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by Christy Marx

hen the idea of doing a Robin Hood game was suggested to me, [ was
delighted. Robin Hood has always been one of my favorite heroes, not
to mention how much I love the Medieval time period in general. Just about any ancient
time period, in fact. 1'm fascinated with the details of how people lived their lives, how
they thought and reacted, what they ate and wore, and so
on. I'm fascinated by ruins, by ancient writing and
tantalizing hints of lost knowledge.

S0 here was another chance to mix legend and
history. Robin Hood himself is pure legend, but the setting
of twelfth century England allowed me 1o explore and use
history.
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began my preparation for
designing the game by reading
different versions of the Robin
Hood stories. Then 1 obtained
some excellent books which
provided the original ancient ballads and lots of
scholarly research into the outlaw legends.

I read and researched many aspects of
the time period, including reading fanciful
ballads written about King Richard, which
featured an amazing mishmash of historical
battles and wildly improbable adventures.

I contacted the historical library of
Nottingham and obtained all sorts of wonderful
information about the town which included
maps, drawings of the castle, descriptions of
their Fairs and market products, and all those
obscure, but useful bits of background
information that become so vital to the richness
of a game

Reading and absorbing all of this took a
couple of months. Then | began to formulate
the direction I should take. Iwanted one large
goal for the game, with lots of secondary
goals and subplots. 1 decided 1o use
historical fact as my jumping off
point and selected the capture of
King Richard in 1192 a5 he was
i»




attempting to return from the Third Crusade. He wasrawelling through Europe in
disguise when he was betraved and taken prisqmet MW Austria. The
ransom demanded varies from source to soyfoe ::;M‘ﬁg ﬁlﬁez-i@ tfﬂnr 150,000 marks,
He was released early in 1194 1!’1u a gmtdw] lf t:n ngut‘ by Pl:hilh 1:3}:11 and others
failed to prevent it. N 'l 1}

gtk
- e

his provided.me With 4n E.‘u;ﬂlﬁ-njbﬂchhnllu rﬂ_;"u ﬂmr g ise
ransom 1A e the R'.ns.',

I'begamytawork out Which oltiracters st w‘hiwhnt their
relationships would be. One of iy @adsdecisions was tg/skip allithe¥irious storles about
how Robin met his men. Those staries hive.béeh wld in/pleaty of mivies and other

forms and didn't contributemsch to famé play

Marian was another Charactez4s whomlgave 2 Intof thollghe” I Ehad 1o
aive her some new and different ranst.

Slowly, an entire plotliog ok shape, T rabbed elemenié di rectly fromHie old
Robin Hood ballads, added histoniga ibits; thitwgsabits and pieces fromi thisKing
Richard ballads, and incorporanéd & Jefofidy-ceseach into the Drilidé.

Why the Druids? Because one of the lifiigelt charactérs in the Robinyilsaegends
Is one that is most often ightred — the forest itself. The forest was thanl thiggthat
made the existence of a Medieval outlaw possible. An outlaw
was literally that — a man outside the law. No law-abiding
citizen was allowed to help an outlaw in any way. No tgw of
village or dwelling was supposed to admit him. There jyas
nothing left except the forest
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showed ever¥'sifp in the entire game outline, they covered two boards that were forty-
seven! inchig [:}riﬂl1nr§'-fe111r inches each!

e iw]’uﬂumr :Lr'L-E'I {ither pEﬂE'[éhrﬂer it over, we discussed various
h{:ﬂ:ﬁ and t'[l:irlt‘ ch: anges as needed. By having the game laid out
sty step l:r.'smp we could look for problems in how the player
wolkd et It oriejplace to another, or how the overall game design
mulﬂﬁmvﬁlm!rwr'e event to another,

Leherr wrote Mrl;:uﬂn:-. jorall the characters in the game, covering everything
Fropmthci persbnalisy ifaits o swhat KIREof €lothes they should wear. The artists did
chardcheesketghis which were approved or revised

Another majot et of e g,ami. design was to decide upon and then write
desCeiptionsef eaeb/ictime that fiad to be painted for a background. [ needed to determine
the st foreach plecenlaction and describe what we needed to see in each one

To help the artiss as much.as Loould, [ brought in whatever reference material |
could Hand: Gnstume-books With Medieval clothing, hats, boots, ete.; what the earliest form
of spingifeiiEe Jomked-tike whitthe coin of that time looked like; the maps of ancient
Notting{ram, Indsoon. '

With storyboard, jcharaeter designs 4nd picture sketches approved, the ant team was
divided into backgroupt FeliSis gnd animation artists

The background artists deseghe pictures. Then
the drawing wis either paiiedbw.one of our
artists, opwas ssfil tociranimetin studio
overseas [0 Bejraintedy and ther nsudlly
touched-up onbélit Fameback
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Final padnting of Robin
Hood ready [or scenniing

Finihedl lime
drowings lor (wa
of the actbon
"al_'l.ll.ll,""l,l"'u

mghow archer from Fresno who brought uhisuﬁnlmghcm We taped B
1§ the bow from all the angles, then taped him walking and jogging@
ith bow in hand, and various other actions.
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During the prodiction-of-the artwork <% \? ﬂ[fﬂ]]{ tunies andd wis ﬂle o hnng in several traditional Robin

. - which took many, many-months, T was- ;-?" Hood songs to EH'E' as g bagis.of inspiration for some of our
. writing the actwil documentation and et = e

. for the game.| By documentation, Uimean™ 2

- a detailed description’for the programmers, We hiad to :lete'rmire how efany picoes of theme music we'd need
of every single detion and Vasiable {9‘“ and'fop which ehiiracters, and also generate a list of every single
passibility that could occur in the game. r spundeffect that*had to be dune. We ended up with something on
the drder ol oveqthree-hunred sound effects.

i

S The text is whatever you see on the.sereén (of, i €Dy what you
hear): every response that comes up whien'you elick an icon, all 3

As Director ofthe game, I'was gqually involved in developing art
of the dialogue between characters, riddles, et

figr the bok cover, writing the game book, and overseeing all
n.w of the game:

e fh"‘s ﬁ}ﬁ‘

I have an my desk three 3-inch binders and two 2-jnch binder
that are packed full of hundreds of pages of @oCimentatiog, 1 Eul:agamfjm t:mﬂtedh?mn one person. [t's the result of 2
figure 1've penerated exsily enoughmaterial forfive screenpl m.'lnrlrmtﬁ nl't'l'ﬂﬂﬂn t‘llld‘l many creative people contribute. So
or one whole novel. pioducer, artists, figrammers, composers, and QA (game
IESEEL'&]- Iﬂﬁﬂt“qbf;ﬂ' iivagks for helping tum my design into a
At the time | write this, we have over 1,500 séparate pieces of ‘4‘? ﬁﬂﬁl‘i&}pmduﬂ i‘l’hﬂ'lmﬂmﬂﬂﬂ it along the way.

animation for the game and 81 pictunes. o' e ,5.\ )

_ l-hﬂpE‘um.l #E“ﬁu_]n}'altlﬂu tour through the birth and

Once pieces of art and documentation reachied completitm, 1He= st W[ﬂfﬂﬂﬂﬂw Your feedback is always welcome. You

programmers could start their work, Thewput in months ﬂfnm/f‘;s,' (i wite tﬂ@ﬂ’ﬂt the following;
hard work writing the code that mkes: it all come logether i
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a game, 3-»:? >/ ] Christy Marx
], \ :
Along with my writing, | was consulting with the composer to work out thegnusic. e ﬂ: :ﬁ:& \ c/o Siema
agreed with me that we should go for the sounds of the Medieval instruments, Tike the }EO/ P0. Box 600
psaltery and lute. Because of my background playing the Celtic harp, 1 have good b _,//i arsegold, CA 93614-0600 3
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HOW THIS BOOK WORKS

The whole point of playing Conquests of the Longhow ks (o discover its puzzles and solutions to

them. However, some puzzles may be so well hidden that you don't even know where to begin. Or 2
this may be your lirst experience with an adventure game. 1 you feed that vou're really stuck, look
throargh and find the question that best describes your problem g

Think of this book a5 your complete reference to Conguests of the Longhow. The Hint@nswers an
arranged 10 progress from a slight hint to an out and out solution to each puzleddnfsct an

answer with a star (*) beside it will be very specific, often giving vou the exdct actions vou pefd 1o 1
solve the puzzle. We recommend you re ad only the hints you need and avoid reading the Tast Ld
arswer of each question unbess you're comp betely stumped. In fact, i fou read every anwer tone .

after another) in this book, you'll complete the game very quickly, hait you'll siss the challenge Er:
and exciternent of this game. You get the [HI'.II'I right? Please use this book with-discrethon. ]
-
Note to Beginning Adventurers -
L
If you've never played a Sierra 3-D Animated Adventune Game, here are some tips to help pet volt] S
started -
-7
1) Remember to save your game frequently, especially whenever you're about ity something Lh:l
could be risky. If you mess up, you can restone 10 Yoy previous pasition. and 1y --..|'|m»|,=i‘h|-'||.1
different. Your game manual has more details on SV | and restoring games. ::

2) Pay attention. Look at everything and talk toeverjone’ Pick up anything that's nof nailed
down. You never know where you might pick up a vakuable object or clie i

3) Try anything, Anything you try might be the solution to a game situation; thotigh some
sojutions have better results than others. Just remember to save first

If You Have Finished Conquests of the Longhow

The lxst section of this hint book entitled After You've Completed the Game contiins 3 poinis list ﬂ.ﬂ
object list, a list of things you may not have tried in the game, maps, and some othef inicresting
detailed information. If you've played through and want to see how 1o improve yvour soofear S8
what you might have missed, take a look Ihank you for purchasing Conguests of the Longhow™ss
We hope you have as much fun playing it as we had creating it

18




General Questions I don't understand how time works in this game. How long is a day?

| « {-:ﬂ = S a F r."'-...l:ui-_-;':f-' :." .
X -."‘-'. . :"% I i}

Before reading the hints here, please take a look at the game click-through in your . il -
Longhow game documentation. 2 b U
e 2

Robin moves too fast! Robin moves too slow!

