclspàca problem. The glaye! nust retreat dour
thê bèanstalk, and cut It dovû Inned!àtcly on reàchlng tho botton r.rlth
hl3/h6t seord, the only vlolènt gàne acèlon. Àny dâlllanc. l!o.r thls
ls fatal; thele 1! no obvlous gane-3ênrlble v.y of avoldlng thl., but
thë càstle needs to be ttutned off. to concentràtê the glayetrs
àttentlon eLserhêle.

Optlriàl routê - haps a and 5

Playêr b.glns àt Inlvell.
E ( lnto carvêd lnttlàIs)
E {beglnnIng explolatlon)

trurthc! explo!âtlon ànd nàpplng, a!rlvlng aÈ exlt.
GET HIB
ÀR,/Àll,/ÀK or sÀY ÀR, .tc, ) Playêt 1! tlansportcd to thê floo!.
GET KEY
gE (to tea-toeê1)
(fherè nov follors onc of Dany routcr shlch ylll yolkl
ll
E
I
c
s
E
ll
E

tlr
ll
T
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ll
E
s
E
s (falllng sèfely off teà-toyet to cubbyhole )GAl GOOSE
ouT (causlng 6lant to uakê up; playêr'nor sT of castle)Sl ( forccd ûove )
sg (dlttoi playêr no\. àt top of beanstô1k)
D

D
D

CUT BEÀllSTÀLl{ (temovlng probl.êir of clant permânêntl.y)
l,ÀlT (or nove alound)
Plàyer nust valt untll goose 1ày3 a pllnê-nuDbered egg.
tmmêdtatêIy plck lt up to score thê potnts for ft. iÉà
then stop 1àylnq.

[rà p-L:_ltqi!-s!1:!_!9s99!9.9.

b

Generàl Connentg: It Ir non posslblc for the plàye! to unloct thê
trôpdoor and lnvêsttgàte underground. l{otJeve!, shêlhc should bê
dlscourôged flor! thla bêcause the eDtlte àrea ls pltch dark, ènat thetorch has y.t to be IIt. The playêE should bê stèe!êd tovàrdg thechalD, thlch can nou ba solvêd. The placêncnt of thc yand, nêa! thêcè3tla, ensures that plàyers can, lf thêy prcfer, lettêat doen the
bêàûatalk and lnvestlgate the chàsn p!lo! to 9ôlvtng all the castle
Sequcncet,

Tha canyon area contalns tr'o non-Dàthênàtlcal puzzles (fo! tclaxatlon)
ônd onc fallly hàtd puzzte Eclatlng to pythàgoràs. playclg rhould bc
êncouragctl to ôlau r fal!ly accùlatê !kctch nap of thê a!.à, altboughà graphlca glctura Ic provldêd à!r gart of thc text, togethc! vlth èfâIrly prêclsc tcxt degct iptlon.

and then
googe elIl

diagoral plank-log
combination

MAP
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llotês l îhe play.r should nor posscs3 the yand. r,hlch ts à ,rtandard.
blld9e-butld.t. ravlng oi lubbtng It on thê êa3t lldê of thê chasDulll tly the plôyêr to the othe! slde (once only), àIbêlt ln.n
unutual fashlon - the plàycr ls catrlêd by a lalgê gelfalcon (blrd)
whtch deposlts tha glàyèr yêct of the chasr!. À tlcàrula (a rIlvêrgauntlêt) ls hêre to add to the scole. fhe only louta lcadc
we3tirartls, irherê thê sêcond hàtf of th. rules fo! thc 'Donrt get dovn
to 1r gario ale net. togêthè! ylth à riàtchbox, usêal fox llghttdg thêtorch, (Plêa3e suggest Èhat plàyêrr do not tmnédtâtcly leturn to thê
èast slde of the chàsm. but solv. the pythagola3 puzzlê fltst.)
Once ln thc canyon, thê nàln problem ls !o rêàch à gquàre lrlànd,vhllê unablê to silnr. Thc player can accêgs tyo sldcs of a gquarê
lèke (gouth and lJest), ànd can use a plank and a Log as tools,
t{etthe! v11.1 qultê reach to the lstànd, and verbs llke TIE are not
underEtoodt. The mêthod lnvolves Iàylng one oÉ the tvo long toolg
dlagonally across the stf coane! of the lakê, movlng onto lt, and
lôytôg the other NE to thê tsland, Àlthough obvlously the problên
canrt be landoûllsed, playe!s should heve to thlnk fàlrLy carêfull,y,
ànd much clàss dlscusslon should bê posslblê. In the graphlcaplcture, thc dlstances are apptoxlnatêly colrect. Ùelther plank norlog càn De re-acces3eal once ln posltlon. On the lslànd ls à tEcaaule(a ruby elephant ) .