On the Icon Bar you'll find a computer icon. Choose it to bring up the control panel. *
You'll see a slider for adjusting the animation speed. If your game still runs too slowly,
adjust the animation detadl slider down until you find a combination of speed and
detail levels you can live with,

NP T | Mo B
How do I look at things, talk to people, etc.? Ly, o % '_'?-E : ".;‘-'; 45 .

" o .'_ F ] ,,I' ey ..‘.. ‘1||'.::
Check out the Icon Bar at the t{»|]: of the screen (press ESC or place the mouse cursor at D
the very top of the screen to see the Icon Bar). These icons represent all possible game
activities.

When you choose an icon, the cursor will change to that shape. You can also click your
right mouse button (or SHIFT-Click) to cycle through the cursors and the middle mouse
button (or CTRL-Click) to toggle between the walk cursor and the last cursor used.

Or, if you're using your computer's keyboard, press a direction kev on the numeric
keypad, or cursor keys. To stop your character, press the same direction key again. To
execute a command, press ENTER. To cycle through the available cursors, use the
number five key on your numeric keypad.

Example:

To talk to someone, click the talk cursor on him. (With the keyboard, position the cursor

on him using your cursor keys and press ENTER.)

To look at something, click the eye cursor on it. (With the keyboard, position the cursor

on it using your cursor keys and press ENTER.)

To walk somewhere, click the walk cursor on that screen position. (With the keyboard,

simply press your arrow or cursor keys to move in that direction.)

To take action on something or someone, click the hand cursor on the person or thing,
(With the keyboard, position the cursor on the person or thing using your cursor keys and
Pﬁﬂﬁmm This cursor performs many different game actions. You will want to use it
1 Y.
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General Questions

Before reading the hints here, please take a look at the game click-through in your
Longhow game documentation.

Robin moves too fast! Robin moves too slow!

On the Icon Bar you'll find a computer icon. Choose it to bring up the control panel.
You'll see a slider for adjusting the animation speed. If your game still runs too slowly,
adjust the animation detadl slider down until you find a combination of speed and
detail levels vou can live with,

How do I look at things, talk to people, etc.?

Check out the Icon Bar at the t{:!]: of the screen (press ESC or place the mouse cursor at
the very top of the screen to see the Icon Bar). These icons represent all possible game
activities.

When you choose an icon, the cursor will change to that shape. You can also click your
right mouse button (or SHIFT-Click) to cycle through the cursors and the middle mouse
button (or CTRL-Click) to toggle between the walk cursor and the last cursor used.

Or, if you're using your computer's keyboard, press a direction kev on the numeric
keypad, or cursor keys. To stop your character, press the same direction key again. To
execute a command, press ENTER. To cycle through the available cursors, use the
number five key on your numeric keypad.

Example:

To talk to someone, click the talk cursor on him. (With the keyboard, position the cursor
on him using your cursor keys and press ENTER.)

To look at something, click the eye cursor on it. (With the keyboard, position the cursor
on it using your cursor keys and press ENTER. )

To walk somewhere, click the walk cursor on that screen position. (With the keyboard,
simply press your arrow or cursor keys to move in that direction.)

To take action on something or someone, click the hand cursor on the person or thing,

(With the keyboard, position the cursor on the person or thing using your cursor keys and

'ﬁﬂﬁhﬁm This cursor performs many different game actions. You will want to use it
iberally.
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I don't understand how time works in this game. How long is a day?

How many days are there?

How will I know when a Day should end?

*

I have some money, but how valuable IS a penny
anyway?

-
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) I need help! How do [ get my men to appear?
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o Gambling would only require a farthing or ha'penny. You'd be a serious gambler 1o

gamble a penny or more

Why doesn’t the ransom amount change when I give large amounts of money to
someone?

#

The beginning figure of 300 marks is money that vour treasurer, Friar Tuck, has set
aside especially for the ransom. He has additional monies in the treasury for
certan payments wiich don't alfect the ransom

The ransom amount isn't connected 1o your own personal money supply at all
They're two separate things,

Why does my map icon disappear sometimes?

Remember that although the map icon is a bandy shortcnt, vou must still think that

.
vou are passing through all of the territory between one spot and another on the
miap, S0 i you're in the Oak Grove and vou click on the Willow Growe, it's as
though you've walked through the forest and crossed Watling Street 1o get there

% *The map icon will be disabled at certain tmes in the game, such as th following
a) when vou're inside a room or building,
b) if you're in 2 location that requires 3 special exit,
c) when the Sheriff's men are sweeping through the forest,
d) when you're in the middle of a programmed sequence, such
a5 shooting the bow at someone
How do I get money?
*  Uick the hand cursor on the small chest inside VOUT CIVE
22
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How do 1 get my horn?

¥  (lick the hand cursor on the hom hanging in vour cave.

How do I use my horn?

*  Select the inveniory icon from the lcon Bar. The inventory window will open. Click
on the arrow in the inventory menu, click the arrow on the hom, the hom cursor
will appear, click the horn cursor on the OK button. The homn s now your selected
inventory item. Click the horn cursor on Robin

How do I change clothes?
*  |f you have a disguise, it's in a pile on top of one of the skins in your cave. Click on

it with the eve cursor if you need to identify it. Click the hand cursor on the pile of
clothes 1o change into that disguise. Your outlaw garb will then become a pile of
clothing. Click the hand cursor on vour outlaw clothes to change back again

What happens to the things | was carrying when I change into another disguise?

E

Certain inventory items remin either with your outlaw clothes or with specific
dispuises. You can carry around money at any time, but it wouldn't make sense for
4 Monk to carry 2 hom around, or for a2 Beggar to have 2 bow. Assume that you've
been clever enough to know what is safe or wise to carry and have lelft the rest
behind, You'll pet them back when vou change clothes again

IN SHERWOOD FOREST

1 need help! How do I get my men to appear?

Blow your horm. 1's hanging inside your cave, if you don’t have it. To get the hom
in the cave, click the hand cursor on the horn. The horn goes into your inventory

To hlow the horn, open the inventory, select the homn as vour inventory itlem, then
click the hom cursor on Rohin

13



I keep wandering around Sherwood forest, but nothing happens. What am | : '."'"".':. '; L ".:.;
::upp':m'd to dn’ brile b

L
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Why does a close-up of a branch appear when |
click the eye cursor on some trees and not on

TS

T L

PN ¢
The forest is really bewildering. How can I figure out where | am? 1 keep
getting lost!
W e 7
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| keep wandering around Sherwood forest, but nothing happens. What am |
supposed to do?

The forest is really bewildering. How can I figure out where | am? 1 keep
getting lost!

But how do [ tell what kind of tree is what?

Why does a close-up of a branch appear when 1
click the eye cursor on some trees and not on
others?

Why can't I use the main map of Nottinghamshire to shortcut to the groves?

L
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How do | find the shooting glade?

I want to practice my shooting, but I can't get the Imw cursor to change to

Point of View scene. What's with these weird little creatures that keep running around in the forest?

How can | catch one?
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It's Day Two of the game and I've wandered and wandered and been to the
Overlook and I don't know what else to do. Nothing seems to be happening.




How do I find the shooting glade?

#*  Head north or northeast out of your camp (toward the wop or top right of your
screen). Travel one forest scene (o the north and vou'll come to .

I'm in the shooting glade. How do 1 shoot?
« For more instructions on POV archery, see vour game documentation

* Select the bow icon and click the bow cursor onto a tree or largel. You'll change 1o
a POV (Point of View) of your hand on your bow with an arrow nocked and ready 1o
fire. Use the bow cursor to move the tip of the arrow around untl it's aimed where
vou want, Don't worry that the bow cursor disappears as the arrow falls over the

largets. We do thal so you can see more clearly without the cursor gefting in the
way

I want to practice my shooting, but I can't get the bow cursor to change to the
Point of View scene.

% G0 up lo the menu bar and select the computer beon. Check your arcade setting. 1f 1§
you have it set all the way at the botlom, you're in WIN mode and vou byvpass all 1
arcade sequences, including POV archery

&  Simply move the slider up slightly into another setting, returm o PLAY, and now you
should be able 1o do POV archen

Do I have to practice my shooting? Does it give me a skill rating or points or
anything?