To retuln to the eÈ5t slde, thê plàye! must drop ot throv thc bl!d3.ed
lJhete the ge!falcon can seê lt.
optlhal loute - nàp 6

(pl.ayer novês to east of chasm on foot)
CÀVE 0ÀND (tEènspolts pleye! to uest slde o! chaam)
GBT GÀU|ITLAÎ
l, (note rDonrt get dorrn to lr lnfotnatlon)
GEl XÀTCHEg
LIGHT ÎORCH (hay às vell do lt notl; lt doêsn,t lun.out)l{ (càst end oÉ bèàch)
ï (àlong beach )
GEl PLÀXK
r (along beach )
DROP PlÀl{R (dlagonôILy ac!oss bêteGen bcàchès)l{r (onto plank )llg ( onto no(thyartl b.ach)
t{ (aloôg beach )
GBl LOG
BÀCX
SB (onto plànk )
DROP LOc (hÀklng routc IE to lslànd)l|8 { onto Io9 }
l{E (to lllànd I
OET BLEPHÀIIÎ
ST
sr
8E (d!y land )
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E
E

E (rcat slde of chasD egeln)
DROp BIRDSEED (f!eè rlde to êast of chàsln)

E
E
l{ ( lnto galdên)
It{ ( lnto hou3c}

l{ap ? - Under thê fàrn sequence

Gêneral connêrtri îhê ptoblens nov become gomeyhat trlckler, ànd
malnly spàtlal In concept, Thêle 19 è1ûoat nonc of thè ,rtandard
èdventurer pIII-syeetenlng, ànd Èhe player ls presented ylth a
contlnuoua puzzlè collectlon. Slowe! chlld!en ,Day ,el.l. nced some helpdu!ln9 th.se sequences, àIthough thè nàtule of the puzzles tnêan9 thatà good dêal of expêrlnêntàtIon ls posslble, espectally utth the
'roEkDent and rvenn Cuber problens,

tO cellar

to cellar

r?--_--?-r?ii END
?: one

others closêd
up

to
curtain Cube

carding
venct| ng

machrne

shâpos

EI'

''Don't get down
to I puzzle

MAP 7
evonlual exit to cellar

ever-changtng oct agonal mate -
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floçes: To 9êt undêlground, unlock/open thc tlapdoor elth the kcy. Theundêrglound loon! àrê not ltt, 3o that thc to!èh vlll h.vê to ba llt(rrlth natchcs). Thlc trn.t tntêndêd ôs à puzzLê, though 30ùê playcE
ûày flnd lt ro; lt,c Dêlcly dêstqnèd to stecr ttrc playcrs ln à -
tentlbLê, rcquêntlal ltluctutê. In thcory, thalc.r no Ecèron why
Dlàyê!. couldnrt l.and.! lound !.n thê dark; though thêy yould ttnàftnlshlng thc Aàhô ecll-ntgh iûporrlblê.
the playêr elll flnd a crosstoads untl.r thê hoùr., anal a doubloon1t!êasurcl. To thc nolth, proglcrr l! barrêd untll all other puzzlês
havo bêên donê. 1o the eart, south and t,.st ara curtàtna, èôch rrtth àslot- Éo! à playlng catd, only vheô â card of Èh. àgploprtatc colourhae bêen lnserted can thàt curtatn be pasrêat; ànd ii cinnot bê parse?t
ôgaln Iàtcr (to avold rcaettlng problcmr), leo cultalns rcqul!e !êdcald3f one è btack card. gupplles of thêr€ c.(ds can bG fodnd ln teomâchlnês, Écd by tokèns. the calds àvallablê àre vlstblc to thêplayer,-and one only l! obtalnable pc! tokên (of lrhtch only onc exlstslntÈlôlly)-.- The dIÉftculty ls thàt the only sequênccs you cân get ôutor the nitchlne3 elet rcd, black, black, ... and blàct, black. rêat, ...
Bven glven that a token !s found through each curtrln, sonc icncti andp.p.r \rorl should convlncê thc playcr thts Ir thê c.rê. (fhls puzzlèls a cpeclal càre of è rto!ê gêne!àl ploblêI|, ànd chtldtan ghoulà brêncouràgêtl to thlnk hor, scqucncê! coula! bê dêrlved to ll.nlt chotcê toâny sèt. of tvo blnaly cholcês., Thê solutlon to th6 aplrarênt lnpassê,found through ptôylng, t! that a spàrê !êd cald ls to Ëè touna tirougfrthe. south exltl l{àny chtldrên do not notlcê thc aotêntlal càrdploblem. sonê vêlbal cuês r!.ty vcll sct th.n thlnltngt
À lêd-card ylll take ùhe plàyêr r.êst. Hlslhêr pàth ls noe blockcd bya pool of .cld, thê ccntle of yhlch ncêds covcling (t.slclrtfng) vttiâcld-D!oof polt'gons .o th.t thê Dlayê! Day sÈand àn lt ên-routê.UnlIDltèd .ets of trlânglêa, squàrci, pênlâgoDs, hôr.gon8, octagon!,
àn(l dêcagon! art plovltl.d. Valloua lulcr àDpltcd ln the gà[ê ênru!.thàt onl.y thê usê of ooê typ!, rrpêatGd, c.;.luccêêd tn téraclatlng acentlal_ârêà, TEtangl.r, squâ!ôs o! hexègonr eltl succeadi thaothèls fall (thlr lgnorêr thê Càtlo 9ent.gon têrgêlrtlont. thc plèycr
13 cxpected to york out hov ûany à!a ncêded to têsaclatê, or ncct lnthe centrê and covc! 350 deg!..! (5 trlangLes, I squarcr. ot 3nêxègons). tao pcn.Ity lr glvên fo! ovê!-t.rsêIàtlon, ro that thcpuzzlê ls benlEn, ànd the plâyê! ls lnfolncal rhcn lt t! safè to cror!.
Bcyond thê acld llêa ànothêr trêaru!ê (a fosrlll ànd a rândonly choscnfltrt lettêr ol a !,!rrrrord. Thlr, too, Durt bê r|otêal do*n fot lateturc. Thls ar6a ls Éolloeed by thê rlrorkûôn, rpaÈIÀl puzzlê. À rqur!êof 2 x 2 loonr lr .ntètèd at thÊ .ôuth.a!t coricr, acèonpaotcd byvollnên clutchlng 5 pàrtltlonr. thê arêr thur lcrérblaa:

r?
?
L- -I

2

'--r.'')
t'
I

-'l
?