*  No, it's just here or practice so that later, when it really counts, vou've had a
chance o gél 4 feel for shooting your how

It's Day Two of the game and I've wandered and wandered and been to the
Overlook and I don't know what else to do. Nothing seems to be happening.

s Going to the Overdook on this day won't help.

x (n this dav, vou need o spend a fair amount of tme walking throogh the forest |
I ] |

26

itsell. A certain, special event will happen when you've walked through a certain
number of the forest scenes. Perhaps by some fluke, vou're missing the specific
areas that vou must walk through. Keep at it

Help! How do I escape from the Sheriff's men in the forest?

o You must reach one of the groves of Druid trees, Identify which type of tree it is and
use the Hand Code to spell out the tree’s Druid name. 1 vou look at the map of
Sherwood, you'll see there are ourteen groves scattered throughout the forest

» Don't forpet that the blackberries are also a Druid plant and there are many parts of
the forest with blackberry bushes

= Yoo can't use the map here because the map still implies that you're moving
through the forest and the forest is filled with Sherift's men.

What's with these weird little creatures that keep running around in the forest?
How can | catch one?

o Thase are forestimps or sprites. Click the eye cursor on one as il runs past and
vou'll get some information

s You need a Golden Net to catch an imp. You'll receive a Golden Net when you've
earned it, 50 just keep doing noble deeds.

To catch the imp afier vou have the Golden Net, select the net from inventory. Next,
click il—not on the running m:p-—l;:-m just abead of the imp so that the net and imp
will intersect by the time the net gets to where the imp IS going

& You can make this easier or harder by selecting the computer icon from the Icon
Bar and adjusting the arcade setting up or down, (See instrections in vour game
documentation for more details on arcade settings. )

Oh, and be very, very careful about shooting an imp with your bow, Remember,
you've been warned!

27



I got the imp’s Iﬂg! What do I do now?!
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How do [ find the Overlook? I really blew it on my first encounter with this traveller. Do I uuh' get one

lhurriﬂl: fﬂfﬂtulmﬂlmlm tnmhup
to the traveller | saw from the Overlook.

I went down to the street from the Overlook, but 1 guess [ wasn't fast enough.
Did 1 miss my chance to catch the traveller 1 saw?
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I got the imp’s bag! What do I do now?!

*
L
WATLING STREET
ARV TH B N E R LOORK
How do [ find the Overlook? I really blew it on my first encounter with this traveller. Do I only get one
chance?
I'm on the Overlook and 1 see someone on the street, but what do [ do now?
5 I hurried through the forest as fast as [ could, and I still can’t seem to catch up

to the traveller | saw from the Overlook.

I went down to the street from the Overlook, but 1 guess I wasn't fast enough.
Did I miss my chance to catch the traveller I saw?

28
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I've missed the traveller altogether. Now what? I found Will Scarlet and young Simon in the Shooting Glade. What should I do?
- 'I' i in, j_ = J'*l--. X
'| LH'I "'q-"-ﬂ' i Jlk,
1 }1 T '. 13
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Il-u ve gone to the Overlook, talked to Little John, but after he goes away, nothing end?
appens.
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Wait a minute, nnlhing seems to be happening today. How do I get going?




I've missed the traveller aliogether. Now what?

E

DAY 1 EXPLORING

I've gone to the Overlook, talked to Little John, but after he goes away, nothing
happens,

s

I see the Sheriff's man and the peasant woman from the Overlook. What do 1
do?

#*

How do [ save the peasant woman?

%

He killed the woman! What do 1 do now?

%
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I found Will Scarlet and young Simon in the Shooting Glade. What should I do?

& [{vou dhow | 1 Ci arksmenship by shooting the tarpets on th
For Skmon som

I've met the Widow and her three sons. Is there anything else I can do for them?

#

I'm certain I've done everything there is to do on Day One. Why won't the day
end?

#*

DAY 22 JSLIEPPREDR
Wait a minute, nothing seems to be happening today. How do [ get going?

#*

How do [ save Marian from the Monk?



What did she toss at me? What do | want from a filthy hegglﬂ'
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Who is this Lobb character? And where do | find
him in Nottingham?

Okay. I've found Lobb, but every time I talk to him he turns a deaf ear. How can
I get him to cooperate?

1 see the beggar from the Overlook. What do I do?
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What did she toss at me?

He's killed Marian! What do I do now?

%

I'm certain I've done everything there is to do on Day Two. Why won't the day
end?

&

DAY 3: BEGGAR

1 see the beggar from the Overlook. What do I do?

-

*
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What do 1 want from a filthy beggar?

Wheo is this Lobb character? And where do [ find
him in Nottingham?

Okay. I've found Lobb, but every time [ talk to him he turns a deaf ear. How can
I get him to cooperate?

Every time | visit Lobb, he kills me! Why is he so vicions?

* |} i ¥ Sl R |
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['::l ;:.ermin I've done everything there is to do on Day Three. Why won't the day I'm certain I've done everything there is to do on Day Four. Why won't the day
= end?

DAY 4: SILVER COMEB
DAY 5

I see the Sheriff's man from the Overlook. What do 1 do?

I see an Abbey Monk (brown robe) and a Fens Monk (black robe) at the same
time from the Overlook. What do [ do?
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I'm certain I've done everything there is to do on Day Three. Why won't the day
end?

&=

DAY 4: SILVER COMEBE

I see the Sheriff's man from the Overlook. What do I do?

s

How do | save the poacher?

He's killed the poacher! What do 1 do now?

#

I've met Marian in the Willow Grove, but she wants something. What is it?

S

I'm certain I've done everything there is to do on Day Four. Why won't the day

end?

:

DAY O

No one is on Watling Street. How do | get started today?

*

I see an Abbey Monk (brown robe) and a Fens Monk (black robe) at the same
time from the Overlook. What do [ do?

35



I really g;uufed and missed both Monks. Now what? How do | cross the Fens to get to the Fens Monk Monastery?

I'm at the main entrance nt‘ the Fens Monk Monastery and can’t get in. What
. tokens am I supposed to give the guard?

DAY 5 OR 6 :
ENCOUNTERING
T H E FFN'? MONK
({BLACK RORZBRE)

RIDP'DLE'S ©F T HE

No one is on Watling Street. How do 1 get GEMSTONES
; . i %k

started today?

I can’t figure out the answers to the Gemstone Riddles. What are they?

1) 1 will seek out the devil where he lies and [ will cross many seas to do so. Then |
shall blast him with fire from heaven.

What shall | take with me?
2 : B r*r“--r'*[l" '-;I rr‘l'_.- "'.'._'-"_:,-‘:__"',?*. | -f r; e -;-111&' 'ql:|
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2) 1 have a fu'er which has driven me to nmdnﬁa I'-'Iyteﬂh loosen and | taste
I'_ ‘j}l I.1 .hq.‘ |1 § 1'} -..l- e'rr 'lrf' |'.|1' '. h‘lﬂm I“.-l ““ mnu.lh
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I really goofed and missed both Monks. Now what?

DAY 5 OR o6:
ENCOIU NTERINLG
THE FENS MONK

(BLACK ROZBRE)

No one is on Watling Street. How do 1 get
started today?

& LIS IS5 LEIV 5

I've encountered a Fens Monk on Watling Street and don't know what to do.

% [ice thic M : P e 1
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How do I cross the Fens to get to the Fens Monk Monastery?

. < M lirio Stee

i TR

I'm at the main entrance of the Fens Monk Monasiery and can’t get in. What
tokens am | supposed to give the guard?

RIDDLES ©OF THE
GEMSTONES

I can’t figure out the answers 1o the Gemstone Riddles. What are they?
1) 1 will seek out the devil where he lies and 1 will cross many seas to do so. Then |

shall blast him with fire from heaven.
What shall 1 take with me?

2) 1 have a fever which has driven me to madness. My teeth loosen and | taste
blood in my mouth.
What would you give me?
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3) 1 must go into battle where 1 may well be wounded. Then | will know great thirst
and my eyes will burn,
What should I take with me?

4} | have three fears: 1 fear travelling by ship; 1 I'mrmruﬂewi]i be unfaithful; 1 fear

the lies of men.
What should 1 take with me?

R\
'51.1 .ly Nord :.
5} ﬁidnm m:ighs upon my soul. My heart aches 1o be filled. Would that | mul-l:l
steal into my love's chamber unseen.
What would vou give me?

6) 1 would comfort a friend who fears that death will come upon him without
warning. But if death should come, let my gifts guide him beyond demon’s reach
and 1o new life.

What should 1 give him?

7) A piece of sky fell to my feet and 1 picked it up. Where it touched me, it raised
boils. 1 fear it poisons me.
What would you give me?

8) In summer, my ice does not melt. The red eye h{fﬂﬂu- clear. Demon runs
when I raise my hand.

What do 1 have?

9) 1 must ride upon a fiery horse, through valleys filled with adders and seek the
fate that awails me,
What should 1 take with me?

‘E"". Vi B

-.i. 4l It . !
10) The drought len_gﬂlens. EhE corn withers in my [ieEd and a witch curses me uith

a glance.
What would you give me?

11) 1 lie dying, cut :prlvh*r the sword, my flesh burns, spirits of Hades hover to
Ltk my soul,
What would you giw.- me?

.'p""lt Trl""‘
‘

2ty o rf!. :
12) I'll build a ship 1o carry me skyward. !Eilfa!h I'll not be harmed. But [ will

never ell how it is done.
What do | have?

A TR
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#  13) 1 am old and my hearing fails me, | am ill and wonder when death will come
for me, my mouth is dry.
What would vou give me?

- i- r
e it i

..,‘ 1 Filv
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H]I -'l.las 5::]1:13& E|'I]lhﬁ me Iiiu: a ]ﬂﬂ-EH cloak. ﬁ m:lm:i woman lies to me, hut |

fear danger will come upon me by surprise.
What would you give me?
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3) 1 must go into battle where 1 may well be wounded. Then | will know great thirst
and my eyes will burn.
What should 1 take with me?

4) | have three fears: 1 fear travelling by ship; 1 fear my wife will be unfaithful: T fear
the lies of men.
What should I take with me?

5) Sadness weighs upon my soul. My heart aches to be filled. Would that | could
steal into my love's chamber unseen.
What would vou give me?

6} 1 would comfort a friend who fears that death will come upon him without
warning. But if death should come, let my gifts guide him beyond demon’s reach
and 1o new life,

What should 1 give him?

SO LA it L, carmn

7) A piece of sky fell to my feet and 1 picked it up. Where it touched me, it raised
boils. | fear it poisons me.
What would you give me?

SERIIEI S s, SEPTTT

8) In summer, my ice does not melt. The red eve becomes clear. Demon runs
when I raise my hand.
What do | have?

Sofutions:  quartz, sapphire, jet

¥ o | 1
QLTS I.IIII"' ks

9) 1 must ride upon a fiery horse, through valleys filled with adders and seek the
fate that awaits me.
What should | take with me?

sOLlinn furquaoise, pel, sappduin

10) The drought lengthens, the corn withers in my field, and a witch curses me with
a glance.
What would you give me?

SCHRELION JEHS, EEED,

11} 1 lie dying, cut deeply by the sword, my flesh burns, spirits of Hades hover 1o
Lk my soul,
Wheat would you give me?

amelian, amber, jet

SO UL

12) I'll build a ship to carry me skyward. If it falls, I'll not be harmed. But [ will

never tell how it is done,
What do | have?

AL LIrquiose AN LR

13) 1 am old and my hearing fails me, | am ill and wonder when death will come
for me, my mouth is dry.
What would you give me?

solution amber, opal, quartz

14) Alas, sadness clothes me like a leaden cloak. A wicked woman lies to me, but 1

fear danger will come upon me by surprise.
What would you give me?

T Traguarse
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15) My trees are heavy with fruit, my heart is full of all desires, and my wife gives PR i ey 5 -:I"Fﬂﬂﬁ"ﬁ‘

birth to 4 holy child. I gt T WARRYIY VoV L P e e
What do | bave? F IR NS NI e
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16) Demons dance to my call. 1am a thief none can catch. No sharp blade worries
me.
What do I have?

"‘,‘ e XL FE AN VT £ Al it '*ﬂ.‘- PR
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ﬂkay. lmimideﬁtl‘ensh'lﬂnh Monastery. What now?

There are a lot of scrolls in here. Do any of them contain stuff I should know
about?

should 1 do?

I'th l:rflnglnh:lp Fnlkﬁﬂpt hutntremahmtstm:k behind an iron grate.
How do we get out of here?

The Prior has Fulk's Scroll. Now how do 1 get it from him?




15) My trees are heavy with fruit, my heart is full of all desires, and my wife gives
birth to a holy child.
What do I have?
&« oolution: agate, carnelian, quarnt
16) Demons dance to my call. 1am a thief none can catch. No sharp blade worries

me.
What do 1 have?

= Solution: jet, opal, carnelian

Okay. I'm inside the Fens Monk Monastery. What now?

w Vou need o do three things, First, visit the Pri

{ release m irom the Torure Koom FING LN Frir 2iun i e sSCrihes I-,||..:||

' ! p—
rin the Kelteciory,  Then visil Folk

nd get Fulk s scroll,  Adso while vou're sl in the Scribes’ Room, Gnd and ki

I've found Fulk in the torture chamber. The Prior tells me to torture him. What
should I do?

Fulk has asked me to find the scroll the Prior took from him. Where is it?

find the Prior readine i ihe Seribis' R

* Nl VL WE Feleas !
The Prior has Fulk's Scroll. Now how do 1 get it from him?

# [hid vou notice the Prior's soblet of wine on the des)

40

Will I find Marian’s scroll somewhere in the Monastery?

. Y

il Marm's

There are a lot of scrolls in here. Do any of them contain stuff I should know
about?

* Thar's a good question—Why not read them? One of
I want to help Fulk escape, but can't figure out how to get him out of the
Monastery.

¥ You n o e | ik ks o

I'th trying 10 help Fulk escape, but we're in a boat stuck behind an iron grate.
How do we get out of here?

41




I'm certain I've done everything there is to do on this Day. Why won't the day
end?

P, Wl S L b i
F fe I =

&

I'm unsure how to get started today. Where
should I begin?

I've encountered the Abbey Monk on Watling
Street, but what am 1 supposed to do?
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I'm in St. Mary's Abbey in Nottingham. What do I do now?
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I've returned to the Abbot with his ale. If I accept his challenge to drink, he gets
me drunk. If I decline his challenge, he throws me out. What gives?
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I'm certain I've done everything there is to do on this Day. Why won't the day
end?

%

DAYS 5 OR 6:
ENCOUNTERING THE
ABBEY MONK
(BROWN ROBE)

I'm unsure how to get started today. Where
should I begin?

e

I've encountered the Abbey Monk on Watling
Street, but what am 1 supposed to do?

]

I'm in 5t. Mary's Abbey in Nottingham. What do I do now?

E

I'm at the pub but the Innkeeper won't give me ale for the Abbot. How come?

%

Is there anything else to do in the pub today?

I've returned to the Abbot with his ale. If I accept his challenge to drink, he gets
me drunk. If 1 decline his challenge, he throws me out. What gives?




How do | get into the Abbot's room? His door
is always locked.
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r"" : ¥ " . I'm trying to rescue the boys, but the Innkeeper won't let me into the ale cellar

in back. What should 1 do?
g
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I'm in the tunnel looking at the guards who are watching the three boys, but the
guards won't leave. What did | miss?
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I can't figure out how to rescue the Widow’s boys from the main entrance of Okay. The guards have left to get some money for ale. But I still can't rescue the
Nottingham Castle. Is there another way into this castle? boys. 1 get caught when they come back.




How do | get into the Abbot's room? His door i

is always locked.
I'm trying to rescue the boys, but the Innkeeper won't let me into the ale cellar
in back. What should 1 do?
* .
*
I'm in the tunnel looking at the guards who are watching the three boys, but the
guards won't leave. What did I miss?
The Abbot's passed-out drunk! What should I do? .
# *
I can't figure out how to rescue the Widow's boys from the main entrance of Okay. The guards have left to get some money for ale. But I still can’t rescue the
Nottingham Castle. Is there another way into this castle? boys. 1 get canght when they come back.
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THE ABBOT'S PU

I'm trying to open the Abbot's puzzle box in
the Abbey and keep getting caught. What

Okay. The guards left and I've opened the trapdoor. How do I get the Widow's
boys out of the dungeon?
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I have the Abbot’s wooden puzzle box, but
can't figure out how to open it.
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I'm trying to open the Abbot's puzzle box in
the Abbey and keep getting caught. What

Okay. The guards lefi and I've opened the trapdoor. How do 1 get the Widow's gives?

boys out of the dungeon?

I've rescued the boys and we're in the secret tunnel. Which way do we go?

I have the Abbot's wooden puzzle box, but
. can’t figure out how to open it

I tried to exit through the pub, but the Sheriff stopped me! Now what do 1 do?

I've tried everything possible to rescue the sons by subterfuge. Is there any

other way? I'm in our outlaw camp and don’t understand what to do with the Abbot’s puzzle

box.

-

I'm certain I've done everything there is to do on this Day. Why won't the day
end?
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I've met Marian in the Willow Grove. What should I do?

7: HAND CODE

NOTE: If you have not yet solved the Abbot's puzzle box and are having
problems, see the previous section entitled The Abbot's Puzzle Box .

How do I get the Hand Code to appear?
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& Tofind the code word, consult Fulk's verses. Looking at the scroll, write down the
first letter of the name of each Druid tree listed there. These first letters will give
vou the Latin word you need o open the puzze Select the puzzle box from
inventory with the hand cursor and pundch in these letters. For a complete
description of Fulk's verses, see the section entithed Fulk's Verses in the hack of this

hivok

DAY I: HAND CODE

NOTE: If you have not yet solved the Abbot's puzzle box and are having
problems, see the previous section entitled The Abbot's Puzzle Box .