-+---
I
I
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Thc plàycr o[ly recôlv.r r volbal dcscrlptlon. Thêrê ls a glnglc èxlt
(other thôn yhc!. thê playêr ênterêdl ehorc IocàtIon ls d.tê!ûl,ncd
landomly on rntly. thus thê dottêd èxtt! ln the dlag!ôtrr alc opcn, ànd
thoae lrlth qucgtlon nôrks arê all closêd êxcêpt onê r.ndon êxlt. thc
Playct tnust stay lnslale thê area for 5 tulnsi àt each turn êrcctlng a
partltlon ln one of thê (porslbly four) un-pàrtttlon.d o! un-yàllad
tllrêctl.ong èbout hln. Only thcn ls hclrhê petnlttcd to Leave, on turn
5. ôrruDlDg sh./hê l3nrt blockêd ln by th.n (r.hên thê pLayè! ls throen
out for anothe! t!y). It ls lnstluctlve to sêck a gualanteed strôtegy
bGforo lcàdln9 thê solutlon bc1o9,

The tolutlon ls ballcved to be unlquc, apart fro!! a reflêctlon about
thê s outhê ast -nor thr'ca t axls, On turn l. block up tha entlancê behlnd
the plàyêli ralt a nove, anat block the northeald dlrectlon. (Chlld-en
aay eêII not thlnk of eàltlng ln 9lace as àn optlon, so thls càn bê
sugqettêd.) On turn 3, tDove yest and blocl thê êast dllectlon (flon
vhlch thê plàyer hès Just coûre), thu. coû9lete!.y seàllng olf the
entlance roon. If tbê exlt lc non vlsible, novê noEth and block tbe
east dlrectlon, rêturn routh âûd block thê northeard dlrêctlon, then
leàvê; t! the exlt ls not vlslble, nove nolth and block the routh
dlrectlon ônd then detê!ûlnê thê ogtlrûal loom to flnlrh ln depêndlng
on rhethe! the exlt ls vlslbl,e or not. ThIs puzzle should creôte a
g(eat dêôl of ctas! dlscus.lon, elpeclôlly lf somê chlldren flnd a
Iuchy âlrangement on the (posslbly onlyl tine thêy êntêE.

Bcyond thla puzzle Iles a s9a!e
Passage back to the c!o35!oad3.
slot, and 90 south.

He!ê the 'Donrt get dorn to I'

token, a tlcàgure (à gc!ônlum) ànd a
obtaln a black càrd, lnlert lt ln thê

gaûê appears, nhose !ules rJere provlded
eàrllêr. Incollcct ènsvers alc not pcnallced; thc playcr iugt trlej
agaln. Thê puzzle lnvo]ves thê gêll,-knovn 3e!lcr theteln each
subsêqu€nt nurbe! la conputcd tlon ltr prêdecêrlo!: hall of lt if thâ
predec€alo! Ir êvèn; 3 tleea lt plua onê, lt odd. Àa fôr ar ls hnovrt,
all auch scrlâ3 êvêntually rêduc6 to à cycllc 11.2, L. 4. ...1
pàttêln. Thc chlld nuat namc a ûurûbê! for yhlch thls does not occuri
thê 3olutlon lnvolves th. !àct that thê serles beglnnlng vlth 27 lg
lnordltàtcly long! Plàyels lhould try out va!lou9 value! on
c.lculatols (o! vlth papcr) to gct à feêI for the serlesi thele uoold
bê an opgortunlty fo! sonG class ùotk hêtc too.
gêyond herê liG a tleàsule (a caùeol, lnfolDatlon on thc nlddle lêttê!
of thê padsvord, ànd àn ently to an ave!-chànglng ûazc. It con3lat!'
of êlght loonr, all nàdc of dlfferênt n|âtêrlàLs, cach rlth 6
hollzontal lxlts. ono of ehch lc.d! to o.cb ot thc êlght rooûs (1.ê,
lncludlng thê rooû thê plàyêr la àlrêâdy !n). fha rêquancc It
randoDlsed on ênt!y. Lutklng therêln l9 the lparê !.d caltl and a
t!êôôu!ê (à seànr, onê êrlt, àgaln !âôdoD, lcàds out of the razê vlth
à yôtnlng about flndlng the tvo obJectt ln c.sc th. playG! tl36êd
thêù.
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Tho polnt of the nazê ls !h.t na9glng. ar à spàtlal cxclctse, ïlllaloost cèrtalnl.y fatl here. À tàbu1à! approaèh !! rêqutrêd, ehlch nàyDc nêv to ûany plàyêrs. À suggertêd layout ûlght ba:

steel
I!on

Ebony Llne
stêê I Cranitê

rr on Steel

Eàch exlt r'111 hève to be trted untll thê tl'o obJccts and tl exlt arefôund. Beyond here, thê gLèyer cèn return to the crosstoêds.
the flnal dl!êctlon ls east, Into the Vênn Cube. Thls conslst3 of I
looms tn a 2 x 2 x 2 cube. Bach roon hag thÈee blnàry propêltleg(red,/black, lough,/snooth, lnlgelsnaII) and the orlentàtion rs suchthàt novlng êast or rêsÈ chànges one ptopeaty, nolth or south énothè!,
and up or doyn the thlld. ?hê!e ts an eilt â! the opposttê colnet tothê entranca to the cubc. In thc entlancê loonr ltas à lock. It,too, poBscsaès the sarûe thlee blnàry plopêrtics. Left to ltrelf tnthê êntrance roon, lt 'countst In btnnry (a polnt vhlch could bê
dlscussèd \rtth chtl.d!ên), ch.nglng Its propeitles êvêly tutn of thc
garne (',,lth thc pIay.t belng tnforûêd of thts as It occulr), Thur,aftc! I turns, lt wlll have leturned to ltr lnlttàl statè. tf thclock ts hêld, o! lcft In anothe! rooon, It reûalns unchèngtng.llovevê!, tf Lt ls hêld àa the player gasres floo one roon to anothê!,thc. rock ch.ngas thc saûê blnôry plogelty a3 thê roons changèd,although It mÀy be out of phase vtth the !oon8 by thls tlnê. ln othe!volos, ûovlng elth thê rock fron à lough to a 3hooth roon 9ll,l change
thè 

- 
r ough/shooth ptopclty ot the lock ao Its oppoÊltoi thê ptryè!r'lll àgâln be Infornêd.

To exlt, thè lock 4u3t bc hcld ândl have d landomLy cholen (on
lnlttallsatlon) 9et of Èh!ê. propo!ttcs, whlch ari announccd to thcplàyet. thls should ptovlde oppôrtunlty fo! nuch cxpêtlùêntatton andctscovcry thàt no ùàtter ho, onê noves ôlound thê cubê, thc ploparttesof the lock tn the êxtt rooû lenaln flxêd. the plôyer'nurt thê;dlacovcr hov the rsêt. plopcrttès of thê Eock whin it ts plckêd uplclate to those ln thê êxtt loon (_thêy alc all opposttê), Tbùr th;tolutlon. tnvolves ftndtng thê rêqulrêd rock 9rogàitlcs, rêturntng tothe.o!l9lnal roon and leàvlng the tock untll iÈ acqulrês tbc opp;rlteto thc deslred propêltlês. Thên plct tt up ard rc€urn to tha citt,
ExIt l!oû.thê puzzle plovtdêr thê t.rt lcttêr of thô pôs8vordl, plucth. explctêd trêàsuro (a dladêr) ànd a tok.n.
the playêr can noe êntêt tbc trêa.ur. v.u1t. ColtêctIy quottng thêpàssvord ell,I àlloe thc aàe to bc aon, hop.fully elth-250 pot;t3 tftlr rr.asu!ês hàvê bc.n plckcd up (tncludlng th. pllnê cgg).

uheiê n.ned exi t ]eàdg

NNEESESSllTTltt
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optlnàl route - Dap 7