How do I get the Hand Code to appear?

o It will appear only after Mardan has shown you the Hand Code. To make this
happen., vou must bring the Hand Scroll to her in the Willow Grove on this day
| h £
Click the Hand Scroll on Martan and [y Cir ful attenton w her instrections

& Once vou've learned the Hand Scroll this way, to make it appear again, simply click
the hand cursor on Robin

What is the Hand Code? How does it work?

s You have a drawing of the Hand Code with all the letters in the front of your game

chpCumetsEason

#  Fach section of the fingers, including the tps of the ingers, represents one letter
Move the tip of the finger of the pointing hand to the part of the finger thumb or
hanid that represents te letler vou want Clicking (or pressing ENTER) will seleci
that letter and vou'll see il appedr ahove the Hand. Clicking on the center of the
palm will end the we il vou're spelling and remove the Hand Code. If vou make a
mistake. vou Can g up 1o e letter vou've selected and by I-"I-\.'i'-.ll'lj..' the Lnger on the

letter vour can remove i
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I've met Marian in the Willow Grove. What should 1 do?
L I L ||'|-.:|_['|-.. ||'||-|:'|_-'-. =-.||:|H-‘:h||'|!_-|I i Vouur II1'u'I]lllI'_- [lER s her.
e Did vou find the Hand Scroll in the Fens Monastery?

+ You need o give her the Hand Scroll vou got from the Fens Monastery. Also, you
may give her the heart-shaped hall emerald

Marian's shown me the Hand Code, but nothing happens when I use it.

&  First. vou must earn the blessing of the Green Man. You'll be able to do that only
after vou pass the Green Man's ridales

Where do [ find the Green Man?

% In the most ancient and sacred Oak Grove, (You can access il from the main map

of Nottinghamshire. )

How do 1 find the Oak Grove?

& There is more than one Oak Grove, but the sacred one can be easily reached by
eoing 1o the main map of Nottinghamshire and clicking on the only icon that is in
the forest to the west side of Watling Stree

I'm in disguise. Why won't the Hand Code work?

% The Green Man warned you that the Druid trees would only respond fo you s an
outlaw because that is the form you were in when he kaid the spell upon you

I know I'm supposed to summon the Green Man. But how?
¢ Find someone who speaks his knguige.
»  Remember the Golden Net the Widow gave you?
» You can use this nel to captire 2 Sprite, one of the wood imps. The Sprite will

introduce vou 1o the Green Man. Now, you can talk to the Green Man and he’ll
understand you




These wood imps are awfully fast. How do you caich one?

50

GREEN MAN- 5
RIDDLES

All right, the Green Man's riddles have
stumped me. What are the answers?

| am the heart that does not beat
if cut, 1 bleed without blood,

I can fly, but have no wings,

I can float, but have no fins,

I can sing, but have no mouth.

b Vs G SRS
Vhhe G SRS

High born, my touch is gentle,
purest white ks my lace,

silent, silent is my kingdom,
green is the colour of my death.

” I 1-"'&‘5 ‘:t'h*"i: 3 ....-l' J ﬁ‘?

| am the outstretched fingers

that seize and hold the wind,

wisdom flows from me in other hands,
upon me are sweel dreams dreamt,
my merest touch brings kaughter.

Golden treasure | contain,

guarded by hundreds and thousands,
stored in 2 labyrinth where no man walks,
yel men come often to seize my gold,

by smoke 1 am overcome and robbed,
then left to build my treasure anew.
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These wood imps are awfully fast. How do you caich one?

What am I supposed to do with the Golden Net the Widow gave me?

e

50

GREEN MAN'S
RIDDLES

All right, the Green Man's riddles have
stumped me. What are the answers?

| am the heart that does not beat
if cut, 1 bleed without bleod,

I can fly, but have no wings,

I can float, but have no fins,

I can sing, but have no mouth.

High born, my touch is gentle,
purest white ks my lace,

silent, silent is my kingdom,
green is the colour of my death

| am the outstretched fingers

that seize and hold the wind,

wisdom flows from me in other hands,
upen me are sweel dreams dreamt,
my merest touch brings kaughter.

Golden treasure | contain,

guarded by hundreds and thousands,
stored in a labyrinth where no man walks,
el men come often to seize my gold,

by smoke | am overcome and robbed,
then left to build my treasure anew.




My first master has four legs

my second master has two legs,

my first | serve in life,

my second [ serve in death.

Cure me and [ live beyond my death.
Tough I am, yet soft beside,

‘gainst ladies’ cheeks 1 oft reside.

Heu]nrbmelmy be,

many teeth [ have and always bared,
vet my bite harms no one,

mih.diﬁdﬂigl'ltlnm',rtmﬂ:_

Hulburnhmfrmnamuﬂ:ershudfdr:m,
1 hang until half of me is gone,

I sleep in a cave until 1 grow old,
llmwh:edl‘urm',rhﬂrdmedguld

lamm'nufﬂmdtmlhﬂrmhrmef:m,
I have no legs but travel widely,

men spill much blood over me,

kings leave their imprint upon me,

I haave greatest power when given away,
?ﬁlmhrmkmmlndwd:my.

lamawlnduw.]mnahmp.
1 am clouded, | am shining,

I am colored, set in white,

1 fill with water and overflow,
I say much, but have no words.

I'm certain I've done everything there is to do on Day Seven. Why won't the day

‘._l.i'_.iif -}P ..f-‘--h i_" i
et &
A

DAY B:
PUCK/NOTTINGHAM FAIR

NOTE: If you have not yet solved the Abbot’s puzzle box and are having
problems, see the section entitled The Abbot's Puzzle Box listed just before Day
7: Hand Code.

| see the Yeoman from the Overlook. What do 1 do?
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My first master has four legs

my second master has two legs,

my first | serve in life,

my second [ serve in death.

Cure me and [ live beyond my death.
Tough I am, yet soft beside,

‘gainst ladies’ cheeks I oft reside.

ANSWER: Tur{s), skin(s}), pelt(s). leaths

Metal or bone I may be,

many teeth [ have and always bared,
yet my bite harms no one,

and ladies delight in my touch.

ANSWER: combis)

Not born but from a mother’s body drawn,
1 hang until half of me is gone,

I sleep in a cave until 1 grow old,

then valued for my hardened gold.

LR ¢ !
R chi

1 am two-faced but bear only one face,
I have no legs but travel widely,

men spill much blood over me,

kings leave their imprint upon me,

I have greatest power when given away,
yet lust for me keeps me locked away.

| = CNNY. DENNIES., Mmey

1 am a window, 1.am a lamp,
I am clouded, | am shining,

I am colored, set in white,

I fill with water and overflow,
I say much, but have no words.

ANSWER

I'm certain I've done everything there is to do on Day Seven. Why won't the day
end?

*  The things i

DAY 8:
PUCK/NOTTINGHAM FAIR

NOTE: If you have not yet solved the Abbot’s puzzle box and are having
problems, see the section entitled The Abbot's Puzzle Box listed just before Day
7: Hand Code.

I see the Yeoman from the Overlook. What do [ do?

#

I've encountered the Yeoman on Watling Street. How do | best handle him?

L]
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I'm at the Fair and just wandering around. What am I missing here?

-
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I'd like to enter the archery tournament, but I haven't any money. How can [
compete?
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I'd like to enter the archery tournament, but it's still too early. When are they
going to start this thing?

I went to enter the archery tournament and was told 1 was too late, it had
already started or was over. What can I do now?

Besides meeting the scholar and entering the archery tournament, is there
anything else 1 can do at the Fair?

I'm certain I've done everything there is to do on Day Eight. Why won't the day
end?




Hey! 1 just tried to give the Hand Scroll to the scholar, but he turned out to be a
spy from Prince John. Where's the scholar I'm looking for?

I'd like to eater the archery tournament, but I haven't any money. How can [
compete?

*
I'd like to enter the archery tournament, but it's still too early. When are they
going to start this thing?
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I went to enter the archery tournament and was told 1 was too late, it had
already started or was over. What can I do now?

Besides meeting the scholar and entering the archery tournament, is there
anything else 1 can do at the Fair?

W

I'm certain I've done everything there is to do on Day Eight. Why won't the day
end?

g
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NOTE: If you have not yet solved the Abbot's

puzzle box and are having problems, see the
section entitled The Abbot’s Puzzle Box listed
just before Day 7: Hand Code.

The Sheriff's men keep killing me. Where can
I find a good hiding place?

| see the Merchant from the Overlook. What do I do?

Hey, | need a disguise! How do | get the jeweler to give me his clothes?
Threaten him with my bow?
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The guard won't let me in the Castle of Nottingham. Now what?

%

I'm with the Sherifl in his room. What now?

™

I'm with the Sheriff and his wife. What now?

The Sheriff's wife recognizes me! What do 1 do about that?
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I'm at Nottingham, but the only place I can go is the pub. Is Robin supposed to
get drunk now or what?

end?

I'm in the Ahh-qr. but no one’s here. Where do 1 find the Witch's Court?

DAY 18: MABRIANYS RESCTU E

NOTE: If you have not yet solved the Abbot’s puzzle box and are having
problems, see the section entitled The Abbot's Puzzle Box listed just before Day
7: Hand Code.