(Àa3umln9 playêr t3 ln house
OPEX TRàPDOOR
DO9lf ( ccl.Iar )
CET DOUBLOOII
E (9!ltty cellàr )
GEl ?OKEI{
B

l| (gtotty cê11à! ]
rxsaRl loKE (gctttng Ktng I

t (dlngy cê11àr )
IIISERT KII{G
Ii ( àntê-acld roon )
S {chanbet ytth shàpe3) !eDêôt
GET HEXÀGO|| thcsê àct lons
tl thlee
TI{ROU HBXÀGOi{ tlme3
tr (post-ècld !oon) tfote fttst letter of passyord
GBT FOSS IL
llï (Hooden !oom,/vorktt|an) Through pàrtltlons tiaze to gky blue chambe!
CET TOKEII
GET GERÀIIIUI{
IE (to cêllar )

itrspnr roxglt (gctttng à ftvê)
IflSERl 5
S (lound black chanbcr )
s (ansvêr rDon.t 9.t dorn to 1. quêstlon ulth 2?)
1o cràDped plastlc box, l{otc ntddle lettêr of pasgyold.
CBT CÀXEO
SB (Into octagonàl Ezr) Pl,ndltake rean & J.ck & êxtt to rllkcD loon
ùE (cellat I
E (gtltty cêllar )
IXSERT JÀCX
E (Vcnn cubê )
N
U
E
E (thl. vtll falli dlscov€! tocl typ. nêcê!!àry)I
D
S (rock !oon)gÀIT (.a nGcssaary, untll lock tr op9orttc ot thàt rrqutrcdl
GE ROC!(
tl
u
E
E (durty cupboard) Làlt lcttct of palseotati Do nGGd to obtàl.n tokcn
GET DIÀDÊII
18 (cêlla! )
tl
ll
8ÀY <PÀS8rcRD> to yln ganê.
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LOCATION of OBJ ECTS

P layc r
Checsê
Bl rdraed
T!àpdooa
Groat
Penny
cu tnea
Cà9c
Gooac
Beàn
lJâ nd
Houre
Toot hp I ck,/to !ch
Càt
Tlepln/sr,ord
Key
Ge!fàlcoo
l{atchbox
PIank
Log
Tab Lc
Nach lnes

Gatden
Roèd south of clêà!ln9
cI.à! ln9
House
Plàyer rs hànds
To be tron
To bê r,on
Cubbyhol.c lnslde G!antrs f!ont door
cubbyhole ln3ldê Olàntr! front doo!
to be uoû
Èlorth of castlc
l{ouse 1a 1rgldê co!Eldor
Llvlng looû
Llvln9 rooû
Fl.oor àfte! lnlttals
IJcat of chàsD
Canyon
South of Iàke
lreat of lakc
chànbê! south o! ante-àcId arêâ
llorth ànd South of cêlln!

xln9,oueen, 3,5,9.2,8, a In màchtnca
Jàck
Rock
1r làn9lê
Squarê
Pentagon
lêxagon
octàgon
Daca9on
go!ktiên
Tokên

Locàt I on of alL Trcarules

aldden ln octagonàL maze
In flrrt roon of Vênn cubê
On tablê Ln chanber
on table ln chanber
On tàble ln charnbèt
On tàblê ln chànb.r
On tàbl,e ln charbêr
On Èablê ln ch.nb.r
Prê-pârtltlon (voodên) !oon
Etst of cêllar

CanalIêsnuf fêr
Nlb
Bgg
Gàuntlet
Elêphant
Doubloon
Sya n
Gêran I uit
D lèdên
Canê o
Por! I I

Narrov corr ldorlhldêy-hol.
Exlt of Lnltlal!
To bê latd by 9oo.êIcst of chàsm
I s land
ccllèr
Hlddcn In octàgonal naz.
Bcyond partltlons
Sayond Venn Cuba
Bêyonal rDonrt 9èt dorn to 1r gaûê
Polt-âclll looû
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