I'm in our Outlaw camp and just received the news about Marian. What should |

: : Okay. 1 got inside the Witch's Court all right. But when I try to save Marian, |
0w

become a crispy critter! Where do I get a giant pot holder?
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I'm certain I've done everything there is to do on Day Nine. Why won't the day
end?
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the Fadr) or as the jeweler, and visil the Sheriff of Nottingham

DAY 10: MARIAN'S RESCUE

NOTE: If you have not yet solved the Abbot’s puzele box and are having
problems, see the section entitled The Abbot's Puzzle Box listed just before Day
7: Hand Code.

I'm in our Outlaw camp and just received the news about Marian. What should |
do now?

* Y

I've gathered the men together. Whose plan should | follow?

a8

I'm at Nottingham, but the only place I can go is the pub. Is Robin supposed to
get drunk now or what?

I'm in the Abbey, but no one’s here. Where do I find the Witch's Court?

.
.
1 dhs b il i i il 1 End [ P

= ravel throueh the chapel of the Abbey and vo ind a pair of doors. Click th

] I % I % 1 & i I I

\ edpes, Travel through the hedp
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I'm lost in the hedge maze. Help!
¥ Take a look al the hedge maze map in the back of this hint book

Okay. 1 got inside the Witch's Court all right. But when I try to save Marian, |
become a crispy critter! Where do I get a giant pot holder?
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As soon as | enter the Witch's Court, I'm shot full of arrows. What have 1 done
wrong?

. ‘.-f.:;-;-l.'.' ';
e g9, f:q

I'm certain I've done everything there is to do on Day Ten. Why won't the day
end?

P AY I : R ERSURE T RalN

The treasure train has arriwd MNow what do 1 do?

60

I've got the men tngethfr. Whose plan should I choose?
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DAY Lk TERLSE
KNIGHT

I'm in Sherwood Forest, and the Sheriff's men
keep killing me. Where can 1 find a good hiding
place?




As soon as | enter the Witch's Court, I'm shot full of arrows. What have | done
wrong?!

]

I've rescued Marian, but now she's dying.

|

I'm certain I've done everything there is to do on Day Ten. Why won't the day
end?

&

DAY 11: TREASURE TRAIN

The treasure train has arrived. Now what do 1 do#

%

G0

I've got the men together. Whose plan should 1 choose?
e 1 try each plan? Bo

&

=

DAY 12: FALSE
KENIGHT

I'm in Sherwood Forest, and the Sheriff's men
keep killing me. Where can I find a good hiding
place?

o1
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DAY 3
QUEEN S
KNIGHT

Hey! I don’t have my reed whistle and I don't
know how to swim. How am | supposed 1o cross
the Fens?
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| see a Knight on Watling Street. 'What now?

*

I've encountered 2 Knight on Watling Street.  What am [ supposed to do?

Marian is dead. How can I give the Knight the password when I don’t know what
it is?

I'm certain I've done everything there is to do on Day Twelve. Why won't the day
end?

#*
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DAY Y35:
U EEN"S
KMNIGHT

Hey! 1 don’t have my reed whistle and I don't
know how to swim. How am | supposed to cross
the Fens?

Okay, why won't these Will-0-th'-Wisps let me cross the Fens?

#
i

I'm at the Willow Grove, but I don't see Marian's spirit. Where's she hiding?

E ]
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I'm standing at the base of a tower outside the Fens Monastery. There doesn’t
seem to be anywhere to go. Let me guess, I'm supposed to climb this wall
somehow?

Great! I've gotten the knight to the boat, but now the Fens Monks keep throwing
boulders at me. How do | get down safely?

EgeEl N G e B e R A L

Can | choose my own witnesses?
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EASTER EGGS (surprises hidden in the game just for fun)

Did you try the following?

1) Clicking the hand cursor along the top of the Nottingham Castle battlement above the
outside of the pub?

2) Shooting a wood imp with your bow?

3) Walking to the right and back again several times along the shore of the Fens region
(ressed as an outlaw?
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I'm standing at the base of a tower outside the Fens Monastery. There doesn’t
seem to be anywhere to go. Let me guess, I'm supposed to climb this wall
somehow?

¢ You're on the right track.  Have you looked closely at the ivy?

« You'll need your game documentation for this one

% Look up the Druid name for ivy and enter it using the Hand Code. The ivy on the
wall will grow and grow. Now vou'll be able to climb the wall

I climbed up the tower of the Fens Monastery, climbed into this cell, found the
Queen's Knight, but he doesn’t believe I'm Robin Hood. Should 1 shoot him?

would vou calm down? Besides, vou don’t even have vour bow at the moment
*  Remember the password Marian gave vou in the Willow Grove?

*  Enter this password using the Hand Code. Now the kmight will go with you

Great! I've gotten the knight to the boat, but now the Fens Monks keep throwing

boulders at me. How do I get down safely?

*  Dodee the boulders. Clicking the hand cursor will move you from side to side

When vou've dodeed each rock, vou'll move farther down the tower until you react

* [ even the easy arcade setting is too hard, select the computer icon [rom the leon
Bar and adiust the arcade level all the way down to “Win™ at the bottom arcade
elting. Now vou can climb down the wall safely. After crossing the Fens, and the
kniehi is safe, vou'll stand trial and your fate as an outlaw will be determined

Congratulations! You've completed Conguests of the Longbow!

Pt G He B PRt 1

Can | choose my own witnesses?

How can I improve my ending?

AFTER sYOU'V
THE G

L i
H
g
g

EASTER EGGS (surprises hidden in the
Did you try the following?

1) Clicking the hand cursor along the top of the Nottingham Castle battlement above the
outside of the pub?

2) Shooting a wood imp with your bow?

3) Walking to the right and back again several times along the shore of the Fens region
dressed as an outlaw?
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5) Visiting the Cobbler's street a few times on Day Nine when the pigs and swineherd are
there?

6) Clicking the hali-heart emerald on the little figure in the center of the tapestry in the
Abbey Retectory?

7) Clicking the eye cursor on the individual monk’s cells in the floor plan of the Abbey?

§) Shooting the Ancient Oak in Sherwood Forest with your bow? (Save your game first.)

FULK'S VERSES

Each set of Fulk's verses is an acrostic riddle. An
acrostic riddle is a set of lines or verses in which the first,
last or other particular letter of a word in each line is
used to spell out a hidden word.

To solve the acrostic in Fulk’s verses, spell out the word
made by taking the first letter of each Druid tree name
in each line.

For example:

Fearn said, “My power increases beneath water,”
“Red is my crowning beauty,” Luis claimed.

*1 do not sleep in winter,” said Ailm.

“| strangle even the strongest,” Gort said.
“Music hides within me,” said Ruis.

Ochtach said, “Much is made of me.”

Fearn, Luis, Ailm, Gord, Ruis, Ochtach spells out FLAGRO, which is Latin for “to bum”.
i

Each code word is a Latin word. For translations of the code words, see the section
entitled Latin Translations.

But the lines aren’t nonsense. To leam more about what each line about a tree means,
you may read the additional information given below.

“I do not sleep in winter,” said Ailm.

Ailm is the Fir. The Fir never sheds its leaves, so it doesn't “sleep” like other trees in the
winter.

Beth bragged, “Men become drunk upon my sap.”

Beth is the Birch. The sugary sap can be extracted and fermented to make an alcoholic
beverage known as Birch beer,

“My helmeted fruit is my treasure,” Coll said.

Coll is the Hazel known for its delicious hazelnuts or filberts. When they're on the tree,
thev look as though they have helmets.

Said Duir, “Pigs grow fat on my acorns.”
Duir is the Oak. Pigs were fattened up on a diet of acoms
Eadha said, “The Romans loved me dearly.”

Eadha is the Poplar. Romans were very fond of poplars and named them arbor populi,
meaning “the people’s tree™,

Fearn said, "My power increases beneath water,”

Fearn is the Alder. One of the most useful qualities of Alder is that it actually grows
farder and stronger when it's submerged in water, even after long periods of time.
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“I strangle even the strongest,” Gort said.

Gort is Ivy. Ivy is well known for its tenacious ability to completely cover what it grows on
and can eventually strangle the life from an entire tree.

Idho cried, “The power of the bow sleeps within me.”

ldhao is the Yew. Yew has a pale outer wood and reddish heartwood, both of which were
commonly used to make bows, The Celts also used yew wood to make household vessels
and breastplates.

“Red is my crowning beauty,” Luis claimed.

Luis is the Rowan. Rowans have bright red berries.

Said Muin, “Nothing is sweeter than what 1 bear.”

Muin is the Blackberry. Anyone who's tasted a blackberry can figure this one out.

“I am tall and straight,” said Nion.

Nion is the Ash, a tree which grows tall and straight. The Celts used it to make their
king's throne and for the shafts of weapons.

Ochtach said, “Much is made of me.”

Ochtach is the Pine, from which houses, all sorts of fumiture and countless other things
are made.

“Music hides within me,” said Ruis.
Ruis is the Elder. The Romans made a musical instrument called a “sambuca” from

elder wood. The tree's scientific name is “Sambucus Nigra™.
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Said Saille, “Harps sang to me in Babylon."

Saille is the Willow. From Psalm 137 of the Bible, referring to the captivity of the Jews in
Babylon: “We hanged our harps upon the willows in the midst thereof.”

Harps have sometimes been made from willow wood,

“Chariots wage battle with me,” said Tinne.

Tinne is Holly. The Celts used Holly wood to make the shafts for their war chariots.

LATIN TRANSLATIONS
Paululum sursum et dextrosum.
Translation: A little more up and to the right
Hlud iterum dicere potes.
Translation: You can say that again,
Stercorem pro cerebro habes.
Translation: You have feces for brains.
Caesar si viveret, ad remum dareris.
Translation: If Caesar were alive, you'd be chained to an oar.
Domine dirige nos!

Translation: God direct us.
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From Fulk's Yerses:

FLAGRO = to burn, to blaze
LIBERO = to set free, to release
REGALIS = kingly, princely
ARDENS = burning, glowing, hot; glitering; fiery
DESIGND = to mark out; to designate
BONITAS = goodness; virtue, integrity
MEDICOR = to heal, to cure
NEMORALIS = of a grove, of a wood, sylvan
CISTERNA = reservoir, cistern
TRANSFIGO = to pierce; to transfix

HOW TO BEAT OLD HARRY

(Playing Nine Mens’ Morris)

We hope you're enjoying Nine Men’s Morris and finding it to be a very challenging game.

You may have noticed that Harry doesn’t move his pieces identically each time. Even
though he can be a pretty shrewd player, you must beat him to get the magical amethyst.
Therefore, if you have been unsuccessful in defeating him, perhaps you'd like to try our
following sample game. Following these instructions, you'll be able to beat O1d Harry
every time.

SAMPLE GAME

Before beginning the Sample Game, you'll need to perform three steps as follows:

a) Select the computer icon from the Icon Bar and set your arcade setting all
the way up to the highest setting (in its top-most position),

b) When Harry asks for a wager, bet one penny,

¢) Optional Step: Save your game before placing your first piece (in cise you
place a piece incorrectly you can quickly and easily re-start from your saved game).
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4 6
7 9
10—k o 15
16 18
19 2
n 23 24

Board Illustration One Showing Reference Positions 1 through 24

Start the game by placing vour first three pieces on the Nine Men's Morris board. Looking
at Board [lustration One, vou'll notice each possible plaving position (from left to right)
is numbered from 110 24. (Note: These numbers do not appear on your Nine Men's
Morris board in Longhow, Our illustration is only labelled this way to indicate reference
positions on the boand.) Place your first piece at position 22. Referring to Board
Hlustration One, we see this means you should place your first piece on the lower, left-
hand comer of the board. Your second move is at position 3, which means you should
place your second piece in the upper, right-hand comer of the board. Your third move is
at position 13. Board Hlustration One shows this position on the right-hand side of the
innermost rectangle on the board, so we place our third piece there. Your first three plays
should look like Board llustration Two,

Iﬂ ik i

e

@ REFRESENTS YOUR PIECE

Your First Three Moves
71




After you've each played three pieces, there are two possible conclusions Harry will follow.
Therefore, if Harry's first three plays were positions 23, 2, and 15, see the section entitled
Conclusion A On the other hand, if Harry's first three plays were positions 1, 24, and 2,
continue with section Conclusion B.

Conclusion A I

10

19 :P 21
2 5 g

@ REFPEESENTSYOURMECE
REFRESENTS HARRY'S FIECE

Your First Three Moves and Harry's First Three Responses
Placing the Rest of Your Game Pieces

Your game should now look like Board Illustration Three. Your next step is to complete
placing vour pieces on the Nine Men's Morris board. Simply place each of your pieces as
shown in the lefi-hand column of the following list. Harry will respond by placing his
pieces zs shown in the right-hand column of the following list

Your Moves Harry's Responses
Position Position
7 8
3 17
20 1
11 18
16 12
14 b
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Capturing Harry's Pieces

(kay. Now the board is set up to beat Old Harry. The following list shows the moves vou
need to make to win, Note: If the step vou're on is annotated with “completes a Mill—

take (followed by a number),” such as completes a Mill—take 6, this means to remove
Harry's piece from position 6.

Let's run through the first two steps together (refer to Board Hlustration One for
positions). Find your playing piece on position 11 and move it to position 19. (Harry will
respond by sliding his piece from position 1 to position 10.) Your next move is to slide
vour playing piece on position 14 to position 21. Since this completes a Mill {positions
19, 20, and 21), you're entitled to remove one of Harry's game pieces. Find Harry's piece
on position & and take that one. Now you complete the rest.

Your Moves Harry's Responses

Position Position
1119 1o 10
1410 21 (completes a Mill—take 6) 2101
211w 14 1102
14 10 21 (completes a Mill—take 15) 2ol
jtol5 lol
21 o 14 (completes a Mill—take 2) Swh
14 to 21 (completes a Mill—take 9) 12ta11
21 to 14 (completes a Mill—take 11) 10101
14 to 21 {completes a Mill—take 1) 2310 24

21 to 14 (completes a Mill—take 24)

Congratulations! You've won Nine Men's Morris,
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Conclusion B

P

i REFEESENTS YOURFIECE
REPRESENTS HARRY S FLECE

Your First Three Moves and Harry's First Three Responses
Placing the Rest of Your Game Pieces

Your game should now look like Board Illustration Four, Your next step is to complete
placing your pieces on the Nine Men's Morris board. Simply place each of your pieces as
shown in the left-hand column of the following list. Harey will respond by placing his
pieces as shown in the right-hand column in the following list

Your Moves Harry’s Responses
Position Position
5 6
15 X
21 4
11 9
; §

74

Capturing Harry's Pieces

Okaty. Now the board is set up to beat Old Harry. The following list shows the moves you
need to make to win, Note: If the step you're on is annotated with “completes a Mill—
take (followed by a number),” such as completes a Mill—take 6, this means to remove
Harry's piece from position 6.

Let’s run through the first two steps together. Find your playing piece on position 11 and
miove it to position 19. (Harry will respond by sliding his piece on position 1 to position
10.) Your next move is to slide your playing piece on position 14 to position 21. Since
this completes a Mill (positions 19, 20, and 21), you're entitled to remove one of Harry's

game pieces. Find Harry's piece on position 6 and take that one. Now vou complete the
riesl,

Your Moves Harry's Responses

Position Position

22to 10 241023
o 17 19 to 20
131018 9o 13

7 to 12 (completes a Mill—take 13) St9

12 to 16 (completes a Mill—take 9) 141013

16 1o 12 {completes a Mill—take 13) bto 14

12 to 16 (completes a Mill—take 14) 20w 19

16 to 12 (completes a Mill—take 19) 251020

1210 16 (completes a Mill—take 20)

Congratulations! You've won Nine Men's Morris,
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Action
Day One

Take hom from cave

Get coins from chest in cave

Kill Sheriff's man; rescue peasant woman
(Give money Lo peasant womsan

Give money to Simon in the Shooting Glade

Day Two

Kill the Fens Monk attacking Marian
Get slipper

Day Three
Give money to beggar to get his clothes

Give slipper to Lobb
Get silver comb from Lobb

Day Four

Kill Sheriff's man; rescue poacher
Give money to poacher

Give comb to Marian

Show emerald to Marian

Day Five or Six — Fens Monastery

Kill Fens Monk with Little John's staff on Watling Street
T

Point Value

50
50
1K)
50
10

100
100

100
25

1K)
50
50
50

100 (must play ancade)

Action

'sz whistle on shores of the Fens

Pass gemstone riddles

Free Fulk from chains in torture chamber

Get Fulk's scroll from Prior

Get Marian's scroll from scroll rack

Give scroll back to Fulk

Enter the water gate with Fulk

Give money to Fulk

Raise prate to escape Monastery

Receive Ring That Commands Water from Fulk

Day Five or 8ix — Nottingham

Get Abbey Monk's robe on Watling Street

firibe guard, enter dungeon

Enter 5t. Mary’s Abbey first time

Take ale cask from Abbot's table first time

Give ale cask to Innkeeper first time

Win amethyst in Nine Men's Morris game

Look at Ale bucket coming down from ceiling in pub
Discover secret entrance in ale cellar in pub

Put amethyst in vour mug while drinking with Abbot
Talk to Abbot five times while drinking

search drunken Abbot and lift his purse

Find puzzle box in Abbot’s room

Replace pillow

Take three monks’ robes in laundry room

Uiscover hedge maze

Go through hedge maze to Witch's Court

Live second ale cask to Innkeeper

Pay Abbot’s pub bill of twelve pennies

Point Yalue

25

100
100
150
100

10
5
100
25




Action
Day Five or Six (Concluded)
Leave three and a half cents on guard’s table in prison;

and return to secret tunnel
Guards take money from table and leave for pub

Rescue Widow's sons from prison cellar with belts from robes

Enter Sheriff's party at pub; answer aye to question
Give blessing to Sheriff

Escape through pub with Widow's sons

Receive Golden Net from Widow

Day Seven

Give hand scroll to Marian

Show emerald to Marian (if troth plighted on Day Four)
Capture Sprite with Golden Net

Answer Green Man's riddles

Day Eight

Give money to Yeoman; receive his clothes for a disguise
Select the correct Coat of Arms upon first attempt at Fair
Give Hand Scroll to scholar

Have vour fortune told at fair

Give money to beggar standing with crutch

Buy Scarf for Marian

Buy Rose 0il for Marian

Give money to beggar lying on ground

Win Golden Arrow (must play arcade)

Day Nine

Flude sweep of Sherwood Forest by Sheriff's men
Use hand cursor 1o get the Jeweler's clothes
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Point Yalue

f

50
10
200

100
100)
50
25
10
25
45
10
200

-

100

Action

Lse Jeweler’s rouge on Robin (once)

Get past guard (as Jeweler) at Castle of Nottingham

Swindle Sheriff (as Jeweler)
Day Ten

Dpen Abbot's Puzzle Box

Talk Innkeeper into opening back door of pub
Rescue Marian using John's plan

Heal Marian with Emerald Half-Heart

Diay Eleven

Ambush Treasure Train with Tuck's plan
seize Treasure successfully with any plan

Day Twelve

Elude sweep of Sherwood Forest by Sheriff's men
Give password to False Knight

kil the False Knight with bow

search False Knight and discover sealed letter
Show sealed letter to Litte John

Day Thirteen

Use Hand Code to climb ivy

Climb into cell window of Fens Monastery Tower
(Giive False Knight's Letter to Queen’s Knight

Live correct password to Queen's Knight

Escape from Monastery Tower (must play arcade)

TOTAL POINTS

2838

£E

f 2

7,325
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ARCADE
Action

Kill Fens Monk in Quarterstaff combat
Win Golden Arrow at Fair

Escape from Fens Monastery Tower
Capturing Sprite with Golden Net

POINTS

Point Value

100
200
100
10

Alternate Solutions (Worth Fewer Poinis)

Days Five and Six

Rescue Widow's Sons
#1 Will's Plan

it] John's Plan

#1 Alan's Plan

#1 Much’s Plan

42 John's Plan

#2 Tuck's Plan

#2 Alan’s Plan

#2 Much's Plan

Day Eight

Pick correct Coat-of-Arms on second meeting
Give Hand Scroll to Scholar on second meeting

Day Nine

Bribe guard to let Puck inside castle
Talk guard into letting Puck in castle
Swindle Sheriff disguised as Puck

80

150
50
25
150

25

50
25

Action
Day Ten

Bribe Innkeeper into opening cellar
Rescue Marian

#1 or #2 Will's Plan
#1 or #2 Alan’s Plan
#1 or #2 Tuck's Plan
#1 or #2 Much’s Plan
#3 John's Plan

#3 Will's Plan

#3 Alan’s Plan

#3 Tuck’s Plan

#3 Much’s Plan

Day Eleven

Seize treasure following Will's Plan
Seiae treasure following John's Plan
Seize treasure following Alan's Plan
Seize treasure following Much’s Plan
Open Puzzle Box if Marian is dead

ACTIONS CAUS
TO BE DE

Action

Day One

Pessant woman is killed
Peasant woman not rescued

I
D

N
L

Point Yalue

10

400
300
100

.j

150

sl

=

25

400
200
1K)
0
10

G POINTS

CTED

Point Value

-100
-100)
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Day Three

Use Bow to pet bepgar's disguise
Give emerald to beggar

Day Four

Poacher is killed
Poacher not rescued

Drays Five and Six

Kill Fens Monk with Bow

Get Abbey Monk's Robe with Bow

Give emerald to Abbot

Give amethyst to Abbot

Give amethyst to Fens monk or Prior

Every time Robin or Fens monk retums to the torture
room with Fulk still on strappado

Day Nine
Use Bow to get jeweler’s clothes
Give emerald to jeweler

Day Ten

Use Bow on Innkeeper
Let Marian die
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OB TECTS
Object Where Found
Hom Robin's Cave
Coins Robin's Cave
Slipper Sherwood Forest
Silver Comb Lobb's Shop
Ermerald Half-Heart Robin's Dream
Reed Whistle Fens Monk’s Robe
Bag of Gemstones Fens Monk's Robe
Fulk’s Scroll Scribes” Room, Monastery
Ring That Commands Water Fulk after rescue
Ale Cask Abbaot in Abbey Refectory
Amethyst Pub (Nine Men's Morris)
Puzzle Box Abbot's Room

Three Abbey Monk Robes  Abbey Laundry Room

Ring That Commands Fire  Puzzle Box

Golden MNet Widow
Hand Seroll Fens Monastery Scribes’
Room
Jeweler's Rouge Jeweler's Clothes
Sealed Letter False Knight
MONEY

Where Used

Throughout Game
Throughout Game

Lobb’s Shop

Willow Grove with Marian
Willow Grove with Marian or
with Sheriff (as Jeweler)
Fens

Fens Monastery Main Gate
Fulk

Fens

Pub; Abbey Refectory
Robin’s Ale Mug

Robin's Cave (or safe place)
Rescuing Widow's Sons

(In Dungeon)

Witch's Court

Catching Wood Imp
Willow Grove with Marian;
Scholar at Fair

On Robin

Litthe John; Queen’s Enight

This doesn't cover every single passibility of giving money, but only these instances where
giving money results in points or is significant in getting the most out of the game. Some
characters will take money with no benefit to you.
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In places where there is no specific amount that Robin has to give, we show one farthing
to get 2 MINIMUM count. Robin is certainly free to give more.

NOTE: There is no single Day in the game that requires use of money to complete that
Day. You could, potentially, get all the way through the game and not spend a farthing,
But you'd miss out on chunks of game play and a lot of points (i.e., not entering the
archery tournament means missing out on winning Golden Arrow for 200 points and
addition of 10,000 marks of ransom — but you can finish the game without doing this.)

Amounts are given as farthings (2 = 1 ha’penny, 4 = 1 penny)

Giving Money
Amount (in Farthing) Action or use.

Daay 1
1 Peasant Woman (Watling Street)
1 Simon (Shooting Glade)
Day 4
1 Poacher (Watling Street)
Drays 5-6
] bribe guard as Abbey Monk (Castle gates)
l wagering with Harry (Pub)
48 pay Abbot's bill to Innkeeper (Pub)
14 ale money for guards (Dungeon)
1 Fulk (Water Gate in Monastery)

Amount (in Farthings)
Day &
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Day 9
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Day 10

40

Gaining Money

Beginning of Game

Action or use

having fortune told (Nottingham Fair)
First beggar (Nottingham Fair)

buying scarf for Marian (Nottingham
Fair)

buying rose oil for Marian
(Nottingham Fair)

Second beggar (Nottingham Fair)
enter tournament (Archery Grounds)

bribe guard as Puck (Castle Gates)
wager with Sheriff as Puck
(Sheriff's room)

bribe Innkeeper as outlaw (Pub)

Robin starts off with a value of eighty-four farthings (taken from his money chest in his

Outlaw Cave), broken down as follows:

a) 5 pennies,
b) 19 ha'pennies,
c) 26 farthings.




Scholar’s Money
In the Fair region, Puck car L value of forty-five farthings from the Scholar, broken
down as the following

a) [ pennies

b} 6 ha'pennies

¢l 5 farthings

Abbot's Money

In St. Mary's Abbey, the Abbot’s purse contains twelve pennies (value of forty-eight
farthings)

Sheriff's Penny
In the Pub, Robin receives one penny for blessing the Sherift

NOTE: On Davs 9 and 10, money is used to solve problems using

solutions which actually give less points overall than the solutions that don't use money

Ransom Totals

At Beginning of Game

The game should open with Ransom: 300 in the status line
300 = opening amount in outlaw treasury
T00 = trick werill as Puck

5,000 = tricking Sherilt as Jeweler

10,008) = winning Golden Arrow

50,000 = seizing Treasure Train

Tricking Sheriff

Tricking the Sheriff is an either/or situation. You can trick him as either Puck or as
", but not as both, so only one amount can 1|!"!'!:'

altermate, but inferior,

| \-"[ g

.IJ.S




1. BIRCH

2. ROWAMN

3. ASH

4. ALDER

5. HOLLY

b. HAZEL

7. BLACKBERRY
8. ELDER

9. 0AK

10, WILLOW Wit

A- OUTLAW CAMP

B- SHOOTING GLADE
C-WIDOW S COTTAGE
D WILLOW GROVE

E-WATLING STREET OVERLOOK

F-OAK GROVE
G- GENERIC TREES
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1. BIRCH
2. ROWAN
3. ASH

GOy o
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4. ALDER
5. HOLLY

6. HAZEL
7. BLACKBERRY

8. ELDER
9. OAK

10, WILLOW

CROVES TO MM MAF

STRILT

WATLING

A- OUTLAW CAMP

B- SHOOTIMG GLADE

C-WIDOWS COTTAGE

20

- WILLOW GROVE
E-WATLIMNG STREET OVERLOLYE
G- GENERIC TREES

THE HEDGE MAZE

TOWITCH'S COURT

FROM CHAPEL
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To reveal the HIDDEN clues, place the red Adventure Window over the red
pantemed areas in your hint book so that the dot shows through the hole.






